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lntroductlon
‘ krgd natwn of Eisen, there is one czty that calls to the

) fmm the !aw or new homes. A few find what zhey 1e searching
but they are m the mmanty Most who come to Freiburg find

Yet fley p commg — an endless sea of mouths, rising up lo
illow everything in sight and spreading the available food
pgy tbmner and thmner FEventually, many of them turn o

neuxomefs The immigrants have dyiven wages down and prices
. Th v precious vesources and threaten the safety of
busmess&s and famzlws The streets have become dirly, crowded,
"'and dangerous. Fare:gners come to the city hoping lo lake
advantage of the nation’s desperate straits. Crime, poverty, and
corruption increase as the population swells ever larger...

, Veijv soon, ~sométhing must give.

Welcome to. the. Fretburg boxed set. Within these pages you
will find everythmg you need to run a 7th Sea campaign set
in Théah’s most dangerous city. Located in the center of a
* shattered nation, ruled by a man who has lost all hope,
" Freiburg has become the focal point for Eisen’s future. Even
. now; forces have.been set into motion that may cause the

’reumfmatlon of the county whether the Eisen people are

ready or not. Your Heroes will have the opportunity Lo
shape the nation’s destiny one way or the other. By the time
they’re done, they will have changed the course of history...
or sent a city to its grave.

In addition to the Freiburg boxed set, you will need a copy
of the 7th Sea Players’ Guide, the 7th Sea Game Masters’
Guide, and the Eisen sourcebook (o run Freiburg propetly.
Other 7th Sea books will be helpful but are not essential.
You'll also need a group of players (three to [ive is the

recommended number of players for a beginning GM), and
plenty of imagination.

Freiburg contains an entire mini-campaign for you to use and
expand upon — allowing your players to play a vital role in -
the political maneuvering of an entire nation. There are also
maps, props, building descriptions, and other tools that will
allow you to run games set in Freiburg long afier you've
used up the initial adventures.

In order to get started, read the descriptions of the books in
the Freiburg boxed set, below. This will tell you which book
you'll need to ook in for various types of information. Next,
talk to your players and decide if you want them to be
newcomers to Freiburg or residents of the city. Then, simply
proceed to the corresponding section and follow the
instructions there.

The Freiburg boxed set contains three books, outlined
helow:

Book 1: The City of Freiburg

This is the book you are readmg right now. It’s intended to
be the GM’s workhorse, containing a a history of Freiburg,
random encounter charts (color-coded to the map on the
back of The Sights of Freiburg), write-ups of important NPCs,
templates of commonly encountered NPC types, and an
entire campaign’s worth of adventures.

History, Law, and Government (pages 5-10) — This section
includes a brief overview of the history of Freiburg, a
discussion of how its government runs, and an explanation




of the [laissez-faire legal system that has made it such a
haven to criminals and entrepreneurs alike.

Write-ups of Important NPCs (pages 17-26) — This section
contains descriptions and stats for the most powerful people
in Freiburg, including the Eisenfiirst and his supporters,
several unsavory merchants, and two of the most public
members of Théah's secret societies.

NPC Type Templates (pages 27-29) — This section contains
stats for broad categories of NPCs, such as merchants,
Swordsmen, City Guards, etc. They will help you keep the
game moving if the Heroes do something unexpected, such
as attack a hapless merchant.

Hammer and Tongs (pages 30-90) — This is the campaign
itself, detailing a series of adventures for your Herces in and
around the city. It climaxes with a confrontation that will
aflect Eisen’s entire history, giving your party the chance to
play a pivotal part in the proceedings. Instructions for using
the adventures included are on pages 24-25.

New Rules (pages 90-92) — A brief collection of new rules,
including a Swordsman School commonly practiced in
Freiburg and several new Backgrounds and Advantages for
natives of the city.

Random Encounter Charts (pages 93-95) — Roll on these
charts when you want the Heroes to run into some trouble
in Freiburg, but don’t have anything particular in mind. To
determine which chart to roll on, just look at the color of
the map (see The Sights of Freiburg cover) where the Heroes
are currently located and roll on the corresponding chart. If
the street they’re on is green, roll on the Green Encounter
Chart The encounters may need to be adjusted slightly if
they take place outside of the city itself.

Book 2: The Sl hts of Freibur

The second book of the Fretbufg set is a comp %ete location-
by-location description of the map included with the set. It
includes a detailed overview of the city’s important
buildings and gives GMs a wealth of adventure ideas to
develop. It also includes several sample maps of Freiburg

buildings, which can be used whenever the GM needs
location on the fly. - o

Book 3: Welcome to .‘Frciburg

This book is a prop intended to be given to your players:'a
“tour guide” sold on the streets of Freiburg, which their
Heroes may purchase if they wish. Be warned however, that
some information in this book contradicts the information in
The Sights of Freiburg. The author of Welcome to Fr.eﬂ:wg
wasn't scrupulously honest in his descrlphons In all cases
where contradictions arise, The Sights nf Frezburg has the real_ -
story. Bt




,-'-A Fre:buréCam aign

Obvmusly, s will have to consider their group’s
partlcular ma.ke-up before running a campaign set in
* Freiburg. A party full of Vestenmannavnjar raiders will
approach thmgs much differently than one composed of
Montalgne courtiers. Below is a series of suggestions to help

you _{;ggabhsh your players in this setting.

‘Newcomers to Freiburg

In this version of the campaign, the Heroes have never been

N tg Frelburg before and are only now entering the city. For a

oo ;begmmng GM, this is the easiest method, because the
i "/ players will be introduced to the city in pieces. This allows

" you to familiarize yourself with the various locations around

Freiburg one at a time. The pace will be slower, giving

one involved time to get used o the game system and
eroes ‘resctions to the city.

T TR pr——"

Ifyou run thxs style of campaign, Book 3: Welcome fo Freiburg
will ‘be your best friend. Simply have the players create
-fHemes and then glve them a copy of the book (which

tj;it 1 'on'pages 32-36, and you're off. If you're a begmmng
e following character guidelines should make your
b much easier. It will give the party some stability and
ensure that they have the necessary skills to make a go of it
in' the blg bad city:

‘At'least one Hero should be from Eisen.

OAtieast one Hero should have the Noble Advantage.

e At least one Hero should have a Wits of 3 or more and
[ spend at least 8 HP in the Courtier Skill, making sure to
© _'have an Etiquette Knack of 3.

¢ At least one Hero should have the Streetwise Skill and
- “'fﬁé.,ﬂndemorld Lore Knack.

"~ & At least two Heroes should have a Swordsman School
oo and 2 Finesse of 3 or more.

e Ne Heroes should have Sorte. This is a somewhat
phcatgd Sorcery. apd can make certain elements of the

campaign harder to run. The court scenes, i partiety
become much more difficult with a Fate Witch in the pa

Freiburg Residents

In this version of the campaign, the Heroes have lived
Freiburg for several years, or have at least visited it regular§
This allows an experienced GM to get the most out of the
Freiburg boxed set, building up the feeling that the Heroes |
are familiar with the city and have learned some of its ins
and outs.

If you run this style of campaign, have the players create
Heroes, and then give them an overview of the city, perhaps
using photocopied pages from The Sights of Freiburg. If you
want to use Welcome fo Fretburg as well, have one player
make a newcomer Hero who has picked up the book on his
way into the town. He can serve as a source of trouble for
the rest of the party as he stumbles into problems the rest
of the Heroes know how to avoid, Once you've assembled
the group and everyone’s comfortable, run Hard Point 1.

Using Established Heroes in Freiburg

It’s also simple to import existing 7t Sea Heroes into the
Fretburg campaign. All you have to do is tie up their most
pressing plotlines and provide them with some motivation
to travel to the city. If you run Hard Point 1 on pages 26-31,;
this motivation is already built into the adventure — one of
the Heroes comes into possession of a manor in Freiburg

valued at thousands of Guilders (at least on paper).

Freiburg isn’t a place for the faint of heart, but those wh
walk its streets and survive will find rewards they neve
thought possible. Whatever your Heroes’ backgrounds, tel
them to keep their eyes peeled and always watch the

backs. This city has swallowed better men than they... but

they respect it, it can teach them how to prosper.
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History

The history of Freiburg stretches back farther than the
history of Eisen; indeed, farther than the history of
humanity. It begins in the time of the Drachen.

Drachen Burial Ground

'The Drachen made extensive use of the site where Freiburg
now stands, though for what purpose no one can be sure.
Some believe it served as a burial ground for their dead.
Others maintain that a huge battle was fought there: part of
a civil war or some other great conflict. All humanity knows
for certain is that numerous drachen skeletons littered the
area, ranging in size from twenty or thirty feet to hundreds
of yards. They lay exposed to the elements for countless
millennia, while their species slowly declined and humanity
rose to take its place.

The tower known now as the Wachtturm was erected at the
site, using magic or technology that humanity can barely
grasp. Whether it served as a monument of some sort or a
warning, no one knows, but the vistas from the top of it
stretch for many miles.

The area retained a quiet awe long after the Drachen had
vanished, almost as if the ground itself had absorbed some
part of the creatures’ overwhelming majesty. That, coupled
with the skeletons and imposing tower/artifact, kept the
early Eisen away from the site, even though the area was
well suited for settlement and lay on the convergence of two

mighty rivers. Nobody wanted to tamper w:th the dead for
fear of incurring some Drachen curse: or: mad\zertently
activating some terrible piece of magic. As Eisen flaurished =
around it, the site remained untouched, the testament toan ¢
age long past. V

The Stein -
So it remained until 1267 when Imperato : ‘itean I,
concerned about a possible military incursion up the
Rotstrom River, order the construction of a rmhtary base on:
the site. Many tried to dissuade him from the plan, fearin
the “curse of the Drachen,” but Stefan held f1rms
Construction began around the Wachtturm (whleh the ‘t _
Imperator wished to use as a lookout tower) and expanded .
to become one of the largest fortresses i, the 3
time.

When completed, the “Stein” (as it 3
the military anchor for the whole of northem Ezsen 4
huge capable of housing hundreds of soldiers, and heﬁ‘l an

countryside, allowing commanders to spot appr yac
forces w1th ease. For all the talk ﬂf a Drac‘h I_l curs :

short walk. There was even a- (:hapel of sorts founded I&'the
ribcage of a great drachen skeleten and presided over by

the fortress priest. While not strictly“a city (it was under %
military jurisdiction, and everything'in it served the Steinin
one way or another), it provided the framewark for Fre:bur -
four centuries later. N

The War of the Cross

For many centuries, the Stein stood umaha]lenged eaml
repelling the few military incursions launched against it It
served as a safe haven for merchant fleets - plying; the.
Rotstrom and guarded the western ﬂank of the Imperaﬁor 8:
personal holdings. It even pmtected Matthlas Lleb




Efoﬂowmg hgf"esc;pe from Castille in 1517 (Lieber hid in a
~ secret room beneath the anvil of the local smithy; see the
" Rose aﬂf@i Cr_qu s‘opréebook, page 43).

& / Then ¢

e War of the Cross. With the nation split
cines and Objectionists, chaos threatened to

engulf the entire region. The Stein became a central rallying
. point for the Imperator’s forces and headquarters for the

bn]llant tijcine General Stauss. Stauss struck against
i()bjéeﬁonist strongholds in the south, using a combination
~of Kisen miilitary and Castillian troops to quickly hem the
enemy. in, With most of the fighting taking place in the
ggsuuthemgézprov‘inces, few feared an attack on the Stein itself.

The tide shifted, however, with the appearance of the
‘ ‘cunnmgG eral Stefano Wulf. Wulf arrived from his native
army.of loyal Objectionists in tow. He knew
> had ;;Jnly"ag:f'lort time before General Stauss turned
entioh toward him, so he needed to weaken the

Vaticine defenses in order to establish a proper foothold in
the north. His first target was the Stein.

Wulf’s forces approached the fortress one snowy day in the
winter of 1637 in what would later become known as the
Last Battle of the Stein. He deployed his forces rapidly and
hid his strength from the fort’s defenders, behind the
inclement weather. The men atop the Wachtturm could not
spot Wulf’s army until they were almost on top of them. By
the time an alarm was raised, the Objectionists were ready.

The battle was swift but bloody. The defenders attempted
to hold Wulf to the north side of the Rotstrom, but the
canny Vendel crossed the river east of the fortress and soon
had the Stein surrounded. His men set fire to the city to
further mask their activities, and their Guilder-bought
cannon breached the walls on two sides. As civilians fled
the burning ruins, the Stein’s commander engaged Wulf’s
forces on open ground. The defenders fought like Eisen and
inflicted numerous casualties, but in the end it wasn’t
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enough. Wulf’s forces overran the fortress and burned the
keep along with the rest of the city.

Among the Imperator’s forces at the battle was a young,
idealistic boy named Nicklaus Triigue. He escaped the fall
of the Stein and fought on the Vaticine side for another
twenty-five years, gradually losing his hope and his faith.

With the loss of the Stein, the Vaticines’ absolute hold over
northern Eisen crumbled, giving the Objectionists a chance
to consolidate their positions. Had the fortress held, General
Stauss could have beaten Wulf back and Fisen might be a
much different place today. As it was, the war took another
thirty years and the issues which caused it were never truly
resolved.

Wulf’s forces held the area for another two years before
being forced to retreat. During that time, they refused to
allow any civilians to refurn to the area and never rebuilt
the Stein. Attacks from Valicines were frequent, and the
Objectionists never had time to conduct proper repairs.
The area remained in ruins for two more years.

More information on the War of the Cross can be found in
the Eisen sourcebook, pages 14-16.

The Rebuilding

Wulf’s forces abandoned the Stein in 1639, forced to retreat
by increasing pressure from Vaticines to the south. Civilians
immediately returned to the area, drawn by the river and
the remnants of the fortress. They made what repairs they
could and constructed new buildings over the ruins of the
old. The cily quickly regrew, fed by refugees from the war
and surviving as a crude trading post. The locals still
referred to it as the Stein or occasionally “Steinhalt”, but the
city never really achieved a sense of unity.

The chaos of the war took its toll as well. Mercenary bands
moved through on a regular basis, often destroying what
little civic authority there was. The city changed hands
countless times; leaders and rulers would come forward,
only to be deposed or murdered by their rivals. Military
units would sometimes lay claim to the city, occupying it
until a. larger force drove (hem off. Eventually, the city

no Ieadershlp

It was this chaotic quality that attracted'thé at‘teritlén of 11‘3‘;:-:
current ruler. Nicklaus Trigue had fought: for. the Vaticines
since the earliest days of the war, but by 1659 he had had.
enough. Sickened by the carnage resentful of th ' 5 ,
once loved unconditionally, Tréigue reached “his breakmg )
point during one of the last large-scale battles of the war. He ..
watched his forces clash with the Ob]ectlomsts - men'fi::_q
slaughtering each other like animals over nothing more than
an abstract notion — and suddenly stopped, threw down- hrs_
sword, and fled from the horror. He never knew whatf%;;‘_
happened to his men, nor did he care. "

He went into the nearby mountains, hopmg to avmci hum
contact of any kind. He was making hi
rocky path when a storm broke out, threateni ‘
him. Trégue took refuge in a nearby cave, only:to
stunning discovery: a rich deposit of dracheneisen
within the walls. By Eisen law, it made him a baron,
second only to the Imperator hitnself in powe ¢

Imperators palace to peﬁhon Re1fenstahl for a b
When his lord asked him what territory he: ‘want
smiled bitterly. “All the land I can see from the Wac
was his reply.

When the locals heard that a new baron was ta;km :
they rejoiced. At last, a real leader to'restore the
glory! Their joy soon turned to ashes, however, when Ehey
learned what Trigue had in mind. He desired a “frée city;,™.
a place where no questions were asked and anyone could
come and go as they pleased. Beyond requisitioning 2 few:
important buildings — a city hall, 'a new cathedral, A
restored version of the Stein — he had no plans to ehange
the way things were done. Construction on the.. Tigw:
buildings was completed in 1664 and Trigue christened the
new city “Freiburg” (‘Free City”) in hopes-of drawing fresh’
trade. Then he retired to the Wachiturm, uncorked a bottle
of wine, and watched to see what would happen.



He Was;lt dlsafnfyémted In the four years since Freiburg’s
' chrlstenjng, the:city has grown more quickly than anyone
" could unagme The horrors of the war have drawn all

as mey Hant traders from all over Théah. Triigue’s policy of
no taxation has proven extremely lucrative, and many men
have become rlth after just a few months in the free city. Of
o _?se there s a downside as well: Freiburg cannot
guarantee the safety of its citizens, and the high criminal
element can make things very difficult for the unwary. Men
have made a small fortune on her streets, only to be robbed
Fof everyﬁ'lmg they own in a few short minutes. Those who
survive in her confines have learned to travel well armed,
and Jushce here exists (mly on the end of a sword.
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The city has also had to deal with the development of a
shantytown — known as Verzweiflung — around its borders.
Composed of starving refugees living in horrendous
conditions, Verzweiflung swims with filth, disease, and
crimes too horrible to mention. Freiburg doesn’t officially
recognize the shantytown as part of its borders, but still must
deal with the problems it creates. More on Verzweiflung
can be found in the Eisen sourcebook, pages 23-24.

Stll, the city continues on its way. Most of Freiburg’s
residents are perversely proud of their “No Questions”
policy, and trade here flourishes as nowhere eise. The
streets ring with foreign languages, as immigrants from all
over Théah come to ply their wares. No city has such a
cosmopolitan flavor, and no city has persevered so well
despite the horrors that surround it. Freiburg has survived,
though whether that’s a good or bad thing is a matter of
opinion.

Civic Operations

Freiburg is run like no other city on Théah. There is no
mayor, no governing council, and only the barest hints of
civic organization. It never taxes its citizens, meaning it has
very little money to pay for the services that other cities take
for granted. The result is a chaotic, free-wheeling mess
where no one can establish any real control. Trigue
intended as much.

Organization

Technically, Eisenfiirst Triigue is the uncontested ruler of!
Freiburg, with the power to make laws, levy taxes, and
organize the civic government any way he sees fit. In reality,
however, Trigue rarely intervenes with the government,
content instead to write his book and drink himself to
death. The day-to-day operations are left to Wilma Probst,
who sorts through the mess as best she can.

Freiburg is organized around Trigue’s grand “experiment™
he wished to see how human beings would react if left
entirely to their own devices. Would they prey upon each
other, as beasts in the field did, or would the better angels
of their nature lead them to utopia? With that in mind, he




formulated the city’s motto — “No Questions” — and set up
a civic government with as little true authority as possible.
The City Guard keeps the peace and prosecutes any overt
criminal activity, but other than that, the inhabitants are left
to govern themselves.

Civil Services
Freiburg provides only two real services to its citizens: the
city guard and the Hall of Records.

The Guard exists mostly to keep the peace: they prevent
street crime and nominally try to enforce the city’s laws.
They’re organized along military lines: patrol squads are led
by sergeants, who answer to a watch captain coordinating
all patrols in a given area. The captains report to one of
twenty watch comumnanders, who all report to the Captain of
the Guard, Vasya Wilhelm. The organization works well
enough to keep the guards functioning, and they respond
well to the pseudomilitary chain of command.
Unfortunately, they're also woefully underfunded. With no
taxes coming in, the city cannot pay their salaries and they
must often turn to wealthy merchants for support. The
system lends itself to horrible abuses, with units of
guardsmen serving as armed thugs for the rich and
powerful. Bribery is rampant, and despite the presence of
honorable men like Wilhelm, the city guards are rife with
corruption.

The Hall of Records is actually Trigue’s way of keeping an
eye on his “experiment.” It ostensibly exists to record every
aspect of city life: births, deaths, immigration, business
transactions, and so on. Budget constraints and other
practical necessities, however, have limited their efforts to
one important category: property ownership. All parcels of
land within Freiburg must be registered in the Hall of
Records, and the city must license all property exchanges.
As a result, the government has a fairly good idea of who
owns what in Freiburg, which allows it to keep rough track
of the city’s populace. Of course, there’s nothing to prevent
squatters occupying an abandoned building or landlords to
operate without the city’s knowledge, but no system is
perfect. The Hall also generates income for the city by
directing citizens to certain businesses or employers in

exchange for a small fee. Not only does it help - facilitafe‘ L
trade, but it gives the impression that the: government has
more control over the city than it actually does. Wilnia )
Probst tries to keep track of the people making: use: of this
service in hopes of identifying potential troublemakers

Beyond these two services, Freiburg exerj no control
over its populace. The citizens may conduct whatever'
business they wish without fear of repnsai from. the
Eisenfiirst. Many residents have learned to fend " for
themselves rather than trust the city guard They formm
vigilante groups, organize volunteer fire brigades, and pay
for basic services out of their own pockets. In many’
neighborhoods this leads to a “might makes right” i‘,yle with’
powerlul gangs ruling through fear and intimidation. A few ;|
areas have fared better, however, aided i
econiomy or a genuine concern of neighb - fc
remains to be seen whether those aréas will gros
Freiburg’s corruption will ultimately consume them.

Wilma Probst -
As bad as it is, the situation would be far, far worse Wwer t.
not for the efforts of one woman. Wilma Probst serves a
Triague’s chief advisor, which makes her- the
administrator of the city. Her duties mamly consts
monitoring the Hall of Records, ensuring that the*(uard
do their jobs, and handling the countless d
endeavors that Triigue no longer touches. She ma.;intams :
contact with diplomats from the other Eisenfiirs e
ensuring that the merchants are more or less happy and
keeping the city’s treasury from emptying. She alsp has a -
few side projects of her own, which take up the remainder
of her free time (sec her NPC entry on pages 13-15 for
more). Luckily, Trigue has given her carte blanche to act as
she sees fit and she hasn’t allowed her sirroundings to~
corrupt her. She remains a good and decent wdman, and
tries hard to give the citizens beneath her a fair shake. Were
it not for her efforts, the entire konigreich would- have
collapsed into anarchy years ago.




The enﬁrety of Frelburgs laws only fills three pages, and
most of them aren’t even enforced. The most dire crimes
are murder arson, inciting a riot, and engaging in slavery;
the Clty (ﬂla.i‘d has standing orders to arrest or detain
dnyong_they suspect to be engaging in such activities. Other
than that, the Guardsmen may follow whatever personal
code they w’ish In most cases, this translates to an “out of
~=51ght out ‘of mind” policy: while public crimes are
_wgorously pmsecuted countless back alley schemes take
place w1th no interference from the Freiburg authorities.

_;The one thlng the guard will not stand for is a threat to the
" city itself. They carefully monitor public gatherings and
: remove potential rmgieaders before the crowds grow ugly

ly, .crimes against the watch itself seldom go
unished. The Guards know they have no one but

yemselves to depend upon and protect each other with

rce. loyalty. Most Freiburg citizens know better than to

fle. w1th the1r would- be protectors: in an already deadly
it’s the easiest way to get killed.

reatmg guardsmen can be found on pages 96497
n. sourcebook; stats can be found in the Minor
n page 28 of this book.

Trla.ls

“Due process” is a forelgn concept in Ireiburg. The Guards
have enough to worry about without ensuring that every
defendant gets, a fair hearing. Senior officers (captain rank
“ or higher) act as judge and jury; the men under them bring

“. crithinals in for ‘rials, which often take place in less than an
" heur. T_he proof of guilt varies from case to case; honorable

watch inptains try to see that justice is done, while harsher

‘or more corrupt captains condemn the accused with only
perfunctory evidence. Most cases hinge on eyewitness
ccounts, which -can.be hard to procure and are often
tamg‘cé‘tl"with__PersonaL: biases. Criminals are usually either

condemned out of hand or released after a slap on the
the “judges” just don't have time for anything more.

Punishment

Once criminals have been caught and condemned,
question becomes how to properly punish th
Deportation and banishment are the most comsy
methods. Many of Freiburg’s criminals hail from other g
of Théah, and most are wanted elsewhere on a varief
charges. The Hall of Records tries to keep tabs on wa
fugitives, which makes it easier to get rid of them when
commit crimes in Freiburg. A quick letter to a ne
koénigreich or a Porté messenger to another nation
quickly alert the “proper authorities” to their fugi
location.

Fines are typical for minor offenses. The defendant si
pays “court costs,” lor his crime: anything from a
Guilders to everything he owns, depending on the sew
Those who can’t pay must work the fine off as indent
servants, bought by the wealthy or laboring on the city’
civic projects. Needless to say, the system is horrendq
corrupt and “court costs” are ofien a watchword for out

bribery.

Other punishments include flogging, maiming,

pillorying, which can all be accomplished with a mini
of fuss. In the most serious cases — murder, arson, or
against Lhe city at large — the criminal is executed.

cases arc usually handled with more formalily than ¢
‘The trial is lengthier, with legal counsel representing

sides and a legitimale judge weighing the evide
Hanging is the normal form of execution, though G
have been know to apply “extreme force” when subd
particularly vile criminals.

Because of this hands-ofl policy, Freiburg has only a s
prison, the Gaol {location #189; see The Sights of Fre

page 50), occupied mainly by debtors and the hope

insane. Somelimes Wilma Probst arranges [or a troubles
criminal to serve prison time in Posen or another ney
konigreich, but such incidents are rare (Wilma must ca
a political favor to do so).




The following entries cover most of the movers and shakers
in Freiburg society, from the Fisenfiirst and his assistants to
the most prominent members of the city’s secret societies.
GMs are free to add more or modify the existing NPCs if
they wish.

Nicklaus Trague

Eisenfiirst (Hero)

Brawn: 2

Finesse: 1

Wits: 5

Resolve: 4

Panache: 2

Reputation: 80

Background: Crisis of Faith

Arcana: Insightful

Advantages: Castille (R/W), Eisen (R/W), High Lisen (R/W),
Montaigne (R/W), Théan (R/W), Vodacce (R/W), Noble,
University

Artist: Writing 4

Courtier: Dancing 2, Diplomacy 5, Etiquette 4, Fashion 3,
Gaming 4, Gossip 1, Oratory 5, Politics 5, Scheming 4,
Sincerity 5

Heavy Weapon: Attack (Heavy Weapon) 3, Parry (Heavy
Weapon) 3

Performer: Acting 3, Cold Read 4, Dancing 2, Oratory 5
Prestidligitation 3, Singing 1, Storytelling 3

Scholar: History 5, Mathematics 2, Occult 2 Phl.lOSOPh}’
Research 3, Theology 5

Streetwise: Shopping 1, Socializing 3, Street NdVlgahon 5,
Underworld Lore 4 o ‘

(For more information on Freiburg’s bitter, alcohollc ruler,
see the Game Masters’ Guide pages 53, 55, and 6165
the Eisen sourcebook pages 65-66 and 115- 116)

Even before he became an Eisenfiirst, Nicklaus Trague gcwe‘--
up on many things — Theus, science, perhaps even his
fellow man. He now spends his time talking with _h1s_scr1be
Logan Gottschalk Sieger, and shaping his increasingly bleak,

thoughts into a philosophical treatise. From when hie rises in: _

the morning to when he collapses late at night, he always
has a bottle in his hand to help quell the sense th the
universe has betrayed him. :

Trigue primarily leaves the operation of Freiburg
administrative assistant, Wilma Probst. She handles
admirably, but with the restraints he placed on he

she often has to go behind his back in order 'to
necessary tasks. Nicklaus would be furious if he knew - sk
was doing that. After all, he has set up. Freiburg as a
experiment to see what men will do when laws an

are taken away from them. Knowing that hi
assistant is meddling with that would enrage-hin

until he realized that she was part of the expenment too

Similarly, Logan Sieger impresses . him greatly ancl h"“
eventually plans to leave the city to ‘him. He' hasnt '
anyone this, for fear of disrupting the experiment. *

In order to know Trigue better, it's best to hear him in his
own words. Below are several excerpts from Facts of Theus,
the manifesto-in-progress that he hopes will be his erownmg '
legacy: : o =

Chapter 1: On the Nature of Theus -
Theus is a monster. '

Consider: He created everything. He made a world that is, by all |

accounts, His idea of perfection. He is supposedly all-knowing ..

and all-powerful. Yet somehow sorcery crept in and cmupted the:
vision, giving us suffering and sin. :




Nicklaus Trigue

Hutvever, if Theus is all-knowing, then He knew that would
happen. He knew that Legion would oppose him successfully in
this manner, but He went ahead with His grand plan anyway.
He knew that man would fight his brother during the War of
the Cross in his name, yet He did nothing o prevent this. He
foresaw thousands of starving, diseased children in the streets of
Eisen, but He allowed i,

Perhaps to such a powerful being, mankind is no more than a
race of insecls — inleresting lo watch, but ultimately of no

' - consequence. This 15 the only explanation that I can conceive of

. that would explain His staggering disvegard for our suffering.

Why else would He make decisions that, if made by human,
would view as the acts of a monster?

Chapter 21: On the Nature of Archeologists

I find the tecent trends among scholars of history disturh
Calling themselves “archmologists”, many of them explore
ruins of the Symeth, seeking devices or writings thal could
some light on the natuve of this elder race. These men
women famper with dangerous forces that they do not |
understand. They might one day unleash a cataclysm upon
the scale of which we have never seen before. It could be tha
of these “archaologists” will flip the wrong switch or tu
wrong dial, and all of mankind will disappear just as suda
— and completely — as did the Syrneth themselves.

However, this is not my greatest fear. A hundred years in the
— cven q generation ago — the grealest minds of Théah
engaged in the tnvention of new devices and philosophies.
brave pioneers looked to the future and gave us some of our
valuable advances. Tobias Vogel and his printing press,
instance, brought learning into all corners of Théah. Withou
agile mind, the words you now read could never have reached

All of that changed with the discovery of the Syrneth ruins.
instead of velying on our own intelligence, we simply collect
technology of an extinct race. I fear that we are beco
scavengers — dependent on the incredible artifacts uncovere
the Syrneth ruins for our scientific advances. More and more;
look to the past for our inspiration, but as the Syrneth
already proven, that road is a dead end. While I would;
interfere with the research performed by these “archaologists
cannot agree with it. It is a waste of many brilliant minds.

Chapter 58: On the Nature of Man

The nature of Man, more than any other topic, bewilders
ability to draw a clear conclusion. Men, for all their vam
reason, live from moment to moment like animals. Certa
they can plan for the future, but few ever do. It is very diff
fo determine their true nature when outside influences consta
force them fo act in certain ways. Rulers, poverty, and sorce
among the influences that most restrict man’s ability to
according Io his nature. Laws and fear of punishment deter &
who would otherwise prey on their fellow man, while po




drives honest men to perform dishonest acts. The influence of
sorcery runs throughout all of this — making gods of some men
and servants of the rest. What can a common man do against
the ability to catch bullets or change into a bear?

No, 1 fear there is only one way to determine if man is inherently
good or evil. We must create an environment in which man is
bound by neither law nor rulers. This propose fo do here, in this
“Free City.” Freiburg shall become the crucible in which
humanily’s true nature will be lested. I suspect that neither
Theus nor Legion will inlerfere. After all, they must be as
curtous about the outcome of this experiment as [ am...

Urc’z’gue"s Advisors

Wilma Probst

City Administrator (Hero)

Brawn: 2

Finesse: 3

Wits: 5

Resolve: 5

Panache: 3

Reputation: 56

Background: Obligation {Sophia's Daughters)

Arcana: Focused

Advaniages: Eisen (R/W), High Fisen (R/W), Montaigne
(R/W), Vodacce (R/W), Connections (many), Eisen Accent
(Republic), (Wo)Man of Will, Membership (Sophia’s
Daughters), Noble

Courtier: Dancing 4, Diplomacy 4, Etiquette 5, Fashion 4,
Gossip 4, Mooch 3, Oratory 5, Politics 5, Scheming 4,
Sincerity 4

Merchant: Accountant 4, Calligrapher 3, Haggling 3, Scribe
5

Scholar: History 3, Law 3, Mathematics 4, Philosophy 3,
Research 2

Servant: Etiquette 5, Fashion 4, Menial T&sks 5 Senéschal 5, .
Unaobtrusive 4

Spy: Conceal 4, Cryptography 5, Forgery 4, Ilp Readmg 3,
Shadowing 2, Stealth 3

Rider: Mounting 2, Ride 3

Knife: Attack (Knife) 3, Parry (Knife) 1

Wilma is the only daughter of a wealthy Eisen merchant.
She grew up in Gottkirchen, Heilgrund, where she studied
the courty arts hoping to cne day becoming a member of
the Tmperalor’s court. At age ten, her father sent her to
Montaigne to study in one of the country’s finest finishing

Wilma Probst




- - schools,.She quickly rose to the top of her class and drew
' the attention of Jeanette Francoise, the Headmistress of the
k institution. Aside from her exceptionally high intelligence
B . and ease in grasping courtly techniques, Jeanette saw
1 something rare in Wilma — an unbreakable will Unlike the
" other* g1rls enrolled in her school, Wilma tackled every
-l situation with absolutely no fear. She seemed immune to
f peer pressure and maintained an eerie calmness during the
nost stressful situations. When the other girls teased her, she
griciously ignored them; when they excluded her from their
cliques, she practiced her studies on her own. Never once
did she show any signs of weakness or remorse over being
_ ostracized. Never once-did she show any concern that the
~ other giils disliked her. She was a rock. She was perfect.
Wilma:was the prodigy which Jeanette had been waiting for

all E‘l‘lifﬁ

Jeatiette belonged to Sophia’s Daughters and used her
schoel to ‘s}"lape and mold the minds of young girls. She had
longf: been searching for someone to groom in a role of

-leadership, someone who had the strength of mind to do
“_ great things. She found this person in Wilma.

I‘hus Wilma began her training. She studied tenaciously
and proved receptive to the temets of the order. She
graduated at the top of her class and had gained many
';frie_n_ds and contacts within the Daughters’ ranks. They had
. g{odﬁ)ﬂd her to be a leader; now they would watch to see
_.what.she. could accomplish on her own. Wilma relurned

" home and applied for an appointment in the Imperator’s
couirt, With her father pressuring the proper people and the
Daughters working behind the scenes, she secured a
position in record tinte.

In order to find those sympathetic to the Daughters’ cause,
she began feeling out the many officials and courtiers with
whom she. had daily contact. She paid particular aftention
.to-one of the Tmperator’s favored barons, a fiery warrior
named Fauner Pssen. Unfortunately, Fauner never quite
noticed Wilma in the swirl of the Imperator’s court: Probst
schemed, planned, and did everything in her power to
~make a connection with the baroness, but always fell a bit
_short.

I
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With no one else to turn to, she spoke with the lmpe
himself in hopes he would be sympathetic. Although
never specifically mentioned the Daughters, he seemed ¥
open to their beliefs, and she believed that he could §
valuable asset in the future. Two days later, the Impen
was found dead, apparently by his own hand. For the
time in her life, Wilma felt helpless. For the last time in
life, she lost control of her emotions and wept.

Without the Imperator, Wilma was lost. The g
disbanded, the country fell apart, and she found hd
alone with nothing to show for her lengthy efforts.
debated returning to Montaigne, perhaps to serve a
errand girl for the Daughters, but ultimately rejected
notion as too weak. She may have lost her moorings
she was far from broken.

It took several more weeks before inspiration struc
She remembered a newly proclaimed Eisenfiirst ng
Nicklaus Trigue, who had asked the Tmperator to let
rule a fortress known the Stein. He had started
impossibly small barony with little more than hi
handle its administration. Surely he had a place for
his court. She subsequently traveled to the Stein,
named “Freiburg”, to seek him out. After seeing wha
could do, Trigue was more than happy to let her help
guided her through the creation of the initial administr
for his new city, then retired to write his book and t
the governmental operations over lo her. She couldn’t

prayed for better.

With her almost autonomous authority, she has c
safehouses all over Freiburg for women smuggled o
Vodacce. With the approval of the Daughters, she
established a local chapter house and has assume
leadership. Within only a few years, membershipd
increased tenfold. The melting pot of Freiburg is rife
those who are weary of the current state of affairs and
to see the country — and eventually the world — cha
for the better. She has an endless audience to whon
Daughters may espouse Lheir beliefs.

Wilma truly cares about the people of Freiburg and
established the few public services which the city

-y




olfer. Although she heads up the local Daughters chapter,
she does not run its day-to-day operation (Freiburg itself
keeps her busy). Her job consumes almost every waking
moment, since she has no help from Trigue himself. The
rest of her time goes to the Daughters: organizing their
meetings and activities, helping establish new salehouses,
and forging (raveling papers for women who need them.
She occasionally uses Vasya Wilhclm as an unsuspecting
agent, since he has devoted his life to protecting others. She
often posts him and his best Guards in the areas of town
which harbor Daughters’ safehouses.

Wilma is a thin woman in her mid-thirties, with piercing
blue eyes, a hawklike nose, and thin lips. She has long
brown hair which she wears up in a very severe style. While
not unattractive, Wilma is relatively plain and does not take
the time to doll herself up. She dresses well, but
conservilively, and never varics her wardrobe.

Logan Gottschalk Sieger

Scribe (Hero)
Brawn: 2

Finesse: 3

Wits: 3

Resolve: 5
Panache: 2
Reputation: 15
Background: None
Arcana: Stubborn
Advantages: Eisen (R/W), High Eisen (R/W), Théan (R/W),
Inheritance, Noble, Patron, University

Ariist: Writing 3

Courtier: Dancing 2, Diplomacy 2, Etiquette 3, Fashion 2,
Oratory 3, Politics 3

Heavy Weapon: Attack (Heavy Weapon) 2, Parry (Heavy
Weapon) 2

Merchant: Scribe 5

Scholar: History 2, Mathematics 2, Philosophy 4, Rescarch
4, Theology 3

Streetwise: Socializing 3, Street Navigation 4, Underworld
Lore 3

Nicklaus Trigue, Logan was born from-.a 'pasSionate

encounter between his father and a cémmonserving girl.
His father took responsibility for him and raised him as he

would any child, but never seemed to Lp\{é hlm Logan
spent his youth in a series of military academies: willful,
isolated, and very, very lonely. T

School taught him selfreliance; his father taught hmi that
nobody else cared what he did. As a consequence, he "quit‘

military training at the age of fourteen — against his father’s

wishes — to attend the Breutzmann finishing school




(Location #s 106, 141 and 142). By that time, Erich had sunk
deeply into his isolalionist malaise and, rather than punish
the boy, he continued to send money. When Logan
graduated, “however, Erich sent him a letter. “You have
chosen _‘yoi;r path,” the elder Sieger wrote. “You will have to
walk it withowt me.” Logan found himself alone and without
funds in a dangerous city.

Tuckily, his school contacts allowed him to find work as a
scr}be;-aftei a few years, he had earned a reputation as a
diligent and rapid worker. Even so, he was surprised when
Nicklaus g{Tré‘tgue approached him with an offer; the
~pessimistic Fisenfiirst wanted someone (o record his
¢ thoughts, and Logan seemed the ideal candidate. He
agreed immediately.

He'has worked tirelessly to document Triigue’s

ling tirades, an act which has transformed him in more
ways than one. Triigue's negative philosophy provided an
explanation for Logan’s loneliness, and entranced him with
its the grim ethiics. In the eighteen months since he began
Workmg with Trague, he has become a devoted disciple,
learning self-reliance and an unflinching acknowledgment of

~_an uncaring universe.

. [jr;fog;t_;unatély, he has not been able to devote as much time
" fo his work as he would like. As Erich Sieger’s son, he is one
" ‘of the only contacts with the isolationist ruler. That makes

im 4 target for every burcaucrat, diplomat, and noble
ferested in’ speaking to the elder Sieger. Every day finds
new letters piled up at his door, each accompanied by a
request to “get this to Herr Sieger as soon as you can.” No

‘one listens when he says that he hasn’t seen his father in
years; to them, he's just a way to reach the Eisenfiirst. Logan
leaves the messages to gather dust in a corner of his room.

~ Logan is the si)itting image of his father: tall and broad-
) shouldered, with dark brown hair and stecly eyes. His stoic
*" demeanor belies his youth, and he constantly speaks in a

- melancholy tenor. He's gone to great lengths to hide the

similarities, dressing in plain clothes and letting his hair

T . grow long. He wants as litle to do with Erich Sieger as

 possible.

Vasya Wilhelm

Captain of the Guard (Hero)

Brawn: 4

Finesse: 3

Wits: 3

Resolve: 5

Panache: 3

Reputation: 44

Backgrounds: Orphaned, Vow

Arcana: Loyal

Advantages: Fisen {R/W), Eisen Accent (Freiburg), Cor
Reflexes, Membership (Freiburg Guardsmen)

Scholar: History 2, Mathemalics 1, Philosophy 2, Resea
Streetwise: Scrounging 5, Shopping 3, Socializing 4,
Navigation (Freiburg) 5, Underworld Lore 4

Urchin: Conceal 3, Stealth 3, Street Navigation 5, Survi
Athlete: Climbing 3, Footwork 4, Rolling 2, Side-ste;
Sprinting 4, Throwing 2

Panzerhand: Attack (Panzerhand) 5, Parry (Panzerhand
Uppercut 4

Loring School (Master): Bind (Panzerhand) 5, Dis
(Panzerhand} 5, Exploit Weakness (Loring) 5, Right Ho
Pugilism: Attack 5, Ear Clap 3, Footwork 4, Jab 4
Wrestling: Grapple 4

Vasya Wilhelm grew up an orphan, never knowing his
family. His carliest memories were of of a group of a
powerful men dressed in cloaks which bore a black cro.
4 white background, and of a woman named Ade
Withelm who took him away from them and raised
her own. She named him Vasya, which means “unwave
protector”, and told him that he was destined for g
things. Although poor, she shared all she had with
teaching him to read and writc and showing him
courage and honor were not just words. When she
sick, he stayed by her bedside and tended to her dilige
and when she died, he swore he would hoenor her by

a life of righteousness. He assumed her last name and
to the streets of Freiburg, a mere boy of eleven years.

When Vasya began roaming the streets, he vowed he
not steal or cheat in order to survive. This was more diff




that he realized. Everyone he met was too wrapped up in
their own miserable problems to care if an orphaned boy
could eat. He lived hand to mouth, scrounging through the
trash of others, but he never stole. He survived for many
years without once preying on another human being,

One day, when he was about twenty, as he was foraging in
a bad area of town, he came across a group of men betting
on a fight. Two combatanis were beating each other while

the others cheered them on. Vasya had heard whispers of

pit fights in the city, but he had never believed them before
now. When the fight ended Vasya stepped up and

challenged the winner. He lost, but. there was someth:mg
that felt so good about being there: fightmg gave him a
certain freedom from his miserable life. He went back mght
after night, learning more and more about boxmg each
time. Eventually, he started to win.

never came in person but always sent a representat!_ «with
prize money — enough to live on for months — for thé best
fighter of the week. Vasya set his eyes on thls prize and
fought with everything he had to claim it. Eventually, rnany
weeks later, it was his, but it wasn’t without a pnce

When Vasya won, the sponsor’s proxy took hun to see the
man who funded the fights. The man’s name was Redmuud
Erhart, a prosperous merchant who offered him a joby

of his guards Erhart had a constant ne;

thought He threw himself completely into the new: p
although he missed the flghts he now had steady i

had taken a turn for the better.
He was wrong.

For several months, he gua,rdéd Erhart's :ate ‘and
occasionally accompanied his employer to town. He :
very high in the chain of command. Then one day he and

sent to address the problem. When they arrived ‘at
apartment, the squalor in which he and his fa.rmly lived
sickened Vasya. Walter had a family of seven, all packed
into one room with no furniture. Rats scurried around in
the corners, and the emaciated children looked as if they .
hadn’t eaten in days. :

Walter tried to explain that he had lost his ]ob asd couldn’
provide food for his children. The other men dido’t listen.
Vasya watched in horror as they beat the poor‘man t6

within an inch of his life. When they were done, they held . -
Walter down and forced him to watch'as they gave the same':;" o

treatment to his wife. The sight of the defenseless woman




being struck again and again was too much for Vasya. He
leapt forward in her defense and tried desperately to fight
“off his former cohorts. Sadly, there were too many of them.
They péunded him as badly as Walter, then threw him from
the secend story ‘window.

Walter : d his de]lly moved out that night, tlccmg to the
,A]though thcy had no shelter and little food, they tended to
his wounds' and shared their meager sustenance with him.
When he' had fully healed, he promptly made an
appointment to see Wilma Probst and offered his services as
a city guard. He told her he would work for no pay if
) necessary, as long as he could have the position. She

ve years ago. Vasya's wholehearted dedication lo

1ght1ng corruphon in the city and protecting the poor

allowed hm; to move up through the ranks. A year ago,
Wilma promoted him to Captain of the Guard, a position
_he has-served with distinction. He does his best to keep his
_ “men  honorable and just, although that's easier said than

"done in Freiburg. A tight budget and the city’s general
awlessness have made his task all but impossible. Stll, he
keeps Freibutg’s corruption from overwhelming the guard,
Which'_'issgfzér more than anyone expected.

He has also kept an eye on Redmund Erhart. He never
'fef'goff:that nmight in Walter’s apartment and sworc to make
the man responsible pay. Erhart is one of the most powerful
and Wealthy men in the city; his money keeps the local
economy alive and no one is willing to point fingers at him.
Vasya doesn’t care. He knows that one day Erhart will make
a mistake, and on that day he will be there to play judge,
]ury, and exccutlone1

Vasyd is about average height and very powerfully buill. His
“-sad eyes and close-cropped hair belie his youth. He dresses
'shghtly better than the average guardsman and carries no
weapons, preferrmg two panzerhands in their stead. Despite
his poor upbringing he carries himself with great dignity,

and his handsome looks would shame the proudest

finobleman

Tibold Dedrick

Slaver (Villain)

Brawn: 3

Finesse: 4

Wits: 4

Resolve: 3

Panache: 3

Reputation: -22

Background: Defeated

Arcana: Beguiling

Advantages: Eisen (R/W), Théan (R/W), Montaigne (R
Castille (R/W), Vendel (R/W), Crescent, Appear
(Above Average), Eisen Accent (North}, Ling
Membership (Merchant’s Guild), Scoundrel, Universi
Courtier: Dancing 3, Etquette 4, Fashion 2, Gossig
Oratory 5, Scheming 4, Seduction 4, Sincerity 5
Merchant:  Accounting 4, Appraising 3, Barlending
Haggling 4, Innkeeper 2

Sailor: Balance 2, Cartography 3, Climbing 3, Knotwol
Navigation 4, Rigging 2

Scholar: Astronomy 2, History 3, Law 3, Mathematig
Natural Philosophy 2, Occult 3, Philosophy 3, Researg
Theology 2

Spy: Bribery 4, Conceal 4, Disguise 5, Forgery 3,
Signs 3, Lip Reading 3, Shadowing 5, Stealth 5
Streetwise: Scrounging 3, Socializing 5, Street Navigatic
Underworld Lore 3

Firearms: Attack (Firearms) 5, Reload (Firearms) 4

Many years ago, when Tibold was but a boy, he and
family lived the life of simple farmers. He had a lo
family, close siblings, and even the heart of their neighk
daughter, Elmina. He worked hard, plaved hard, and di
have a care in the world. Life was good... until the W;
the Cross encroached into the local territory.
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His two oldest brothers went to fight and were killed in
battle, leaving Tibold as the eldest. Then the Objectionist
army came through, plundering the crops and leaving
almost nothing in their wake. That season his youngest sister
starved to death, despite the fact thal old man Dedrick ate
almost nothing. Tibold watched his father slowly deteriorate
from a strong, confident farmer to an old, sick man full of
despair.

When his father became too sick to work, Tibold took over
caring for his family. From dawn tll dusk he toiled in the
fields, desperalely trying to grow enough for the following
season, praying that the Objectionists would leave them
enough to eat. Then the Objectionist front fell, and their
armies fled the territory. During the ensuing celebration,
Tibold went to visit Elmina and they slipped away to make
plans for the future.

He returned home just in time to see the invading
Montaigne army put the torch to his father’s home. His
entire family had been barricaded within the house before
it was set ablaze. The Montaigne soldiers laughed and made
jokes white his family’s screams echoed through the valley.
He watched and yet was powerless to move, powerless to
help. Then he remembered Elmina, and he was off to her
farm. He ran as fast as he could, tears streaming down his
face. He covered the five-mile trek in almost record time...
but it didn’t matter. Her house was still in flames when he
arrived. Her body lay on the front porch, a Montaigne
bullet in her chest.

At that moment something went horribly wrong inside
Tibold’s head, something from which he would never
recover. He had lost everything — his home, his family, his
girl, all taken from him by his fellow countrymen and a
cold-hearted neighboring country. On that night, Tibold
stopped caring about people.

He fled his homeland and ook refuge in the closest port he
could find. From there he signed aboard a ship, offering to
work in exchange for passage. A dumb farmboy had no
chance of prospering, so he dedicated his time to improving
himsell as much as possible. He saved his money and never
drank or dallied with jennys. He traveled to every country

in Théah, read hundreds of books, and even :_atténde.d“';iu._ .

university through a grateful captain’s sponsorship. After
many years al sea, he had accumulaled a small fortune.

Or so he claims.

Today, Tibold owns a merchant vessel, a éharter"sk;ig, and

docks and can often be found there during the day. By

night, he likes to sit in one of his taverns and have drinks"

while telling stories of his many travels to his customers. But
he carries with him a terrible secret. He leads a ring of

oS

Tibold Dedrickﬁ;: .




‘Many )fears ago, durmg a visit to the Crescent Empire, he
noticed hat ma.ny used indentured servants. Some even
trained their sérvants to fight in the boxing pits and wagered
n thé dutcome Tibold realized that Freiburg had
- an endless suppiy of resources to feed this trade. Travelers,
mercénaries, vagabonds, thieves, scoundrels, refugees...
"none of them would be missed if they found themselves on

a mercha.nt vessel bound for the Crescent and sold to the
hlghest blﬁder

;‘{Now he; uses his businesses to target and capture the

ht have felt about slavéry died with his family He
' mams of his family every time he closes his eyes

; bmt ten years older. He uses his dlsarmmg smile
' to putithose a,_round him at ease, but his cold eyes betray the
“true'nature of his soul.

- Madelme clu Blsset

Explnrer (Hero) :
 Brawn: 2"
" Finesse: 2

. Wits 3

Resolve: 2
Panacﬁe 3
RE utatwn, 34

Advantages: Montaigne (R/W), Castille,
(Explorers’ Society), Noble

Merchant: Accounting 5, Appraising 4, Scribe 4

Scholar: History 2, Mathematics 4, Occult 3, Philosoph
Research 3

Servant: Etiquette 1, Fashion 1, Menial Tasks 3, Senesc
Unobtrusive 2

Porté (Adept): Attunement 4, Blooding 5, Bring 4, Poc
Walk 4

Firearms: Attack (Firearms} 2, Reload (Firearms} 1

Members

One of the most prolific and eccentric members o
Explorers” Socicty, Madeline du Bisset is the last
anyone expects in a Montaigne noblewoman.
pragmatic, no-nonsense, and utterly lacking in ma
traits which make her the perfect head of the Freik
chapterhouse. The Heroes may have run into her i
Erebus Cross adventures (Scoundrel’s Folly and The Arra
Heaven). We've reprinted her here for your convenienc

‘J

Bisset’s father held a country estate, where he and his fa

lived in opulent luxury. The false comforts of noh
became clear to her at an early age, however, when
mother was crushed by a carriage in front of her eyes
the fine clothes and nice houses in the world couldn’t

her, Bisset reasoned. So whal good were they? She seard
elsewhere to find meaning in her life... and found it in

Syrneth.

When her father died, she inherited the entire estate,
rather than wait for the inevitable line of suitors, she
the entire estate to Vendel investors and sailed to Avalg
join the Explorer’s Society.

Since then, she has proven an exemplary member o
Society. While lacking the skills necessary for field work,
has extraordinary organizational abilities and
administer the most chaotic siiuation with unwave
aplomb. She has catalogued countless Syrneth artifacts
facilitated the transfer of numerous priceless pieces
might otherwise have been lost. For this reason, the Sod
recently placed her in charge of the Freiburg chapterho
where her organizational skills are taxed to the limit. So
she’s skirted every crisis with remarkable success.




Madeline is a harried-looking Montaigne woman in her late
twenties, with dark hair pinned up in a bun. She eschews
any sense of fashion and often wears men’s pants under her
simple skirt. The idea of formal wear makes her skin crawl,
and although she is quite wealthy, she disdains frivolous
trappings. Her frenetic demeanor matches well with the city
she calls home, and she can be surprisingly effective in the
right circumstances. Her social skills, however, leave much
to be desired; she has no time for pleasantries and doesn’t
suffer fools lightly. While things get done around her, she
always leaves others with the impression that she

Madeline du Bisset

disapproves of them. Her few frlends say‘-that it’s her mosf"-»' .

endearing quality.

Secretly, she has begun to fear for her ﬂElthE country She' L

believes that the peasantry’s patience will soon rin out, and
that their revenge — when it comes — will be bloody'mdeed
She never lets such concerns show, however the/ Soci
must come first. L

Redmund Erhart

Merchant (Villain)
Brawm: 2

Finesser 2

Wits: 5

Resolve: 4

Panache: 2

Reputation: -33
Background: None
Arcana: Arrogant

Advantages.' Eisen (R/W) High Eisers. ]

Guild), Nob]e Umversxty

Artist: Musician (Guitar) 4, Singing 4

Courtier: Dancing 1, Etiquette 4, Fashion 5, Goss1
Oratory 4, Politics 3, Scheming 5, Sincerity 5 Rov
Merchant: Accounting 5, Appraising 4, Hagglmg 5,1 ribe
Scholar: History 3, Law 3, Mathematics 5, Phﬂbéophy
Research 5

Streetwise: Shopping 4, Socializing 5, Street Nawgatlon 3,
Underworld Lore 5

Firearms: Attack (Firearms) 2, Reload. (F1rearms) 2

As a boy, Redmund knew no want. His father owned an* )
iron mine outside of Aternlos, and his fam1_ly had wealth to
spare. While his countrymen fought among themselvéé”an‘d.; -
lost their lands to the War of the Cross, his family lived in _
excess and opulence. Redmund was cmntent lo pass the ~
time away strumming his guitar and smgmg

As the times grew worse, Redmund saw a OPPOrtun;ty t
exploit the pain of others and thereby make :his o




Redmund Erhart

¢ .. fortune. Since refugecs werc flocking to Freiburg, they
would ilndoubtedly need land and housing. He decided to
travel there and start buying property. He bought
-everything he possibly could: tracts of undeveloped land,
old buildings, shacks, and even some rich estates in the
.. nicer parts of town. He built immense tenements with his
& é.rnp_le wealth and fixed up the existing buildings he had
bought. Then he. charged outrageous prices to thosc who
sought refuge there. Only those who had money, and lots of

+ . it, could secure one of Erhart’s many domiciles. Thus,

écountless refugee's‘ have been forced to squat in the

apartments remain empty. He would have it no other
Erhart is a typical slumlord: he cares nothing for the pe
living on his property, so long as they pay their ren
won't keep up most of the tenements; the only houses
puls any money into are estates in the rich areas of to

Redmund Frhart has another business venture which
only makes him money, but brings him immense enjoyx
as well. He is the only moneylender in the city. He
actually purchased an office in the upscale part of
where he spends every day lending his money to the:
fortunate. While this seem altruistic, nothing could
farther from the truth. Those who borrow money
charged ruinous interest, and given very little time to p
the loan. Debtors who can’t pay have one of two choig
a severe beating by Erhart’s goons, or payment in se
untl such time as the debt can be paid. The service
demands vary with the borrower, and as a result Frha
many of the town residents in his pocket.

He also has an extensive spy network, as there are pe
in all areas of the city who owe the man in one wa
another. Anything that happens, no matter how se
mundane, will find its way back to the ears of Erhart
uses this information much to his advanlage, usually s
it off or blackmailing the interested parties. In this
Erhart excrcises more power than anyone in the city,
perhaps Wilma Probst.

Erhart is a small fat man, extremely arrogant and
centered. His lives in a luxury that most in Freiburg]
never see, and he loves to flaunt it in their faces. He ca
seen wearing the most trendy and expensive clothing, fk
hats, and a variety of expensive jewelry. He maintag
private guard of at least thirty mercenaries who do his
work and protect him on a daily basis.




Gearalt Gilbertine

Smuggler {Scoundrel)

Brawn: 4

Finesse: 4

Wits: 3

Resolve: 3

Panache: 3

Reputation: -10

Background: None

Areana: Reckless

Advantages: Fisen (R/W), Vendel (R/W), Avalon (ACQ),
Crescent (ACQ)), Eisen Accent (North), Inheritance,
Membership (Merchant’s Guild), Pirate Trick (Quick
Draw), Scoundrel, Syrneth Artifact

Captain: Bribery 4, Cartography 5, Diplomacy 4,
Leadership 3, Logistics 3, Strategy 3, 'lactics 3

Scholay: Astronomy 4, History 3, Mathematics 2, Occult 4,
Philosophy 3, Research 5

Fence: Appraising 5, Haggling 4, Socializing 4, Underworld
Lore 5

Athlete: Break Fall 3, Climbing 5, Footwork 5, Leaping 4,
Litting 3, Rolling 3, Sidestep 3, Sprinting 3, Swimming 4,
Swinging 4, Throwing 3

Fencing: Attack (Fencing) 5, Parry (Fencing) 3

Fircarms: Attack (Fircarms) 5, Reload (Firearms) 4

Gearalt was an only child whose mother died in childbirth.
From his earliest childhood, all he wanted was adventure.
He longed to strike out on his own and see ceverything the
world had to offer. He wanted to travel from The Mirror to
The Trade Sea, visit every exotic locale, speak with every
nalive inhabitant, sample every alien beverage and cuisine.

And he wanted it all immediately.

His father, a seafaring merchant who wished him (o become
a scholar, wouldn’t hear of it. The elder man never allowed
Gearalt to accompany him on the frequent journeys he
made, or even to visit the ship. The family servants saw to
it that he kept to his beoks, and he grew up dreaming of the
world beyond his classroom window. The only solace he
found came from the souvenirs his father brought when he

returned home from a voyage. Gearal:t:i: started -.éguite” A

collection of bizarre trinkets, but yearned: for-more.

When Gearall was 17, his father died in hi§ bed of‘ natura] -
causes. He inherited his father’s considerable estate and
immediately put the money to use. He used hlbfather’s ship
to travel everywhere, see everything, and buy, kniékl%lacks

from all over the world. But that still didn’t satisfy his thirst
for adventure. When rumors of an ancient artifact surfaced,
during his travels, he quickly made decided to tra,ck it dawn
and recover it himself. Spending his money like water, he

gathered a group of Heroes together to find it. gWhen he

Gearalt Gilbertine




: 'i‘étl‘li"neéi-,-‘he was sﬁy a few Heroes, bul he had recovered
the artifact and learned something very important: he was
born for this work.

Gearalt: started chasing down every rumor, story, and
' whisppf that could lead him to an artifact. He had a knack
for r ‘: yvering them and could sniff out their hiding places
like fic other. He performed numerous missions at the
‘behest of the Explorer s Society, but refused to join their
ranks. He valued his freedom too much. Within a few years,
he' had gathered quite a collection of artifacts and a
reputation as one of the greatest fortune hunters Théah had
cever seen,

? Then he fell ilpon hard times. The cost of his adventures
drame_d hls cashbox His inheritance slowly dried up, he

ng the créw of his ship. In desperatlon he sold svme of

the artifacts he had unearthed to make payments. It broke

his heart to do so, but he had no choice. With the initial

moﬁeY':;he made, he opened a shop which specialized in

. bizarre and exotic items from all over Théah. He soon

! realized that nobles would pay extravagantly for Syrneth

: devmes Slowly, very slowly, he stopped being choosy about
how he acqmred his wares.

is .s];i;ﬁp now serves as a front to an extensive smuggling
:-operatlon He continues to track down any and all artifacts
he p()ss1bly can, oniy to bring them back to Freiburg for

wealthy in thls manner, but prefers not to flaunt it. The only
_artifdct he kept from his collection is the first one he ever
""" recovered: a small globe about the size of a marble with

three pinholes in the top. He wears it around his neck by a

silver ‘chain, close to his skin at all times. He never removes
" it. Occasionally, faint scratching sounds come from inside
~the globe, but he has never expressed any curiosity about
;:J:Aivhatxn‘]‘ight be makmg them.

Gearalt is essentially a good man, but he doesn’t care Lo
; whom he sells his artifacts. He provides a valuable
e commodity and accepts payment from the highest bidder.
) “;Everythmg else is irrelevant. Gearalt worries only about

h;mself and his own. comfort. Recently, he has become

increasingly irritable and prone (o lashing vut. He has
begun having blackouts: he will go to bed on a Monday and
wake up on Thursday. He apparently was still working and
interacting with others on those lost days; he simply does
not remember it. He has been taking powders he purchased
in the Crescent Empire which enable him to remain awake
and alert for weeks on end. He fears that one day he may
go to sleep and not wake up.

Gearalt is in his mid-thirties; slim and very athletic, with a
sharp goatee that makes him look very shrewd. He has a
tendency to wear utilitarian clothing, his trusty cutlass, and
a sidearm at all times.

Kelby Loring

Leader of Wachhunde {Iero)

Brawn: 4

Finesse: 4

Wits: 4

Resolve: 5

Panache: 3

Reputation: 54

Background: Crisis of Faith

Arcana: Altruistic

Advantages: Eisen (R/W), Montaigne (R/W), Academy,
Commission (Colonel), Fisen Accent (South}, Toughness
Scholar: History 4, Mathematics 3, Philosophy 2, Research 2
Streetwise: Soclalizing 2, Street Navigation 5, Scrounging 3,
Underworld Lore 4

Commander: Ambush 3, Artillery 2, Cartography 3,
Gunnery 3, Incitation 4, Leadership 3, Logistics 4, Strategy
5, Tactics 5

Heavy Weapon: Attack (Heavy Weapon) 5, Farry (Heavy
Weapon) 3

Panzerhand: Attack (Panzerhand) 5, Parry (Panzerhand) 5
Loving School (Master): Bind (Panzerhand) 5, Disarm
(Panzerhand) 3, Exploit Weakness {Loring) 5, Right Hook 5
Firearms: Attack (Firearms) 4, Reload (Firearms) 2

Kelby Loring joined the Eisen military at a young age. His
father sent him to the Kippe Academy when he was only




fourteen, and by eighteen he had secured a commission in
the Imperator’s forces. When the War of the Cross began,
he became one of the first to stand up in delense of the
Imperator and the Vaticine faith. He easily grasped the
basic strategies used by his commanders and soon began
showing his own tactical acumen. Loring focused only on
his battlefield prowess and his ambilion to become a
general; he stopped sending letters home and gradually fell
away from his family, For thirty years, Loring fought
tirelessly for his cause. He excelled at battlefield leadership,
and by the time General Gietl was appointed Commander,
Loring was considered one of the best soldiers in the army.

During the battle against the southern provinces, Loring = .
now a colonel — fought a losing struggle against a far
superior Objectionist force. In the midst of the clash, Lormg_
squared off with the enemy leader in a mortal duel which -
lasted well over an hour. The duel left him with-a disfigured
face, and the enemy impaled on his broken: spear When
Loring removed his foe’s helmet to gaze upon the man who
almost bested him, he made a startling dlscovery The man
was his brother, four years his junior, whom he had last seeri
when they were mere boys. That day Loring walked, off the
field and into the woods, never (o be seen agam by hls men
or his superiors.

What had once seemed so clear-cut was now bluired and *
fleeting to Loring. His faith in the cause had been shattered
with his brother’s death, and he found hitmiself-spi '
adrift. No longer willing to continue the fight h

all accouterments of his rank and station ‘and ﬂ;ecfs'-to i
Freiburg. Once there, he survived day by day whﬂc trymg

to make sense of his life.

beating a female refugee for her meager possesmons
Watchmg her struggle he realized that he had wasted Pns

their country dgamst oumders He found the men who ha
robbed the female refugee, retrieved her belongmgs,
returncd them to her, much to her surprise. At that momen

the defenseless in this horrible wa,r»l;orn city. Others ]omed
him, and the ranks of the Wachhunde have been growing.

ever since,

Loring is a powerful and confident man with little tolerance

for bullies. He has close-cropped hair, a very short beard, ..
and a vicious scar on his cheek. Though attractive, hehasa :
deadly and serious look about him. He carries no wcapons, o
preferring his twin panzerhands, and wears the slashed
clothing of a mercenary. :




Dietrich Proust

Master Knight of the Rose and Cross (Hero)
Brawn: 5

Finesse: 3

Wits: 3

Resolve: 4

Panache: 2

Repuiatiom 53

Areana: Willlul

Advantages: Fisen (R/W), Montaigne (R/W), Able Drinker,
Large, Patron, The Secret

Courtier: Dancing 1, Etiquette 4, Fashion 2, Oratory 2
Hunter: Ambush 3, Stealth 3, Survival 2, Tracking 4, Traps 5

Merchani: Accounting 4, Appraising 5, Blacksmith 5,

Haggling 3

- Scholar: Astronomy 1, History 4, Law 5, Mathematics 2,
Phﬂosbphy 3, Research 2, Theology 2

Streetwise: Scrounging 1, Socializing 2, Streel Navigation 4,
TUnderworld Lore 4

Athlete: Break Fall 3, Climbing 2, Footwork 4, Leaping 3,
‘Sprinting 3, Swimming 2, Throwing 2

Eisenfaust (Master): Beal (Heavy Weapon) 5, Bind
(Panzerhand) 5, Disarm (Panzerhand) 5, Exploit Weakness
(Eisehfzmst) 3

Fencing: Attack (Fencing) 4, Parry (Fencing) 4

Firearms: Attack (Firearms) 3, Reload (Firearms) 2

_ He&vyﬁ%apan: Attack {Heavy Weapon) 5, Parry (Heavy
i Weapon) 5

Panzerhand: Attack (Panzerhand) 5, Parry {Panzerhand) 5,
Up percut 3

The Knights of the Rose and Cross have a limiled presence
in Eisen {the Iron Princes dislike the Order’s independence)
and have consolidated their strength into a single
chapterhouse. The Freiburg House thus serves as a
marshaling point for every Knight in Eisen and needs a
“'strong man at its helm. That man is Dietrich Proust.

Dielrich grew up in the shadow of the War. His father was
arenowned blacksmith and sold arms to anyone who would
purchase them; the senior Proust hated the mercenary
‘ 1atL:ﬁ'e of his business, but nceded to keep his family fed

and continued to prosper on Lisen’s bloodshed. It was this
attitude, Dietrich later learned, that prevented his father
from being offered a position with the Nibelungen. Dietrich
walched the elder man’s self-loathing increase as the years
went by and silently promised to heal his wounds.

He learned the family business at an carly age and soon
grew to love it as no other. tle had immense talen, too: his
blades were among the finest in the nation, and soon every
stlden in Eisen wanted one of “Dietrich’s swords.” But
Dietrich refused to sell his wares in large amounts. While
individual soldiers could buy weapons for themselves, every
army or mercenary band that tried to contract him was flat-
out refused.

Not all of them (ook it well: a group of snubbed
mercenaries attacked his smithy lale one night, intent on
murdering him and stealing his swords. He killed them all
to a man, using the very weapons they had hoped to take
from him. Then he went to the Knights of the Rose and
Cross with an offer — allow him to join and they would be
his only customers for the rest of his life. 'The Knights
readily agreed, one of the few times they have accepted an
initiate without actively soliciting him.

His apprenticeship was unusually brief, and he moved
through the Order much morce quickly than most knights.
He performed adequately on missions, but the Rose and
Cross knew where his lrue worth lay and had no desire to
waste it in the ficld. Dietrich spent most of his time in
Freiburg, forging swords for usc by the Order. Soon he had
abandoned missions entirely, so great werc the Knights’
demand for his wares. He became very choosy about whom
he gave weapons to, and often required Knights to perform
specific feats before earning one of his swords. It became a
terrific motivator, and Dietrich earned the rank of Master
Knight soon thereafter.

Today he serves as the face of the Rose and Cross in Eisen.
When not working the bellows, he meels with
representatives of the seven Eisenfiirsten in an effort o keep
them well disposed toward the Order. He also coordinates
Rose and Cross missions in Eisen, ensuring that the right
people are where they should be. He's an adequate




diplomat and a decent leader, but much prefers his
smithing. It's simple and straightforward, unlike politics. He
has begun sending junior Knights on less important
diplomatic missions in order to concentrate more fully on
his swords,

Dietrich is a large man of about thirty-five, with prematurely
silver hair and a sharp gaze. His corded arms bulge with
muscles and soot cakes the insides of his fingernails. He
wears his tabard at all times, save when working in the
smithy, and it’s usually the only clean article of clothing on
him. Life in the Order has taught him tact and civility, and

Dietrich Proust

he hides his rough blacksmith’s upbringing quite well
Dietrich’s father is still alive, living in retirement in tl%lé‘Eisen
countryside, and Dietrich visits him from time to time. For

all his accolades and his respected position among the T
Knights, his only truc reward comes when he sees. the prlde
shining in his father’s eyes. '

Minor NPC
Uemplates

When you have no idea what a reasonably.competerit NP
should be like, but your players have suddenly entered into

a riddle contest, a duel, or a similar encounter, sin‘iply
choose the one of the templates below, and decide whether =
hefshe is a Henchman, a Hero, a Villain, or a Scoundrel. For =~
unimportant NPCs, simply assume a 1 in all Traits, and a 1

or 2 in any Knack they might reasonably have. . .

Nobles

Courtier: Br 1, Fi 2, Wi 3, Re 2, Pa 3. Rep +/—3ﬂ Adv ;
High Eisen (R/W), Eisen (R/W), Montaigne, Théan (R/W
Dangerous Beauty, Indomitable Will, Neble.. Courti
(Dancing 3, Diplomacy 1, Etiquette 4, Fashion 2, Gosmp 3,
Politics 3, Sincerity 4), Merchant (Accounting 2, Steﬁva’fﬂ. 3}, _
Scholur (History 3, Law 3), Fencing (Attack 2, Parry 2), =
Firearms (Attack 3, Reload 2}, Pugilism | Attack 2, Footwork 53
3, Jab 9) .

Military Commander: Br 3, Fi 2, Wi 3, Re 2, Pa 2
Rep +/-40. Adv: Eisen (R/W), Montaigne, Théan (R/W), -
Able Drinker, Noble. Courtier (Diplomacy 4, Etiquette 3, -
Oratory 4, Politics 2), Hunter (Ambush 3), Athlete -
(Footwork 4, Sidestep 3), Commander (Incitation 3,
Leadership 4, Logistics 1, Strategy 4, Tactics 4), Firearms . .-~
(Attack 3, Reload 2), Heavy Weapoﬁ ('Attac'k 4 Parry 1),
Panzerhand {Attack 4, Parry 4, Upperc




~Sorcerer/Dracheneisen Warrior: Br 2, [i 2, Wi 2,
Re 3, Pa 2. Rep +/-30. Adv: Eisen, Montaigne, Théan
(R/W),: Native Language (R/W), Noble. Courtier
(Diplomacy 2, Etiquette 4, Fashion 2, Gossip 3, Mooch 2,
Oratory 2, Politics 3, Scheming 3, Sincerity 3), Scholar
(History 3, Law 2, Occult 3}, Spy (Bribery 2, Conceal 2,
Shadowing 2), Athlete {Footwork 3, Swimming 2), Fencing
- (Attack 3, Parry 3), Yirearms (Attack 3, Reload 2), Rider
Rade 3
In addition, choose one of the following nationalities. If you
r;éed a more powerful sorcerer, increase the Knack Ranks:

_;‘Ivalaﬂ: Glamour (The Green Man 3, The Horned Hunter
© 2, Jack 3, Robin Goodfellow 2, Thomas 3)

: ‘Dracheneisen items (Breastplate, Panzerhand,
:é_aﬁp'om-: +5 TN to be Hit, -1 Kept die of Damage,
1 :-unkept ‘die to Fencing or Panzerhand Knacks),
Panzerhand (Attack 2, Parry 4, Uppercut 4)

Montaigne: Porté (Attunement 3, Blooding 2, Bring 4, Catch
-3, Pocket 3}

) Uﬁm‘an: .E:yeryem (Speak 3, Man 2, Bear 2, Goshawk 3,
. .Mouse:3)

) ?}steiimanznavnjar: Leerdom (Styrke 3, Kyndighet 2, Sterk 4,
.o Fjell 2, Grenselas 3, Krieg 2}

odacce: Sorte (Arcana 2, Coins 3, Cups 3, Staves 2,
Swords 2). ..

Young Noble: Br 1, i [, Wi I, Re I, Pa 1. Rep 0. Adw:
Eisen, High Eisen (R/W), Montaigne (ACQ), Théan (ACQ),
Noble. Courtier (Dancing 2, Diplomacy 1, Etiquette 2,
Fashion 2, Gossip 2, Politics 1}, Scholar (History 2,
Mathematics 2, Law 2}, Athlete (Break Fall 1, Footwork 2,
" Swimming 1), Fen_cing (Attack 2, Parry 2), Firearms (Attack
2), Panzerhand 4(Attack 2, Parry 2), Rider (Ride 2)

Middle Class

. Administrator/Lawyer/ Judge: Br |, I'i 2, Wi 3, Re
%2, Pa 3. Rep +~15. Adv: Eisen, High Eisen (R/W), Théan

. (R/W), Servants, University. Courlier (Diplomacy 3,

[tiquette 5, Mooch 3, Oratory 4, Politics 2, Scheming 2},
Merchant (Accounting 3), Scholar (History 3, Law 5,
Research 3), Fencing (Attack 1, Parry 2}, Firearms {Attack
2, Pugilism (Footwork 2}, Rider (Ride 3)

City Guard: Br 3, Fi 3, Wi 2, Re 3, Pa 2. Rep +/-10. Adwv:
Able Drinker, Academy, Membership: Eisen (R/W), Iron
Guard. Criminal (Ambush 2, Gambling 3, Lockpicking I,
Shadowing 4, Stealth 3}, Servant (Etiquette 2, Gossip 3,
Menial Tasks 2, Unobtrusive 4), Spy (Bribery 3, Conceal 2,
Interrogation 3, Sincerity 3}, Strectwise (Socializing 3, Street
Navigation 4, Underworld Lore 2), Athlete (Break Fall 1,
Climbing 2, Footwork 3, Leaping 2, Long Distance Running
I, Sprinting 3, Throwing 2), Firearms (Attack 3, Reload 4),
Panzerhand (Attack 3, Parry 3)

Craftsman: Br 2, I'i 3, Wi 2, Re 2, Pa 3. Rep +/-20. Adv:
Membership: Eisen, High Eisen, Merchant Guilds, Patron.
Artist (Any one Knack 3), Courtier (Diplomacy 3, Ftiquette
4, Fashion 3, Mooch 3}, Merchant (any one Knack 3,
Appraising 2, Haggling 2)

Landlord: Br 2, I'i 2, Wi 2, Re 3, Pa 2. Rep +/~5. Adv:
Fisen (R/W), Connections. Merchant (Accounting 4,
Haggling 4, Steward 2), Dirty Fighting (Attack 3, Parry
[mprovised Weapon 1)

Merchant: Br 2, Fi 2, Wi 3, Re 2, Pa 2. Rep +/-5. Adwv:
Membership: Eisen (R/W), Merchant Guilds. Merchant (any
one Knack 4, Appraising 2, Haggling 4), Servant
(Accounting 1, Drive Carriage 2, Etiquette 3, Gossip 3,
Unobtrusive 2), Streetwise (Shopping 2, Socializing 3, Street
Navigation 2), Firearms (Attack 2)

Priest: Br 2, Fi 2, Wi 3, Re 3, Pa 2. Rep +/~20. Adv: Eisen
(R/W), Theéan (R/W), Ordained, University. Courtier
(Diplomacy 2, Etiquette 3, Mooch 3, Oratory 3, Politics 2,
Sincerity 4), Doctor (Diagnosis 3, First Aid 3, Surgery 3),
Scholar {History 3, Mathematics 2, Natural Philosophy 2,
Occult 1, Philosophy 3, Research 3, Theology 3)

Soldier: Br 3, Ii 3, Wi 2, Re 2, Pa 2. Rep +/-5. Adv: Eisen,
Able Drinker, Academy, Commission. Hunter {Ambush 2,
Fishing 2, Survival 2, Tracking 3), Servant (Drive Carriage
2, Etiquette 2, Gossip 3, Menial Tasks 3, Unobtrusive 2),




Strectwise (Shopping 1, Socializing 3, Street Navigation 2,
Underworld Lore 1}, Athlete (Climbing 2, Footwork 3),
irearms (Allack 3), Heavy Weapon {Attack 3, Parry 3),
Polearm (Attack 3, Parry 3, Set Defense 2), Rider (Ride 2}

Bwordsman (Eisenfaust): Br 3, Fi 3, Wi 2, Re 3, Pa 3.
p /~20. Adv: Eisen (R/W}, Combat Reflexes, Dangerous
peauty, Swordsman School, Membership: Swordsman’s
uild. Courtier (Dancing 3, Etiquette 3, Fashion 3, Oratory
), Spy (Bribery 2, Shadowing 2, Sincerity 2, Stcalth 3),
treetwise (Shopping 2, Socializing 2, Strect Navigation 3,
fnderworld Lore 1), Athlete (Break Fall 2, Climbing 2,
potwork 3, Leaping 3, Rolling 2, Sprinting 2, Swimming 2,
inging 3}, Heavy Weapon (Attack 4, Parry 3), Panzerhand
Attack 2, Parry 4), Rider (Mounting 2, Ride 3, Trick Riding
), Eisenfaust (Beat 3, Bind 3, Disarm 3, Exploit Weakness 3)

achhunde: Br 2, Fi 3, Wi 3, Re 3, Pu 3. Rep +/-~15.
dv: Eisen, Combat Reflexes, Membership: Wachhunde.
riminal (Ambush 3, Lockpicking 2, Shadowing 4, Stealth
), Spy (Conceal 2, Interrogation 3, Lip Reading 1, Sincerity
P, Streetwise (Scrounging 3, Socializing 2, Street Navigation
Underworld Lore 3), Panzerhand (Attack 4, Parry 3),
gilism {Attack 3, Footwork 3, Jab 3, Uppercut 3)

Oommoners

hild: Br I, Fi 1, Wi [, Re |, Pa L. Rep 0. Adv: Eisen,
atron. Servant (Etiquette 1, Menial Tasks 2, Unobtrusive
, Streetwise (Scrounging 2, Socializing 2, Street Navigation
, Athlete (Break Fall 1, Climbing 3, Footwork 1, Sprinting 2)

der: Br 2, Fi 2, Wi 4, Re 3, Pa 2. Rep +/~30. Adv: Eisen,
onnections. Doctor (Diagnosis 2, First Aid 2, Velerinarian
Merchant (any one Knack 3, Appraising 1, Haggling 3),
ant (Etiqueile 2, Gossip 3, Menial Tasks 3, Unobtrusive
Streetwise (Shopping 3, Socializing 3, Streel Navigation
Dirty Fighiing (Attack 2, Eye-gouge 2)

borer: Br 3, Ii 2, Wi 2, Re 2, Pa 2. Rep 0. Adv: Eisen,
ble Drinker, Toughness. Servant (Etiquette L, Gossip 3,
enial Tasks 4, Unobtrusive 2), Sireetwisc (Shopping 2,
ializing 3, Street Navigation 2), Athlete (Footwork 2, Lifting
Dirty Fighting (Attack 2, Kick 3), Knife (Attack 3, Parry 2)

Militiaman: Br 2, Fi 2, Wi 1, Re 2, Pa 2. Rep 0. Adv: -
Eisen, Commission. Servant (Etiquette 2, Menial Tasks 3,
Unobirusive 2}, Streetwise (Socializing 2, Street NdVlga.tlon

2), Alhiete (Footwork 2), Crossbow (Attdck 2, Reioad 3), 4
Polearm (Attack 3, Parry 2, Set Defense 2)

Unobtruswe 3), Streetwise (Socaalmng 2 Street Nawgatmn
1), Athlete (Footwork 1, Lifting 3, Sprinting . 2, Thmwing 1}

Performer: Br 2, Ti 3, Wi 3, Re 2, Pa 4. Rep +/-30 Adv
Eisen, Montaigne, Above Average Appearance, Dangerous.
Beauty. Courtier (Diplomacy 2, Etiquette 3, Fashion 3,
Mooch 3, Oratory 3, Seduction 2, Sincerity 4), Pérformer )
(Acting 3, Dancing 2, Singing 2), Streetwise (Shoppmg 2,
Sociulizing 3, Street Navigation 2), Athlete (B
Climbing 2, Footwork 3, Leaping 2, Rolling 2 Swmgmg
Dirty Fighting (Attack Improvised Weapon 3, Parry
Improvised Weapon 2), Knife (Attack 2, Parry 3) .

Sailor: Br 2, Fi 2, Wi 2, Re 2, Pa 2. Rep 0. Adv: Eisen, . =
Montaigne, Able Drinker. Sailor (Balance 3, C]memg 3 o
Knotwork 3, Rigging 3, Sea Lore 2, Streetwise (ShoPng 9
Socializing 3), Dirty Fighting {Attack Improwsed Weapon 2 ,

Parry Improvised Weapon 2} ‘ o

Thief: Br 2, Fi 3, Wi 3, Re 2, Pa 2. Rep +/-10. Adv Elsen,;
Keen Senses, Small. Criminal (Ambush 3, Cheaung 3,5
Gambling 4, Lockpicking 2, Pickpocket 2, Shadowing. 2'-'32
Stealth 4), Spy (Bribery 3, Conceal 3, Disguise 9, Hand
Signs 2, Lip Reading 2, Sincerity 4), Strectwise (Socializing
2, Street Navigation 4, Underworld Lore 4), Athlete (Break -
Fall 2, Climbing 3, Footwork 4, Leaping 2, Sprinting 4,
Swimming 1, Swinging 2, Throwing 2), Firearms (Attack 2),
Knife (Attack 3, Parry 3}, Rider (Ride 3, Mounting 2)

Thug/Tough: Br 4, i 2, Wi 1, Re 2, Pa 2. Rep +/5.
Adv: Eisen, Large, Toughness. Criminal {Ambush 2.~
Gambling 2, Shadowing 2, Stealth 2), Servant. (Drive
Carriage 2, Menial Tasks 3, Unobtrusive 1}, Streetwise =
(Socializing 2, Street Navigation 2, Underworld Lore 2), L
Athlete (Footwork 3), Heavy Weapon: (Attack 3, P:u-ry 3
Panzerhand (Attack 2, Parry 3, Uppercut P




" Beneath the city, a treasure beyond imagination waits to he
dlscovered Your Heroes may hold the key to uncovering it
must move carefully. One misstep, and the fragile
'peg‘ Sof Fisen will be shattered once again as the Iron
Princes fall on the city like starving wolves...

“Hammer and Tongs” is intended as a complete campaign,
tho;igﬁ it can be as short or as lengthy as you wish. We've
_ biokén it iip into a series of adventures, many of which can
- stand alone if you don’t want to go into the detail of a full-
. fledged campaign. The adventures themselves are divided
" into “Hard Points” and “Soft Points”, depending on their
g Jmportam,e to the larger story. Hard Points are adventures
. that smust be played for the campaign to make sense. They
- hand out crucial information or begin plots that are central
can use to “pad out” the campaign’s length and develop
51de stories that are more specific to your particular Heroes.
" Their exact placement may vary, depending on your taste;
we’'ve provided an outline below. If you want the campaign
to last longer, feel free to add more soft points of your own,
* or extend the length of the ones presented here.

.Some of the adventures involve locations discussed in The
“"Sights of Fretburg. Each location has a reference number,
pointing to its entry in that book.

Hard Point Synopses

Hard Point 1: In the Beginning (pages 32-36) — Your Heroes
come into possession of a manor in central Freiburg. A live-
in butler named Armin Fauser comes with the house, and
the Heroes get muscled by some toughs terrorizing the
neighborhood. They must decide how to deal with the gang
and whether they’re prepared lo accept the responsibilities
that their new property entails.

Hard Point 2: The Iron Door {page 36-43) — Your Heroves
discover a plastered-over door in the basement of the manor
they've inherited. Astonishingly, the entire door and its
frame are made of dracheneisen. Driven by debts, the
Heroes investigale the background of the manor, seeking
clues to the origin of the door and the possible location of
its keys. They receive help from Logan Sieger and make
some startling discoveries about their mansion’s history.

Hard Point 3: The Mother Lode (page 43-47)
manage to get the door open, only lo discover that it
protects the largest dracheneisen mine ever found. While it
is technically theirs to claim, Armin explains that they have
very little chance of becoming new Fisenfiirsten. If they are
to have any real chance at retaining the mine, they must
have the backing of the Nibelungen.

Hard Point 4: Dead Man’s Bluff (page 47-56} — Fisenfursten
Pisen and Heilgrund invade the city, seeking to claim the
mine for themselves. The Heroes must help the friends
they’ve made in Freiburg to defend the city, or throw it to
the wolves and share the spoils of war.

— Your Heroes

Soft Point Synopses
Soft points can be easlly skipped, expanded, or replaced to
adjust the length of the Freiburg campaign. If you skip a soft
point, simply read it over, paying particular attention to the
“Payoff” section, and make sure that the Heroes have an
easy way to acquire any items or knowledge handed out in
the adventure that are essential for the campaign.
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Best Used Between Hard Points 1 and 2

Soft Point 1: Wolves and Their Master {pages 57-59) — Your
Heroes establish their claim to the manor and rid the
neighborhood of a marauding gang. They also makc a new
enemy out of the gang’s sponsor, the powerful Redmund
Erhart.

Soft Point 2: Invitation to Dance {pages 53-63) — Your Heroes
are invited to a ball at City Hall. There they become
embroiled in politics, make new enemies, and have a
chance (o interact with Fisenfiirst Triguc and perhaps earn
his respect.

Soft Poini 3: The House of Twenty Doorways {pages 63-66) —
The Heroes investigale rumors of a “haunted” house, only
to [ind a very different sorl of threat.

Soft Point 4: Four Days in Nonus {pages 66-09) — The party
has an opportunity to assist the Rilasciare by sabotaging the
victory parade of a local warlord.

Soft Point 5: #alse Impressions {pages 69-73) ~ Another party
at City Hall. In addition to their normal politicking, the
Heroes discover and return a valuable necklace stolen from
its rightful owner.

Soft Point 6: Fish Out of Water [pages 73-76) — Los Vagos
contact the Heroes, asking them to help rescuc a Vaticine
bishop from the hands of the Inquisition.

Soft Point 7: The Nightbringer and Me (pages 76-80) — The
Herocs investigate the murder of a local scholar, only to
discover that killer isn’t who they think.

Soft Point 8: A Lady in Need {pages §0-82) — The Heroes
provide a valuable service to Sophia’s Daughters while
avenging themselves upon an old enemy.

Best Used Between Hard Points 2 and 3

Soft Points 9-10: The First Key and The Second Key (pages
82-88) — Aller discovering the dracheneisen door in their
basement, the Heroes must find a way o open it. This can
be as hard or as easy as you like — these adventures
incorporale a quest for two keys, hidden in different
locations in and around Freiburg.

Best Used Between Hard Points 3 and 4

Soft Point 11: The Nibelungen {pages 85-%1% — The. Heroes
present (heir claim on the dracheneisen mine to the
Nibelungen. Ultimately it is refused, with the stability of the “
pation cited as the reason, but the smiths* promise to
provide the Heroes with suitable rewards if thé:)}" ‘tugn the
minc over to one of the existing Eisenfiirsten.
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- Hérﬁ I‘%}mt /:
| In the :Begmmng

This 'adventure introduces your Heroes to the Freiburg
campalgn One:of them acquires a manor house located in
--‘downtown Frekburg, which proves important later in the

Y ca,mpa.lgn

The Set-up
‘Newcomers or Existing Heroes Campaign: The first step to
" begin the campaign is to get your Heroes to go to Freiburg,

fhere are several ways to get the deed into their possession.
; ould be a reward for a service performed a paymcnt in

“<Hemw’s name> you wake up with a paundmg headache and
Izttie memmj) of the previous evening. Your mouth tastes like
wool, and the room is gently spinning around you. The maid
knocks on your door to call you down lo breakfast with the other
guests. Although she’s :trying to be quict, it sounds like she'’s
" breaking the door down with a ram.”

) (Allow the 'Hem:z' fo respond fo the summons, pmba,b{y with a

mote fmt ke s got to, get up and gei dressed .eiu.emmm,'a,')i When he
does, continue...})

“As you start to pick up your clothes, a large, official-looking
document falls out of the pile. You can’t recall ever seeing it
before. Then agatn, last night is pretty hazy.”

The document turns out to be the deed to a valuable manor
in Freiburg, worth at least several thousand Guilders. If the
Hero inquires into his activities last night, just tell him that
he can faintly remember winning the deed in a card game.
If he asks about selling the deed, simply tell him that he
could sell the deed, but he'd only get a fraction of its value
without going to inspect the property and investigate
potential buyers. In most instances, the Hero’s greed will be
enough to convince him to travel to Freiburg with his
friends and inspect the manor he’s won.

Residents Campaign: If the Heroes are already in Freiburg,
your job is a bit simpler. All you have to do is arrange for
the manor to fall into their hands. Again, having one of the
Heroes win the manor in a card game is an easy, versatile
method, and because the Heroes are already in Freiburg, it
is less likely that they will resist going to look at the manor.

Quiside the Manor: On the Freiburg map, the manor is
location #78, in G21 (see pg. 20 in The Sights of Freiburg). It
overlooks the Rotstrom River and has a beautiful view of
the nearby Tuttenburg Bridge. There is even a small dock
near it with an old fishing boat tied up. The manor appears
to be well-maintained, and birds sing in the trees outside.

If the Heroes knock on the door, an elderly man answers it,
saying, “Yes, my lords? How may I be of service to you?”
The man is the caretakerbutler, Armin Fauser. He is-
naturally reluctant to allow strangers into the house without
a good reason, but showing him the deed should get results.
He invites the Heroes inside and offers them something to
eat and drink.

Lunch with Armin: The butler serves them a delicious lunch
and begins to chat with them, trying to get a feel for their
personalities so that he can better serve them. He knows the
following things about the house:

4 Armin’s services come with the manor. His first master,
Lord Jeremy Drachenheim, included a clause in his will
giving Armin a lifetime position as head butler and




providing for his salary.

¢ The manor has passed through several hands in the last
few years since the last Lord Drachenheim died. It went to
an irresponsible cousin who sold it off for cash and has been
bouncing from owner to owner ever since.

¢ The title of Lord Drachenheim goes with the manor as
well. Armin knows that the title has become something of a
joke, but he’s not about to tell the Heroes that,

Armin will try to convince the Heroes Lo retain possession
of the manor, at least for now. He’s tired of dealing with an
endless stream of masters, and he wants some stability in his
life again. He hopes that the Heroes can give him that if
they decide to hold on to the manor. If the Heroes make a
good showing of themselves, Armin may even hope that
they will redcem the Drachenheim title, If he convinces
them to stay, he'll take them on a lour of the manor. If they
decide to leave and sell the manor, skip down to The Task,
below.

A Tbur of the Manor: The manor is two stories high with
twelve bedrooms. It boasts a fine library filled with books
on many subjects and a lovely dining room and lounge. The
estate also includes two smaller buildings — the servants’
quarters and a lovely greenhouse filled with flowers and
plants of all sorts. Near the manor is a small private dock
with an elderly fishing boat named The Stolen Kiss tied up
to it. In the main hallway is the family coat of arms, a
drachen curled around a mountain. The Drachenheim
family made their money as merchant traders, and set aside
funds for the upkeep of the manor. Any improvements the
Heroes wish to make, however, must come out of their own
pockets.

Armin Fauser (Henchman): Br 1, Fi 3, Wi 4, Re 3, Pa 2.
Rep 14. Adv: Eisen (R/W), Montaigne (R/W), Vodacce
{(B/W), Connections {varied). Courtier (Etiquette 4, Fashion
3, Gossip 3, Lip Reading 2, Politics 3), Doctor (Diagnosis 3,
First Aid 4, Swigery 3), Scholar (History 3, Law 2,
Mathematics 2), Servant (Haggling 3, Menial Tasks 3,
Unobtrusive 3, Valel 4), Spy (Bribery 3, Conceal 3),

Streetwise (Shopping 4, Socializing 3, Street Nawgganoﬁ"3
Underworld Lore 1), Pugilism (Attack 3, Ft)otwork Z,Jab 1)

Armin grew up in an orphanage and Ieamed the servant’s -

trade as an alternative to crime or back- breakmg WOrk T
the mines. He showed a knack for it and eventually ¢ attamed -
a respected position with the declining Drachenhe

zumly

He served as head butler when Lord _]eremy Drachenheun
died, and has cared for the mansion ever smce D

Armin is an elderly but well- preserved svd:y five year old' R
man and dresses immaculately in black servant’s clothes As

a butler, he has few peers: he learns his masters habltsze
quickly and adjusts his schedule to accommocfate their
every whim. He manages to keep the house in qrder by
himself, although his age has slowed h1m dowi a

its upkeep with every fiber of hiS bemg That loyal i
easily transfer to his new masters if they prove: themselves_.' .
worthy. Py

The Task '

The main task for the Heroes in this hard pomt is to fend
off an attack on Armin by a sireet gang whe call themseh’es
the Mad Wolves. This attack either comes in the. mor nin
while the Heroes have just awakened, or as they epare
leave the manor if they've decided to try to sell ifbff

The Attack: A group of thugs (described below und, ﬁu’
Opposition) accosts Armin just outside -the ‘mianor. He is
either returning from buying the things needed to make a
grand breakfast for the Heroes, or (if the Heroes demded to
sell the manor) he is attacked on the steps of the manor as
he watches the party walk away. The gang works the
protection racket in this area, and Armin has refused to pay

their exorbitant fees. Now they've come to rough himupa ~
bit and perhaps vandalize the manor as well The. Mad Wolf
forces include two or three Brute Squads' as well as, Axel,

and Wilhelm to lead them. ; : :

Assuming the Heroes give a good accounlmg of themselves
the gang will flec, taking their groaning: casualties with them .-~
as they go. In the unlikely event that the Heroes let the gang:

beat Armin, he'll require a week of bed rest to recover angd




ghbnrhood wﬂl think less of “those strangers who let
d Armin get beaten within an inch of his life.”

Whether they help or not, if the Heroes were determined to
_md,nor Arrmn pleads with them to stick around for

problem.

cod’ easlly overpower him and ransack the manor if they
,wanted If the Heroes are still adamant about leaving, point
out to them that a destroy /ed or ransacked manor won't be
worth- riearly as much when they sell it.

 The Opposition
"~ The Mad Wolves are a young gang, only a year or two old.
“As. such, they still have some power struggles to sort out
among their numbers. They have at their disposal eight
Brute Squads, four, Henchmen, and one Villain, but they
.”:_rarely attack en masse, typically sending just one or two
““:Henchmen and a couple of Brule Squads to handle
=0mpl1cat10ns '

The Wolves were recruited early in their existence by
Redmund Erhart, who has used them to clear out property
owners in the area and drive down prices. Lrhart makes his
wishes known through Velix du Paix, who then directs the
Wolves to attack or inlimidate whichever targel Erhart
wishes. In exchange, he keeps the city guards off their
backs, allowing them to terrorize the area al will. It’s been
a mutually beneficial relationship for some time now and
neither side has any intention of stopping it.

Erhart is smart enough (o hide his involvement with the
Wolves and never meets with them directly. Should
anything happen o them, he can easily deny his connection
to them. Redmund doesn’t make an appearance in this hard
point; his connection to the Mad Wolves only becomes
apparent in later adventures. If you don’t wish to use any of
the soft points involving him, simply assume that he cuts the
Wolves loose when the Heroes strike them down. He's
smart enough to cover his tracks.

Mad Wolf Brute Squad

Brutes

Threat Rating: 2

Usual Weapons: Knives and Clubs (Medium)
TN to be Hit: 15 (25 when sprinting)

Skills: Grapple +1, Sprinting +2

Description: Typically young, starving Fisen, these men
and women have joined the Mad Wolves in order to get
enough to eal. They fight with little or no style, simply
trying to bring their opponents down as fast as possible. If
presented with determined opponents, they're just as likely
to run as they are o follow orders and flght.

Special Abilities: These Brutes are reluctant fighters.
When they arc presented with capable warriors to batile,
roll one die and divide by two to determine the number of
Brutes who run away from the fight.

Awxel (Henchman): Br 3, Fi 2, Wi 1, Re 2, Pa 2. Rep 8. Adv:
Fisen, ‘Toughness. Athlete (Footwork 2, Lifting 4, Side-step
2, Sprinting 2}, Panzerhand (Aitack 4, Parry 4, Uppercut 3),




Loring (Corps-a-corps 4, Disarm 3, Exploit Weakness 3,
Right Hook 3)

Although not terribly bright, Axel is completely loyal to
Wilhelm and follows his orders as well as he can. Axel is a
tall, broad Eisen, with a bit of a sloping brow and short dark
hair. He gets very angry when Wilhelm is hurt.

Wilkelm (Henchman): Br 1, Fi 3, Wi 3, Re 1, Pa 9. Rep 12.
Adv: Eisen, Small. Criminal (Ambush 2, Lockpicking 3,
Pickpocket 4, Prestidigitation 3, Scrounging 3, Stealth 3},
Streetwise (Socializing 2, Street Navigation 3, Underworld
Lore 2), Athlete (Climbing 2, Footwork 3, Sprinting 4,
Swimming 2), Knife (Attack 4, Parry 4)

Wilhelm is Axel’s older brother, and seems to have the
brains for both of them, while Axel got the brawn. He
prefers to hang back and let Axel deal with any trouble they
run into. Currently, Wilhelm is looking to buck for Felix's
position in the gang.

Demeter (Henchman): Br 2, Fi 2, Wi 2, Re 2, Pa 3. Rep 2.
Adv: Eisen, Indomitable Will. Hunter (Stealth 3, Survival 2,
Tracking 4), Streetwise (Socializing 3, Street Navigation 3,
Underworld Lore 1), Athlete (Footwork 3, Side-step 2),
Heavy Weapon (Attack 4, Parry 3), Panzerhand {Attack 4,
Parry 4, Uppercut 3), Eisenfaust (Beat 5, Bind 4, Disarm 3,
Exploit Weakness 3)

Demeter is a thin, unshaven man who serves as Felix du
Paix’s bodyguard. He is exiremely loyal to the Montaigne,
and no amount of bribery or verbal trickery will cause him
to turn on the gang leader. Demeter is the main obstacle to

Wilhelm’s campaign to take over the gang.

Paul (Henchman): Br 3, Fi 2, Wi 1, Re 2, Pa 9. Rep 8. Adv:
Eisen, Combat Reflexes. Criminal (Ambush 3, Shadowing
2, Stealth 3), Streetwise (Socializing 4, Underworld Lore 2,
Athlete (Footwork 3, Break Fall 2, Rolling 2, Sprinting 2),
Heavy Weapon (Attack 4, Parry 3), Panzerhand (Attack 3,
Parry 3), Eisenfaust (Beat 2, Bind 5, Disarm 3, Exploit
Weakness 3)

Paul has not yet decided whether he wishes to support
Wilhelm or Felix. On the one hand, he’s preity sure that

g,
NN

Felix is the more capable leader. On _thg otlhef‘ hmd, he
likes Wilhelm better, and the man’s an Eis'en,.:whicﬁ goes a
long way with Paul. [

Felix du Paix (Villain): Br 2, Fi 3, Wi 3, Re.3, Pa 4. Rep  °
-38. Adv: Eisen, Montaigne (R/W), Montaigne Puzzle
Sword. Courtier (Dancing 2, Etiquette 3, Fashion 3, Oratory
2, Politics 1, Scheming 2), Criminal (Ambush 3, Cheating 3,
Gambling 3, Shadowing 4, Stealth 5), Streetwise (Socializing.

3, Street Navigation 3, Underworld Lore 2}, Athlete {Break
Fall 4, Yootwork 4, Leaping 3, Sprinting 5, Swimming 3),
Fencing {Attack 4, Parry 4), Knife (Attack 3, Pa.rry 4, Throw

3), Riding (Ride 4), Valroux (Doubleparry 4, Exploit:
Weakness 4, Feint 5, Tagging 4)

Freiburg to escape the long arm of the Musketeers: I
long dark hair and some five o’ clock shadow. He could
vaguely pass for General Montegue, except for #scar above -
his right eyebrow. The Montaigne want Felix for the murder -+
of several people in the town of Buché. He comritted those:
murders and many others the-authorities never found oyt
about. Overall, he’s a thoroughly despicable persen: Th
next few weeks will determine the final power structure ‘of.
the Mad Wolves, but Felix will not step down withot
fight. Ultimately, Felix doesn’t care about his men. They are
easily replaced, after all. P

Felix possesses a powerful Montaigne puzzle SWGrgci‘fd ged

by the smith Détruire (see the Montaigne sourcebook, ‘page
95). It is well balanced, adding 1 to his Attack Rolls
(increasing a 19 to a 20, for instance); and contams'aﬁ:fd'gid
metal allowing him to either lower one of his Initiative dice
by 1 or add +10 to his Initiative Total during Phase 1. '

In a fight, Wilhelm and Axel typically fight as a team, with
Wilhelm attaching as many Brutes to himself as possible for
protection. Paul is a lone wolf, _'_choc‘)‘s'ing 'a""suitably
dangerous opponent for himself and then fighting that™
enemy to the exclusion of all else. Demeter stands near -
Felix, ready to protect his leader if someone decides to
attack, and Felix simply warms up for a Round or two, .
watching the styles of his opponents and choosing a weak:
fighter to take down. At the first hint of -sorcery, Pelix:




-*‘sprmg to the attack atternpting to take out the sorcerer

before any dangerous magic can be used against the gang.
' ',Thls applies likewise to any Heroes using dangerous
' Syrneth artifacts ‘or dracheneisen weaponry to attack, while
Heroes »wearing dracheneisen armor might find themselves
mobbed ¥y a Brute Squad attempting to Grapple.

_ The Fmale
o f’One night ‘afler the altack on Armin, the gang returns,

" breaking into the house at night to attack the Heroes. This

tifne, t'he)f’ve ?brought along ‘three Brute Squads, Axel,
Wilhelin, and Paul. In order to hear the gang break into the
“house, the Heroes must make a Perception Check (Wits +
' ..bonuses such as Keen Senses) against a TN of 15. If
one of the Heroes hears the noise, give them one more
making a Contested Roll against the

all Wits 2 and Stealth 4. If they fail this roll as

then. the gang splits into three groups (one Brute
and one Henchman in each) and ambushes three

S, gaumng automatic surprise on them. Otherwise, the

hea the gang coming up the stairs and have three

3 1ght be a little more reluctant to
eller if they own it and know it

s should be allowed to put it out before it spreads
ntrol. You'll need the manor later, remember).

The Payoff

By- the end of this hard point, the Heroes have gained a
" Base of operaﬁaons in: Freiburg as well as an enemy in the
- form of the- Mad Wolves, and a valuable ally in Armin
. Fauser. Give your players 1-3 XP plus their Drama dice XP,

' dependmg on. how ha:rd you made things.

The next soft pomt centers around taking care of this gang
L of thugs once and for all, and the manor becomes the center
w.of th& campalgn by Hard Point 2, so it’s important that you

" 11 '1t off or otherwise lose possession

of it. Stall them with a lack of buyers or more trouble with
the Mad Wolves if you have to. Play upon their sympathies
with Armin and point out that if they leave now, they’ll
literally be throwing the old man to the Wolves. Armin will
not leave his home. He’s lived there many years and he’s
not about to vacate on some ruffian’s say-so.

After this adventure, if you don’t want to go right into Soft
Point 1, you might want to give the Heroes some time to
familiarize themselves with their neighbors and new
enemies. The gang might mount a few more hitand-run
raids before things get serious enough for Felix to get
involved. On the other hand, if you don’t want to spend any
time on this portion of the campaign, simply let them take
down the Mad Wolves during the night assault on their
marnor. Felix could tag along with the others and participate
in the fight, although you might want to tone down the
gang's capabilities, at least this early in the campaign. You
don’t want to set the initial threat level so high that you have
a hard time exciting your players later on.

Hard Boint 2:
' The Iron Door

This adventure begins the main thrust of the campaign,
revealing the existence of a dracheneisen door in the
basement of the manor. What the Heroes will find behind ]
it could change the face of Eisen forever.

Note: This adventure is light on combat and heavy on
investigation. It taxes your abilities as a Gamemaster much
more than Hard Point 1 did. You must keep the adventure
moving or you risk losing your players’ interest. If the
Heroes haven't found a useful clue in awhile and the players
begin looking bored, have an NPC feed them an idea and
see if that gets them moving again.




The Set-up

Presumably, your players have become more comfortable
with Freiburg, thanks to the various soft points and other
adventures they’ve been through. Now it’s time to introduce
a new element to shake them up. Early one bright morning,
there is a knock at the door. Armin answers it and brings a
card to the Hero who owns the manor. It reads:

M. Julias P. Thornton, Esq.
Barrister and Creditor

Mr. Thornton is a barrister who has come to see the owner
of the house on the matter of an overdue mortgage
payment. Which mortgage? The mortgage for 20,000G that
Lord Drachenheim took out on the estate, of course.

It questioned, Armin just shrugs. “I know nothing about any
mortgage, sir. Perhaps one of the previous owners took it
out as a way to squeeze more money out of the estate than
simply selling it off as the others did.”

Mr. Thornton’s legal documents are genuine and in order
{Wits + Law, TN 15 to determine). The barrister, sensing the
Heroes’ dilemma and being a reasonably nice person,
makes them the following offer. “I see that you knew
nothing of this mortgage, so I'll give you a 30-day extension
to raise the money. I realize that this is a hardship for you,
but I simply cannot afford to lose much more time and you
are legally liable for it. If you cannot raise the money, then
I shall be forced to take you before the Guards. You'll lose
the manor and you may even wind up in debtor’s prison.”

The Heroes may be able to talk Mr. Thornton into a few
more lenient conditions, such as a payment plan or an extra
5-10 days, but he's unrelenting in collecting his debt. He
knows that if the Heroes don't pay off this loan willingly,
he’ll have to collect it forcibly (by selling off the manor}, or
be financially ruined.

Give the Heroes some time to fret about this development.
They might come up with a few ideas, such as borrowing
money at court or even treasure-hunting somewhere out in
the wilderness. Once they start to feel a bit more secure, but
before they run off to carry out their schemes, there is
another knock at the door. Armin gives them a worried

At )

look and goes to answer it He returns Wintefaced and“--»w
hands the Hero another card: L P

Mr. Hershell Hobbs, Esq.
Barrister and Creditor

It seems that the previous owner also took aut
mortgage with Mr. Hobbs. While less pahent than Mr.
Thornton, Mr. Hobbs is also willing to gwe them 30-40

days to raise the money.

Whatever plans they were making have probabfy gone dut'
the window now as the debt climbs out of control. The
players should begin to panic, get angry, or suggest sellmg’;
the manor. At this point, the sounds of an argument come ;
from the front door. Armin goes to look and returns leading :
two angry-looking gentlemen and a frowiiinig ady who pus!
their cards into the Hero’s hand. They.read

Clara Reisdorf, Esq./Barrister and Creditor
Lambden H. Murphy, Esq. /Barrisier and Creditor

Rudolf Vogel, Esq./Barrister and Cred'z'tef'

these Knacks then Armin- ¢an ﬁll m~

risks debtor’s prison as well, and the players ‘should
understand that. :

All of these creditors are the resuflt of Emonth‘sgl of effort from ...
Redmund Erhart, whom the party made an enemy of in
Hard Point I (and probably Soft Point 1 as well; see pages-

32-36 and 57-59 for details}). He tracked down the house’s"
credit history and discovered several outstanding debts
which had long since been forgotten. After pointing out the
oversight {and, in at least two cases, using a forger to adda .~
couple of zeroes to the debt}, he cheerfu]]y dlrected thegz




- them aﬁ to_ arrive al the same tme. [ ook hard work (and
a little’ blax:kmaﬂ) to organize such a masterful scheme, but
Frhart consu:lcred it worth the effort. Even if the Heroes
have done away with him (in Soft Point 8 or elsewhere), the
wheels he set in motion continued to turn after his untimely
ise. I the party is so inclined, a little simple research
‘Research or Socializing, TN 13) reveals Erhart’s

hand in thelr current dilemma.

‘ The‘y may curse his oily hide at their leisure.

Spend one of your Drama dice at this point. No sooner are

the credltors dealt with and ushered out of the house than
/ an enormous crash sounds from the cellar. Armin rolls his
" eyes skyward and says, “Now what?” Looking over at the
Heroes he adds, “T’ll go see what's happened.”

“that’ the basement just flooded because the
celIa: wall nea.rest the river has partially collapsed. Water is
three feet deep in some portions of the cellar, and more is
seeping in gradually. With a bit of effort, the Heroes can
patdh up the leaks, at least until they can call in a

I 5fessmnal to do a more permanent job.

One ﬂnai development turns up as the} patch the cracks.

all. Ifwthey investigate further, they can see the water
uﬂnmg through a crack in the wall’s plaster If they peel

'A docr ma,de entlrely out of dracheneisen.

The Task :

The principal push of this adventure is to get the Heroes to

investigate the door further and decide what they’re going
" t0 do-about it. Here’s a full description of the door for them:

. ‘The.door stands about 6 feet high and 3 feel wide. It is
inost_ly -un_adoméd except for a single seal depicting a fox
- Jeaping aver a sleépihg hound. Two keyholes can be seen,
. one above the seal and one below it. Most astonishing of all,

o, the entire “door, its hinges, and its frame are all made of

2dracheneisen.

Breaking through the door or (he surrounding granite wall
proves ineffective unless you want to skip Soft Points 9—10.
In addition, the two locks were created by a master
locksmith — perhaps his finest work ever. Each requires a
Finesse + Lockpicking roll against a TN 65 to unlock.

If any of the Heroes have rooted around in the library since
moving in, let them make a Wits check against a TN of 15.
If successful, they remember seeing a book up in the
manor’s library with that same seal on its spine. Otherwise,
Armin remembers seeing the book at some point during his
regular cleaning rounds.

The book turns out to be a ledger of the manor’s early
finances. It uses an early form of binding that sews two
pages together. A careful (Wits, TN 15) check reveals a
different book hidden on the inside of the pages: the diary
of the manor’s original owner, Lord Walther Jens Stapp,
who built the door in the cellar and later plastered it over.

If the Heroes simply read at random, the following passages
stand out to them:

Secundus 18, 1547 — I fear with the growing instability of the
nation that my wealth is no longer secure, and yet I do not wish
to leave my children paupers. Therefore, I am concealing my
[ortune within the grotto I discovered beneath the manor. I will
explore it further to ensure its security.

Secundus 27, 1547 — The discovery I made beyond the cellar
door, which 1 briefly embraced as a blessing, I now see as a -
curse. With the current instability of Eisen politics, its revelation
could rip the nation apart and sel brother against byother.
Although | do not deny that my ambitions rail against if, I see
that I must seal it up and forget it exists.

Quintus 23, 1557 — I feel it prudent to abandon my home for
the time being. The climate of the area has grown so oppressive
with the conslant arguments between Vaticine and Objectionist
that I dave not stay here. As a professed Vaticine serving under
the banner of Baron Heilgrund, to do so would place my family
in constant jeopardy of their lives. In spite of what the barons
would have us believe, I do not feel that Lord Schelling’s death
was anything other than the work of an Objectionist assassin. I
leave a portion of my fortune (520,000 Marks) behind the




cellar door until such time as these heated veligious passions have
time fo cool. I can think of no safer place for i, protected as it
is by key and trap. We will travel west, to Siegsburg, there to stay
with a cousin for the lime being. Since I do not know how long
1 shall be gone, T am plasiering over the door lo reduce the risk
of someone breaking discovering the grollo, thereby igniting the
conflagration all of Eisen fears is fast approaching.

Liven at the currenl exchange rate of 4:1, the treasure that
Lord Stapp speaks of would be worth 130,000G, if it still
exists. The fact that the door was still plastered over suggosts
that it has been undisturbed all this time. If only the Heroes
knew where the two keys are, they could pay off their debts
and make a tidy sum besides.

Still, the question arises: how do you track a pair of keys
that have been missing for over 1K} years? Armin knows
nothing useful, unfortunately. He had no idea the doorway
existed and his knowledge of the house only extends to the
Drachenheim’s history.

If the Heroes examine the diary more carefully, ask thern™ -
which topics they’re looking for references to. The following
topics yield further passages of interest:-Stapp’s family*, the -
grotto™, the Valicines or the Objectionists, Lord Schellmg, the
keys®, Father Herrbruck®, and the traps*.

Those topics marked with an asterisk are 'difectly;.rqiévant
lo this adventure. Other topics are either red herrings or =
side quests you could send the Heroes off tog_invésflfigate.,‘:l
depending on how long you want this adventure to rum.

Stapp’s Family*
“Octavus 12, 1552 — My wife, Liselotte, has’ laken ill Thé;, :
signs indicale that if may be the White Plague I ami m_y fwo .

sons pray for her nightly.”

“Octavus 25, 1552 - Liselotte is gone. Father Herrbfm':k'-
been a great comfort, bul I miss her desperately, I musti’
boys see their father cry, especially not now, but [ Jeel as xﬁhaw;k
the sun has stopped shining on me this day.” :
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“Corantine 22, 5?546 — A breach in the novih wall of the
manor’s cellar allowed me to discover a grotto underneath my

 house, Igmnﬁm{ tell how far it extends, nor how big it is, and I

would @t_bér*ﬁbﬁ explore it without reason. I do not relish the
thought of stumbling into a pit hidden by the dark, or losing my
way and'siarving to death mere feet beneath the floor of my own
home? . ¢ .

" “Octavus 9,; 1546 — Perhaps some further form of protection is

in order. I canniot guard the secret forever and others are bound
to discoverswhat I have. Though I am loath to do so, I feel that

| ;’impping tfle pqssage fo the grotio may be the only way to keep it

hidden.”!

“Vaticines or Objectionists
H 49 .~ Today the Vaticine priest, Father Herrbruck,
truck in the head with a rock thrown by an angry
jonist, 1 helped the good Father home and made sure his

servants attended him. I have sentenced the rock thrower to thirty
lashes as punishment.”

“Nonus 27, 1554 — In a small village to the north of here, a
group of Vaticine soldiers trapped tfwenty peasant Objectionist
families inside their homes and sel them afire, shooting crosshow
bolts at anyone who tried to flee the inferno. When brought
before a Vaticine judge, they claimed that they were drunk and
therefore not responsible for their actions. They were given five
lashes each. I fear that Objectionist terrorism will soon increase
because of this incident.”

“Nonus 30, 1554 — The Vaticine soldiers were burned alive in
thetr barracks last night, with the doors barred from the oulside.
No one saw anything, but everyone believes that the Objectionists
have avenged the people those men killed.”

“Secundus 4, 1555 — Stefan Bruckhert and Jorg Hase, both
first-born noble sons, killed each other in a duel yesterday. They
were arguing religion; one was Objectionist, the other Vaticine. 1
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worry that all of Eisen is at risk. I dandled both of those boys
upon my knee when they wete no taller than my boots. This seems
such a senseless waste.”

Lord Schelling

“Julius 14, 1556 — I have veceived word that a friend of mine,
Lord Schelling, has died. I am still trying lo gel more details, but
the last I saw, he was in perfect health, I do not believe that he
died of natural causes.”

“Septimus 16, 1556 — While the evidence I have is hearsay at

best, I am convinced that an Objectionist assassin poisoned Lord
Schelling.”

Keys*
“Tertius 9, 1557 — If you are reading this, my sons, and you
need to get into the grotto, you must get the fwo keys from two

men — the one who laid your mother to vest, and your cousin
Leapold, the last son of Stefan’s lady knight.”

Father Herrbruck*®

“Octavus 24, 1556 — I have placed a treasure dear to me in the
hands of Father Herrbruck, and he has assured me that he will
keep it by his side at all times.”

Traps*®
“Julius 71, 1553 — In order to better protect the grotio, I have
ndded five traps lo the path. I have known the engineer since our
school days, so I know the secret is safe, but I will not mention
is name here, where it might endanger him. However, boys, if
omething has happened and you are veading these words as 1
old you to, then these insivuctions should get you past the traps:

1. Near the sleeping guard, hug the wall

2. Walk the path of blood.

3. Stand on the shoulders of your ancestors.

4. When you see the leaping Stapp, stop and count to 10 before
continuing.

. Use the two keys from the door at once. The correct two locks
are ~ left to right ~ on the day the sun stopped shining upon me.

trust that you will know what to do now. I love you, my sons.
flemember me when I am gone.”

The Opposition O
Now that the Heroes have some idea of where the keys are,
they must recover them within a 30-day tirme lirnit. You
might even start sending money-lenders’ thugs after them as "
the deadline approaches. Armin, for his part,suggésts that
the Heroes go to City Hall (Location #124) and”do some
research on the manor’s background beforé proceeding:
they might want to know more about Lord Stapp before -
they brave a gauntlet of traps he designed. =

You might also want to hit the Heroes with a random
encounter on the way to City Hall, if only to woijk a bit of
combat into this adventure. A group of thugs trying to steal® -
the diary (assuming they bring it along) would add a bit of - /
tension to the proceedings. '

The Finale
The final scene takes place in City Hall when the Her ESgO
to investigate the history of the house and the Stapp family. -
The Hall of Records contains information on the city.and
its inhabitants going back to the founding of the Stein i
1267. As they enter, they caich sight of Logan Siege
Triigue’s scribe (see pages 15-16), performing some minor
bit of research for his lord. The pacty may have met:.
during one of the soft point adventures and may ask him }
help. If not, he saunters over and strikes.up a conversatiot
Few people know the city’s records as well as Logand
and he can easily help them find the information they ne
The party should be impressed with Logan’s srganizational
skills and the way he maneuvers through the byzantine

stacks of the Hall of Records. The sources of information

that the Heroes can consult here include: : h

Historical Documents on Lord Stapp 73
These documents state that Lord Stapp and his two sons.
were ambushed on the road to Siegsburg and killed by
bandits in the year 1557. Their bodies were returned (o the 4
Stein and buried next to Liselotte: Stapp in the Stapp -
ruausoleum near the Heart of the Drachen Cathedral,
Historical Documents on Father Herrbruck

These documents indicate that Fathg:gr. Herrbruck die{_i in
1567 and was buried in the catacombs'beneath the Heart




"Ui‘ﬁﬁheﬁ Cathedral. He was often seen wearing a small
silver key in the last years of his life, after his close friend
Lord St%lpp and Stapp’s two sons were killed.

A Genealagzcal Charts on the Stapp Family
lhese charts 1nd1(,ate that the Stdpp f‘umh came [rom

: Stapp ‘in the lbth century, the Stdpps intermarried with
several other noble lines and had numerous cousins in those
“branches. Have them make a Wits + Research roll, then
consult the chart below. They get the names of all the Stapp
ancestors whose TN is equal to or lower than the number

:.':they ro]lgd:

5: The i,aucks family.

" 10: The Ruekers family.

he Cramer. family.

20: Adclhmd Habcrmann the first lady Knight to scrve
Stefan I

sttorwal Documents on the Laucks Family
The Laucks family had roots among the Vestenmannavnjar
rggders of ‘the late 9th century. They settled in northern
Ei%en, “where they made a living as blacksmiths and
‘:‘ercenanes eventually achieving a noble title of their own.
A Wits + Research Check, TN 20 reveals that they also had
'_:extenswe connections to the Cramer family (see below) and
< the two- clans often intermarried. That tendency continued

4tl"1 t.he Sta,pps after the Cramers were absorbed

Historical Documents on the Ruekers Family

The Ruekers first appeared during the time of Gottschalk
but made their mark as political allies of Friedrich II during
the Hierophant War in the 1lth century. Like the Laucks,
they were close to the Stapp family, and marriages between
the two were common. A Wits + Research check at TN 15
- reveals a name: Ernst Ruekers, who married into the Stapps
" and whose mother belonged to the Habermann family (now
- extinet). 'Many Habermanns served as knights to the
Imperators and the name still carries a lot of historical

e ., weight.

Historical Documents on the Cramer Family

The Cramers integrated into the Stapp family very carly o
and by 1300 had all but vanished beneath their more
prosperous cousins. It seems the Cramers were quite the
social climbers: they attained their noble status by marrying
into the Habermanns, a noble family with a long line of
service to the Imperators, The Habermann connection first
brought them to the attention of the Stapp family, leading
to a series of political alliances. It requires only a Wits +
Research check at TN 5 to discover this.

Historical Documents on the Habermann Family

The Habermann line is now extinct, its last member —
Leopold Habermann — having passed away almost one
hundred years ago. Before then, they were knights and
noble warriors, honorably serving both the Imperators and
Their Adclheid
Habermann, served the great Stefan I and is mentioned
prominently in their family history.

the  Heilgrund  barons. founder,

Beginning in the late 1200s, however, the family fortunes fell
slowly into decline. Some were wiped out by monsters,
while others died in wars or border skirmishes. Their
lineage survived primarily on reputation and by political
connections (including marriage with members of the Stapp
family). By the mid-16th century, they had been reduced to
one final family whose youngest son, Leopold, never
married or fathered children. He lived out the last of his
days in the crumbling remains of the family estate, visited
only by a few distant cousins from Freiburg.

Leopold disappeared one day near the turn of the century.
Local peasants claimed that he had fallen to some infernal
power, and after three years he was declared legally dead.
While there is no specific mention of the keys, Leopold’s
executors were instructed (o bury several “family
heirlooms” beneath his humble cottage and mark the site
with a pair of carpenter’s shears.

Documents on Stefan’s Knights
The legendary Stefan I founded Eisen in the late 7th
century. The noble knights who served beneath him were
considered some of the greatest Heroes of the era and are




described in almost every Eisen history book cver
published. There was only one woman among their
number; a brave and devout lady named Adelheid
Habermann. She retired from service soon after Stefan
died, and founded a small province in what is now
Heilgrund kénigreich. The Habermanns’ former estate now
lies just a few days south of the city. Their ancient castle has
long since collapsed, and the last few generations lived in a
series of simple cottages among the ruins. Locals believe
that the estate is haunted, but that’s true about almost every
Eisen ruin these days. Stefan Heilgrund, the current
landlord, doesn’t seem too concerned about ghosts.

If the players are having difficulty fathoming these clues,
have Logan Sieger give them a push or two in the right
direction. (For example: *Maybe the diary doesn’t refer to
Stefan Heilgrund. Maybe it refers to Stefan I. You might
want to check records on him as well as the Heilgrund
family.”)

The Payoff

By the end of this adventure, the Heroes should have
discovered the dracheneisen door in the cellar of their
manor and developed a firm idea where to look for the two
keys that will open it. Soft Point 9 details the resting place
of the first key beneath the Heart of the Drachen Cathedral.
Soft Point 10 covers the location of the second key on the
crumbling estate of the Habermann family, as well as the
sinister being who now cares for it. {(Again, if you don’t wish
to run these adventures, simply have thc Heroes stumble
across one or both of the keys.)

They should also possess a much clearer understanding of
the history of the manor and the people who have lived
there, not to mention the clues that will help them out
greatly during Hard Point 3. Finally, the party should end
their trip to City Hall with a very strong impression of
Logan Sieger, feelings that may come into play during the
climax to the campaign.

You should award the players from 1-2 XP plus their
Drama dice XP (which ought to be fairly substantial with all
the roleplaying opportunities during this adventure).

If you want to skip the retrieval of the two' keys_,'eiiminéfé L
Soft Points 9 and 10 and allow the Heroes'to bypass the
door in some other way, or place the keys inside the diary.
In any event, they should still get a look at the Stapp
journal; otherwise they could be in for a fﬁde’“sh’ock.

Hard Foint 3: SR
The Mother Lode

In this adventure the Heroes finally get to-open.the deor
leading into Stapp’s grotto. What they find: there, 4" St: bp i
realized so many years ago, could change Fisen forever: But
first they’ll have to get past ].'].IS raps and an unexpected
guardian. .

The Heroes have returned home and stand beforé t:he
dracheneisen door with its two keys. Reread : them
description from Hard Point 2, and let them-decide

had one final trap that he never wrote about, but warned
his sons of verbally. The two keys are identical except fer :
the animal depicted on their side — one has a fox, and one
has a hound. The fox must go in the upper keyhole and the
hound must go in the lower keyhole, as shown by the seal
on the door. If this order is reversed by thoughtless Heroes,
then dust sprays out of the keyholes into the face of anyone
standing by the door. This is a rare poison from the
Midnight Archipelago, a group of islands far to the west of
Théah. Normally, it would be instantly fatal, but time has -
diluted its effectiveness. It forces the Heroes to make-a .~
Brawn + Poison check against TN 25 or lose 2 Ranks of
Brawn and Resolve for 24 hours. If this reduces either of
these Traits to 0, the Hero falls unconscmus

When the keys are placed correctly and turned'%:
simultaneously, the door opens. by itself without a soun




: "fé;éaﬁn;g a r'oug"l‘l.cave leading deeper into the earth before
twisting: to the right out of sight. Now the Heroes must
bypass the traps that Stapp wrote of in his diary.

The Task <

There are five traps within the grotto, spaced along the
floor a,nd walls and intended to kill any trespasser who lacks
S}app s secrets, The traps include:

"1. Spiked Pit

Tliis pit is triggered by placing at least 50 lbs. of pressure on

> a plate that covers most of the floor. It dumps all Heroes
" ' .who aren’t within a foot of the walls into a 20" deep pit filled
with spikes. The trap then reseals itself, plunging those in
; the pit into absolute darkness. The hint — “Near the sleeping
4 : tke wall

— refers to a carvmg of a bleepmg dog

Herges are supposed to infer from this that they need to hug
the walls after seeing the dog, which is the “sleeping guard”
from the Stapp family seal.

N ta:Spot: 20

- Disarm: Wedge the pit’s lid open with a metal spike, or
’ unply walk around the trap.

Amd Rﬂﬂ. Wlts + Balance, TN 25

iose next te the walls) are durnped into a 20 deep sp1ked
pit.. They suffer four dice of damage with one Dramatic
Wound for every 5 they fail their Wound Check by.

‘.‘.Salvage Splkes (1kl Knives)

2. Smashing Blocks
"Lhis area of the grotto has a colorful mosaic on the floor with
" Black, green, bh};e, yellow, and red stripes along its length. The
Heroes may walk one stripe from beginning to end if they so
- desire. If the Heroes place at least 100 pounds of pressure on
any stripe other than the red one, a pressure plate activates the
 trap, causing the floor to rise and the ceiling to fall until the
.. two meet with a sickening crunch. Anyone in the trap’s arca

“when it goes off is as good as dead. The hint — “Walk the path
if blood ” — refers, of course, to the red stripe on the ground.

TN to Spot: 20
Disarm: None.
Avoid Roll: Wits + Rolling, TN 20

Effect: When triggered, all those on the mosaic are crushed
between two threeton bricks. Anyone who does not avoid
this trap becomes a thin red paste. However, the Heroes
may collectively spend 5 Drama dice (or as many as they
have, if they don’t have that many left) to have the trap
break down and stop just before pasting their comrade(s).

Salvage: None.

3. Dart Field

'The floor here is covered by a series of tiles, each with a
name engraved in it. There are five rows of five tiles each,
and it would require a careful leap to bypass any of them.
The pattern of names appears to the right; the safe names
are Adelheid Habermann, Marta Cramer, Astrid Reukers,
Georg Laucks, and Liselotte Stapp.

Stepping on any name that is not an ancestor of the Stapp
family triggers a pressure plate that fires a poisoned dar
into the Hero. The hint — “Stand on the shoulders of you
ancestors” — gives the players the clue that tiles naming
Stapp ancestors are sale to walk on, and the Heroes have
hopefully done some research into the Stapp family since

they’ve had this clue for a while.

IN lo Spot: None. All of the tiles have triggers, but the
correct tiles have dummy triggers.

Disarm: None.
Avoid Roll: None. The darts are too quick.

Effect: When triggered with at least 50 lbs. of pressure, a
dart hits the Hero who stepped on the wrong tile andj
automatically inflicts 1 Dramatic Wound to him because of
poison on the tip. There are enough darts to fire at each tile;
a total of 10 times.

Salvage: Darts {1kl Knives, and the poison has wiped off
after being used)




Note: Leaping over a row takes a Finesse + Leaping roll
against a TN of 10 x the number of rows the Hero wishes
to leap to skip any of the tile rows and land on a particular
square. However, if this roll fails, the Hero lands off balance
on either the tile to the left or right {roll a die: odd = left,
even = right}, and suffers the consequences.

Dazrt Field Tile Pattern

Liselotte Rutger Roswitha Volker Egon
Stapp Whocller Stappman | Heilgrund Pfitzner
Birgit Georg Detlef Rudiger Matthias
Foxx Laucks Bremer Heidler Lieber

Waltraed Dagmar Asirid Elfie Ilse

Regimius Masthoff Ruckers | Munzenburg| Obermeit
Oskar Sigrun Carsta Marla Imperator
Steger Bahlmann | Kaessmann Cramer Corantine

Wolfdieter Lothar Adelheid Stefan Carmela
Zweig Leuschner | Habermann I Urselmann

. Scything Blades

A number of animal adorn the walls along this hallway. In
prder, the carvings depict a galloping horse, a preening cat,
. scuttling mouse, a sitting fox, a swooping hawk, and a
imming otter. The walls hide a set of scything blades on
p timer, with a delay of 10 seconds. Unwary Heroes who
imply walk down the hallway without stopping next to the
ox for a few moments will be severely injured. The hint —
‘When you see the leaping Stapp, stop and count to 10 before
ontinuing” — refers to the fox carving on the side of the
unnel right after the trigger. If the Heroes pause for a count
pf 10 after seeing it, the blades will miss them. On the Stapp
eal, a fox is leaping over a slceping hound, and referring to
fox as “the leaping Stapp” because of this was not
common in the Stapp family. The fox is sitting in order
o throw off thieves who have read the diary (like the

eroes, for example).

"""""""""""""""

TN to Spot: 25

Disarm: Foul the blades by putting a plece of strong meta.l
in their way. :

Avoid Roll: Wiis + Rolling, TN 35 o
Eﬁ%’c‘t When trlggered the trap waits 10 seconds and then

continue walking without pause, they]l be caught in the:__ ‘
blades, suffering 6k3 Wounds. '

Salvage: Scythe Blade (3k2 Heavy Weapon)g

5. Locked Alcove
The corridor ends in an alcove. Recessed in the back of the
alcove are eight keyholes in a horizontal row:
the two keys from the front door must be put
proper keyholes and turned mmultaneousl}h-Thls piv
wall to the left, allowing entry into the grotto. Removit g_the
keys returns it to its normal position, but it may be opened -
from the inside by pressing an obvious catch uext to it If 4
the wrong keys are used, the wrong keyholes are ‘used; of
the keys are not turned simultaneously, a scything ‘blade
sweeps down across the alcove’s opening, most likely killir;
or maiming anyone holding on to one of the keys. The hi

— “Use the two keys from the dvor at once. The correct twio-loc
are — left to right — on the day the sun stopped skmmg upon m
— refers to the 2nd and 5th locks, as Stapp’s wife. died g
the 25th of the month, and he refers to that day as’ thé d
the sun stopped shining” in his chary ' .

IN to Spot: None. The slots for the scything bladES ‘are
fairly obvious. .

Disarm: None. The blades are too paﬁerfu] to be stopped.
Avoid Roll: None. .

Effect: When triggered, anyone holding on to- one of the -
keys inserted into the keyholes loses the :arm holding ‘the...
key (or both arms if holding two keys). For each arm Tost,
reduce the Hero’s Finesse and maximum Rank in Finesse
by I permanently, and inflict 3 automatic Dramatic Wounds '
to him. The Heroes may collectively spend 5 Dra.ma D1ce A




: (or as many as,they have, if they don’t have that many left)
to cause the trap to malfunction, sparing ils victim(s).

- Salvage: None.

The Opposition

Now that the traps have been defeated, the Heroes gain
entry {0 the grotto that Lord Stapp spoke of. Read them the
fellowing: '

“You enter an énovmous cavern with rough walls and a stone
floor. A heavy chest sits in the middle of the room, and the lights
you carry veflect off the walls, revealing large silvery mineral
 deposits.”

R
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have in that chest. By your estimate, if you added up all the
dracheneisen currently in circulation, it would amount to no more
than there is right here, visible in this cavern.”

This is the largest deposit of dracheneisen ever discovered.
In game terms, there are 5,000 units of it here, enough to
conquer the world, practically.

Should the Heroes pry their attention back to the chest, it
is unlocked, untrapped, and contains gems, coins, and other
valuables worth exactly 132,000G.

After the Heroes have been in the grotto for a few moments
and have gotten the celebration out of their system, there is
a grow! from the back of the grotto, and a strange creature
seems to flow out of the wall.

Dracheneisen Beast
Villain

TN to be hit: 15

Brawn: 8

Finesse: 3

Resolve: 5

Wits: 3

Panache: 3

Attack Roll: Bite 4k3, Claw 6k3
Damage: Bite 4kd, Claw 4k2
Skills: Sprinting 2

Description: This creature appears to be a small {8"-10
long) drachen made of a silvery clay. It formed from the
intense magical emanations that have bathed this room foq
so long. An earthquake after Stapp’s time has freed it ta
roam the grotto.

Special Abilities: The beast can pass throug
dracheneisen {forged or unforged) as though it were ai
This means that dracheneisen armor and weaponry i
useless against it. In addition, for one Action, it can dive intq
a wall, and pop out of a wall behind a Hero on its nex
Action, attacking from the rear. The only way to avoid

is to fight back to back. The beast must emerge from th




wall on its very next Action after going inside, however, so
it cannot hide indefinitely.

The Finale

It may be that the Heroes don’t want to fight the beast or
have trouble taking care of it. One of them might be able
to lead the monster through the traps in the corridor, killing
it in the process. Run this as a modified Chase, with three
Raises between the Hero and the beasl. As long as the Hero
can keep from falling prey to the traps himself, he can
automalically stay ahead of the beast, but as he hits each
trap, there are delays and possible damage to deal with:

5. The Alcove — No delay unless the alcove is closed, in
which case the Hero loses I Raise while waiting for it to
open.

4. The Scything Blades — No delay. The blades barely miss
the beast.

3. The Dart Field — The Hero muslt make a Finesse +
Leaping check against TN 20 for cach tile he wishes to step
on. Failure means the Hero steps on the wrong tile,
launching a dart is launched. The Hero loses | Raise as he
stumbles after taking the Dramatic Wound. Two darts strike
the monster when il runs through, lelling the Hero gain
back two Raises.

. The Smashing Blocks — 'The Hero must make a Finesse
+ Balance check against TN 20 (o stay on the red path while
running. Delaying would cause the monster to trigger the
trap before the Hero could get clear, as will failing the
Balance check. If the Hero makes it through alive, the beast
triggers the (rap and is crushed between the smashing
blocks, killing it. Tf destroyed, the creature collapses into a
jpuddle, which quickly evaporates. No dracheneisen can be
jgained from its corpse.

he Payoff

AL the end of this adventure, the Heroes have acquired the
prieans to pay off their debt and a fantastic lreasure beyond
e imagination of most Théans. Give them 3-5 XP each,
since this is a dangerous adventure, and give any Hero who
ed the beast through the traps to its death an extra 2 XP.

In the next few adventures, the Heroes must come to gnps {
with the unique opportunity — and re:5pons1b1hty ;they_’ve
received, : o

Presumably, the party moves zmmedmtebz I pa.y off their
creditors. Money in hand, Messrs Thornton,. Hubbs _
Reisdorf, Murphy, and Vogel promptly cease thmr mquiries

=».;::,~

owned property. Of course, there’s much more at stake here‘
than a simple house. Canny players will realize that
ownership ol a dracheneisen minc aliows their Heroes 4o
become FEisenfiirsten. The GM needs to carefully consult
the Eisen sourcebook, particularly pages 43-46, for the:fi:.
political and social ramifications of their newfound, fortune, -
Check Soft Point 11 before allowing the Heroes to .“proceed‘
and make sure the players understand how imporlant their.

subsequent actions are. They hold the fate of E1sen‘1n Ei
hands. . _ Lk

i,

Hard Boint 4-
Dead Mar's Bluff

In this flnal adventure two armies arrive at the c‘1ty, mten‘

the city, or whether to turn it over (o the soldiers at 1‘&' getcs_.

As the finale to the campaign, this hard point has a lot of :
variable elements. The Heroes’ decisions have a huge effect - 3;
on how the adventure unfolds, and not every contingency Tk
can be covered here. Use your best ]udgment and don’t be - |
alraid to change things if they don’t fit, -

The Setup -
If you have run Soft Point 11, the a,dventure begms as the
Heroes return to Freiburg from theit meeting -with the
Nibelungen. The journey back is uneventful to the point of "
eeriness. No other travelers cross their paths and ‘the




' 1mm1grants who usually throng toward Freiburg are
susplcmusly absent. As they grow closer, they finally begin
seeing people — all heading away from the city. They claim

 that an army has surrounded Freiburg and that all travelers
are being { turned away. As they approach the borders of the

komgre c the pa.rt} can see for themselves.

A huge army has indeed encamped around the southern
banks of Freiburg, their fires sending smoke into the sky. A
‘second army has encircled the town from the north. They
block every road and have effectively sealed off access to
the city. The armies appear to be from Stefan Heilgrund
‘and Fauner Pésen, respectively. They clearly intend to take
¢ the city by force, though their reasons for doing so are
unclear; Civilians are being turned back at gunpoint and no
cme::ts:be;mg allowed to leave.

Mmhael accompany the party (see Soft Pomt 11) the
oppesmg armies allow them through: no one wants to trifle
. with the Nibelungen. If the smiths aren’t with them, they
. still recejve some unexpected help. A young man in a dark

; claak approaches them on the road before they reach
- Freiburg, claiming to be sent by Armin. He works for the
Empereur’s Wings (Location #170) and was hired by their

‘butler:to bring them back through enemy lines. He has
;_bloogled the mansion’s doorknob and can use Porté to
aﬁgpart them straight home if they wish. (Alternatively,
“you can. make an entire adventure out of getting back into
- the c1ty ‘the Heroes can sneak through the sewers, sail up
the ;;;ver, or even pose as soldiers from one army or the

other.)

If you have not run Soft Point 11, the adventure begins in
- Freiburg a few hours after the Heroes decide what to do
" with the mine. A large commotion can be heard outside;
when they go to investigate, one of the neighbors tells them
. that that “Fauner Pésen is marching on Freiburg” Allow
them to proceed from there as they see fit. (When Armin
" hears the news of’an invasion, his heart gives out on him
. and he delivers a variant of his “save the city” plea below
" before expiring.)

Inside the cily, chavs reigns. The streets are choked with
panicked residents trying to {lee: families hurriedly load
possessions onto carts, while stampeding crowds ebb and
flow along the streets. Looters run rampant, several
buildings burn out of control, and no guardsman can be
seen. Many citizens are trying to flee by boat, swamping the
docks with a desperate press toward the few ships
remaining. {Unless they took steps to guard it, The Stolen
Kiss is long gone.)

The house itself still stands, but the possessions inside have
been ransacked, its valuables smashed or stolen. Armin lies
on the floor of the main entry hall, his leg broken. He
clutches an empty pistol in his hand, and a dead lootes
sprawls in front of him, shot through the chest. From
appearances, he’s about to join the intruder: his breath
comes short and labored, his skin a ghostly pale. As they
approach, he lifts himself up and delivers a heartfelt plea.

“Please sirs,” he whispers, his breath growing shallow. I
think the invaders have come for your mine... please... you
are honorable men and women... please stop them from
taking our city. Give them the mine, fight them off
whatever it takes, but keep them away... Freiburg is free... i
should stay free... Eisenfiirst Trigue needs you...” With :
quiet rattle, he then expires.

If that isn’t enough to convince the Heroes to fight, the;
find a hurried message from one of the city leaders (Wilmz
Probst, Logan Sieger, Vasya Wilhelm, or even Trigu
himself) in his hands, asking them to come to the Stein anc
help formulate a plan of defense.

Probst and Wilhelm are at the foot of the Wachtturm trying
to organize the City Guard into some sort of army. They’r
joined by members of the Wachhunde, the Rose and Cross
and other concerned citizens itching for a fight. The
welcome any help the party can provide and will listen t
any reasonable plan the Heroes put forth. One of then
(Logan if the Heroes are close to him, Wilma otherwise
pulls the Heroes aside and fills them a little more on thy
situation.




The trouble began when Fauncr Pésen sent a spy to learn
the location of Irdgue’s dracheneisen mine. She learned
that the mine was empty, apparently tapped out of the
precious dracheneisen (Irigue had the entire supply mined
and moved beneath the Wachtturm, but Posen doesn’t
know that.) The attack is presumably an effort to exploit this
perceived weakness and perhaps eliminate a potential rival
to the thromne.

No one is certain why Heilgrund has come, though Sieger
suspects that he heard about the empty mine as well and
arrived hoping to pick over the city’s carcass. Either way,
both Eisenfiirsten arc bidding to make a fundamental shift
in Eisen’s power structure. Wilma, Logan, and the rest need
to prevent that from happening, and they need the Heroes
to help them do it.

As they finish the conversation, a hung-over Nicklaus
Trague appears at the foot of the Wachtturm. He looks like
forly miles of bad road, but his eyes are clear and the
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omnipresent wine bottle is mjssing frum his hafnd He

addresses the assembled throng in an unwavenng voice, hlS
words dripping with anger. '

“This,” he hisses, “was nol in the plan, T‘llésyi“h:;ire no right
to interfere with what I'm doing here. Wllma wh : -are we
doing to stop the invaders?

Trigue’s fury comes from the threat tG his great

experiment. An invasion would effectlvely end Frelburg g
“No Questions” philosophy and he hasn’t finished his book:-

yet. The book — and the final outcome of :frelburg-}s

struggle — are all that matter to him now, and‘:he’sgho‘t abodt'

to leave them incomplete just because hm fellow
Eisenfiirsten are getting greedy

Some of them have never seen Trigue bef@fe _Ci ﬂw
who have have never seen him. this agltated Wﬁma

stammers something about “defensive penmeters and

Yo B

5




. 'pu;suiﬁg a dip‘ibmaﬁc solution.” [rigue nods curtly. “If

they bteach .the city limits, we need barricades and

,remforcements to keep them from reaching the Stein. Use

the Gaul, the bridges, the university. Estates with high walls

should be fortified. Block the streets with anything you can
find. And get Kelby Loring here; he’s forgotten more about
mil'itar}ﬁ.tacti_cs than you lot will ever know.”

Wilnta nods, her face wide with surprise. For a moment —

‘ justa moment — the Heroes see the man Triigue used to be.
‘Then it passes and the fire in his eyes dims.

a‘It won't do much,” he says quietly, “but we have to try. I
S dom’t waht it to end like this.”

The Task

adjust thmgs) Wl]ma welcomes their advice and allows
t_heng_l to pursue whatever tasks they see fit. Several things

need to be done before the atlack Legins; the Ileroes can,
take part in any or all of them, or comc up with ideas o
their own.

& Securing Barricades. The city guards are forming a
defensive perimeter around the city center. The perimeter
runs along the canal north of the Rotstrom (from grid N-34
up beyond the Heart of the Drachen and grid A-1), with
fortifications along each of the bridges and the major streets.
A pair of gated mansions (also beyond grid A-1) serve as a
de facto fortress for the northern defense, while the gated
buildings on the northeastern ridge (grids B-29 through B
36) anchor the line. South of the Rotstrom, the perimeter
runs from the Barracks (grids R-1 to R-3), across the Roth
and along the streets to the walled Merchant’s Quarter
(grids Q25 to T-32). The main force of delenders will
engage the enemy at Verzweillung, then retreat to the
fortifications if necessary and hold as long as possible.

The Heroes may be able to prepare these fortifications and
perhaps increase their effectiveness. Explain the defensive:
layout to them and ask them which section they want to
help shore up. In terms of advanced mass combat rules
(Eisen, pages 100-103), the gated mansions, northeastern
ride, Merchant’s Quarter, and Barracks all have a
Fortification Rating of 2. The bridges all have Fortification
Ratings of 1.7 and the street defenses have Fortification
Ratings of 1.2 apiece (the Stein has a Rating of 6, but if the
invaders get that far, the city’s in big trouble).

How much these ratings increase depends upon the Heroes.
A successful Wits + Strategy check at TN 25, Wits + Tactics
check at TN 20, or Wits + Architecture check at TN 15
increases a barricade's Fortification Rating by .25 + .25 for
each additional Raise. Only one roll is allowed per location;
the defenders don’t have any more time than that. See “The
Finale” section below for more on defensive barricades and
their impact on the battle.

& Defending the Mine. If the Heroes choose to reveal the
existence of the new dracheneisen mine, Wilma’s eyes
widen and she nods slowly with understanding. “Now we
know why our neighbors are suddenly knocking on the
door,” she mutters. The question becomes how to defend it.




Wilma is reluctant to post a lot of guards there, because it
will draw the invaders’ aftention. She suggests hiding
guardsmen in nearby buildings instead, or making the area
appear to be just another barricade. By not emphasizing the
Heroes” mansion, they can disguise its true importance. Up
to 300 troops can be placed in houses in and around the
Heroes’ mansion. Allow the party to prepare any nearby
fortifications (Rating L5 for streets, 2.5 for the nearby
Tuttenburg Bridge; see above).

¢ Negotiating. While diplomacy is a long shot at this point,
Wilma wants to try to talk the invaders down or at least
keep the two forces from coordinating their attacks.
Courtier Heroes may be sent to one or both armies, armed

taking the city from Fauner and doesn’t wish lo antagonize
Trégue any more than necessary. He knows aboit the
Heroes’ mine, however, which gives him a potent =~
bargaining chip {see “The Opposition,” below, for more -
details) He’s wi]h'ng to withdraw his forees but wanls
hau dball with him, he'll lower his demands to], OUU”uI'uts of
dracheneisen from the new mine, which will allow him to
solidify his hold on power until his other plans are compiete’w
(see the Eisen sourcebook for more details). Assuming the
Heroes agree (after a suitable period of dickering over the
details), he orders his army to stand down and waits untl
the conclusion of the batile to claim his rewatd

with the power to negotiate for the city.
Even if they can’t prevent an attack, they
might be able to even the odds a bit, or
keep the two armies from cooperating.

The two armies are led by Eisenfiirsten
Fauner Pésen and Stefan Heilgrund
(although Heilgrund leaves most of the
organization to his generals). The Heroes
may approach the invaders under a flag
of truce; they'll be allowed to speak to
the respective leaders and make their
case. (Stats and role-playing information

(If the Heroes give hlm sole possessmn of
the mine, he later makes a secret-de
with Trigue to split tﬁ‘é‘::_ ﬁrﬁ%hé
within, The mine’s-location mthmfthe
city means that Trigue can make thmgs
very difficult for Heilgrund if he wishies
and Stefan wants to keep thlngs e i
with his neighbor.) - ‘

+ Find Kelby Loring. ThIS is pcrhaps
most important task in the entlre
Loring has mote military ex
than anyone in Freiburg (savé p’e;;hap

for both Fisenfiirsten can be found in the
Eisen sourcebook.}

Fauner Posen doesn’t want to talk. She’s committed her
forces to taking the city and nothing less than unconditional
surrender will satisfy her. She may be willing to agree to
certain humanitarian pleas — allowing civilians to flee the
city, for example, or agreeing to spare certain buildings
from destruction — but she will not withdraw unless Trague
surrenders the city to her. IU’s clear during the conversation
at she’s set her mind on taking the city, and the Heroes
should leave her presence frustrated and a little frightened:
ishe really means it.

EStefan Heilgrund, on the other hand, will actually be eager
o bargain with the Heroes: he knows he has little chance of

Trague, whose faculties are not what

Posen, he may be the best chan-:e‘: Ireiburg has. While
nurnerous members of the Wachhunde gathered at the-- ¥
Stein, their leader was not among them. The Heroes may %

be dispatched to help find him.

Loring is holed up in the Drachen’s Tooth (Location #200)

along with three of his fellow Watchdogs. A large gang
whom they once thrashed has taken advantage of the chaos"‘
to hunt down their old nemesis. They surround the drinking -
hall with torches and intend to set ‘the place alight with
Loring trapped inside. The gang consists of thirty street .. -
thugs (25 Brutes and five henchmen; use the stats on page
27-29), armed with clubs and torches If combat breaks :




~~one of the thugs. will ignite the building. Two turns laler,
Loring and his companions will burst out of the Drachen’s
Tooth and join the fray. The thugs will {lee if more than half
their number are incapacitated.

: ; scued, Loring readily agrees to command the city’s
~and ‘allows the Heroes to escort him to the Stein,
where he and Triigue can formulate a proper battle plan.

% Random Encounters. If you wish, you can also use the
: .Rafldoin Encounter Tables to spice things up as the party
mioves through the city on these various missions. All
’;fszmdom encounters taking place in Hard Point 4 are
“considered Red Zone Encounters, regardless of their actual
following entries for their

locatio:ngf Replace the
) ding numbers:

: the; can from a nearby bu11d1ng furniture, valuables, even
wood off the walls for fuel. Agitated screams can be heard

rom within as the owners try futilely to protect their
property. The party must decide whether they can afford to
stop and help, or leave the looters to do as they will.

9: Fire — A fire has broken out in a ncarby building and
threatens to engulf the entire block. The Heroes must either
brave the flames (Resolve Check, TN 15 to proceed; failure
results in 1k! die of burn damage}, or find a way around
the inferno (causing whatever delays you see fit).

0: Assassins — Eisenflirst Heilgrund has learned about the
Heroes’ dracheneisen mine and sends a squad of assassins
to dispatch them. With the mine’s rightful owners oul of the
way, he can lay claim to it much more easily, and perhaps
avoid antagonizing Nicklaus Trigue any further. The attack
comes whenever it is most dramatically appropriate. Use the
“Soldier” stats in the NPC section (pages 28-29} for the
killers; there is one for each member of the party, plus two
more thrown in for good measure. They’re armed with a
two pistols apiece, in addition to whatever melee weapons

1




are most appropriate. This encounter will not take place if
the Heroes have already negotiated with Heilgrund.

The Opposition

Both Eisenlfiirsten intend to overrun the city and claim it for
their kénigreichen. Posen is attacking because she believes
that Trigue’s dracheneisen mine is empty and wishes to
eliminate Freiburg from the political picture (as well as
bolster her flagging economy with its prosperous trade).
Heilgrund has learned about the Heroes” mine and wishes
to seize it for himsell (although he is normally on good
terms with Trigue, his own mine is depleted, placing his
posilion as Iron Prince in jeopardy; he was hoping to quietly
negotiate rights to the mine, but Posen’s advance forced him
to act). At your discretion, Pésen may be aware of the new
mine as well, but that won't change her position.

Their armies greatly outnumber the Freiburg defenders.
Pisen’s forces number almost 40,00 and include cavalry
and artillery in addition (o normal infantry. Heilgrund’s
army is smaller, numbering about 25,000, and lacks any
artillery units. In contrast, the Freiburg defenders number
only about 150. Grim odds, cven for the most stalwart
man.

The Heroes might even those odds somewhat, depending
upon how they play their cards. The city has several
barricades which can be defended and it may be possible
to split the two armies through negotiation or politicking.
Details can be found in “The Finale” section, below.

The Finale

The Battle of Ireiburg begins twenty-four hours after the
Heroes arrive and can follow any course you wish. The
invaders must move quickly if they wish o secure the city:
the longer they wait, the more the defenders will dig in and
the greater the chance that other Fisenfiirsten will become
involved. Pésen hopes to take the city in one blow, while
Heilgrund simply wants a replenished supply of
dracheneisen; bath desire a swift conclusion o the conflict.

Basic rules for mass combat can be found on pages 176-179
of the GMs’ Guide; advanced rules can be found on pages

100-103 of the Eisen sourcebook. We :strongly
using the advanced rules for the Battle of Frexburg

The battle begins when Fauner Posen sends a  main -
offensive of 30,000 men straight south into the heaxt of the
town. Another 10,000 circle to the east in a ﬂanklr}g _f:ffort,

advance. Otherwise, his 25,000 men move up the Roth m
an effort to seize the Stein before Posen 5 forces can.

Pésen leads her forces herself, while Heﬂgrund allows His )
general, Werner Steil, to lead his army. (Steil has the.
following pertinent stats: Wits 3, Logistics 4 Strategy 4,
Incitation 2. Posen’s stats can be found in the Etsen

sourcebook. o

Kelby Loring is the most qualified comman =
although he .may have  di jeulty -
coordinating the various fdJCtIOIlS If he cannot be fmmd'

Freiburg forces,

section, pages 16- 18 and 24-23. Quahfled Heroft .
to help coordinate the defense as well, and can
command if their abiliies warrant it.

Each player should give the GM his or her Hero s Jocati
during the baitle and what part he or she intends to- P

Five makeshift “fortresses” serve as the keys to Fl‘elblﬂ'@iS
defense: the two mansions above grid-A-1, the northeai:s i
ridge on the upper right hand corner of the map (B29
through B36), the Barracks (N3 through R1), the Merchant's
Quarter {26 through R28) and the Stein itself (I16 through B
L21). The enemy must take or destmy three_ of .the four.
perimeter fortresses, or else seize the Stein, in order to take =
the city. The number of men attacking and defending each ™
location is listed below. If the Heroes persua.ded Heﬂgrund
to stand down, use the numbers in parcntheses

The mansions: 2,000 (4,000) defenders, 10,000 atta‘,cker‘s.w.: .

The northeastern ridge: 2000 (4 50()) defenders,wz,
10,000 attackers :




: Tli;a Barracks: 3,000 (500) defendcrs, 5,000 (no)
attackers

‘The Merchant’ Quarter: 3,000 (1,000) defenders,
5,000 (2 000) attackers

The -:{e,mammg forces on both sides are occupied in
skirmishing units, house-to-house fighting, and barricades
along the streets. The Freiburg forces retain a 1,000-man
“fésqrve at the Stein in case the outer perimeter falls. If a
Hero is at one of the street defenses, run the battle with 200
defenders and 500 attackers, respectively. The outcome of
these smaller battles has little impact on the final result;
* however, if things go well for the Heraes, you may wish to
reﬂect'tj"leir efforts at one of the more important battles
General a Free Raise or two, as you see fit).

éroes-a chance to affect the outcome of the
using the Mass Combat rules and your own
discretion. If a Hero does something particularly bold and
daﬁi‘iﬁg,.-you may want to allow their side to prevail,
: -regardless Of What the dice de The dt.mosphere shDuld be
party helpmg to hold the city’s fortifications again a
mercﬂess 1nvader If a fortress falls, the Heroes may retreat

_ “::mvaders block by block, or retreat and awail the “One Last
:{Thrust” encounter, below.

52 Th batte is fierce and unrelenting. While advance
5 for Freiburg are able to slow the attackers, the
maii. flght takes place along the perimeter. Soldiers fight
_hoise to house as the invaders advance, the streets ringing
with violence and gunfire. Cannon attacks create new piles
of rubble out: of once- -beautiful houses, and fires spring up
all over the (:1ty ‘Toward the latter half of the conflict, the
invaders set fire to Verzweiflung, choking the air with
. ‘smoke and lending an air of panic to the proceedings.

.. .One Las@! I?zrust
o If it becomes clear that the invaders are not going to hold
" the city (i, they have failed to take the requisite number
#of fortifications), Pésen launches a final surprise attack. The
roes '(and any pertinent commanders) spot them just as

victory seems within their grasp. Pésen’s flanking forces
(almost 7,000 at this point) appear on the river in a motley
collection of boats and watercraft (she held the vessels in
reserve until she knew she couldn’t take the city
conventionally). They move steadily up the Rotstrom, using
the current to pull them toward the Stein. The fortifications
are such that they cannot be stopped by the occupied
defenders; in less than an hour, they will breach the
perimeter and take the Stein.

The Heroes have one chance to stop them. The
Blacksmith’s Bridge was undergoing repairs before the
invasion, and its foundation is not entirely stable. Enough
explosives planted on its base will cause it to collapse into
the river, blocking the boats’ progress and perhaps even
swamping them if imed well enough. Kelby Loring suggests
this possibility if it doesn’t occur to the Heroes.

The bridge has a Demolition Rating of 9, which means it
will require an Explosion Rating of & {(approximately 30
kegs of gunpowder) to sink. Gunpowder is easy enough to
acquire, but the Heroes will have to hurry. It requires a Wits
+ Intimidation or Oratory check at TN 15 to get five
gunpowder kegs in time to plant them beneath the bridge.
The Heroes may make a total of seven checks before they
must abandon the search and go with whatever gunpowder
they have. If they don't have enough, they must plant their
explosives carefully. A Wits + Architecture check, TN 10,
reduces the bridge’s Demolition Rating to 8 {requiring 20
kegs of gunpowder to sink the bridge). Each Raise further
reduces the Demolition rating by 1 or lowers the number of
required kegs by 5, whichever you prefer.

As the Heroes plant the explosives, Pésen’s forces approach
by boat. At the start of combat, they spot the party and
open fire in an effort to stop them. It takes two Heroes three
more turns to finish planting the explosives; additional
Heroes may work at it, but they cannot reduce the overall
time. Two boats full of soldiers (see the NPC stats, pages
28-29} with five gunners and two rowers per boat, are
within long range. On the second turn they are in short
range, and on the third point blank range. Fach turn, two
more boats enter the combat at long range.
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Cover from the bridge gives the Heroes an automatic Active
Defense every turn, and while those planting the explosives
cannot return fire, their companions can. In addition, four
loaded 6-pound cannons sit nearby, which free Heroes may
use to defend the party. It takes a Finesse + Artillery Check
al TN 15 to hit a boat; any struck boats immediately sink
and their crews may not continue to fight (wet powder tends
to blunt a musket’s efficiency).

When the gunpowder detonates, it sends a huge wall of
water and stone up into the air. The bridge collapses with a
colossal explosion, throwing up a tall wave of water in either
direction. The wave swamps hall of Pésen’s boats and the
collapsed bridge prevents the other half from advancing.
With the defensive perimeters holding, the boats are forced
to retreat; Freiburg has held and the invaders have been
repulsed.

The Payoff
Give thc Heroes 4-7 XP each, plus 3 more il they
successfully defended the city.

All future 7th Sea products assume that the invaders were
beaten off, and Nicklaus Trigue maintains control of the
city. Pésen and Heilgrund retreat to lick their wounds, and
Freiburg civilians return to rebuild what was lost. Relations
between Trigue and his neighbors will cool significantly,
but another atlack on the city is unlikely —
and the support of the Nibelungen ensure a modicum of
security.

the new mine

Of course, if your Herces took a different path — if they
successtully supported one of the invading armies, or were
unable o stop the invaders from taking over the city — you
will have to adjust your campaign to fit the new
circumstances. Pésen and/or Heilgrund march into the city
as conquerors. Nicklaus Trigue commits suicide by
throwing himself from the top of the Wachtturm, leaving
Wilma or Logan to negotiate the surrender. The new leader
(probably Posen) eventually seizes control of the
dracheneisen mine — forcibly taking it from the Heroes if
they don’t turn it over — and quickly exploits the metal
within. Freiburg’s make-up will probably change drastically:

Fauner Pésen instigates martial law, whlle Stefan_
assigns a governor to restore some semblance of order.

E1Lher way, the freewheeling “No Ques pohcy slowlyj

order. Wlthm a few years, Freiburg is no cEif
other large Théan city. '

If you don’t wish to deviate from official cantmmty id yet -
the Heroes did not successfully defend the city, have the,

Nibelungen arrive at the eleventh hour, shortly before _

Trigue is to kill himself, and take control of the mine -
themselves. The cavern contains powerful energles whlch-
the smiths wish to study and understand before tu_m.mg 1t
over to an Eisenfiirst. They claim that they will hold it “until
a new Imperator is chosen” and refuse to allow any of the ;
parlicipants access to the metal within. Any Iron Prince who;:
fails to comply with their decision loses: ,N‘l ;
support and will no longer be able to- ‘create drachent
items. Angry but humbled, Pdsen and Heﬂgrund
down and Tréigue retains control of the city.

If the Heroes helped repel the mvaders they each

the title Knight Defenders of Freiburg. In addition; Va
Wilhelm makes them honorary members of the Clty?Guaﬁf :
allowing them to wear the Guard’s dlstmcuve bl k and
white uniforms if they wish. :

The Nibelungen arrive shorily after the baitle to hel
out possession of the new mine. They inform Tragu Df

new mine and ask the Heroes to turncitfover tohim, ma:
will construct a new access tunnel to the mine and h&ve the
trap- flllcd passage beneath the Heroes mansion walled uP

tramping in and out all day.

In exchange for their cooperation,:the Nibelungen are
willing to forge each Hero a single dra_cheneiéen_ item (eithef

a weapon or a single piece of armor) out of the raw material
from the mine. This honor is unpreccdcnted and nen- Exsen .
Heroes will become the first of their ¢country to. Iegally gain’
a dracheneisen item. They must divest themselves of the
mine before the Nibelungen do this, however. .
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”Ifthey refuse o give up the mine, then the Nibelungen take

it themselves and turn it aver to whoever has the

the Heroes resist, they are forcibly expelled from the

d told never to return. Otherwise, Wilma

ompensates:‘them for the loss of their mansion with a

suitable replacement™ another large house rendered

uninhabitable by a fire during the battle. It will take 20,000

-Guilders to repair the building; give them a lecture on the
nature of greed and tell them to suck it up.

This concludes the “Hammer and Tongs” campaign.
" Hopefully, your Heroes will have defended the city and
_ attained pesitions of honor within Freiburg society. What

" happens next is up to them and you: Freiburg is a city of

~ limitless possibilities, and the next adventurc waits just

. around the corner.

Soﬁ Points

The following adventures are designed to be placed among
the four bard points of the campaign. They should
familiarize your players with Freiburg and allow their
Heroes to interact with some of the city’s most important
figures. Most are designed to be played in a single night.
While many of them connect up with the overall storyline,
none of them are necessary to run the campaign. We've
arranged them in rough chronological order and provided
suggestions as to where they may be inserted (some of them
must come at specific points if they arc to make any sense),
but their exact placement is up to you. They can be shuffled
around, expanded, modified, or discarded as you see fit.

Some of the adventures have deliberate links to Théah’s
various secret societies, allowing Heroes who belong to




them to further their organizations’ goals in Ireiburg. They
can be casily adjusted to fit Heroes without such allegiances.

Unless otherwise noted, each Hero should receive 2-4 XP
at the successful conclusion of cach adventure. Other
rewards (or punishments for failure) are up to the GM.

Soft Point 1: Wolves and Their Master

In Hard Point 1, the Heroes tangled with a marauding street
gang named the Mad Wolves. Here, they have a chance to
finish the gang off, and possibly learn who has been pulling
their strings.

The Set-up

The Mad Wolves may have learned that the Heroes are off-
limits, but that doesn’t make anyone else in ‘the
neighborhood any safer. Redmund Erhart wants to
purchase the entire area, and he can’t do that unless the
owners are willing to sell. The Wolves begin preying on
local merchants, shopkeepers, and homeowners in an effort
to drive them away. Word has spread of the Heroes’ actions,
however, and the neighborhood soon begins looking to
them to take care of the problem once and for all. This
adventure gives them the opportunity not only to end the
Wolves’ reign of terror, but also to discover the man behind
their power.

The Heroes, presumably, make themselves at home in their
new mansion. They may have repairs they'd like to
undertake, additions to make on the house, or business
elsewhere in Freiburg to deal with. The GM may want to
run several other soft points before the finale to this one,
interspersing encounters with the Wolves to keep the plot
thread fresh. This is an ideal time to get the players familiar
with Freiburg, introduce them to some of the people and
locations in the Sights book, and enlighten them on the
basic political situation (such as Triguc’s pessimism, or the
fact that Wilma Probst really runs the show).

A few weeks after the Wolves’ attempted break-in in Hard
Point 1, the Heroes catch sight of them harassing a local
shopkeeper (Location #67). They have knocked over

scveral stalls of wares and are in the midst of destroy
them while holding the shopkeeper aga;nst the : wall
swordpoint. If confronted, they qumkly i ‘
about the Heroes has spread). A few days

thing happens; this time, it's a woman and ‘het child
walking along the river near the Heroes’ house. The Wols
are demanding a toll for crossing and pawing at her¢ :
Again, they scatter if confronted by the He'foezé.

Incidents such as these continue to pepper the He a_-
everyday lives. They also begin hearing (through Arminy
any NPC they have regular contact with) about oth
incidents involving the Wolves: robbery, assault, destru i
of property. While the Wolves won't directly confront
Heroes, they take steps to make their lives miserable. Th
bully merchants into refusing service for the
commit acts of vandalism on the manor, axid ;

or any other servants. A hidden Wolf (bhadomgg 3, St

2, Streetwise 2) constantly lurks across the street to

the Heroes' comings and goings. Assume that the B
knows the party’s habits and the times when th ;
out of the house,

One clue to the Wolves” ultimate motive appears durmg :
latter parl of these incursions. A nearby family HIOVeS &
packing their belongings into a wagon and abando: th'
home rather than face the Wolves another.day. A W&ek,
so later, their house is occupied again, by tenants “payi
rent to Redmund EFrhart. Several other locals also leave 8
area in an effort to avoid the Wolves. Their homes
shops quickly fill with more of Erhart’s tenants. "The Her
won’t know this unless they do some digging (talking to t}
new tenants, gossiping with the neighbors, etc.}, but it p
the Wolves’ activities in a whole new light. :

Word slowly spreads of the Heroes® initial entanglemen
with the Wolves in Hard Point 1, and some of the neighba
begin appearing at the mansion door, begging them™
remove the scourge. They promise everything from fry
merchandise to their daughters’ hands in marriage if tY
party agrees to help. The Heroes may get roped i
guarding local mothers during grocery runs or staking g
a house all night in case the Wolves try to vandalize it. T}




- neighborhood starts to see the party as their only hope, and
if the Heroes aren’t careful, they could end up the
neighborhood’s de facto police force, patrolling the area for
criminal activity rather than pursuing their own agendas.

Regardless of their actions, it should become clear that the
Wolves arcn’t going to just go away. The Heroes need to
deal with them once and for all if they want to have any
_peace in their new home.

The Task

Besting the Wolves in combat is a good temporary solution,
/but they rarely stay down. The streets of Freiburg are rife
. with ruffians ready to become new recruits; every time the

T . Wolves lose a member, six more rise to fill the gap. In order

‘break the gang for good, the Heroes must locate their

= qud,rters and capture (or kill) the ringleaders. Until they
do _-the V\rolves will hound them and their neighbors until

the Fourth Coming. A Wits + Underworld Lore check at TN

10 reveals the leader’s name, Felix du Paix, along with a

“physical description. A Raise also reveals the name of his
* . chief rival, Wilhelm. These two would-be leaders have split
the Wolves in two, and the conflict may soon come to a

H :'zg head

' A]lﬂw the players to come up with any plan they wish.

~Tracking the Wolves shouldn’t be a big problem, While few

. peeple know their exact hideout, a Wits + Underworld Lore

I.check at TN 15 reveals that the gang tends to congregate
near the Bone Bridge {Location #126); roleplay out the
checks if possible. They could also tail the Wolves after one
- of ‘their assaults on the neighborhood (Wits + Shadowing
TN 15) or simply capture one and beat it out of him.
Alternatively, the Heroes might try infilirating the gang and
_ discovering their hideout that way. The Wolves cannot
know the dlsguised Hero, of course, or else the ruse won't
a work.

In any case, Ioit.éring in the vicinity of the Bone Bridge

evenlually produces a Mad Wolf or two, whe may be

 discreetly followed .to a boarded-up carriage house
" (Location #128) that:serves as their rallying point.

The Opposition

The Wolves themselves are detailed in Hard Point 1. Thei
numbers never drop for long and they never seem to ga
away. Only killing or arresting both Felix du Paix and
Wilhelm will break the gang’s swength for good.

The Finale

The Wolves gather intermittently at the carriage house ta
drink, play cards, or distribute their illgot gains. The
Heroes will have to wail a day or iwo for a real meeting
(they can stake out the location or accost a Wolf brute fo
information, depending on their whim). The Heroes ca
come up with any plan of attack they wish, but they should
wait until Felix du Paix shows himsell io sirike. Feli
eventially calls the Wolves together to talk about the
Heroes; Wilhelm and his brother Axei are in attendance, a
well as a substantial number of surviving Wolves (the exad
number is up to you).

Run the final cncounter as you see fit As the par
approaches the building, the Wolves are angrily discussing
the situation and Wilhelm has taken the occasion

challenge his rival. Their shouts echo throughout th
cavernous building, sending pigeons {luttering into the sk

“We can'’t keep goin' with them rotters in the way!” Wilhe
yells.

“I told you, it’s bein’ taken care of. We won't have to wor
about ’em ferever!” du Paix returns.

“That’s says you!” Wilhclm shouts. “I says ye got no guts fd
takin’ them!”

*You watch yer mouth!”

*Why? Ye got somethin’ to stop it up?!”
“Batarde!”

“Schweinhund!”

If the Heroes don't intervene, the two produce knives an
the gang divides in two. They tight it out for several roun
while their various underlings trade fisticuffs until Fef
stabs Wilhelin in the guts and Telix’s man Demeter tak




Wilhelm’s brother Axel. The fighting slowly abates as
Wilhelm’s supporters quickly back off.

“'m runnin’ this gang,” Felix snarls over Wilhelm’s
twitching body. “An’ anyone who don't like it can follow this

'”

rotter?

The party may make its presence known at any time. The
minute they do, all fighting between the gang stops and they
concentrate on their common enemy. Presumably, the
Heroes trounce the ruffians and scatter the gang to the
wind. Felix will fight for as long as is feasible, but flees when
things go bad; the gang scatters when he does or when the
Wolves have suffered. The Heroes are welcome to pursue if
they wish (use the Chase Rules on pages 169-172 of the
GMs' Guide), but if Felix gets away, they haven’t heard the
last of the Wolves. Should he be captured, however, the city
guards take him into custody {since the Heroes were nice
enough to do the hard part).

Felix carries a letter (easily found with a basic search)
detailing another planned assault on the Hero’s house and
several other criminal acts. The letter stresses the need to
“root oul the rats” and admonishes the Wolves to “make the
squatters know who’s in charge.” A seal with the letters
“RE” marks the document. If still alive, Felix gladly gives up
the name of his employer: Redmund Erhart, Freiburg’s
most hated entrepreneur. If Felix is dead, the Heroes will
have to make the inference on their own.

The Payoff

If the Heroes kill or capture Felix, they effectively break the
power of the Mad Waolves. Without their lcader, they don’t
dare show themselves in the Heroes' neighborhood and
none of them has the courage to seek vengeance. If he’s still
alive, Felix will be deported to Montaigne, where his
execution swiftly follows. The neighborhood is now free

from the Wolves for good.

Redmund Erhart, however, is another story. A few simple
queries {to Armin or any other connection the party might
have) give the Heroes the basics on this unseen nemesis.
Erhart has a great deal of power in Freiburg, stemming from
his moneylending and real estate ventures. He has countless

political connections, he makes numerous conmbuhons I
the City Guard, his house is a fortress, and he commands '
small army of loyal bodyguards All they have to pin to i

Soft Point 2 or elsewhere), he denies everythmg
to know nothing aboul the Mad Wolves and 'suggests tha
the letter may have been stolen from one of. hls:,ldckefs,. “k
my line of work,” he explains, “one’ must sometimes -
harsh language. You understand.” He chides the Heroes ol
their naiveté and quietly suggests that they: let the .mat ¥
drop. If they're foolish enough to challenge him, he j
laughs and encourages them to do their worst. He ne
travels without bodyguards and steadfastly refuses to eng
in any sort of duel or personal combat. :
outright brings the City Guard ::tra;tght to hei
Heroes will fall back and find some other mea
addressing their grievances. :

With the Wolves gone, Erhart gives up his efforts to. cl
out the neighborhood. He has bigger.fish to fry '
schemes to attend to. But he hasn't forgotten the He w
meddling (or their insolence if they’ve confronted him), 2
takes quiet steps to make their lives mlserable The GM c4
reflect this occasionally throughout the campaign wil
merchants who refuse to do business with them, shipmen
to the party that inexplicably vanish, and other . ming
bureaucratic annoyances. His efforts ulﬁmately:r

small army of bill collectors who show up at their
in Hard Point 2.

Soft Point 2: Iavitation to Dance
The primary purpose of this adventure is to immerse £
Heroes in Freiburg society and perhaps allow them to pl
politics a bit. It also brings them to the “attention -of 4
Eisenfiirst and his most important followers, whjch COIH
prove useful in future adventures.

The Set-up
The Heroes are lounging at home one even]ng when
messenger appears at their doon Several moments l




~~“Armin _brings them an engraved message, sealed with the
Freiburg crest:

“Eisenfiirst : Nicklaus Trigue to Lord Drachenheim and
distinguished colleagues, greetings. You are cordially invited to a
formal ball in celebration of the city of Freiburg’s glorious
anniversary, to be held at City Hall this coming Voltadi al 8.
Guestsf and acquaintances are welcome. RSVP Wilma Probst,
Chief Advisor to Eisenfiirst Trigue.”

“The note should come as quite a shock. Even the most
ignorant Hem' knows (hat Nicklaus Trigue never throws
'f')art'les, and that “celcbrations” in his name arc absolutely
» unheard of. Be that as it may, however, an Eisenfurst’s party
" is nothing to scoff at. The ball is a rarc opportunity to

eract with the city's nobility, and perhaps make some new
) 3 mic,'is;;';:;‘gir:.,;hi:gh_places. Knowing Trigue’s reputation, any
party he throws would certainly be memorable (one way or

L}

another). If they’ve made an enemy of Redmund Frhart, it
might also be a chance to shore up their political defenses
and ensure that they have some allies in their corner when
he decides to drop the hammer.

i
i
1
1

The Task

Wilma Probst organized the ball as an effort lo secure more
funding for the city. She included Lord Drachenheim on the
list of invitations because she heard about the Heroes’
skirmishes with the Mad Wolves and wants to size them up.
If they play their cards right, they might earn her respect as
an ally.

The ball is held in the audience chamber at City Hall wit
as much pomp and circumstance as Wilma can arrange
Veterans of the social scene in Montaigne or Vodacce might
be surprised at the lack of opulence here. The decorations
are understated and dignified: a quartet of musicians plays
in the corner while a table of food and drink stands agains§
the wall. There are no elaborate outfils, no cxpensive
amusements to divert the guests’ aitention. People spea
stiffly and formally, though friendliness increases as the
parly goes on {and the drinks flow more freely). Most gnests
dress in Fisen finery, but some are a bit rougher and hav
a more common bearing.

GMs should allow the Heroes io hobnob with pertine
NPCs and further any other political plotlines they choose
The “Courtly Intrigue” scction on pages 87-92 of
Montaigne sourcchook can be used to facilitate any politica
activities taking place within Freiburg. Fecl [ree to establig
your own storylines (rivalries, romances, etc.) during
time. The NPCs in attcndance are detailed below; strange
enough, Iriigue himself never makes an appearance at th
ball. Wilma explains it away with a few lines about “affai
of state,” which disappoints many of the guests who
come to see the gloomy Eisenliirst act socially. When yo
feel that the role-playing has run its course, Wilma propo
4 game to serve as a climax to the evening.

The game is called “Fox Hunl,” a combination of tag, hid
and—seek,_ and blind man’s blulf, Wilma has hidden a fo
tail somewhere within City Hall. The [irst one to find




cormes the “fox” while the other guests are all “hunters.”
the fox brings the tail back to Wilma in the audience
hamber, he or she wins. Anyone touching the tail can be
gged “oul” by anyone else, who then lakes possession of
e tail and becomes the fox (and nceds to be discreet
pout it lest other hunters catch on). This leads to a lot of

verbal games as the players first try to determine where
e tail is, and then who has it. The tail is small enough to

hidden in somebody’s clothes, although it takes some
esse {the Disguise knack helps). The “fox” must also
pve subtly to the audience chamber, since anyone who
shes or moves too quickly will give the game away,
gging someone who doesn’t have the tail disqualifies you.

nsitive areas within City Hall have been locked and are
nsidered offlimits for the game. GMs who want to
mplicate things further may have one of the other guests
eak into a forbidden area during the game, only to be
ught by the Heroes.

he Opposition
pere’s no direct opposition here (although any social
emies the Heroes make may turn up later}, but the party
full of Freiburg’s most important citizens. Of course, in a
pce like Freiburg, “important” is a relative term. Guests at
e party include the following:
Wilma Probst, Vasya Wilhelm, and Redmund Erhart. All
e well dressed, with Vasya wearing a polished suit of
emoenial armor. Wilma and Vasya ask aboui the Mad
olves, giving the Heroes a chance to impress two of the
pst powerful people in the city. Erhart’s response is more
ister: he makes careful atlempts to sound the party out,
ermine their relative position in Eisen’s social circle, and
ide how best to exploit them. If they've crossed swords
fore, he sends them subtle threats disguised as party
ter, making it clear to them that they’re on his bad side.

ogan Sieger. Trégue’s scribe is taking the opportunity to
jialize a little bil; unfortunately, he’s a bit too gloomy to
enjoy the proceedings. He takes an instant liking to the
woes, however, and talks to them endlessly about Trigue,
city, or any other subjects they bring up. Regardicss of

any other developments at the ball, (he p.l.a,;ers should feel
as if they made a new friend out of Logan and can t;all on
him in the future if they need to.

* Dicirich Proust. The head of the local nghts of the Rose ‘
and Cross, Dietrich wears his tabard proudly, but he s a bit

assembled for the ball. He talks mt__)stly ; ‘about
swordsmanship and blacksmithing, and spends'much ‘of his
time with Martina the Nibelung (see below). E

¢ Josef Braun. A representative from Stefan Heilgrund, one
of the few Fisenfiirsten whom Trigue pays attention to, so,
Braun stays very busy negotiating between' the two. His
mother was Montalgne and he has limited :Porté ability, - :
which makes it easy to transfer messages back th.
He’s a small, tiredlocking man with shghtly : ump_ d"
clothes and bags under his eyes. He m]hng]y talks abx)ut

anything except affairs of state.

¢ G W Richter. The representative from Fauner Posen,

Rlchter served mth dlstmctlon in the War of the Cross d.l'ld: _

tall and imposing man of about thirty, he is every.ﬁbl_t tbe‘ _
Eisen officer: politic, formal, and tactful to a fault. He wears
a dracheneisen breastplate decorated with the Pésen crest
and speaks in detached military terms (his stories about the ..
war speak of “offensives” and “objectives,” not the- ‘horrors -
or human cost of it all). '

¢ “Baron” Heinvich Lauterbach. Lauterbach is a fﬂrmer
smuggler who made his fortune running guns durmg the

War of the Cross. With the money he made, he retired to

Freiburg, and currently captains a sinall fleet of legitimate
merchant ships. All of his money, however, can’t hide his

checkered past. His clothes are gaudy and :ga,nsh and he -

speaks with an obvious sailor’s accent. : Several similar
characters are also in attendance, brmgmg a roué,her edge
to the proceedings.

¢ Seth and Bunter Huygens. These brothers represent from
the Vendel League. Many merchanis in Freiburg accept -~~~
different forms of currency; the League would like | the*:;: :
Guilder to become the sole form of monetary exchang :




The League hépes that il the city itself does business only
in Guilders, its inhabitants will follow suit, and have sent the
brothers to negotiate with Wilma. Their efforts are doomed,
but they enjoy the party anyway.

S O

& Christing ‘Bianco. An aspiring sculptor from Vodacce,
i Christina tfled her abusive husband with the help of
E Sophia’s Daughters. She’s now searching for a patron to
E xhelp::develop her artistic skills. She’s pretty and polite,
F ) ‘tho_:ugh very shy, and still dresses in the dark clothes of
Vg‘daccc’s_ noblewomen. Wilma encourages the Heroes to
1 interact with her, hoping that they might become sponsors.

S 4 Vera V&Iettag Vogel. An old noblewoman, Dame Vera is the
o last of a dying family with holdings to the north. Her
R husb nd left her for another woman (and an Objectionist at

- } and she’s never recovered. Now she travels from court

o court, plamng matchmaker to young nobles she finds.
She “cunningly hides her bile behind a mask of
grandmolherly concern and tries to arrange marriages

- between absolutely incompatible couples. The more people
she can make miserable through marriage, the less her own
pam hurts

e Madelme du Bmez The leader of the Freiburg Explorer’s

bocmty has come to stir up support for her cause and lobby
w'for mere City Guard patrols around her chapterhouse.
;'Heroes who know Madeline will be quite surprised by her
stunning evening gown, combed hair, and clean face. Still,
- her iemperament remains unchanged: in between sojourns
- with Wilma, she organizes the hors d’ocuvre tray and snarls
at any males who attempt to engage her in romantic banter.
She’ll be more civil with any Heroes she knows.

5 & Baron von Unterhoff. A slightly daft veteran of the War of
- the Cross, his mind became unhinged after watching most

of his _comman(f; die in a futile charge against Vaticine forces
late in the war. He still dresses in his wrinkled military
utiform (Wilma divested him of his sword before he
entered) and believes that the War is still on. He mutters
“w. o curses against any obvious Vaticines in the room and

“ f_lcong!,qplly requests “news from the front” or “the status of
p'lgleral Wulf.” Other.than that he is quite charming.

¢ Martina. This member of the mysterious Nibelungen has
come to collect more dracheneisen to be forged. She’s a
huge, strapping ex-farmgirl, wrapped in a brown cloak
which hides her features below her neck. She never gives
her last name; as far as anyone knows, she doesn’t have one.
Despite her appearance, she is surprisingly erudite, well-
spoken, and knowledgeable about the current state of Eisen
politics. She maintains the proper air of enigma when it
comes lo her order, but other than that is one of the
friendliest guests at the ball.

& Notabie Nobles. These include local dukes, duchesses, and
barons, mostly [rom Heilgrund kénigreich, as well as a
number of wealthy merchants from the city itsell. Several
are young and might look to the Heroes as potential
romartic interests.

& Ruiger Kippenberg. The City Hall’s chief servant performs
his normal duties. Other servants flii about from time to
time as well,

Other guests may be added if the GM wishes.

The Finale
Once Wilma announces the final game, the group scatters
to find the fox tail; the Heroes may divide themselves up
however they please {some may want to retreat with certain
NPCs for political and/or romantic liaisons). Select the
smartest or most ethical Hero in the party. He (and anyone
accompanying him) eventually ends up in a dark corner of
the building, far away from the other guests. As he searches
the local nooks and crannies for signs of the fox’s tail, a
voice calls out from the nearby shadows.

“How are you enjoying my party?”
A tall, darkclad form stumbles into the light, revealing the
ravaged face of Nicklaus Trague. His bloodshot eyes glare
out over a mouth twisted with bitterness and despair. An
open wine jug, reeking with fumes, hangs from his hand. He
delivers an exaggerated bow before offering the Hero a

drink.




“Heard things about you,” he mutters darkly.
the light to my fair city...” Though clearly drunk, he speaks
with remarkable erudition and the Hero{es) have no trouble
understanding him. Like Probst, Trigue wants to learn
more about the party. Their clash with the Wolves in Hard
Point 1 suggests that they have noble nauwes, but are they
truly the heroes everyone claims or just opportunistic
flotsam like the rest of the city? He sways side to-side as he
speaks and looks ready to vomit at any moment, but he
listens to everything they say and responds with surprising

*You bring

clarity.

If anyone mentions the game, Trigue will smile styly and
produce the fox’s tail. “If you want it, I'll give it to you. But

- first you have to tell me something: why should someone
- such as yourself defend (hose more helpless than you?”

The question is intended to engender a philosophical

- debate, allowing Trigue the chance to compare his theories
-~ with the (presumably) less jaded ethics of the Hero. Role-

play out the scenario, using Trigue’s write-up on pages
11-13 as a guide. If the Hero defends himsclf adequately,
then Trigue will be suitably impressed and invite him (and
his friends) to debate with him whenever they have a spare
moment. (Whether he remembers the invitation once he
sobers up is up to you.)

If, on the other hand, he acts hostile or is unable to mount
a significant challenge to Triigue's arguments, then Triigue
will be disappointed. He dismisses the Hero with a drunken
wave and will not call upon him again.

Regardless of the outcome, he gives the Hero the fox’s tail
at the end of the conversation. However, when he relurns to
the ball, he discovers that someone (either one of the olher
Heroes or Bunter Huygens, depending on the GM) has
already won the contest: Trigue’s tail was not the one

Probst had planted.

The Payoff

Presumably, the Heroes have cultivated some new friends
and probably an enemy or two as well. The GM should
take care to note who the party knows, who they like, and
so on. The remainder of the soft points assume they have

made friends with Logan Sieger and Wilma Probst éat least. -
GMs should note who the party is now friends and enemies
with, and allow them to use those contacts: during
subsequent adventures. We've deliberately left thera oul of
the descriptions, since their exact altitude {oward. the party
depends upon your players and their Heroes, but they
should by no means disappear from the landscape. You can
use them to shoehorn reluctant parties into an adveﬁflife ar
allow the Heroes to come to them if they need help. Ari ally-
can come in handy if the Heroes need to hide a'?;fugi'tive‘ {as
in “Fish Out of Water,” page 73-76) or need hard-to-find
equipment (as in “Four Days in Nonus,” page 66-69). ’

Similarly, an enemy can make those tasks harder or send -
henchmen out to foil them; he might even instigate some of
the dilemmas which the Heroes find themselves in:Feel free.
to adjust the scenarios to reflect any new foes, If the Heross
are on good terms with Nicklaus Trigue, they should visit
him in the Wachtturm several more times before the
campaign’s climax. He shows them the crystal in' the
bascment (see location description) and spends many. long

hours discussing his views of the world. While he won’t be -

particularly helpful in a crisis, he provides them with
valuable information during the climax of the campalgn, n . -
Hard Point 4. T

Soft Point 3: The House of Twenty

Doorways
This adventure is intended for members of the Explarer $
Society, although any Heroes may participate in it —
especially if they’re familiar with Madeline du Bisset or have
connections to Gearalt Gilbertine (see pages 23-24).

The Set-up

Freiburg does a brisk trade in Symeth artifacts, brought in
from various sites on the continent. Not all of them come
from legitimate sources, however: for -every Explorer
expedition or nationally-backed archacological dig, there are
dozens of formne hunters smuggling devices for sale to .
wealthy collectors, or private concérns seeking Syrneth:
artifacts for their own uses. Freiburg is the perfect place for.”
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these __e-lez’ﬁents._to do business, and the Explorer’s Society
?Stfﬂgglesimightﬂy to shut them down.

Caligari. He has mtercepted numerous Explorer packages,
stealing what he can't bargain for. He numbers and catalogs
the goods in a large ramshackle house belore smuggling
them out to Vodacce. He's amassed quite a collection over
. the years, hidden in the nooks and crannies of his estate,
* which he puzzles over whenever he has a chance.

: ‘-.Unfertunately, he knows less than his master about
operating Syrneth artifacts... or rather, he Anew less than his
master. While tampering with an enticing new acquisition
- recently, he accideri'taﬂy activated a hidden catch. His ashen

‘*;-remams blew away in the wind, leaving the house

and in turn activated several other artifacts throughout the
estate.

That was several weeks ago. Ever since then, strange noises
and eerie glowing lights have risen from the buildings. No
one has seen Alberto since his accident; he kept his
operation quiet. The locals believe that he was claimed by
a ghost who now haunts his estate. No one will go near the
place and the City Guard has better things to do than
investigate a few weird noises. The Explorers know better,

however, as does Alberto’s competition in the smuggling
field.

The Task

Either Madeline du Bisset or Gearalt Gilbertine {depending
on who's closest to the party) contacts the Heroes and asks
them to investigate Alberto’s “haunted” house. The noises
and lights coming from the building sound suspiciously
Syrneth, and Madeline/Gearall believes the area may
contain a mallunctioning artifact. Madeline presenis the
case to them with her usual tartness (sec her character
description, pages 20--21), but subtly implies that she would
very gratefu] for their assistance. The players should see
some genuine worry beneath her cynical bile and sense that
she doesn’t have anyone else to turn to. Gearalt will be
more opern, promising whatever they desire in the way o
reward if they will undertake this task for him.

The Opposition

The housc itself sits in a well-to-do section of town, not toa
far from the Heroes’ mansion (Location #76). It's three,
stories tall and composed of solid-looking stone. The most
interesting aspect about it is the numerous entrances that
dot the exterior: twenty doorways in all, leading to various
foyers, balconies, and small gardens surrounding it. Albertc
liked to have as many escape routes as possible. Most of thef
doors are locked, but a few on the second- or thirdstoryl
balconies can be jimmied. The Heroes can either scale thef
walls or break down one of the ground floor entrances {the
doors give on a simple Brawn check, TN 15; the locks
require a TN 15 to pick). If they choose the latter option, a
woman pakes her head out from a window across the stree




and yells, “Stop that! You'll let the ghost out!” If the Heroes
persist, she mutters something about “a few less fools in the
world” and shutters the window.

Inside, the layout seems fairly innocuous. The ground floor
contains an entrance room, dining area, pantry, and kitchen,
while the two upper slories contain studies, drawing rooms
and bedrooms of various sizes and shapes. The basement
contains another pantry and a storage area containing old
beer barrels and unused furniture. (GMs are free to create
a map for the house, or use the maps on pages 62-64 of The
Sights of Freiburg.) The entire house is coated with dust and
a low humming can be heard from the second story.

Alberto hid his devices in various locations throughout the
house. The Heroes must search for them, using whatever
methods you wish. Most require a simple Wits roll to find,
TN 20-30 depending on the GM’s mood. Bonuses can be
granted if the players specifically state where they search
{te, “I'm checking for any loose floorboards,” or “Do any
of the kitchen utensils look out of place?”)

The humming comes from the main study, tastefully
decorated in brass and polished wood. Shelves stuffed with
books and other knickknacks line the walls, while a pot
bellied stove (imported from Avalon) sits in the corner. An
oak table and matching chair dominate the center of the
room, covered with scribbled notes, diagrams, and clay
models. The outline of a human form has been seared into
the wood floor — all that’s left of Alberto. The artifact he
was examining sils nearby, a circular, metallic device with a
smooth black stone like an opal in the center. A short
metallic prong extends from the stone and, as the Heroes
watch, small arcs of electricity play up and down it. The
device slowly rotates as the Heroes watch, driven by some
unseen force in a clockwise circular motion.

If the Heroes enter the room, the device fires at them,
causing 3 Dramatic Wounds unless they dodge successfully
using Finesse + Footwork, TN 20 (it won't disintegrate them
unless they get as close as Alberto was). Polished silver
deflects the beams (Finesse + Parry (Buckler) TN 15),
rendering it harmless enough to approach. The pantry
contains several sterling silver trays and plates which can be

used as shields, as well as a large teapot capable of - .
completely covering the artifact. Dracheneisen prevents
damage as well, but the device burns a tiny hole in the
supposedly unbreakable metal, marring any' armor the
Heroes may be wearing. Any other material:is useless as a
shield. If the tip of the device is hidden from the light, it will
shut down and can be transported sa.felylback:’:fo the
Explorers” chapterhouse. (The triggering’ mechanism is
under the black stone; as long as the Heroes hancﬂe it
gingerly, they won't reactivate it.)

"""""

The Finale - 3
Once the device has been disarmed, the Heroes can, search
the rest of the house. Alberto has the foﬂoﬁwng items —
stolen from various expeditions — hidden 4'

locations: T

# A pair of bookends in the bedroom, formed of Thalisai
amber. They flash brightly at irregular intervals; filling the
entire room with light. If a singlé object is placed between .
them, the lights form a beam — flashing at the“same -
intervals — pointing to the object. The bookends will then e
point to the object no matter where it is until it is once more
placed between them. Placing two or more ob}ects bétwee
them will not activate the ability,

¢ A melallic bung for a beer barrel in the basement T
bung is composed of an unknown metaI that seems fo
sealed up is rcndered completely welghtless The barrel
itsell weighs five pounds and is capable of holding ten
gallons; if it is opened or the bung is removed, the weight' -
of everything inside returns to normal. The bung can work
in any storage device, up to 100 gallon capacity.

¢ A small clockwork device hidden in a bag of {lour in the :
pantry. If turned in the proper sequence, it emits p}easapt }
music that allows the listener to remember one pertinent
fact from the past (GM’s discretion). This can be usefal in - ="
getting adventures back on track if the party finds itself at
wit’s end, The device only works once per week. After that,‘:ﬁk.
it ceases to function until the follomng week :



4~ A Drachen artifact: a hollow sheath for one of the
creature’s claws, like a gigantic thimble. It's currently being
worn as a hat by a large statue of a goblin standing in the
main entry hall. If a button on the inside tip is pressed, the
device seals shut around the wearer’s forearm. Though it
denies him tHé use of his fingers, it is also impervious to
harm; ‘it acls as a panzerhand for damage purposes and
lowets the TN of any Brawn check involving the affected
hand (prov_fded that fingers aren’t necessary) by 10. Once
sealed, the device stays closed for a total of six weceks, then
returns to normal, freeing the user’s hand again. No force
on Théah can remove the device before then.

* The GM can generate other artifacts if he wishes, using the
. rules on pages 55-57 of the 7th Sea Compendium or his own
- iwisted imagination. They can be hidden as cleverly or
obvi usly as yeu wish.

The Pa.yoff
Madeline or Gearalt allows the players to keep one of the
arhfacts they fmd (excludmg the death ray}. Madehne insists

Aliowmg the Heroes to keep any artliact is a serious breru,h
-:;-'of Explurer pmtocol wh1ch makes the gesture all the more

Soft Pomt 4: Four Days in Nonus

“"This adventure requires that one of the Heroes belongs to
"+ the Rilasciare, and that the others are willing to follow his
P lead.

The Set-up '

The Free Thinkers are very interested in keeping Fisen
divided. They’ve: concocted several schemes to turn the
~ ‘Fisenfiirsten against each other and have a knack for
keeping the nc:tbilit)%3 s(quabbling with each other rather than

“rebuilding. Now a chance for direct action has come: a

rominent ,(:Eisen warlord has returned from campaigning

with the Montaigne in Ussura. His name is Griiber, a fat,
nasty piece of work with a constantly simmering temper. But
he’s a good military commander and his exploits have
earned the admiration of Fauner Pésen. The Rilasciare have
made him their next target: by humiliating or even killing
him, they can reduce Fauner's influence and build dissent
among her potential allies.

The Task

The Rilasciare has learned of Griiber’s itinerary from a spy
within his ranks and plans to show him firsthand how the
shackles of authority can be broken. He plans to march his
unit — die Adler (Eagles) — triumphantly through the
Freiburg streets (he got Wilma's permission after promising
the city a share of his plunder). The night before, he camps
outside the city limits (beyond Verzweiflung) while select
men from his unit prepare the parade route: rousting
vagrants, clearing garbage, and suggesting that local
merchants “close” for the day. The next morning, die Adler
marches in parade {ormation through the streets along the
Roth River, up the Avenue of Arches and toward the
Wachtturm (see the nearby map for the parade route).
Griiber himself will lead the parade, followed by a military
band playing drums and horns, five companies of forty men
apiece, and several wagons containing Ussuran plunder
(mostly furs and tapestries, with a few bits ol gold and
Cathayan rarities thrown in). When he arrives at the
Wachtturm, he will present a “tribute” to Trigue’s
representatives {the fee for the parade) before marching
north, across the Rotstrom and toward Pésen.

All of this gives plenty of time for the I'ree Thinkers to take
a shot at him. Unless the Rilasciare Hero belongs to an
Eisen cell, he’ll be contacted by a Courier and given the
details of Gruber’s approach. The exact plan depends on
the Hero and the faction of the Rilasciare to which he
belongs. If he’s from a radical cell like the local Guerrillas
(see the Rifaseiare sourcebook pages 47-48), they'll
probably want to assassinate him. Other, less bloodthirsty
cells will settle for a public humiliation or the theft of some
of his plunder. However Griiber is dealt with, the Rilasciare
wants evidence of the deeds tied to Heinrich Walden, a




minor noble with connections to Faulk Fischler, If the
Thinkers can successfully blame Walden for the deed,
relations between Fischler and Posen would
considerably.

cool

Non-Rilasciare Heroes can easily be persuaded to help in
this endeavor. Gritber is arrogant, cruel, and thoroughly
unpleasant. [Ussuran Heroes may have heard of his
depredations in their homeland, and any Montaigne
characters with military connections know of his vile
reputation. If worst comes to worst, have them run into the
man on the road to Freiburg or at one of Wilma's parties,
and portray him as ugly and hateful as possible. They
should be begging for a chance to take him down a notch.

The Heroes have two days to plan their attack bqi‘ore die
Adler’s parade. ' P

The Opposition : .
Griiber arrives in advance of his forces, ‘conduetsia brief
meeting with Wilma Probst, and returns to camp _|ust before
sundown. Die Adler’s “headquarters” consists of a- simple
series of tents and lean-tos, arranged in military formation
several hundred yards from the edge of VErZWEiﬂung?
Gritber has posted guards to kecp the riffraff. away, but
various couriers, delivery boys, and jennys ‘travel through
with impunity. Approaching Heroes will be stopped and.
questioned, but if they have concocted a plausible excuse
for entering (and don't lock like criminals}, the guards
permit them to pass, k ' :
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“"The camp itsell is a mixture of sdlden revelers, on-duly

 officers, and a few men trying to get some sleep. As long as
fhe"ﬂéfoés act as if they belong there, no one challenges
them unduly. Besides the soldiers’ individual tents, the area
contains several supply lents, a large open area containing

faete mess hall, and Griiber’s personal quarters (a
commandeered peasant’s hut). A weaponsmith has set up
shoi) behind the hut, polishing his commander’s armor
before laying it out on the back stoop. The plunder from
- Ussura is under heavy guard in the supply tents (four sélden
-at a single entrance) and Griiber has a trio of personal
bodyguards on’ duty outside the hut; the other arcas are
more-or less unguarded.

* Once die Adler b‘eginl the parade route, getting to them will
be much harder. They move in military formation, their
armor and weapons agleam in the light. Potental

“roublemakers have already been cleared from the streets,

‘and no other‘ traffic will be allowed to interfere with the
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soldiers” procession. Large crowds gather to watch the
parade, however, which can conceal all manner of potential
mischief.

The Finale

Attacks on Griiber — both physical and political — can
encompass one or more of the following methods. The
players may have their own ideas about how to approach
the problem, and you should encourage them to develop
any plan they can hatch. If the parly is having a hard time
coming up with idea, suggest one or two to them:

¢ Griiber’s armor can be sabotaged before he puts it on.
The Rilasciare has certain chemicals (which the Heroes can
procure if they wish) that will slowly disintegrate Lhe leather
straps on his dracheneisen. Twelve hours after application,
the straps wear through and the armor will fall to pieces; if
timed properly, the party can strip Gritber to his underpads
in the middle of the Freiburg parade.




¢ Clever Heroes may be able to slip something into die
Adler’s food. The unit has a quick breakfast of catmeal and
gruel before beginning the parade, with most of the soldiers
being served from a single large bucket. While oulright
poison would be noticed, something a little more subtle can
cause no end of trouble. Imagine the entire unit coming
down with a case of the winds midway through the parade...
or vomiling uncontrollably... or sweal sickly green mucus
through their pores. The Rilasciare can provide any number
of drugs designed to produce such effects. The Heroes must
remain in camp all night and administer the drug in the
morning as the cook prepare breakfast.

4 There’s no lack of rooftops or other high vantage points.
If a sniper {armed with a crossbow) wanted to position
himself along the parade route, he’d have a good chance at
taking a shot at the warlord. Similarly, Molotov cocktails
hurled from the crowd can cause great damage to him or
his unit (though they might also start a riot).

If assassination isn’t the issue, the party can still use the high
vantage points to good use. A barrel [ull of tar can work
wonders if dropped with the proper timing, and a small sack
of gunpowder at the horse’s feet can cause the beast (o
throw its overweight rider.

¢ Molotov cocktails can also be used in a less lethal way.
If hurled onto the wagons of booty, they make a lovely
bonfire, and Griiber’s tribute to Trigue will go up in smoke.

Once Gritber has been dealt with, the Heroes must then set
up Heinrich Walden for the deed. The Rilasciare expects
them to plant evidence in his estale and then inform the
Guard on him. “Evidence” in this instance means anything
tying him to the crime: vials of the drugs they used, a fired
crosshow along with a map of the parade route, etc. The
trick will be planting it. The Heroes must get in and out of
his townhouse without being seen, or else the ruse will not
work.

Luckily, Walden is on a trip to the countryside at the
moment. Two maids, a cook, a buller, and Walden's twelve-
year-old niece currently occupy his house. All of them retire
at 10 PM., and while they don't leave the estate, they can be

Bt

lured away under plausible pretexts (a f1re nearby, to plck =
up a false order for their master, etc.). The house itself is two
stories lall, a modern building composed of solid Eisen

brick. The Heroes may obtain entrance either through the

front door, a beautiful pair of double doors. in the rear, a
number of windows on both floors, or a wide “chimney
which leads to a fireplace in the drawing room (2 a Hero must
have the Small advantage to try this method) The ‘doors
and ground floor windows are locked at night, but may be
picked if the Heroes have the skills (TN 15 for any.locks).
Second-story windows are left unlocked and. generous GM
may even leave one open for them (it's a hot night). Of
course, they’re still going to have to climb the wall to get to -
it... ' :

Inside the building, the Heroes may plant the evi
anywhere they wish. If the arrive at night they shi

Finesse + Stealth checks (TN 15-20, failure means
awakened someonc). Once the evidence has been plasited

and the Heroes have made their egress (presumably the |

same way they entered), they may alert the Guard in‘an
manner they see fit, then sit back and w_qtch the_ﬁrew

The Payoff ;
Besides the immense personal satisfaction of watc}nng-_s h
mayhem, each Hero receives 3-5 XP for successfu]l'
completing the mission. The Rilasciare will also think-w

of them and can be called upon for mmor favors

Soft Point S: False ImFreSsions

This can occur during the initial ball at the Wachtturm if
you wish (Soft Point 2), but works better as another social
gathering later on. You should probably run Soft Point 2
before going through this adventure. .

One of the Heroes’ fellow guests has a valuable necklace' ‘
stolen and replaced with a fake. They will have to find the. .
necklace and return it without the owner realizing the
switch.




:-'- e Set-up
he Heroes are invited to another party al City Hall, this
g.—, Ae to Commemorate the foundation of the Holy Republic
b 782 (the ba]l isa iavor from Probst to Stefan Hcﬂgrund)

Pmbst which earns them the invite. If not, the
have to come with something else. Most of the

set declines to make an appearance} and the party
= rgziéeeds n:iucli the way such gatherings normally do.

e Hemes are conversing with various and sundry
- gmtarles {and pushing forward any political agendas they
fnay th‘f‘) when a beautiful lady enters the room. She’s tall,
st .5 ‘10”; and her dark cwly hair falls below her
oulders: She has the look of a seasoned thirty-year-old —
rime of her beauty, but wise enough to know
will - fade someday. She’s dressed in a stunning
gown, topped by a gorgeous necklace sparkling
diamonds and emeralds. The conversations around her
?ausg as she makes her way through the throng, and the
sutfer anniounces her as “Dame Gretchen Lynne.”

e is 'a minor noblewoman from southern Pésen,

gmous for her philanthropic causes and her tireless efforts

to aid Elsen s destitute. She turned her entire esiale into a

. h_ousg for the poor, and currently resides in a one-room

E cottage ‘on the edge of her property. She has come to
Freiburg in an effort to drum up support for her cause.

Fisen nobles may (GM’s discretion) be familiar with Lynne
sand her ways, or even have met her at some point
= Otherwise, it takes a Wits + Gossip roll TN 15 (role-played

if possible) (o determine each of the following pieces of

: information from the other courliers:

- ¢ Lynnc has several enemies at the assemblage: ancient
famlly rivalries’ and more recent foes who dislike her
supposed holier-than-thou attitude. They include Redmund

j Erhart, who chafes at the way Lynne’s “philanthropy” makes

- his own lifestyle look empty and shallow. GMs can add their
oW NPCs to the list if they like.

A .;‘Shé-be]ieves vefy deeply in what she’s doing: the

poorhouse and other charitable works aren’t shams or con
jobs and they do seem to be working.

¢ Her only concession to her station is in her appearance.
Despite her current modest means, she still dresses in the
height of fashion and still wears expensive jewelry. Clothing
is the only thing she really spends money on these days.

¢ Her necklace is an ancient family heirloom, passed down
for six centuries {rom mother to daughter. It is the only part
of the Lynne history that she has kept; her father's
dracheneisen armor was lost during the war and her estate
has gone to create the poorhouse. If sold, the necklace
could fetch tens of thousands of Guilders and for all her
philanthropy, she has never considered parting with it.

¢ For a courtier, Lynne can be very unobservant. She
rarely notices small details and, while very intelligent,
sometimes fails to notice what other people are up to. She
is aware of this character flaw, however, and becomes easily
embarrassed il it is pointed cut to her.

Once the Heroes have learned all they can aboul her, she
approaches them and introduces hersclf. Role-play the
conversation and allow the players to pick up on any details
about her they might have missed. She seems lo be very
earnest and hard-working, although her pride somelimes
interferes with her better intentions. She’s heard that they
have recently acquired the Drachenheim mansion and chats
amiably with them about their good fortune. When the
timing is right, she asks whether they have any spare money
“for charitable contributions” and (regardless of their
answer) tells them about her philanthropic projects. She
speaks with a sense of noblesse oblige (“If people like me
don't help rebuild Fisen, then who will?") and also talks
exlensively about her necklace, revealing the details of it if
the Heroes missed them before. She claims that she only
wears it on special occasions and wore it tonight because
“Eisenfiirst Tréigue hardly ever throws parties.”

Midway through the conversation, the most observant Hero
(highest Wits or highest Appraisal Knack) makes a shocking
discovery: her necklace is a fake. II's cunningly designed
and indistinguishable to the casual observer, but is most




definitely phony. A Finesse + Scheming check (IN 10)
reveals that Lynne is apparenlly unaware of the necklace’s
true state. It appears as if her prized family heirloom has
been stolen.

What the Heroes do next is up to them. If they discreetly
point out the necklace’s condition, she will first hotly deny
it, then become horribly embarrassed. She then begs the
Heroes to help her recover the true necklace before the
switch becomes public. She knows that she had the
necklace when she arrived at City Hall, someone must have
switched it between then and now. She provides a key to
her quarters and allows them to procecd however they see

fit.

If, on the other hand, they don’t let on what they know to
Lynne, she continues the conversation and eventually
moves on to other guests, unawarc that she's wearing an
imitation. At this point, Wilma Probst approaches the party.

“Did you see it too?” she asks.

Wilma was aware of the necklace’s true state from the
minute Lynne walked in the door, but she didn’t think that
anyone clse had noticed. She saw the Hero's cyes widen
and thought she should intervene. She then asks them to
find and recover the necklace before Lynne realizes the
switch. Lynne showed her the original when she [irst
arrived, so Wilma knows that the theft was [aitly recent:
within six hours or so. She gives them a key 1o the lady’s
quarters.

The Task

The Heroes should feel obligated to find the thief and
return the necklace, preferably with as few people finding
out as possible. The potential scandal could destroy Lynne’s
credibility and damage several worthwhile causes. (Of
course, lhey could also reveal Lynne’s shame to the
assembly or refuse (o help the situation, but they would
make some enemies in the process, including Wilma.) They
have the remainder of the evening to find the real necklace.

The Heroes presumably want to start in Lynne’s quarters,
the only place where the swap could have been made. She

is staying in a modest set of rooms on the ground flgor, with -
just enough room for her and a single servant. Her maid,
Martha, is an elderly woman in her late ilftles who retiréd
for the evening when Lynne left for the baﬂ If awakened
and questioned, she claims that she laid Lynnes outfit —
including the necklace — out earlier in the cvening when her
mistress was finishing her bath. Lynne prefers to: dress
alonc, so Martha left for the kitchen to get some “dinner.
When she returned, her mistress had departed with the*
necklace in tow. The thief couldn’t have had more: than a
few minutes to make the switch. P

The nearby guards don’t recall seeing anything é__ut of the*
ordinary, but if pressed, they recall that a “servant” came to
deliver Lynnc her supper at about the same tinie that
Martha left. He wore the uniform of the Kitcher staff-and.
depurted in that direction after delivering the s er
dining tray and cold turkey meal is sitting in the bushes
outside of Lynne’s window. P

The kitchen staff is very busy {the party is in full smng) but~ '
they admit that someone could have easily disguised himself
as a servant and not drawn attention in all of the actw;ty -
Rutger Kippenberg believes that the staff are all still:on the
grounds and that none of them was responsible for the
theft. The only people besides the staff who have come-into.
the kitchen area today worked for a prominent bﬁtcher's'g
shop called the Wounded Boar (Location #132), dehvenng
meat for the party. It's possible that the thief could have
slipped in with them. The butler can provide direc on
the shop if the party asks.

Martha knows that her mistress is very sensilive and can
keep her mouth shut about the theft. The other servants
may gossip among themselves, but as long as the Heroes
remain relatively discreet, they won’t know anything for -
sure.

Alternatively, instead of investigating Lyntie’s quarters, the
Heroes could hil the streets in search of a forger good
enough to copy her necklace. A successful Wits + Streetwise 4
(Underworld Lore} check at TN 15 produces a name: Guy .-
Regan, an Avalon expatriate working in a small pawn shiop:«
called The Bird in the Hand (Location #213). The GM s



welcome to throw any street-based encounters he wishes at
the party as they ferret out this information.

- The shop isr'cloéed for the evening and barred with a stout

iron doé)r.‘.Excessive pounding eventually rouses Guy. Upon
seeing the Heroes, he bolts the door and blunily tells them
to go A y. It takes a simple Brawn check {IN 20) to smash
i The small, rodentlike Avalon can be found hiding

it oper

under his bed in the back room, and a litlle Hero
intirmidation earns a rapid confession. He was contracted to

produce the fake necklace by a thief named Fritz Vroman,
who promised him a cut of the profits in exchange. Guy has

kept tabs on Fritz lest the thie{ double-cross him, und knows
¢ that he has recently taken a job as a butcher’s assistant at

the Wo}mded Boar. He can provide directions to the shop
il-th H,emes_p;gmise not to hurt him.

The Opposition

Friz Vroman is indeed the thiefl. He stayed in Lynne’s
poorhouse for a time and heard word ol the precious
heirloom through her servants. He contacted Guy who
made a copy of it for him, then waited until she came to
Freiburg on business. He entered City Hall by disguising
himself as a servant and waiting until he had a chance to
switch the real jewelry for the copy. He’s currently
arranging a meeting at the Wounded Boar for a quick sale.

The Boar is an ordinary-looking shop, consisting of a clean
front room for sales and a pair of gruesome back rooms for
preparing the meat; a smokehouse is connected to the
building’s side. A stuffed boar’s head dominates the wall of
the main room, surrounded by strings of sausage and sides
of bacon. By the time the Heroes get there, it has closed for
the night, but a light still burns from within. Fritz is using
the building as a rendezvous point for the sale of the
necklace. He's contacted a fence working for an
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unscrupulous Vendel collector and the two have agreed to
make an exchange. Of course, neither one of them trusis
the other, so they both brought a gaggle of thugs to make

sure things stay aboveboard.

The Finale

As the Heroes approach the Boar {or make whatever plans
they wish for recovering the necklace), they are quietly
interrupted by an older man wearing a pair of punzerhands
and the slashed black-and-white shirl of an Eisen mercenary.

“And what do you think you're doing?” he whispers.

The man is Kelby Loring, leader for the Freiburg
Wachhunde. He's been tracking Fritz’s business associates all
night and was trying to determine if he could handle the
whole lot of them himself when the Heroes arrived. If they
explain their purpose lo him, he’s thrilled and offers his aid
in handling the miscreants.

Fritz and his associates are inside, conducting heated
negotiations for the necklace. The necklace itself is hidden
inside the boar’s head until Fritz closes the deal; the Heroes
can wait until then and take it from the Vende| and his men,
or charge the whole lot of them as one. Loring only wants
the Vendel, but will happily help them take the rest if they
wish. The exact number of ruffians depends on how
difficult you want the challenge to be. Stats can be found on
pages 28-29; you should raise the number of bad guys to
reflect Kelby Loring’s presence. The thugs flee if things go
badly for them and Fritz, immediately tries to slip away in
the confusion.

If the party succeeds in subduing the criminals, they’ll have
to decide what to do with them. Loring doesn’t have the
capacily to hold them (he's a vigilante, after all}; he wants
to put the fear of Theus into the Vendel and then release
him with an admonition to leave town. Frilz is willing (o
reveal the necklace in exchange for his freedom and
promises never to frouble the Heroes again. Alternatively,
the party could tie the whole lot of them up and leave them
for the butchers to deal with.

The Payoff A
The final encounter should put the party in good graces
with Kelby Loring, who henceforth considers them
honorable allies. He gives them the name of the Drachen’s
Tooth (Location #200) and teils them to ask for him there
if they cver need him. Of course, if they su;_ted3 “Iéss; than
honorably, then Kelby's disposition will be much different.

If the Heroes successfully return the necklace, Lynne t'h‘anksr
them profusely and promises to aid them in'the future. She
will be doubly grateful if they exercised due’ discretion
during the retrieval. If Lynne is unaware of the theft, they
may have to return the necklace without her realizing 1t
(sneaking into her room requires a Finesse + Stealth, TN -
15). Failure awakens Lynne, who screams for the guards; the
Heroes may have some explaining to do, 'altﬁ'oug W
will ultimately bail them out. They have also™es
sttong ally in Wilma Probst. Several of the mote honorable
nobles at the gathering may note it too, giving the party a
subtle, yet powerful boost in stature. L

On the other hand, if they choose to reveal Lymne’s
foolishness to her enemies (for whatever reason), they w:]l
be most appreciative and the Heroes will have some.
political clout among the seamier side of Freiburg’s nobility.
They make an enemy of Lynne, however, and may be —
forced to defend themselves from her more aggressive allies

(such as Wilma). e

Soft Point 6: Fish Out of Water

Ideally, one or more Heroes should belong to Los Vagosto.
run this adventure. Ii no one does, then they are contacted
by Reynaldo Nufiez del Torres (Location #202) with a
request for help (Los Vagos has few members in Freiburg as.
it is). He is willing to pay up to 500 Guilders in exchange
for the Heroes’ services, although he’ll haggle for less if he .~
possibly can. S

The Set-up i
The Vagabond has recently learned that a highranking ..~
member of the Inquisition wishes to leave the Church.:
Bishop/High Inquisitor Felix (Guzman de Rivera hias realized:’




- the threat Verdugo represents and wants out. He knows the
identities of several Inquisition spies and could prove
invaluable if Los Vagos can get o him. He's loo afraid to

" {flee opienly,’ however; should Verdugo or his cronies learn

of his inclinations, they would immediately burn him as a

heretic.. He has come to Freiburg as part of a mission to

procure-a scattered set of Church valuables (lost during the

War of the Cross), and will be here for a week or two before

returning 1o Castille. Los Vagos planted the valuables (gold

crosses and candlesticks mostly) in hopes of luring him to

Freiburg. The selling them are actually

members of the organization and know about the plan.

They can tell the Heroes when Guzman is going to make

the purchase.

“merchants”

suming the Heroes agree to help them, the agent
provides them with the following details: Guzman is staying
at the church under the protection of several Inquisition
;guagds.’ Los Vagos doesn’t believe that he can be easily
taken from the church (although the Heroes are welcome to
try); rather, they want to take him during one of his trips to
_the marketplace. If the Heroes can take the Bishop from the
pubhsc streets and elude his guards, Los Vagos have a
safehause prepared to keep him. The Heroes will have to
lose aniy pursuers and get him inside the safchouse without
“being seen.

Allow the players to come up with any plan they wish to
nab the Bishop. They have plenty of time to make
pr‘e,p'arations, observe the area, or even watch Guzman
make a purchase if they wish. Guzman emerges about every
three days or so, traveling to the marketplace to obtain an
object before returning to the church. (The “merchants” all
wish to bargain in a public place, lest the Inquisition
strongarm - them into surrendering the valuables for
. nothihg) Heroes can either intercept him en route or take
him in the mdrketpldx,e while he haggles for the latest
~ abject.

The Opposition
While not overly suspicious of Guzman (yet}, the Inquisition
keeps a close eye on him in this “heathen” city. He never
leaves the church without an entourage of guards (armed
with swords and pistols; use the “soldier” stats on pages
28-29 and adjust the number according to the Heroes) and
his two advisors (Inquisitors here to keep their superior out .
of trouble). They move in a tightly clustered group, keeping
an cye oul [or thugs and watching the public throng very
closely. The Heroes will have to plan their approach very
carefully. Allow the party to proceed however they see fit
and be prepared to roll with the punches.

Los Vagos can provide the Heroes with any equipment they
need (as long as it is nonmagical and can be easily carried:
no cannons, Sidhe weapons, or the like), but will not
direclly involve itself in the operation. The merchants help
oul in any way thcy can, but won't participate in combat.
Also remember that the Heroes may be fairly wellknown in
the city by now; they may need to don disguises before
conducting the operation.

The Finale
Guzman is a thin man without much body strength; he can
be easily coerced. The marketplace is crowded, but
shouldn’t provide the Heroes with any real difficultics (use
the map on page 62 of The Sights of Freiburg book for the
markel). Once they flee the arca, the Inquisition gives
pursuil. Use the Chase rules on pages 169-172 of the GMs’
Guide. They must lose their pursuers before proceeding to
the salehouse. If you wish to make things cven more
difficult, have several members of the City Guard take up
the chase along with the Inquisitors. While the Guardsmen
normally don’t bother with petty street crime, a kidnapped
Vaiicine official could raise religious tensions in the city
considerably. Unlike the Inquisitors, they know the Ireiburg
streels well, and the Heroes will be hard-pressed to shake
them once they have the scent.

Keep in mind that while Guzman knows that Los Vagos is
trying to help him, he has no idea what the plan is; no one’s
had the opportunity to tell him. Once the Heroes nab him,
they must explain to the Bishop who they are and that they




mean him no harm. It's tough running a chase when you're
actively subduing someone. Once convinced of their good
intentions, however, he’ll do what he can to help. He might
suggest swapping outfits with a Hero (if there’s time) and
splitting up in order to throw their pursuers off the trail.

The safehouse itself is an old fisherman’s cotlage on the
bank of the south canal (Location #176). It has a hidden
basement beneath a series of old crates, which the
fisherman has filled with fresh halibut just for the occasion.
It smells terrible, but should keep the Bishop safe until the
heat dies down and Los Vagos can smuggle him out of the
city. The Heroes may be asked to watch him until the
Inquisition leaves {and the GM may want to include a close
encounter or two with the Vaticines just to keep things
interesting), but once (Guzman is secure in the house, their
job is done.

Should the Heroes succeed in their task, they may have to
get a discreet message to Wilma explaining what happened.

Eisentiirst Trigue dislikes religious conflict (one of the few
things that can arouse him to action) and: worries that
Guzman’s kidnapping may have been the work of radical
Objectionists. Wilma feels obligated to find the Blshop, lest
religious strife in the city increase. Should’ the 'Heroes
explain otherwise, she will back off and let things take their
course. The patrols decrease and the Inquisitors w1Hbe left
to find Guzman on their own. This aftermath shoulf]"réveal
the logic of Los Vagos’ plan to the Heroes. If this were
Castille, the Inquisiion would tear the countryslde up
searching for Guzman. No peasanl would be safe, no
building secure from their efforts. But here m_Frelburg their
powers are negligible, and Guzman can remain secure -
beneath the city’s chaos. After a few days of futile searching,
the Inquisitors give up in disgust and return to Vatlcme City.

The Payoff

Besides the standard XP and any money Los Vago i'pa.ys
the Heroes may use the fisherman’s cottage in thg future
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The hidden basement can safely store valuables or hide
other characters on the iun. Reynaldo admonishes the
Heroes to use the cottage discreetly, lest its true purposc be
dmcovered

Sofi Pomt 7 The nghtbrmger and Me

This -adventure involves both die Kreuzritter and the
Anvisible CGllege and would work well if a Hero belonged
-toteone.of tEhOSE_ two organizations.

:.:'i‘he Set;up
¢ Ernst Bottenfeld, a scientist performing research in Freiburg,

" has been found dead in his quarlers. His latest invention is
“missing, and all signs point to the Inquisition. The Heroes
must discover the true killer and recover Herr Bottenfeld’s
‘notes _before his death prompts a renewal of religious
hostilities in the city.

Bottﬁnfeld was born in Insel but educated in Castille: his
father wished to spare the boy the horrors of the Eisen civil
a ‘war After earning his letters, he stayed in his adopted

Country to teach, instructing students {or over twenty years
- at various universities across the nation. With the end of the

War of the Cross and rise of the Inquisition, the professor
eturned {o his homeland and set up shop in Freiburg,
Ulstered by noble grants and the clandestine support of the
'v151b1e College. In between his research, he helped the
C o]]ege smuggle new scientific discoveries into the country
and occasionally hide fellow academics. Freiburg’s
cqsmopohtan nature and Trigue’s natural dislike of
religious zealots kept him safe from the College’s enemies.

Until this evening.

The Task

Play begins at about 8:30 PAL, just as the Heroes finish their
dinner. How the party becomes involved depends on which
. .secret sociely the pertinent Hero belongs to. Bottenfeld
recently contacted the Invisible College and announced that
.. he had a new invention he wished to share. Die Kreuzritter
thave also kept an eye_on him, believing that the Inquisition
“knew about him and must try to murder him at some point.

It the Hero in question belongs to the Invisible College, he
receives a letler containing instructions to contact Herr
Bottenfeld and collect notes for his newest invention: the
parly arrives at his housc to find him dead. If the Hero
belongs to die Kreuzritter, he gets a visit from Jonas
Glenfynon {see Die Kreuzritter sourcebook, pages 57-58 and
96), who informs him that a killer managed to strike while
Bottenfeld’s The Hero is
instructed to go to the scientist's house, where his
undiscovered body is still warm, and track down the killer.

Guardian was clsewhere.

Il no Heroes belong to either organization, they receive a
letter from Vasya Wilhelm, asking them to investigate the
murder as a favor to him (the Inquisition rarely strikes this
far from Castille and the act is bound to rile Eisenfiirst
Trégue; he wants to keep il quiet by not using the Guards;
in actuality, die Kreuzritter left him a suhtle hint to involve
the Heroes).

Bottenfeld lived at a small cottage near the Barracks
(Location #140). The doors are locked and the windows are
shuttered, though light streams out from the cracks. Inside,
several lights continue to burn, illuminating a terrible mess.
Papers and books are scattered about, many with pieces
ripped out of them. The floorboards are fairly loose and the
occasional draft blows tults of torn papers into the air. An
overturned desk lies against the wall, while scveral chairs
have been smashed to flinders. Bottenfeld himself lies in the
back room, his throat cut. Several deep gashes have split
open his chest, sending rivulets of erimson pooling to the
floor. A Vaticine Cross has been drawn on the wall with the
blood, along with a crudely spelled phrase in Eisen:

“Repent your sins. The Fourth Prophit approaches.”

At first glance, il looks like the Inquisition’s work. Notes
have been taken, books torn, and the warning on the wall
matches the mantra of Verdugo’s men. A close survey
(simple Wils check, TN 20} rcveals an area in the corner
which is free of dust; several indentations can be seen in the
floor, indicating that something large once stood there...
something like an invention. It would seem, then, that the
Inquisition murdered Bottenfeld before he could complete




his latest project, then stole or destroyed il. Finding them in
a city this size will be very difficult.

If the Heroes look closely at the scene, however, the
evidence suggesls a much different story. Anyone with the
Priest skill, Theology knack, or knowledge of the Church in
general knows something about the Inquisition’s modus
operandi. The phrase on the wall isn’t quite right: the words
are crudely painied, as if by a child, and the word “Prophet”
has been misspelled. While the Inquisilion is the scourge of
education, most of them were raised in the Church and
know how to write properly. The words are also written in
Eisen; the Inquisition tends to leave its messages in Théan,
the langnage of the Vaticines.

Bottenfeld’s injuries arc suspicious as well. The cuts seem
torn and jagged, as if from a crude sword. The Inquisition
rarely conducts assassinations with bladed weapons,
preferring bonlires and lynchings to close combat. Blood on
the walls is a tad too gruesome as well: while Verdugo’s
men rarely shy away from torture,
ghoulishness detracts from their selfstyled position as
Theus’ defenders.

such obvious

Perhaps the most telling sign can be found in the torn
papers and books scattered about the cottage. While a few
burned notebooks line the floors and sections have been
ripped out of numerous books, the missing material doesn't
appear to be that pertinent. Numerous pages of copious
scientific notes have been left untouched, and the missing
book pages often cover useless material (one lorn chapter
explains the proper table settings for Montaigne nobility). A
thorough search (simple Wits check TN 25; reduce (he TN
by 5 for every fifteen minutes spent searching) produces a
recent series of diagrams depicting the missing invention: an
“illuminator” designed to light a large space with only a
candle. No Inquisitor worth his hood would leave such
blasphemous evidence behind.

Even if the Heroes aren’t [amiliar with the [nquisition’s
methods, a few simple clues can point them elsewhere.
According to the noles, the invention weighs upward of
three hundred pounds, more than any one man could carry.
The Inquisition might have been able 1o move it, but it

would take time and attract a lot of attention. Why didn’t

they simply destroy it and move on? Furthermore, the
collage’s proximity o the Barracks raises some tricky

logistical questions. Surely they would notice a large group .

of men acted suspiciously nearby. Finally, the doors and
windows are locked with no signs of forced entry ({the keys
are in the overturned desk). Unless Bottenfeld welcomed his
murderers in, they must have smashed through the door to

get to him. But they didn’t, leaving the questlon of how’ they‘=-

got in.

If the Inquisition didn’t kill Bottenfeld, then who did and
why would they want to frame Verdugo's men for the
crime? :

Any Hero who specifically checks Bottenfé}lds ‘;v:vounds

(stating that they are doing so without pmmptmg) finud
curious piece of evidence lodged in the lowest gash t
appears lo be the tip of a claw, as if from a tiger or other
predator. The claw seems composed of living shadow —
black, formless matter somehow given shape — and is icy
cold to the touch. Members of die Kreuzritter, nay
recognize similarities to the weapons of their Order (see e

Kreuzritier sourcebook for more information). It's shd:rp-_,'

enough to cut like a sword; anyone who didn’t know better

would think that a human weapon made the wounds

The updratts from the [loorboards are another gweaW‘:iy:; o

Someone or something dug its way up fo the ﬂoorboards as
the claw marks indicate along the tunnel’s sides. Strangely

enough, the floorboards have not been pried up, which

makes one wonder how — or whether — the dlgger moved
the invention,

Once the Heroes get down into the seweéfs, the mystery
deepens even further. Drag marks can clearly be seen in the

filth-encrusted floor, leading north down the tunnel. T'lley"

match the indentations in the floor above, suggesting that
somebody dragged the invention across the floor after

somehow getting it down here. Could Porté be involved? In .

any case, the Heroes now have a clear path to the
illuminator... and perhaps the answer'to the mystery,

¥




The tunnel is unlit. The party must bring their own light
sources if they don’t want to stumble around in the dark.

The Opposition

The killer has nothing whatsoever to do with the Inquisition,
or indeed any part of human society. It calls itself “The
Nightbringer” and has haunted the Freiburg arca since the
days of the Stein. The creature appears as an enormous
shapcless cloak, concealing a gaping maw and a series o
red, glowing eyes. Though it belongs to the same category
of creature as the Schattenmann and other Eisen horrors, it
has not achieved the same reputation they have. It rarely
leaves the bodies of its victims and never reveals itself unless
absolutely necessary. It strikes in the dark, pulling its pre
within itself and smothering them with inky blackness. Most
victims are literally scared to death and emerge from the
creature’s [olds with their faces frozen in a horrible rictus.
For all its terrible power, however, it has a polent weakness.
Light harms il the same way it harms others of its kind andj
it cannot stand to be outside of the shadows (see stats belo
for more details).

"The Nighibringer killed Bottenfeld because of his invention,|
a elaborate system of pulleys and mirrors based around a
simple candleholder. The creature learned about the
invention from a letter, carried by a messenger whom i
attacked and devoured. The thought of such an illuminatio
machine in every Eisen home filled its heart with fear. [t
resolved to abscond with the horrible device before its
inventor could make it publicly known.

It dug its way up to Bottenfeld’s cottage from the sewers
then used its Shadowshape power to slip through the crac
in the floor. Once it killed Bottenfeld, it wrapped the
illuminator into its inky folds, then returned the way i
came. The Inquisiion provided a nice scapegoat for the
murder and it used its reasonable knowledge of human
society to frame the sinister Valicines for the crime. With the
authorities tearing up Freiburg looking for men in crimson
hoods, no one would bother to consider other options, and
the Nightbringer could continue its hunting unmolested.

Luckily for the Heroes, it’s a mediocre speller.




The Nightbringer

Villain

TN: 20

Brawn: 4

Finesse: 3

Resolve: 2

Wits: 3

Panache: |

Attack Roll: 3k2

Damage: 4k2 (claws), plus see below

Skills: Ambush 4, Footwork 3, Grapple 4, Stealth 5
Special Abilities: /Armor: The Nightbringer's
insubstantial body gives it two extra Kept dice on Wound
Checks; whencver it fails a Wound Check, it divides the
amount it failed by in half {rounding down) before suffering
any additional Dramatic Wounds.

Claws: Each of the Nightbringer’s two claws causes 4k
damage. They ignore armor and cannot be parried,
although they may he dodged as normal.

Envelop: If the Nightbringer successfully grapples an
opponent, it pulls him into its cloaklike folds. There the
victim is subjected to nightmarish images of fear and horror,
while the monster drains his lifelorce. Victims within may
not conduct any actions, and automatically suffer 2kl
damage each round until killed.

A grappled opponent has one chance to break the hold
before being pulled in. He can also be grabbed by friends
(they have until the end of the round), resuling in a
contested Brawn roll against the crealure. Once it has
enveloped a victim, the Nightbringer must suffer a Dramatic
Wound before releasing him. The Nightbringer can carry
up to 500 pounds in this manner, although it cannot mave
more than 10 feet or so while carrying more than 250
pounds.

Shadawshape: The Nighlbringer has the ability to flatten its
body, becoming no thicker than a shadow. This allows it to
slip between cracks, under doors, and through openings
that no other creature can even contemplate traversing. It
can move objects in this manner using its Fnvelop skill.
Weakness: like the Schatlenman and other FEisen
monstrosilies, the Nightbringer is extremely vulnerable to
light, suffering wounds thal can eventually deswoy it,

although how much depends on the amount of light. The -
following chart displays the amount of damage the creature
suffers each round:

Light Source Wounds Inflicted per Round
Torch/Lantern 5 per 1jghtf SOUrce ~ir
Campfire e hame R0 Ui 20
Bonfire 15

Sunﬁght AR . co B 25 S

Five rounds of direct sunlight will kill the - creaturf;;z_
regardless of the amount of damage inflicted:

The Finale _

The drag-marks on the ground end sevcral blocks-away.in.
front of a large barred pipe. The bars have been twistéd and -
bent, and something has been dragged through them up- -the

pipe; apparently, subtlety was no longer reqmred

The Nightbringer currently lurks in a stone cellar at the end: .
of the pipe, pondering its stolen illuminator and deéi;é%mg;
how best to dispose of it. The cellar connects to an

abandoned building which has long since fallen into ruiri L

1mpass.able (although the nghtbrmger can shp througlﬁ
easily). The illuminator sits in the center of the cellar, an-
unlit candle in its holder (Bottenfeld left it dl'ld the. creature -
did not think to remove it).

Once confronted, the Nightbringer fights with allz of its
might to defeat the Heroes. If that’s not possible, it will do
whatever it can to destroy the invention before they manage ~
to drive it off. If one of the Heroes thinks to ignite the
candle in the machine, the entire cellar blazes with light
(considered bonfire strength). The Nightbﬁnger howls it
obvious pain as beams from the numerous mirrors pierce its -
body. It flashes past the Heroes through the nearest exityits.
body now torn and tattered. Cries of pain echo after it for
some (ime. '

If its path is blocked (ie., a Hero with a light source is . .-~ -

positioned both in front of the pipe and the’ rubbl&strewn::iz
entrance), the Nightbringer writhes horribly in thé center of;




the roon as the light seeps into its essence. It will try to
knock any light source out of the blocking Heroes” hands,
but will otherwise be unable to inflict any harm. If it
remaing in' the chamber for more than four rounds, it

If the Nightbringer escapes, the Heroes may be in for a few
sleepless nights. wondering if it’s going to return. Let them
wonder. Luckily for them, the Nightbringer is a cowardly
créature and won't dare face such a stalwart band again. It
retreats to the countryside, hiding from the daylight and
‘eventually making its way to die Schwarzen Walder. It will
i be many years before it feels strong enough to trouble
humanity again.

The Payoff
The party receives a number of experience points reflecting
their efforts, and the Invisible College owes them a debt of |
thanks as well (an agent of the College eventually arrives
asking for Bottenfeld’s blueprints and the prototype; if the
Heroes fail to pass them on, the society’s goodwill vanishes).
Die Kreuzritter, too, takes notice of the Heroes (regardless
of whether any of them belong) and may arrange for some
“good fortune” to befall them in the near future (the return
of a missing item, perhaps, or an undiscovered purse full of
Guilders in their house). They may cven ask the Heroes to
join the Order, although they only ask if they believe the
party will say yes.

Soft Point 8: A Lady in Need

This adventure provides the party with the chance to save
a woman from a terrible situation and possibly settle a score
with their old enemy, Redmund Erhart.

The Set-up
The Heroes are passing through the marketplacc when a
plaintive cry fills the air. Turning the corner, they come
across a beautiful young Vodacce woman being assaulted
by a gang of five thugs in a nearby alleyway. One of them
is pawing through her handbag while the others beat her
mercilessly against the stone wall. The Heroes presumably
leap to her defense {the thugs are considered Threat 2
Brutes for combat purposes), but the damage has been
done. She’s bleeding from several deep wounds and her
pulse flutters erratically. No amount of healing can help her
now. If one of the Heroes belongs to Sophia’s Daughters,
she fixates on her and (lashes a greeting sign (if no one is a
Daughter, she simply grabs the nearest Hero). “Please...”
she whispers. “..my purse... the vial inside must reach my
sister...” She then begins raving in Vodacce as her last

breaths shudder through her.

The purse contains a few personal items and a small vial of
clear liquid, nothing more. There is no trace of the woman’s
identity and no sign of who her sister might be. The vial
itself has no unusual characteristics, but the liquid inside is




singularly unique. A member of the Daughters can identify
it as a potent poison which leaves no traces of its passing on
its victim. Otherwise, it baffles even the most skilled
chemist. No one knows where it came from, and anyone the
Heroes consult about it.

If the party wishes to attend to the woman's body, they may
take any steps they wish. Otherwise, the Guards collect her
body and bury her in a pauper’s grave.

Several weeks pass, and the GM may want to place an
additional soft point adventure in between, just to lull the
players into a false sense of security. Then the party receives
a rather shocking surprise: invitations ta the wedding of
their old nemesis Redmund Frhart, to be held at the Heart
of the Drachen Cathedral. Erhart’s antipathy toward the
Heroes is probably well-known at this point. Why would he
want them to attend his wedding? More importantly, who on
Théah would he possibly marry? The woman in question,
one ‘Teresa Fazetti, is unknown in Freiburg social circles,
hailing from somewhere in southern Vodacce.

The mystery deepens when they attend the wedding. All of
Freiburg has turned out and the Cathedral is full to bursting
(the Heroes have a chance to meet with Sieger or any other
noble allies). Erhart apparently invited them to gloat at his
good fortune; his bride is supposed to be quite beautiful. He
shows up dressed in Fisen finery, while his unknown bride
wears a traditional Vodacce veil. The ceremony is brief and
formal, with an Objectionist chaplain leading the
proceedings. At the end of the ceremony, Erhart lifts the
veil to kiss his new wife... and reveals a face identical to the
dying woman in the alleyway. Teresa Frhart née Fazett is
the exact double of the doomed Sophia’s Daughter.

A little digging reveals some details {Logan Sieger can help
them if they wish). Erhart apparently met Fazetti during a
trip to Dionna a few months ago. He returned with her and
immediately announced plans for marriage. None of
Teresa’s family attended the wedding (which is unusual for
Vodacce), and no word has come from her homeland of the
news. Fazetli has a twin sister, named Natalia, who has not
been seen for some time.

No one but Teresa and Erhart know the full story. The
Eisen nobleman met his future wife and her sister at a
Dionna banquet; during the meal, he witnessed: Natalta
plant a drug in another nobleman’s wine. A litlle «digging -
revealed her connection to Sophia’s Daughters. Confronting
the sisters after the meal, he threatened to expose’them to
the Prince unless they did exactly as he said. He planned to
blackmail Sophia into giving him an inroad iﬂtbf’ the
Daughters, and took Teresa (who knew about: her sister’s-
connections but did not belong to the Daughters heré’elf)-
back with him as insurance. The wedding was just an
excuse (o keep her close; he actually loathes the sight of her;,
With both sisters in his pocket, he could mampldate the
Daughters to his own ends. Or so he thought.  * '

Natalia came to Freiburg to save her sister when:she: wa:
attacked. Although Teresa has no knowledg’e of the
Daughters’ alchemical secrets, Natalia was a different%sféry. ]
She intended to feed the vial of poison to Erhart; she cotild |
slip into the household unobserved (anyone who saw her - i
would think that she was Teresa), leave the vial for ‘her*
sister, and escape. Unfortunately, the thugs in the alley cu
that plan short. Not only has Teresa lost her sister, but sh%’s" o
now useless for Erhart’s purposes; without Natalia, his, link:
to the Daughters is severed. Teresa has been putting up a -
good front, but it’s only a matter of time before her husband

learns of Natalia’s fate and sends her sister to join*her;

The Heroes, of course, know almost none of this, Thg;;._onlz'

know that they need to get the vial to Teresa in order to
honor a dying woman’s last request. i

The Task _

If they thought to bring the vial with them to the wedding,
they might be able to slip it to the bride, but that's not-
likely. If for some reason they no longer': have the vial,
they’ve got to get it back, which could form an adventure in © .~
and of itself. They must either meet with Teresa directly, or .
sneak the vial into Erhart’s house. Both are easier said than .
done. Redmund doesn’t allow his new ‘bride to leave the
premises (this becomes apparent within'a week of so, when e
Teresa fails o appear with Redmund at several social
gatherings), and the guards have orders .to report any.




- “ﬁﬁhsual;zﬁsitors;' Guards can be bribed, of course, and there
are countless other ways to gel lo an imprisoned woman,
_but the players must be crafty.

A H&roE who belongs to the Daughters may wanl to contact
Wilma Probst and ask her for advice. Wilma cxpresses
sympiithy and promises {o keep the Guards off the party’s
back while they act. If necessary, she’s willing to do a lot
Jmore:,' but she wants to see if the Daughter Hero can handle
“herself. If she can’l (and suffers an appropriate loss of
ex'periencé at the finale), then — and only then — does

Wilma-step in.

H;?-If the Heroes ever meet Teresa face to face, they instantly
o0 see ‘evi’zienceE of Erhart's abuse. She sports several fresh
bruises a_nd her wrisls show signs of rope burn. She
esses that her life has become a nightmare and she
"t been able to contact her mster which deeply worries

:sadn_ess_and offers (0 compensate them i01 the funeral
expenses (if any).

=% Allow the Heroes to come up with whatever plan they wish
to’infilrate Frhart's estate (use the map on page 63 of The
j;%?’:S'z':ghts of Fm’burg or LI‘EBIE )our own) Assuming they get in,
ec1de for yourself which rooms on the map are [eresd s]
he’ll find it no matter where it is. If they have the
opportumty to give it to her in person, her eyes light up and
~... she thanks them profusely. They have provided her with a
means to escape her nightmare,

The Finale
~ The Heroes may assume that that’s the end of it, but a few
* days later, they reccive a knock at their door. It's Teresa,
looking {lustered and panicky. She has jusl poisoned her
husband, but administered the fatal dose improperly.
- Rather than dying peaccfully in his sleep like he was
supposed to, he howled in agony and his face swelled up
like a balloon: anyone looking at him will immediately
- know how he died. Erhart contributed generously to the
““City Guards, and they'll be after her. She begs the Heroes
help get her out of Freiburg.

Since Teresa did finally rid them of Erhart, they may [eel
obligated to help her. If they don’t, she’ll threaten to turn
them in as accomplices, which most people would believe
given their past history with the deccased. Getting Teresa
out of the city can be as intricale or as simple as you like.
The Guard will be looking for her, but enough people come
and go in Freiburg that any rcasonable plan to smuggle her
out should succeed. Alternately, the Heroes could contact
Wilma Probst to smuggle her away. Wilma knows nothing
of the procecdings (unless the Heroes alerted her earlier),
but will be happy to help once she learns the details of the
case. She gets Teresa to a Daughters safehousc and arranges
for the guards to focus their attention elsewhere. Teresa will
be out of the city within the week.

The Payoff

Assuming Teresa escapes the authorities, she thanks the
Heroes profusely via letter (even if she had lo threaten
them) and promises to make it up to them. The Daughters
also take notice of the party and may provide them with
timely help in the future.

If Teresa is caught, she won't turn the Heroes despite her
threais. The courts sentence her to hang for the murder of
her husband and she goes to the gallows without a fuss. The
Heraes may want to attempl a rescue (the execution takes
place al City Hall the following Terdi), which could lead to
an exciting chase out of town. If they don't, you may want
Wilma Probst to take a hand and arrange for Teresa's
cscape the night before the execution. Otherwise, the
Heroes must live with the knowledge that they let Teresa
die... and may have made an cnemy of the Daughters in the
bargain,

Soft Point 9: The First Key

The Set-up

This adventure takes place immediately alier Hard Point 2
(see pages 36-43, above). The Heroes have discovered the
dracheneisen door in their basement and learned the
probable location of the two keys required to open it. Here
they seek out the location of the first key: buried with a




long-dead priest beneath the Heart of the Drachen
Cathedral.

The Task

The diary of Lord Stapp and other documents place the key
in the hands of one Father Peter Herrbruck, priest to
Stapp’s wife. Father Herrbruck died in 1567 and was buried
in the Heart of the Drachen. The catacombs beneath the
cathedral have housed deceased Vaticine priests for over
three hundred years and now cncompass several levels
worth of crypts. In order to find Father Herrbruck’s resting
place, they must consult the church’s records and get
permission from its current head, Falher Heinrich Weissels.

The Opposition

A description of Father Weissels and the Heart of the
Drachen can be found on pages 4-5 of The Sights of
Freiburg. When the Heroes approach, the sallow, edgy
Vaticine can be found balancing the books in the
southernmost tower of the cathedral. He looks less like a
priest than a newt in priest’s robes: thin, cold-blooded, with
constant tension in his voice and a slightly nervous look in

his eyes.

Initially he will be very suspicious of the party’s motives. No
one ever goes down into the crypts, and he doesn't like the
thought of outsiders trooping around down there.
Eventually, however, they should wear him down, and he
concedes to their request... at a price:

“Very well. If the key is legally yours, I suppose you have a
right to it. But I must consider the Church’s position:
remember, these are the remains of the Prophet’s faithful.
They have earned their rest, and I don’t believe they should
be disturbed without proper compensation...

“What I have in mind isn’t much. The cross on our steeple
needs cleaning. Normally, [ would send one of my acolytes
up to do the job, but you seem like strapping young people,
not afraid of a little work. If you could scale the steeple and
clean the cross, the Church would be grateful cnough to
allow you limited access to the crypts. Surely, such a task is
not beneath men and women of your caliber?”

Tie City of Freihug_Ji

The steeple is eighty feet tall, formed out of the tail of the
drachen skeleton which forms the cathedral’s framework. It
took two hundred men and elght teams of oxen to point it
straight upward. The Pmphet s cross alop it needs clea,rung
every six months; there’s still a few weeks to"go-until the
next cleaning, but why should Weissels wait if he can gel a
random band of Heroes to do it for him?

The acolytes provide the Heroes with a set of wire brushes
to scrub the cross with. Heroes may free climb the steeple
al a rate of 10 feel per round or use climbing gear; it takes
a successful Fincsse + Climbing check at TN 25. Failure
means the Hero has lost his grip and must make another
Finesse + Climbing check at TN 15 to catch himself. Heroes
suffer one die of damage for every ten feet they fall; falling
rules can be found of pages 174-175 of the 7th Sea-GM:
Guide. The GM should make the climber. aware of ghl&'
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: ‘precanous smlatmn the steeple seems to sway from side to

side, a.nd the ground looks very [ar away.

Lucklly,;E Father Weissels has a set of climbing gear which
makes the job considerably easier. A Hero with the gear
may astend at a rate of 20 feel per round, requiring a

the same repercussmns as free-climbers, but non-climbing
Heroes can help by steadying the ropes from the rooftop. It
won't help the ascent, but at least prevents the climber from
faHing.éEag:’h Hero holding the ropes reduces the climber’s
TN for keeping his grip by

5; three Heroes can keep the

/climber from falling for the length of the task. Cleaning the

/ cross takes a Finesse + Menial Tasks check at TN 20,
. Reduce the TN by 5 for every twenty minutes the Hero

ﬁrdez‘Glganj;[}gl it.

Chmbmg down requires the same rules that climbing up
does; but the gear allows the climber to slide down with but

' a sii‘gé‘le Finesse + Climbing check, TN 10.

St’tl .

The Finale

Once the cross sparkles, Weissels produces the keys to the
crypts and allows the party access to the cathedral’s burial
records. Father Herrbruck is ensconced on the second level
in the southernmost corner (see the accompanying map).
Weissels sends an acolyte with a lantern to show them the
way. Before they descend, Weissels gives them one last
warning:

“You are passing among this cathedral's most revered
faithful. T expect you to treat their remains with reverence
and respect; if you do not, I can assure you that the
Fisenfiirst will hear of it.”

From the moment the party descends the stairway, it’s clear
that no one has been down here in a long time (the last
occupant was interred almost ten years ago). The
passageways reek of mold and the stone is damp and
clammy. Despite the dank, the bodies have been fairly well
preserved, with the eldest occupying the levels nearest the
surface and the more recent buried further down (the
catacombs expanded to keep up with demand).

The crypts themselves run in a

¢Heart of the Drachen Cathedral Crypfs
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Fach niche holds a single body,
with a name and Vaticine cross

carved into the stone above its
head.

Crypt

Father
Herrbruek's

The first level contains very little of
' Remains

interest beyond the rotting corpses
and slow drip of water. When they
descend to the level,
the party makes a
horrifying discovery: a small army
of rats has entered the crypts
through a hole in the wall. They
the Heroes

second
however,

chitter fiercely as




descend and attack if approached. Therc are 25 Brute
squads of rats (250 total) in the catacombs. Use the stats for
Boca on page 155 of the GMs’ Guide, rats do not have a
Leaping Skill but are otherwise identical. A bonfire of
sufficient size (covering the corridor) will be enough to
drive them back, though they will return if their entry hole
is not discovered and plugged. Luckily, that’s not necessarily
the Heroes” problem, and given Father Weissels’ treatment
of them, they may be disinclined to assist him any further
in rooling them out.

Father Herrbruck lies in the far southern corner. His bones
have been gnawed by the rats and his burial shroud torn to
shreds. He holds a small locked metal box in his shriveled
hands, containing the key,  jeweled Vaticine cross (worth
almost 500 Guilders), and a well preserved letter of
commendation from the Hicrophant (worth up to 200
Guilders to a knowledgeable collector). There is no key to
the box; opening it takes a Brawn check at TN 15 and it
won't lock again after being forced open. Superstitious
Heroes may not like the prospect of toying with the dead,
and the GM may want to play up a “curse from the grave”
on those who disturb Herrbruck’s box. Whether any such
curse rea]ly exists is up to you.

The acolyte does not allow the Heroes to remove anything
but the key, and informs the Guard if they take any more
than they should.

The Payoff

‘The key is gorgeous and ornate, a masterpiece of Eisen
metalworking. A century in the bowels of the Vaticine
crypts has not tarnished its beauty: it glearns a soft silver in
the light and feels heavier than perhaps it should. The
image of a fox has been sculpted into the side. As artwork,
the key could fetch nearly 25 Guilders on the open market.

Father Weissels considers the Heroes troublemakers and
greatly desires to be rid of them, but at least one acolyte
owes them a debt for scaling the cathedral’s steeple in his
stead. They may be able to use him as a contact in the
future {you should develop a personality for him if the party
exercises‘; this option).

Soft Point 10: The Second Kcy

The Set-up
As with the previous Soft Point, this adventure ld.kf:b place .

afier Hard Point 2 (see pages 36-43, above] and  centers
around one of the keys to the dracheneisen d@_oxj in the
Heroes’ basement. While the first key required ohilfy'a trip
to the Heart of the Drachen (see Soft Point Y), the .second
demands a longer journey — to the ruins of the Habermannk
[amily estate several days south of Freiburg.. &

According to records, Leopold Habermann buried his
possessions — including the second key - beneath his
cottage and marked them with a pair of carpenter’s shears. -
While looters may have since discovered them, the tip-off is
sufficiently obscure to warrant a trip. Thc Heroes need to
gather a few supplies, hire a coach, or’ rna.ke othe

preparations. As they depart, Armin whlspers i word of
warning and asks them to take his small cross with them
even if they aren’t rchgu)us “Make an old man sfeep better
while you're gone,” he says. S

The Task

The party finds the journey uneventful, but quile mlserable ]
It rains constantly, and the muddy roads slow theu- progrels .

to a crawl. Habermann's lands lie in central 'Heilghjm'fl
kénigreich, in the midst of a largely uninhabited stretgh.,of
countryside. Technically, the land now belongs to Stefan
Heilgrund, bul the young Eisenfiirst has betterthings to da-.-

than guard against trespassers. A few villages and

shantytowns have sprung up around the perimeter, but no
one ventures within sight of the estate. The locals claim the.
place is haunted, which isn’t unusual in Eisen these days.
Just about every ruin or battlefield has some sort of
supernatural story attached to it.

The Habermann estate consists of a greal stone keep, torn

down by centuries of erosion and the War of the Cross..:

Two of its five towers have collapsed, while the walls have
fallen in on themselves in a pile of rubble. A small cluster ~
of cottages lies just to the right of the main gateway, sagging
with age and boarded up. Most of them look uninhabitable,
but the largest cottage is less dilapidated than the rest. The .
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‘boards ‘across the door have recendy been removed, and

the Wood seems firmer and more stable. Here, Leopold
spent his last few years and probably buried the doorway’s
second _key.

The inside réeks: of decaying moss and rat droppings. A few

. remaiglicgﬁg bité of furniture have long since fa.lien into ruin

:_holes in the roof, slowly spreading rot and fungus in the

corners. The wood floor has been torn out, exposing the
bare earth beneath. A pair of carpenter’s shears has been
planted in the center of the tloor; unlike the remainder of

‘,?the cottage the shears look fresh and new. The sharpened

2 blades glcam ‘with light and the wood handles might have

4 . been sanded yesterday.

Habej:mann’s legacy lies two feet directly beneath the

shears. the famﬂy sword wrapped in oilcloth, a pair of silver

Lllfﬂlnkb Heiligen  depicting  distinguished

several

Habermann heroes, and the key. If the Heroes can get to it
without disturbing the shears (e, physically touching them
or disrupting the earth they're planted in), they may take it
and return to Freiburg with no difficulties. If they move the
shears, howcver, they summon the treasure’s guardian... and
he isn’t happy to see them.

The Opposition

Leopold Habermann was a lonely man with no real family
to entrust his legacy to. Aware of his family’s proud past,
and unwilling to leave their last few remaining heirlooms to
the whims of fate, he struck a bargain with one of Eisen’s
most fearsome creatures — Fleischwulf the Woodcutter.
Fleischwull agreed to protect the Habermanns’ heirlooms
from anyone who would disturb them in exchange for the
old man’s soul. Although numerous looters have come to
steal the Habermann valuables, Fleischwulf kept his end of
the bargain and disposed of them all. The Heroes are next.
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Fleischwulf himself belongs to Eisen’s ancient myths, a
creature of living darkness who has preyed upon humanity
for millennia. He usually appears as an ordinary human
woadcutter in an cffort to approach his victims more easily.
He can imprison human souls in tiny wood figurines, which
he carves out of Blackwood (somewhere, in a room
decorated with tiny figurines, sits a precise wood carving of
Leopold that can’t stop screaming...). Over the centuries,
he’s amassed a collection of thousands. On a more direct
level, he can tear men apart with his needle-sharp fangs and
twisted claws, which spring from his human form just before
he attacks. His natural appearance has never been seen by
human eyes, but can be glimpsed in the shadows that
constantly lurk around him.

As soon as the Heroes touch or move the shears, the door
stams shut and Fleischwulf appears with a clap of thunder,
smiling ferociously. The Heroes may have previously
encountered him during the Erebus Cross campaign {see the
7th Sea GM'’s Screen for more information), in which case he
rememmbers them and the way they escaped his clutches.

“Good evening, my children,” he grins, showing his needle
fangs. “It seems you've been poking your naughty little
noscs where you shouldn’t. It is my sad duty to inform you
that you won’t be leaving this cabin alive.”

As he speaks, the Heroes hear the sound of claws scuttling
up the ocutside walls of the cottage, accompanied by the
distinct hissing of kobolds. Yellow eyes glow [rom Lhe holes
in the roof and dark shapes can be seen leaping from one
side to the other. The scullling continues [or the remainder
of the encounter.

Fleischwulf cannot be harmed by normal weapons and
easily brushes aside any efforts to harm him. Luckily (or
perhaps unluckily), he’s willing to bargain. He’s got
Leopold's soul, after all, and isn't particularly attached to
guarding the old man’s things. If they can best him in a
contest of wits, he’ll allow them to leave the cabin safely.

The contest is called “Endings and Beginnings”, a popular
children’s word game that the Ileroes probably grew up

with. Fleischwulf begins the game with the ‘féllowiﬁg‘ .
nursery rhyme:

“I am all that was and ever shall be.

“The clouds in the sky, the leaves on a free. C
“I am all of heaven’s glory, I am all of Legwm fe(m
“I weep amid your laughter, I smile with every tear. * °
“I am the ending and beginning, the sunset and the dawn
“I will find the flaws in every picture you have draun.

“I am a gauntlet, 1 am a tiger, { am a rapier.”

With the last word, the contest begins. The Heroes must

now come up with an ob]cct that begins with the letter “r™,
— the last letter in “rapier.” Fleischwulfl must then come up - ¢ |
with an object starting with the last letter in the’ é_players e
word. II' the players say “rock”, then Fleisch
produce a wurd bl,drtmg with the letter “k” “The ¢

sort. The loser is the first side to be stumpcd Rolepla’.yﬁout
the game with the GM serving as Fleischwulf. (You may I
(onsult the dictionary up to three times if you wish to reflect ~ §

spend a Drama die to check the dl(:tlonary)

Once a player makes an answer, he must wait until all of hls‘gfff
fellow players have answered before he may speak agam '
Anyone who cannot answer is out of the game and must
rely on his fellows to outduel the Woodcutter. If the entlre‘f
party is stumped, Fleischwulf wins, and drags their souls
back to his woodshop to be made inte dolls- (e it's time.
make new Heroes). ;

Il the players have trouble, allow them to make a siﬁi‘ple :
Wits check (TN 15) to come up with a new word. Spending
a Drama Point allows them to consult the dictionary as well,
so they shouldn't feel completely helpless.

If the party wins the contest, Fleischwulf l:a:ughs- evilly. “At
lasi, someone worth my time,” he snickers belore boWing,,.
gracefully.
Very well, then, children, on your way. I'm a man of my
word and I keep my bargains. I look forward to the next
time you cross my path '

“It seems my dulies here are concluded at last.




"ith ::at he depdrts in a puff of brimstone, leaving the
pa.rty alone with their prize in the cottage. The scuttling
B outside continues, however, and glowing eyes can still be
seen from };ﬁe_ roof. Fleischwulf said he'd let them leave the
“alive; he didn’t say anything about what happened
e ’tely afterward.

‘nkifig Heroes who don’t want to play the game
- Imay be able use Fleischwulf’s own weapon against him. The
carpenter s-shears, which he used to monitor the cabin, are
psychleall}{ linked to his essence (much the way his wooden
- dolls were in the Erebus Cross adventure). Stabbing him with
3 them (Fmesse + Knife, TN 15) causes him to howl in pain
and vanish in a cloud of brimstone — a far easier escape

an playing a game by his rules. Then again, he'll be less

1l disposed toward them in the future (whether that’s a

0d or bad thing the Heroes must decide for themselves).

The Fmale
" When {and if) Fleischwulf departs, the Heroes must now
confront the kobolds outside. Fifteen of them scramble
dtound the cottage, though thanks to Fleischwulf’s
el aﬁtment they have not yet attacked the party’s horses
any) Unlike ordinary kobolds, they will fight to the death
e Heroes must kill them all in order to escape the
oboId stats can be found on page 120 of the Eisen

Usuai' Weapons: Claws and Teeth (Small)

S TN- 20,

- Skills: Ambush 3, Footwork 3, Tracking 3

. Special Abilities: A kobold bite is mildly poisonous, inflicting
-1kl Wounds every three days until treated (thoroughly
cieanmg the wound).

_-!; ce pdsl the kobolds, they may return to Freiburg in

peace.- If the Heroes ever come back to Habermann's

estate, they find the cottage gone and a strange black spot

on the ground where the shears once stood. The spot is icy

cold to the touch and will not rub off under any
curiistances.

The Payoff

The key is identical to the one described in Soft Point 9,
except it depicts an alert hound on its side instead of a fox.
The other heirlooms have some small worth to collectors
(perhaps 50 Guilders total}, but might be more valuable to
any surviving cousins of the Habermanns. It's up the GM
to decide who that may be, and what they would give the
party for returning their heirlooms.

The Habermann family sword has been forged of
dracheneisen, but is very crude (it was one of the first ever
forged}. Il causes 3k2 damage, but all attempts to hit have
their TNs raised by . (Alternatively, the sword requires the
Heavy Weapon Skill to use, GM’s discretion.) Despite the
wondrous metal, it really has more value as a historical
artifact than a legitimate weapon.

With both keys in their possession, the Heroes can now
return to the drachencisen door and finally discover what
lies on the other side (see Hard Point 3, pages 43-47, for
more defails).

Soft Point 11: The Nibelunge

This is one of the few adventures not § ed in Freiburg,
While technically a soft point, it serves a vital purpose to the
campaign as a whole and should be handled carefully. It
takes place between Hard Points 3 and 4, and should be the
last soft point before the climax at Hard Point 4. GMs who
don’t wish to run it may simply start Hard Point 4 with the
Heroes in the city, trying to decide what to do with their
mine.

The Set-up

Having acquired the largest dracheneisen mine in Théah,
the Heroes must now decide what to do with it. ‘Technically,
ownership of the mine makes them new Eisenfiirsten, and
the mine’s size makes them more powerful than any of the
seven existing Iron Princes. Unfortunately, the practical
realitics of the situation are much less encouraging. Without
an Imperator there’s no one to recognize their claim, and
while they can theoretically claim a portion of Eisen land,
none of the current Eisenfiirsten will give it to them (why




should they give up their land just to let another competitor
lay claim to the throne?). The Heroes have no army, no
men to support them, and no territory to call their own,
which means they have no strength to back their claim up.
Most of them probably hail from foreign countries, which
would raise the specter of foreign occupation {o the Fisen
people beneath them. They could find themselves the target
of an open revolt even before they take their new position.
Countless people would wish them dead and even more
might try to steal the mine and lay claim to its benefits. T he
Fisenfiirsten themselves would stop at nothing to seize
control of the mine in order to strengthen their claims to the
Fisen throne. It could start another civil war, and might
destroy the last remnants of the country.

That's the can of worms the Heroes currently sit upon. It
opens the instant someone in power hears about the mine.

The Task

How the party feels at this moment probably depends on
the players and their attitudes. Some may wish to stake a
claim as new Fisenfiirsten, regardless of the threats. Others
may sce it as a source of money and nothing more. Wise
players will realize how dangerous the mine is and want to
part with it as soon as possible. Whatever their feelings,
however, they can't proceed alone: the longer they remain
isolated, the more dangerous the situation becomes, f{or
Eisen as well as themselves.

The mysterious blacksmiths known as the Nibelungen may
be able to help. The Nibelungen hold the secret to forging
dracheneisen, and (with the Imperator dead) the key to the
Eisenfiirsten’s power. Without the smiths, the mines are
essentially useless, since no one else can forge dracheneisen
into usable items. If they wish to become Eisenfiirsten, the
Heroes must obtain the Nibelungen’s blessing. If not, then
the smiths could legitimize their claim, help them make the
most of their newfound wealth, or just kecp them from
getting killed. Fisen Heroes know aboul the Nibelungen and
probably know that they can do nothing with the mine
unless the smiths support them. If they don’t think to seek
them out (or none of the Heroes know about them), Armin
will suggest it.

‘The Nibelungen headquarters Lie in the mountams of - ..

Hainzl (they have closer meeting places, but few save the
Eisenfiirsten know where they are), and the Heroes muist
travel through at least two other provinces (Heilgrund and
Fischler) to get there. Armin can give them rough directions
and arrange for a carriage if they wish. The trip takes a long
time and holds untold hardships; Eisen's roads-are in
terrible shape and few gnardsmen patrol them these: days

Mud clogs the carriage wheels and the Heroes mll ha,ve o
fight off incursions from bandits and mercenaries. Fven
worse, some of Eisen's horrible monsters: may take an
interest in the party, giving them plenty of opportunltles to
prove their courage.

The trip should take several weeks and proceed as qulckly
or as slowly as the GM wishes. If you want |
some encounters to spice up the journey, we- ve pl’DVl et
pair below. More may be added if you desire, or you C‘.Quld
drop them all and cut right to the chase. (T

+ Somewhere along the road, someone makes an

(walkmg/ndmg) past a small copse of trees when suddenly .
shots ring out from all around them. The bullets strike the o
carriage or whiz harmlessly overhead, but they are quu,kly :
followed by a Molotov cocktail, which lands directly on top -
of their transportation. As the Heroes struggle to put out the
fire, a group of hooded men emerge from the -trees,
brandishing pistols and looking less than fr-ien&ly. s

The men are assassins, hired by an unknown enemj}x '(You
may pick one or keep it anonymous) to divest the newly .
discovered mine of ils owners. There is one killer for each
party member, plus a leader who directs them from the
rear. Use the NPC stats on pages 27-29; they will flee if
more than half their number are incapacitated. They know
nothing about the Nibelungen, or even their own employer;
a middleman hired them, one who insisted on keeping his -
face hidden. The Heroes may investigate further if they . -
wish, but find no further evidence of their adversary.
Whoever it was hid his tracks well. The encounter should
emphasize how dangerous possession’ of the mine is and:
how many people out there want them dead.




4 The Heroes pass a tiny village (no more than twenty or

so huildings). when a terrible thundcrstorm suddenly
descends. Lhe village has sulfered during the war (about
half the buildings are partially destroyed), and the storm
seems tp be. doing its best to finish it off. The wind howls
and the rain comes down in hard sheets, tearing the roofs
off huts :and ‘bringing hastily repaired walls crashing to the
gmuﬁﬂi A low stone church in the center of the village
Seenis to be the only structuire capable of weathering the
.« _storm. As the Heroes approach (there’s no other shelter in
‘ the vicinity), they see some villagers making their way to the

church. Others, however, remain trapped in their homes or
/run screaming into the storm. The party can decide
" whether to help them or not.

fel-lfdﬂowing villagers require the Heroes™ help to reach
= _

¢ An old man iiés trapped bencath a collapsed wall. It

i.a.kes a sitnple Brawn check, TN 45 to successfully free him.

+ Two other people remain in a house that’s ready to

" collapse; they're too [righlened lo move, however, and must
+ be-coaxed out by the Heroes (Panache + Oratory TN 15)
before they can escape the peril.

* Fmally, several villagers have run off into the rain, and
while most of them come to their senses and soon return, a
mall'boy is left out in the weather. It takes a Wits +
I'racking at TN 30 to find the child. The TN drops by 5 for
evefj} additional searcher with the T racking Knack.

. The storm lasts the remainder of the night. Once everyone
has been accounted for, the party may take shelter with the
- other villagers in the church, which also serves as a tavern
_ and meeting hall. Several beer barrcls lie stacked by the
~ altar and several of the pews can be converted into drinking
w tables. The chaplain passes out mugs and the assembly tries
_—""their best to forget the devastation outside. A few pigs and
... other farm animals cluster amid the humans and there’s
room for the Heroes’ horses if they wish. Though the roof
“-.. shakes a couple of times, the church remains sound, leaving
‘the villagers safe to climb out and attempt repairs in the
moi"ning._
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The Opposition

When the party reaches Hainzl, they face a long climb into
the Drachenbery mountains, through the city of Atemlos
and into the snow-swept wilderness beyond. Strangely
enough, the last leg of the wip proceeds smoolhly: the roads
are clear and no bandits or monsters trouble them. As they
leave Atemlos (perched high atop a mountais; see the Eisen
sourcebook, page 26) a pair of men on the road hails them.
The men wear dark brown cloaks and carry a pair of
unusually large hammers.

*We have waited for you,” they tell the parly matier-of
factly, gesturing to a small path almost obscured by the
snow. “You seek the knowledge we guard.” Lisen Heroes
can identify their hammers as those carried by the
Nibelungen. The Heroes must dismount in order to follow
them (presumably leaving someone to watch the horses).
The two smiths head off into the mountains, following a
narrow tail along the side of a craggy peak. It leads to a
large cave, hidden [rom sight by a pair of colossal boulders.
Light shines from the cave mouth and the two smiths
gesture for the Heroes to enter.

The Finale

Inside, the low ceiling rises to form a large natural
antechamber, lit by the fires of a sunken forge in its center.
A strange series of symbols and pictographs decorate the
walls, depicting drachen, blacksmiths forging blades, and
other elements of Eisen mythology. A large group of men
and women stands in 4 semicircle behind the fire; they wear
cloaks and carry hammers identical to the two who met the
party. As the Heroes enter, the largest — a huge blond man
with a flowing beard in the center of the circle — gestures
for them to sit.

“We welcome you, [here he gives the Herocs’ names,|” he
booms. “I am Stefan, leader of the Nibelungen. We have
waited a long lime for your arrival.” If the party asks how
they knew about their journey, he smiles. “We have known
about the dracheneisen below Freiburg for centuries.
Sooner or later, someone would have come lo us. As il so
happens, it was you.” He gestures again. “Sit. Please. Tell us
what you wish of us and we will decide if we can help you.”




Role-play the conversation, playing the Nibelungen council
accordingly. The smiths appear intimidating, enigmatic, and
larger than life, but they listen carefully to what the Heroes
have to say. Different Nibelungen ask various questions
during the exchange. When did they find the mine? Who
else knows of it? What of the original owner? They are
particularly interested in the mine’s traps and in any
unusual effects the dracheneisen may have displayed.

Once the Heroes explained themselves, they may ask the
Nibelingen whatever they will. The smiths will not explain
the mysterious effects of the mine — or anything else related
to their craft — but answer any questions regarding the
political ramifications of their discovery, the impact the
mine will have on Eisen, and possible ways for the Heroes
to proceed.

Under no circumstances do the Nibelungen aliow the
Heroes to become Lisenfiirsten. Such a gesture would
further destabilize the nation and put the Heroes themselves
at grave risk. The smiths will not risk another civil war to
further the Heroes’ own dreams of power, and the
Nibelungen can instantly invalidate any claims the Heroes
make. The party can do nothing about their decision:
opposing the Nibelungen is a death wish in Eisen.

The Nibelungen also refuse (o take ownership of the mine,
though they can serve as temporary carctakers if the Heroes
wish. Eisen’s political landscape is (oo delicale as it is
without the smiths seizing the reins of temporal power. They
send a pair of smiths (Wolf and Michael, the two who met
the Heroes on the road) to help the Heroes secure the mine
and hold it until a proper owner can be found.

Ideally, the Nibelungen would like the Heroes to give the
mine to an existing Eisenfiirst — preferably Nicklaus Trague,
who owns the area surrounding the mine. Such a gesture
gets the Heroes out from under the Eisen political scene
while placing them in the role of kingmaker... which gives
them considerable political capital. It would maintain the
current balance of seven Iron Princes, while giving one of
them the clout to perhaps make a bid for the throne. The
decision also allows the country to keep its current political
make-up while simultancously moving toward reunification.

g
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The smiths strongly urge the Heroes to consider this course
of action; they arc willing to serve as intermediariés to the
Eisenfiirsten and can help ensure that the Heroes receive
compensation for their sacrifice. :
The Payoff L
Assuming the Heroes take the smiths’ advice, they are free
to leave the cave and return to Freiburg. Wolf and Michael
will accompany them, and the Nibelungen promise to
discreelly contact the appropriate Iron Prince once the
party has decided. If the party decides differently — if they -
want to just give lhe mine away or even make a iry at -
becoming Eisenfiirsten — then the Nibelungen want no part..
of them. They coolly dismiss the Heroes and allow themn to
return to Atemlos, where they can proceed as they see fit.

While there is no direct payoff yet, the Heroes’ actions
dictate their rewards at the end of the campaign. See. “The *
Payoff” section of Hard Point 4 for more information.




Uke formg Swordsman

c ool

Country of Origin: Eisen

: Descnptlon. Invented by the leader of the Wachhunde,
Kelby Lormg, and later adopted by the Freiburg Guard, the
. Loring style of fighting uses two panzerhands. It is a
: defensive :style, much like Eisenfaust, and its practitioners
often ‘uge it to incapacitate potentially violent criminals
Witho'iit hurt'mg them (much).

1. Prlmary advantage of the Loring school is the tendency
of Swardsmen to underestimate anyone not holding a long,
sharp weapon in their hand. This allows a Guard to step in
and quickly snatch an opponent’s weapon away before (hey
get a chance to react. It also makes most opponents
- reluctant to draw a pistol or turn the fight deadly in some
" other manner. Without the Loring school, the mortalily rale
of the Freiburg Guard would be much higher.

. The primary weakness of the Loring school is its poor reach
and defensive nature. If backed into a corner or faced with

- an opponent skilled at bypassing parries, then a practitioner
can find himself at the mercy of his opponent.

Basic Curriculum: Athlete, Panzerhand

Swordsman Knacks: Bind (Panzerhand),
(Panzerhand), Hook, Exploit Weakness (Loring)

Disarm

New Swordsman Knacks

Hook: You have learned to use the weight and momentum
of the panzerhands you wear to their fullest advantage. You
receive a bonus of +1 to your panzerhand Damage Rolls for
each Rank you have in this Knack. For example, a Hero
whosc Hook Knack was 3 would increase a panzerhand
Damage Roll of 19 to 22.

Apprentice: Students of the Loring style learn to fight
with a panzerhand on each hand. You suffer no offhand
penalty when using a panzerhand, and gain +1 unkept die
to your panzerhand Damage Rolls for each Mastery Level
in this school you have (e a panzerhand worn by a Loring
Master inflicts 3k2 damage, plus any Brawn bonuses).

Journeyman: Loring focuses mainly on restraining
violent people and disarming them before they can hurt
anyonc else. You may use your Disarm Knack without
waiting for your opponent to miss your Passive Defense, but
if you do, your Disarm attempt suffers a —10 penalty to its
roll. Failure drops your TN to be hit to 5 for the rest of the
current Phase and the following Phase.

In addition, once you reach this Mastery Level and have a
Rank 5 in your Disarm (Panzerhand) Knack, you may
spend 25 XP to increase it from 5 to 6.

Master: Masters of the Loring school are extremely skilled
at prolecting themselves from harm. They also become
adept at snatching their opponents” weapons right out of
their hands. You may now use your Bind (Panzerhand)}
Knack as a Parry Defense Knack. If you successfully use it
for an Active Defense, the weapon your opponent attacked
you with has been bound as though you had used the
Knack normally. In addition, you immediately receive 1
extra Action which you must use against that opponent right
away or lose.




New Backgrouna

On the Streets

You've lost your home for some reason. Maybe it burned
down, maybe it was taken from you, or maybe you've lived
on the strects your entire life. In any event, you must pay for
your living expenses (food and shelter) unlike most Heroes.
The number of points invested in this Background
determine how hard it is for you to find a place to live. The
more points you invest, the more vou enjoy your roving

lifestyle.

ity of Freiburg

i
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New ﬂamntages

Home Neighborhood (2 Pomts) """

You've lived in Freiburg for many years — long enough to
become familiar with the people in your neighborhood and
the area itself. Choose one of the map grid sections-
depicted in The Sights of Freiburg. This area is your home
neighborhood. While you are in your home neighborhood, you
vecetve @ Free Raise to all social rolls. In addition, you are.
constdered to have a Rank 3 in your Streetwise Knack as long

as you remain in the neighborhood. Finally, your GM should read

public knowledge about the area on to you.

Local Hero (2 Points)

Not only have you been in Freiburg before, but

of the city. Maybe the Freiburg Gazetée featured you'
in an article, or maybe some of your heroism.
found its way into the gossip mills of Freiburg, but
any way you look at il, you're famous ~ here 3t

Reputation di.

Property (Varles)

fair means or foul. You may have just moved in, or
you might have lived there for years (in which case
you may wish to purchaser the Home .
nghborhood Advantage as well). In order fo
purchase this Advantage, talk with your GM to find a

then spend 1 HP for every 5,000G the building is
worth. When you buy the Properly Advantage, you are
only receiving ownership of the building. Unlike the
Noble Advantages, you receive no servants or mwme;sz
[rom this Advantage. '

that section of The Sights of Freiburg and pass any

you've also made a great impression on the people, .

You have acquired a home in Freiburg through e

property up for sale on the map of Central Freiburg,

least. While in Freiburg, you receive one- extm';'- o



gme” Encounter Chart

Roll a die and’ consult the following charl. Reroll if you've
already used (he.result you get. If a fight occurs, consult the
minor NPC templates on pages 27-29 to find a close maich
for the NPC.s in question.

i: 3 Town Guards on Patrol — A trio of guards is examining
passersby to see if they look out of place in this part of town.
If they do (such as a dirty beggar in a rich merchants’ area),
they approach and ask the interlopers about their business
“here. Tf the Heroes seem suspicious, the guards will ask
" them to leave. II the Heroes get in a fight, more guards will
~ arrive every Round in increasing numbers untl the Heroes
: arg ;pa_cified ot flee.

2 Noble and his/her Retinue — A wealthy noble (either male
or female, GM’s discretion) is walking along, accompanied
by a servant and (50% chance) a Swordsman bodyguard.
The noble may interact with the Heroes in several ways —
" from bumping into them and becoming annoyed to taking
a forna{ntic': interest in one of them and sending the servant
to arrange a rendezvous.

B 1 Hzgkf,c:l&si Thief — This person (male or female, GM’s
:;.i:ﬁscr‘etioﬁ) is engaged in some petty thievery. 'The thief is
‘watching for a wealthy-looking person to either pickpocket

“or con. If confronted with violence, the thief will flee,

4: Aggressive Merchant — This merchant sells wares by
waving them in people’s faces while loudly extolling their
praises. He might be selling anything from silk to pastries,
and responding to the sales pitch with an attack will cause
* the peddler to'call for the guards. Of course, if they limit
the physical abuse to a split lip or a black eye, the guards
may simply feel that the merchant got what was coming to
him. :

5: Drunken Noble — This noble is listing to port rather
.. heavily and making loud, rude comments aboul the Heroes.
:Unfortunately, should any harm befall the inebriated noble,
has powerful friends in high places.

6: Celebrating Soldiers — Thesc mercenaries have just
received their pay, and they're out celebrating and drinking.
Some of them are spoiling for a fight, while others make
romantic advances on the Heroes. If the Heroes reat them
nicely, they could make good allies later on in the
campaign, but if they injure or kill one of them, they’ll have
made a lasting enemy.

7t Job Offer — As the Heroes walk past a {avern, a large,
muscular man comes crashing through the front door while
a fight breaks out inside. Moments later, the tavern keeper
runs outside and accosts the largest Hero, offering him a job
as his new bouncer if he breaks up the fight inside. This
could develop into a running sideline for the campaign, as
toughs later try to muscle the tavern.

8: Runaway Horse — The crowd parts abruptly as a
maddened horse comes galloping down the street without a
rider. A Hero can use Wits and either Animal Handling or
Ride against a TN of 25 to calm the animal down. A nearby
Guardsman watches the entire incident, and when the real
owner, a foppish nobleman, comes to collect the horse, the
(Guardsman awards the horse to the Hero who stopped it,
citing the noble for carelessness and endangerment of the
public. The noble blames the loss of his horse on the Hero
and may return later as an enemy.

9: Stray Dog — A scrully little dog rushes out of a nearby
alley being chased by a (much larger) cat, and hides behind
the legs of one of the Heroes {an Ussuran, if possible). If the
Heroes run off the cat the dog follows them around
constantly, generally making a minor nuisance of itself. If
any kindness is showed toward the animal, it become
fanatically loyal to the Heroes, even overcoming its
cowardice when it sees its fricnds are in danger. Most of the
time, however, the dog serves as comic relief.

0: Pursuit — A desperate person rushes out of the crowd
bumps into one of the Heroes, and begs to be hidden from
a pursuing group of six Guardsmen. They could be chasing
him for several reasons, including petty theft, a false charge
or murder. In any event, turning the person over pegs th
Heroes as “snitches”, while aiding him makes thens
accomplices to the crime.




Yellow Encounter Chart

Roll a dic and consuli the following chart. Reroll if you've
already used the result. If a fight occurs, consult the minor
NPC templates on pages 27-29 to find a close match lor the
NPCs in question.

1: Sailors - This is a group of sailors enjoying themselves
on shore leave. They might ask directions to a jenny house,
provoke one of the Heroes into a fighl, or even try to press
one of them into service. If the Heroes fight with them,
there’s a 25% chance that more sailors come running to
reinforce their friends (the exact number is up to the GM).

2: 5 Guards on Patrol — These Guards walks the streets
looking for suspicious activities and listening for cries for
help. The dangerous neighborhood makes them very alert,
and they respond quickly (o the first sign of trouble. If the
Heroes fight with them, more guards arrive every Round in
increasing numbers until the Heroes are pacified or flce.

3: Fight — A drunken brawl spills into the streets, and the
Guards are having a difficult time containing it. It could
erupt into a riot il left uncontrolled. More (Guards arrive
every round, but it may not be enough without the Heroes'
assistance. If they successfully help quell the [ight, the
Guards may offer them jobs.

4: Unemployed Mercenaries — These Fisen soldiers have not
worked in quite some time and arc becoming desperate.
They may offer their services to the Heroes at below normal
costs or try to extort money from them, depending on their
disposition and the way the Heroes treat them.

5: Musician Troupe — A group of musicians play on a street
corner, with a young boy passing the hat for them. A crowd
has gathered to waich. As it wrns out, the boy is a
pickpocket, and members of the crowd are “contributing to
the band” a bit more heavily than they intended. The
Heroes may notice the boy’s larceny.

6: Noble on Horse — A haughty noble on a fine hofsc ridés’ e
toward the Herces on a narrow road. He vells angrily for
them to move aside and lashes at them with: his whif) if they

hesitate. Should one of the Heroes refuse to move or
otherwise stand up to the noble, the horse vears and dumps
the belligerent courtier on his rear before galloping off. The
furious noble challenges the Hero to a duel to the death in
a nearby park later that alternoon. Should the Hero ac_tually
be so {oolish as to kill the Noble, they make an enemy of

his entire family, an extremely unwise move.

7: Beggars — A group of beggars on the side of the road see
a rich man walking past and cluster around him, holding
out their hands for alms. The man raises his cane and
begins laying into them with all his strength: The Heroes 4
may calm down the situation, drive off the beggars or
chsarm the man as they see fit. : :

8: Face from the Past — While pushing his way through a
thick crowd, one of the Heroes (Eisen, if possible) sees a
face from his past: either a lost relative, an old enemy, Qr a
friend he hasa’t scen in years. Regardless, if he tries to
pursue the person, the crowd gets in the way and the person

vanishes. He or she may show up again in a late1 ddventure :

at your discretion.

9z Performing Troupe — Jugglers, acrobats, and fire-eaters are
catertaining a crowd of peaple here. Off to ong slcle a

beautiful g1rl dances If you hdve a Hero w1th the Star - -,

dancmg gird for a male Hero, or a handsome acrohat_ fpr a
female.

0: Gamblers — This group of gamblers kneels in a circle on
the side of the road, playing a simple dice game. They invite

the Heroes to join in. Although most of the gamblers have .

no ulterior motives, two of them are actually con artists

working a scam to win the other players’ money. If any of _J

your Heroes has the Cheating Knack, secretly roll his Wits :

+ Cheating against a TN of 25 to detect the scam. The cot -3

arlists have few combat skills and attempt to flee at the first
sign of trouble.




ﬁea fﬁcounter Chart

Roll a dic and consult the following chart. Reroll if you've
alreadyiguéed the result. If a fight occurs, consult the minor
NPC templates on pages 27-29 to find a close match for the
NPCs in question.

1: Waisen — A group of huddled, staring people sit along

Lht:':‘side of the road. Some of them rock back and forth;

others ‘talk quietly to themselves. One, in particular, looks

ap and sées the Heroes. This sad figure mistakes the Hero
. for a loved one that he or she lost during the War of the
~ Cross and calls the character by a strange name before
: runmng up to hug him or her. Tt takes some serious
’ 1asion toconvince the waisen of the Hero’s true
' uidégitity, and even then that might cause a total relapse.

2: SkadouyEFt:gme — One of the Heroes catches sight of a

figure m a black cloak watching the party. The figure
Ny quiéki'j/ hops a nearby fence and vanishes into the city No
watchlr_lg the Heroes, or an enemy stalking them. Tt might
even have been somc form of monster disguising itself as a
human o

3t Ibughs Attack — While walking down a narrow road, the
:;?Heroes are accosted by a gang of ten to fifteen toughs who
: demand that they hand over thelr money The Guards

Hem:es must either pay up or f1ght thcu way out.

4: Beggar Mob — Dozens of desperate beggars surround the
Heroes, tlailing at them with sticks and anything else they
could find. They're after the Heroes’ possessions, but have
“ little courage; afirm show of resistance drives them off. (See
. also Encounter #7 on the Yellow Chart. This encounter puts
-..tlat one into better perspective.)

5: Dead Body — The Heroes come across a dead body,
either murdered or expired of natural causes. In either case,

... leaving a corpse in the street is bound to altracl some sort
k . soffoul beast and the Heroes may want to dispose of it in
; ' isame way ‘

|

\

|

|

6: Plague Victim — I'he Heroes come across the corpse of
a person who has died from the White Plague. Roll some
dice behind your screen and make a few fake notes on a
piece of paper, then ask the Heroes what they do. In all
likelihood, the possibility of catching the Plague scares them
witless, and you should play this for all it’s worth. You may
cven want one of the Heroes (0 come down with a cold a
few days later. Don’t actually give them the Plague,
however: discase is a very unheroic way Lo die.

7: Scream — The Heroes hear a woman scream from a
nearby alley. When they investigate, they might find a
woman being attacked, a corpse, or even a trap laid for do-
gooders like themselves. In any event, such an encounter
can lead to something bigger, like tracking down a
murderer or uncovering a nest of kobolds.

8: Mugging — The Heroes see a terrified noble being held
at swordpoint down a narrow alley. Ten thugs are robbing
the man of his possessions. If they chase off the thugs, the
noble rewards them generously, assuming that they didn’t
take any crazy chances that put his life at risk, such as
charging a thug who had a knife to the man’s throat.

9: Tentacle — A tentacle from a nearby sewer entrance
erupts from underneath the trash in the street and attempts
to drag one of the Heroes down, where he will be fed upon
by the creature’s young. lts Brawn is 6, and the Hero must
make a contested Brawn roll against it. If he loses, the
creature drags him towards the entrance. If the creature’s
total exceeds the Hero’s by more than 20, he is
automatically dragged into the sewer, and his friends must
rescue him. Other [erces can add their Brawn to his by .
helping him. The tentacle (TN 15) will let go if it suffers
more than 30 Flesh Wounds.

0: Kobolds — The Heroes come across a pack of six kobolds
feasting on the body of an Eisen man. At the first sign of
armed humans, they scatter, running into a nearby
abandoned building, where they've built a nest. If the
Heroes follow after them and clear out the building, they’ll
encounter 10-30 kobolds and one larger creature (probably

a ruin monster),




This map represents the entirety of Nicklaus Trigue’s kimigreich: all of the lar

of Freiburg displaved on the poster map. Freiburg

s actual city border is r

(denoted in red and yellow) in the surrounding countryside. ‘The black |

)

can be used throughout Triigue’

epresented by the white line

.

1d which he can see from the Wachtiurm. The black square in the center represents the portion

with the sprawl of Verzweiflung beyond it and a few smaller settlements

ine represents the Trigue province border. The same encounter charts used for the city of Freiburg

s territory, and correspond (o the colors shown here.




g&iﬂg

Hd/
-

€ Ll’fy

A

'

c(/)
to th

A

C



This map is broken into 30 pieces for ybu:rzdonﬁenjegnce.' On:.
each lwo-page spread that follows, you will find one of these -
map pieces, complete with numbered locations (see‘f?sam'ple‘ :
map below). Each numbered location is déscri‘bedé on the “"f'--féub'
same two-page spread as the map portion depicting it. You
never nced to turn the page to find the ‘description of a
location on that map portion. B

The numbers and letters along the edge of the map piece 4
correspond to the grid on the larger map, enabling yot to
easily get your bearings within the city as a whole, and the
page numbers on the edges of the map portions tell yo:"u;

which page to turn to if your Heroes march off the map in',

. . , that direction. For instance, looking at the sample map, you *
Welcome to The Sights of Freiburg, Book 2 of the frcﬂ:mrg know to turn (o page 4 if your Himeaz"w Ak tlj i thelznzp’s ;33:
boxed set. This book Icontams.a breakdown o‘f Freiburg — right side. This takes you to the map correspandmgt ;
or at least that portion depicted on the fold-out map il of ¢ our H walking i
inchuded with this set. new parl of town your Heroes are walking

manner, you can easily follow their prog'réss aroundtoWn
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j;"g-Sect,ion Al-D6

Hume of Guy Weill {A1) — A wealthy gentleman,

erited this lovely manor from his uncle. He lives off
f his inheritance, spending his days wandering the streets
ookinig for-scenes to paint. He has also been known to hire
:*'peqple* to pose for him, but he prefers painting landscapes
of Freiburg: *

. i Guy Weill (Henchman): Br 2, }i 3, Wi 3, Re 2, Pa 4. Rep

. 95, Adv: Eisen (R/W), Montaigne (ACQ), Théan (R/W),
! Inheritance. Artist {Drawing 5), Pugilism (Attack 3,
Footwork 2, Jab:2)

- 2Gertrud E:islei-’s Rental Houses (A3-A4) —
These homes are rented out by successful craftsmen and
“merchants. The rent usually runs from 70G to 100G,

. depending on how nice the home is and how much Gertrud
“*“likes the rentey. Gertrud is a pleasant lady and a great art

Al “That old witch
can have miy
property when
she pries it out
of mi/ cold, dead

ands.”

lover. More than one artist has paid his rent with a
particularly fine painting or poem (TN 35+).

Gertrud Eisler (Henchman): Br 1, Fi 2, Wi 4, Re 3, Pa 2.
Rep 17. Adv: Eisen (R/W), Théan (R/W), Keen Sense/s.
Merchant (Steward 3, Haggling 4)

3. The Zeitler Academy of Fencing (B4-A6) —
Run by a gruff mercenary named Johanna Zeitler, the
Academy offers training in basic swordsmanship as well as
schooling in the Fisenfaust, Drexel, and Aldana styles.
Johanna teaches the classes herself, with the help of five of
her most skilled graduates. She charges 15G a week for
lessons. As the size of the school attests, she is doing well.

Johanna Zeitler (Hero): Br 2, Fi 3, Wi 3, Re 3, Pa 3. Rep
25. Adv: Eisen (R/W), Montaigne (ACQ), Combat Reflexes.
Heavy Weapon (Attack 5, Parry 5), Fencing {Attack 4, Parry
4), Panzerhand (Attack 3, Parry 4), Drexel (Master),
Eisenfaust (Master), Aldana (Master)




4. Otto’s Shops (A3-B4) — Several butchers,
fishmongers, and other grocers rent shop space here from a
fat merchant named Otto Leucht. He charges 20G a month
rent. The most popular shop here is Ezzie’s Pastries, which
is run by a short, plump Avalon woman named Fzzie. Her
rum cream puifs, at IG the dozen, are a house specialty.

Otto Leucht (Henchman): Br 2, Fi 2, Wi 3, Re 2, Pa 3. Rep
12. Adv: Eisen (R/W), Large. Merchant (Cooking 2,
Haggling 3, Steward 3}, Rider (Ride 3)

5. Janko Pfeiffer’s Rental Homes (B2-B4) —
The rent on these houses ranges from 20G to 50G a month.
The landlord here is a thin, sourfaced man who hates
Gertrud Fisler and treats his renters with contempt. Gertrud
has tried to buy him out on several occasions, but he has
always refused — more out of spite than anything else. Janko
has an unhealthy fixation on a young Montaigne aciress
named Alison who is renting a room from him, and he has
already made several improper advances towards her. The
only reason she has not moved out is because this is the
nicest place she can afford on her wages.

Janko Pfeiffer (Villain): Br 2, Fi 2, Wi 3, Re 4, Pa 2. Rep
-15. Arc: Lecherous. Adv: Eisen (R/W), Montaigne (R/W).
Merchant (Haggling 5, Steward 2), Streetwise {Socializing 2,
Underworld Lore 3), Firearms (Attack 4)

6. More of Gertrud Eisler’s Rental Homes
(B2-C3) — See entry #2 for further information.

7. The Dawning Day Gentleman’s Club (C4) —
This club caters to artists and craftsmen of all types,
charging a one-time 75G fee for membership. Benefits of
membership include access to a communal copy of The
Freiburg Gazette every Veldi (at the clubhouse) and
comparnionship from the other members. The member also
has the right to wear the club’s badge on his sleeve. Lastly,
there are club-provided showings and readings attended by
nobles looking for artists to sponsor — only artists who have
joined the club may display or read at these.

8. More of Otto’s Shops (C4~-D6) — See entry #4
for further information. The most popular shop here is
Darla’s Candles which sells lovely scented candles for 50c

fErE = Bl =&t : EFE]

manner more than once per month, howevs

9. More of Gertrud Eisler’s Rental Homes
(B5-C6) — See entry #2 for further mformatlon These
are nicer homes, and rent runs from 100G to’ 150G a month 3

10. Lydia’s Bridge (D2-D3) — This stone footbndga
is wide enough for a cart to cross with room for a man o 'g:

either side. It is too low for any“chmg blgger than a Longbo 4

guides tell it, the bridge is named after"é{y ;
a rock around her neck and threw herself into the river hers
after her father forbade her to marry the man shé‘ lové -

lookmg for a quallty shipwright in Frelburg _

secking Jeras Orinson, the Vendel craftsman who nt
shipyard. Jeras, a tall, proud man, is occasior

his Vestenmannavnjar cousins, who see him as'a

sells their peoples’ secrets to the ﬁighest bidde

wants to feed and house his family comfortably:

care what the others think. His boats are sleeck and 'W
made, and bear the mark of his sea-firing’ Afcestd :
specializes in small boats: a craft of 15 Pomts or

10% less when built by Jeras. ; :

Jeras Orinson (Hero): Br 4, Fi 3, Wi;’? Re 3, Pa 3. Rep
Arc: Proud. Adv: Eisen, Montaigne (ACQ), Vendel (R

Large, Membership: Merchant’s Guild, Toughne
Merchant (Haggling 3, Shipwright 5), Sailor (Balance
Climbing 3, Knotwork 5, Rigging 5, Sea Lore 4, Swimmig
2), Servant (Accounting 4, Etiquette 3, Menial Tasks §
Unobtrusive 2), Streetwise (Socializing 9, Street Navigatid
3), Athlete (Footwork 4, Sprinting 2; Thrnmng 5), Head
Weapon (Attack 4, Parry 4), Pugﬂlsrn Attack 3, Jab
Uppercut 5)
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— See entry #2 for further information. These
ot as nice as most of Gertrud's rentals, so the

 13.:Low-Quality Housing (C7-A8) — These homes
-areé owned rather than rented, and are valued at between
1,000G and 2,000G, not that any of their owners are looking
to sell right'now. With Eisen and Freiburg in such an
_ unstable state,ithese homeowners are unwilling to give up
4 any hint of stabi_lity in: their lives. One of the homeowners is
. a retired town guard named Luke Gottlieb. He is very
4 protective of his; neighbors, and more than one pushy
-+ person looking to buy one of these homes has been hurled
into the street by Herr Gottlieb.

- - Luke Gottlieb (Hero): Br 5, Fi 3, Wi 3, Re 4, Pa 2. Rep 15.

- Arc: Altruistic. Adv; Eisen, Toughness. Criminal (Ambush

NGO “FHere, go clean

) w,;\\"{ .
| \*%\ Wl the steeple with
this brush. |

W Jont want to see
you come down
| until it gZeamS
Y [ike the sun.”

— ‘Father
Heinrich
Whissels

2, Prestidigitation 2, Shadowing 4, Stealth 3), Spy (Bribery
3, Conceal 4, Disguise 2, Interrogation 3, Lip Reading 2),
Athlete (Footwork 4, Sprinting 3, Throwing 3), Heavy
Weapon (Attack 5, Parry 4), Panzerhand {Attack 3, Parry 4,
Uppercut 2)

14. Heart of the Drachen Cathedral (A9-Cl11)
— Built from a drachen skeleton by Father Peissel in 1367
back when Freiburg was only a military fortress called the
Stein, the Cathedral features flowing, natural contours and
a steeple made from the drachen’s tail which stands eighty
feet high. The care and maintenance of the Cathedral has
been entrusted to a Vaticine priest named Father Heinrich
Weissels. Father Weissels is a severe, thin man who has a
staff of four acolytes and twelve servants to assist him.

Services are held in the Cathedral every Sabbath at dawn.
The sunlight streaming in through the stained glass windows
of the building creates a majestic, awe-inspiring scene. More

than one Théan has had his religious belief greatly




A

strengthened by the soul-moving beauty of the cathedral. In
comparison, the sermons of the priests who speak here are
almost insignificant; Father Weissels’ hysterical messages in
particular make him seem like a toad squatting in splendor.

Father Weissels (Hero): Br 2, Ii 2, Wi 4, Re 3, Pa 3. Rep
35, Arc: Overzealous. Adv: Eisen (R/W), Théan (R/W),
Faith, Ordained. Courtier (Diplomacy 3, Etiqueite 3,
Fashion 2, Mooch 4, Oratory 5, Politics 1, Sincerity 3},
Doctor (Diagnosis 2, First Aid 3, Surgery 3), Scholar
(History 2, Mathematics 3, Natural Philosophy 3,
Philosophy 4, Research 2, Theology 4), Streetwise
{Socializing 3, Street Navigation 2)

15. Servants’ Quarters (A12-C12) — These small
homes belong to the Vaticine Church and are at the
disposal of the cathedral’s acolytes and servants — two to a
house. Mixed-gender roommates and married couples are
not allowed. Father Weissels frowns on any romantic
relationships, feeling that they distract from the search for
Theus. Although few of his tenants agree, they put up with
his proselytizing in exchange for free room and board. One
of Father Weissels’ most devout followers is a lovely young
Avalon lady named Audrey Mills. Although many men
have fallen for her glowing smile and kind personality,

Audrey wants nothing to do with romance.

Audrey Mills (Henchman): Br 2, Fi 2, Wi 2, Re 2, Pa 2. Rep
3. Adv: Eisen (R/W), Théan (R/W), Appearance (Stunning),
Faith. Scholar (History 3, Philosophy 2, Research 4,
Theology 2), Servant (Accounting 3, Etiquette 4, Fashion 2,
Haggling 3, Menial Tasks 3, Unobtrusive 5)

16. Rainer Gersh’s Shops (B8-C9) — These shops
are owned by one Rainer Gersh, an older gentleman whose
scheming personality is concealed by a smiling face. He
rents the buildings out to enterprising businessmen at the
surprisingly low figure of 10G a week, but then bleeds them
painfully over small infractions of their rental agreement.
Late rent carries a penalty of 10G, for instance, and early
rent a penalty of 5G. Somehow, no matter how hard a
renter tries to stick to the letter of the agreement, he will
always be found wanting. A Wits + Law roll against a TN of
25 is required to spot the legal traps in the agreement.

The most popular shop here is a cobbler Whose sign sjmply
carries a painting of a hobnail. The cobbler, named Horst
Schonbaum, has worked out Rainer’s traps ¢ and ma.ﬂages to
regularly elude them all, earning himself 2 an extremely low

Pz

rent and Rainer’s undying hatred.

Rainer Gersh (Villain): Br 2, Fi 3, Wi 4, Re 2, Pa_=3?: Rep
~35. Adv: Eisen {R/W), Théan (R/W). Merchant (Haggling
5), Scholar (Law 4), Spy (Bribery 4, Conceal 2, Llp Readmg
3, Sincerity 5, Stealth 3), Firearms (Attack 4) Lo

Horst Schonbaum (Henchman): Br 1, Fi 4, Wi 4, Re 3, Pa
2. Rep 15. Adv: Eisen (R/W), Indomitable Wl]l Specmlty* \ '
(Law 4). Merchant (Cobbler 4), Servant (Accountmg 2

Etiquette 3, Fashion 5, Gossip 4, Hagghng 3, Menxal Tasks
3, Unobtrusive 3) ’

17. Middle-Income Housing (DS*:“ 9
houses are owned by their occupants and are ’valued from
5,000G to 10,000G, if you can find an interested seller. \
Fortunately for Heroes lookmg to buy a home, the house o

price of only 4,500G because of her desire to leave, bu
an act would leave the old mdow in. senous f‘man i
later on. '

18. Griffon Park (D12) — Although small thlsp T i
beautiful and serene. Located in. its cente i ;
semi-mythical Crescent bird of prey — .
probably nothing more than a tale used by amqrous 2
storytellers to thrill their dates with a touch of fear, it is said ... %<
that the statue will come to lifevand carry off amy . |
unattended woman who walks through the park- whlle #y
wearing any gold upon her person. 5

However, as with all folklore, this story has a touch of truth )
to it, and the full story is far more sinister than these casual"
storytellers assume. Several women have been carried off
when walking alone through the park at mght. Who or what
is doing this is uncertain, but each time the sky has ..
darkened, the sound of flapping wings has-been heard

the woman has vanished without a trace i




- Section Al3-DIS

lo Fischer’s Rental Homes (A13-B13)
do-is a fairminded man, willing to deal with each
ally. He willingly negotiates each contract.
is, necessary in his work, since his homes are widely
aried in size and quahty They range from 15G-70G per
momth

"Orlando Fucfwr (Henchman) Br 2, Fi2, Wi2, Re 3, Pa2.
~ Rep 5. Adv: Efsen (R/W), Connections. Merchant
' 4(Acc0untmg % Hagglmg 4, Steward 2}

- 20. Waldo Huber s Rental Homes (A14-C12) —

- Herr. Huber is a. ‘man of organization and perfection. Fach
~ " of the homes in his row looks exactly the same. Alteration
- of the homes, mciudmg exterior decoration (like planting
different flowers), is grounds for eviction. Still, Huber keeps
.y the ‘homes in_fine' _condition — his obsessive tendencies

demand nothmg les

- ‘Prlces run 50G per month, flat.

.....

@

“I'm not some
street fzaakr

playmg for your
amusement.
Now get 0 f my
property ore
I turn the 30g5
on You.

~ Wilhelm
Kurtz

Walde Huber (Henchman): Br 1, Fi 2, Wi 2, Re 3, Pa 2.
Rep -3. Adwv: Eisen (R/W). Merchant (Accounting 4,
Haggling 4, Steward 2), Fencing (Attack 2, Parry 1)

21. Home of Wilhelm Kurtz (Al5-Bl15) —
Wilhelm Kurtz is acknowledged as the premier violinist in
the city, and perhaps in all of Eisen. Few people who attend
one of his performances go away unmoved, and people will
stop in the street outside his home to listen as he practices.
He is a regular soloist with the Freiburg chamber orchestra
(#95), performing his own original compositions several
times a year. The cultural elite of Freiburg turn out in all
their best for a Kurtz premiere, and he has yet to disappoint.
A handsome but dark and brooding man, Kurtz always
appears as though he is ready to explode with anger. He
speaks little, and when he does, his voice drips with sarcasm
and disdain. He plays for himself, losing his woes in the
music, and cares little for the accolades of others.
Sometimes he takes to the rooftops of nighttime Freiburg




and the lonely wailing of his violin tugs at heartstrings
thronghout the city.

Withelm Kurtz (Hero): Br 2, Fi 5, Wi 4, Re 2, Pa 4. Rep
33. Adv: Avalon (R/W), Eisen (R/'W), Montaigne (R/W),
Appearance (Above Average), Indomitable Will. Back: Lost
Love. Artist (Composer 4, Organ 4, Violin 5}, Courtier
(Diplomacy 2, Etiquette 3, Fashion 3, Mooch 1, Oratory 3,
Seduction 2, Sincerity 4), Streetwise (Shopping 2, Socializing
3, Street Navigation 2), Athlete (Break Fall 2, Climbing 2,
Footwork 3, Leaping 2), Fencing (Attack 4, Parry 3)

22. Della Werner: Couturiére (C16) — Della runs
a dress shop catering to other merchants and the occasional
prostitute (though ladies of negotiable virtue use the back
entrance}. She clothes the wives and daunghters of other
merchants in town with up-to-date styles and fabrics, and
makes good money at it. She employs two seamstresses and
a guard (who sits in the back alley and lets the prostitutes in
— sometimes for a “toll”}. Della disapproves of prostitution,
but the ladies have money and want clothes, and Della is
too savvy a businessperson to refuse them. Della is a
widower — she lost her husband in the war and turned to
business to keep herself fed. The business has been more
success{ul than she had hoped, and she is currently scouting
for a new, larger location. (See also #67.)

Della Werner (Hero): Br 1, Fi 3, Wi 3, Re 2, Pa 2. Rep 10.
Adv: Membership: Merchant Guilds, Eisen (R/W).
Merchant {Appraising 2, Dyeing 3, Haggling 3, Spinner 2,
Tailor 4), Servant (Accounting 1, Etiquette 3, Gossip 3,
Unobtrusive 2), Streetwise (Shopping 2, Socializing 3, Street
Navigation 3}, Firearms {Attack 2)

23. Green Square (C14-C15) — Jette Griin, a young
and energetic Vendel woman, spent a goodly part of her
father’s inheritance buying and repairing these buildings.
They are a vibrant, gaily colored lot, with a well kept central
lawn and fountain. Herr Huber from across the street calls
the arrangement gaudy. Jette calls it festive. She lives in the
largest of the homes and is on good terms with all her
tenants. She even arranges parties in the central yard on
warm summer nights.

Jette is captivated by the music of Wilhelm Kurtzarid nevet -
misses one of his performances. She can often be found by :
her upstairs window, listening to the strains-of the fiery
artist’s evening rehearsals. Indeed, anyone’ ‘who- reﬂts from
Fraulein Griin (at rates ranging from 30G-50G- per fmonth)
has frontrow seats for the incidental musu:%;

Jette Griin (Hero): Br 1, Fi 2, Wi 2, Re 1 Pa 3. Rep 15,
Adv: Eisen, High Eiscn (R/W), Montaigne: {ACQ), Théan

(ACQ), Noble. Courtier (Dancing 2, Diplomacy:l, Ethuette .
2, Fashion 2, Gossip 2, Oratory 3, Politics b, Scholar ‘%j
(History 2, Law 2, Mathematics 2), Athlete (Break Fall 1,
Footwork 2, Swimming 1), Fencing (Attack 2, Parry 2) :

24. Freiburg Conservatory (D13-—F15) —ig‘
by a group composed of academicians,hi
and retired Explorers, the Conservatory i

preservation of nearly everything. 'The hal t,,_‘
Conservatary are filled nearly to capacity with:all o

of stuff-paintings, sculpture, books, bones, mmorS
artifacts, musical instruments, past inventions,. pt
effects from long-dead famous people;. old:
armor, and so on. People can get lost in here fo
even the staff is immune to the place. The only
can navigate the complex without error-is Coni
the Master of the Conservatory He seemns to

the staff are equally knowledgeable about different subjzcts
Someone in the Conservatory will know something about - T

anything,

The Conservatory has an open poliéy regét‘ding '
acquisitions. Anyone can bring, somethmg in and present it
to the staff, who then make the presenter an offer. The head
of acquisitions for the Conservatory is an old cnppled
Castillian Explorer named Esteban Garcia: Since he is adept
at spotting frauds and cheats, Schmidt and the rest of the
Conservatory staff depend on Garcia’s careful eye.




- Section A19-D24
5. Richter’s Boat Repair (A21) — Frich Richter
irg' riverine craft in his boathouse here, and has a few
fur sale as well. His prices are good, and his work is
. He also runs a significant smuggling business out of the
boathou and has .contacts all over the Marcktplatz (32),
whom he supplies with swag from beyond Freiburg.

Erich Richter (Scoundrel): Br 3, Fi 3, Wi 2, Re 2, Pa 2. Rep
-17. Ady: Eisen (R/W), High Eisen, Membership: Merchant
Guﬂds, Patron, Merchant (Appraising 3, Haggling 2, Sail
* Maker 3), Sailor (Balance ‘1, Cartography 3, Climbing 1,
- Knotwork 3, Rigging 2, Swimming 3}, Streetwise (Socializing
.3;"Street Navigation 3, Underworld Lore 4), Athlete
~ (Climbing 3, Footwork 1, Sprinting 1, Throwing 2), Fencing
~ {Attack 2, Parry 3), Firearms {Attack 2, Reload 1)

., 26. Redmund Erhart’s Rentals (A23-A24) —
:Lower rent dwellings for the notsofortunate, these flats run
m SGQQOG-p.er‘y;liénth. The landlord, Redmund Erhart,

“Bhut those

. swords away,
B you silly boys.
. ['ve got
Somet}zing better

you can PZdy
with...”

— “361[@”

is a greedy beast with little or no regard for his tenants (see
pages 21-22 of The City of Freiburg for more information).
‘The buildings vary widely in size and quality, but rarely
look good. Most tenants must conduct their own repairs and
lack the funds to do the job properly. Renters come and go
quickly, since Erhart does not tolerate late payments.
Squads of his armed thugs patrol the nearby streets, giving
the entire neighborhood an air of menace.

27. The Golden Bell (B23) — One of the larger and
better brothels in the city, the Golden Bell is always busy.
Iis namesake hangs at the end of the front counter in the
richly furnished and pleasantly comfortable lobby. The bell
chimes lightly whenever a jenny is ready for another
customer. Patrons are on their honor concerning who has
been waiting longest — duels are not unheard of over this
honor system.

All the jennys at the Golden Bell use the name Belle with
the customers, which makes it impossible to request a




particular girl. Most patrons enjoy this “grab bag™ approach.
Those concerned with investing sight unseen are quietly
reassured that all the jennys at the Golden Bell are of the
highest quality. No regular patron has ever argued.

28. Varick Weber: Jeweler (B24) — Varick’s jewelry
shop is like a fortress. The windows are heavily leaded, with
dozens of tiny panes in each. He has no fewer than seven
locks and bolts on his doors. Even the chimney has a metal
grate at the top to prevent entry. For all that, you'd think
he’d deal in more than trinkets.

Varick’s inventory is not significantly valuable, but what he
has is passable. He deals mostly to peasants who have saved
for a bauble to impress their wives and to up-and-coming
merchants who want jewelry that looks expensive but isn’t.
Varick shops at Jocal artisans and jewelry-makers who create
pieces but have nowhere to sell them. He buys them, marks
the prices up, and resells them. He has no skill of his own
at the creation of jewelry. Better jewelers wonder how he
maintains the constant stream of customers that wander
through the shop. Most suspect he's involved in smuggling
of some sort.

Varick is an extremely thin man. His skin is like parchment
stretched taut over his gaunt frame. He has beady little eyes
that are ever alert for a piece he can buy cheap, or a

pickpocket he can thump with his walking stick.

Varick Weber (Henchman) Br 1, Ti 3, Wi 2, Re 2, Pa 1. Rep
7. Adv: Eisen (R/W), Membership: Merchant Guilds.
Merchant (Appraising 3, Haggling 2, Steward 3), Streetwise
{Socializing 3, Street Navigation 2, Underworld Lore 2}

29. Bridge {(B22) — This bridge has come to be called
the Bell Bridge, largely due to the presence of the Golden
Bell (#27) nearby. The management of the Golden Bell has
taken it on itself to maintain this bridge, which is small,
wooden, and low on the city’s public works agenda.

30. Guardhouse (B19) — An office of the guard, there
are supposed lo be five or six city watchmen here at any
given time. They are supposed to be patrolling the area, but
often end up over at the Marcktplatz (#32) or the Golden
Bell (#27), leaving whoever drew the short straw to sit at the

desk here and take complamts lhere are a’ serles of <.
shacklerings along the exterior west wa.ll of the hmldmg, -
and those taken into custody are usually chamed out here.
Local children like to come throw rocks at’ p 'soners onthe
wall. )

31. Upscale Neighborhood {C21- D2i) the
homes in this area have small fenced yards, .and the: tena.nts
often compete with each other for flower ara'ca.ugerrient.\“xx\w
lawn growth, and other such trivialities. These homes fent
for 50G-100G per month, and the more expenslve homps‘

come with a groundskeeper.

32. The Marcktplatz (C23-D25) — Ai:hzzying arrayff ;
of stalls, kiosks, and small storefronts, the Marcktplatz is the")'u” -

commercial hub of the city. Along with the Market in the
Round (#223), it is the heart of Freiburg’s b
From dawn ’til dusk, the place is. crowded- with egple e
doing the business of the day. The smells of cocking é}od

and the sounds of shopkeepers hawking: their s :
everywhere here. Any common item “(boots;" clot
foodstuffs, small items of jewelry and.weapo
etc.) and a number of less common industries (co
ratting, fenced goods, etc.) can be found somew

Marcktplatz.

-----

Lately, a flamboyantly colored shop has Qpene'
by an Ussuran named Tobar Rye. Dressed in wild swath
silk, with a head scarf and a big gold hoop in.
deals in oddities from around the world, as well as
find iterns from closer to home. All the stuff in his Shop is
supposed to have some kind of beneﬁcxal enchantment or
supernatural power. Much of the | power in this shop,_
however, comes from Rye’s power of persuasmn :

Tobar Rye (Hero): Br 2, Ti 2, Wi 3, Re 2, Pa 4. Rep 15. Adv .
Eisen (R/W), Ussuran (R/W), Membershlp Merchant )
Guilds. Merchant (Accounting 2, Appraising 9, Dyeing 4,
Haggling 4), Servant (Etiquette 3, Gossip 3, Unobtrusive 2)
Streetwise (Shopping 2, Socializing 3, Street Navigation 2);
Firearms (Attack 2), Heavy Weapons_(Attack 2, Parry 1}

JJJJJJ
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achen’s Toe Tavern (A26) — When his
omas left and changed his surname to Metzger,
h Zahnarzt was left in charge of the family business.
ot much of a-bartender or manager, he has found a
* & establishment from going out of business.
night, he hosts games of chance (including boxing
% muaiches) in the cellar and takes a share from all the betting.

Friedrich Zahnarzt (Scoundrel): Br 3, Fi 2, Wi 2, Re 3, Pa
9. Rep -4. Adv: Eisen (R'W). Merchant (Bartending 2,
- Haggling 4), Pugilism (Attack 5, Ear Clap 5, Footwork 3, Jab
.4, Uppercut5). .

| 34. Abandoned Slaughterhouse (A27-B27) —

1 . Although out of :;_usé for over three years, this empty

i building still reeks of animal waste and death. Citizens keep

", their distance, which is why its underground meat lockers
i?éhﬁvéubecome a favorite safe house for Fate Witches fleeing
" Nodacce. e

o ¢/ don't have
time for these
games and

pZeaSantries of
yours, you

B wretched baker

Where is my

rent?d”

o Maudlin

35. Silas’ Lake (A28-B29) — An old miser named
Silas Campbell lives here in this palatial estate. Two events
have recently changed Campbell’s life: much of his fortune
was stolen by a thief, forcing him on hard times, and he
discovered a young boy on his doorstep. He has since
adopted the boy, whom he’s named Julius, and become
very attached to him. Silas is probably closer to the
mysterious “Maudlin” (#38) than anyone else in town, and
the two of them sometimes go fishing with Julius.

Unknown to Silas, Maudlin is the boy’s real father, and he
left him on Campbell’s doorstep to ensure he’d be well
taken care of. Unfortunately, as the years passed, he became
attached to Julius as well, and he is considering taking him
back. Because Silas is in dire financial straits, and Maudlin
has a vast fortune hidden away, he doesn't think that this
will prove very difficult to accomplish.

There is one final twist to this tale, one which might make
everything work out all right in the end. The thief who stole

TS




Silas’ money never got very far. In fact, she fell through the
ice covering the lake in the backyard and drowned, along
with the sack of gold she was making off with. Recently, the
lake has begun to stagnate, and Silas is making plans to
have it drained and refilled. Naturally, should this happen,
the skeleton (and the money) would certainly be
discovered.

Silas Campbell (Hero): Br 2, Fi 2, Wi 3, Re 4, Pa 1. Rep 3.
Adv: Avalon (R/W), Eisen (R/W). Merchant (Accounting 5,
Appraising 5, Haggling 5).

36. The Blooming Rose (B25-B26) — This narrow
rectangular structure is home to one of the more avant-garde
businesses in Freiburg: a floral shop and nursery. The store
specializes in rare and unusual cuttings, including such
oddities as Glamour-infused roses from Avalon and poppies
from Cathay. The owner, Hilda Strammbaum, is secretly
raising a group of Blackwood saplings from the Schwartzen
Walden, dismissing stories of their danger as mere

superstition. She grows most of her plants in the garden
behind the store.

Hilda Strammbaum (Hero): Br 1, Fi 2, Wi 3, Re 2, Pa 4.
Rep 21. Arc: Creative. Adv: Avalon (ACQ), Castillian, Eisen
(R'W), Montaigne (ACQ), Above Average Appearance.
Merchant {Gardener 5), Scholar (Natural Philosophy 3).

37. Exquisite Tastes (B25-B26) — This fine
restaurant offers the most unusual dining experience in all
of Eisen (if not Théah itself).. Along with immaculately
prepared dishes of traditional Eisen, Montaigne, and
Castillian cuisine, the chefs like to experiment with more
exotic fares, such as leviathan steaks and kobold
bouillabaisse. These unique dishes have become so popular
(or at least notorious) that the Paroisse Mercantile (#57) has
made several deliveries to the Montaigne court. Seating
here is by reservation only.

38. Maudlin’s Stores (B26-D30) — These stores are
owned by a thin, sad man whom everyone calls “Maudlin.”
He doesn’t seem to care, as long as they keep paying their
rent {(25G a month). Oddly, no one knows where Maudlin
lives, nor what he does when he’s not collecting rent.

39. Vendor’s Bridge (026) Thls brldge is large
enough to allow two carts to pass each other while crossing
it, and there’s still enough room for several food vendors
who've set up small kiosks along its side: Meat pies, hot o
sausages with saverkraut, and even fresh loaves’ Uf bread can = -
be purchased here. Two people can eat hke king
Vendor’s Bridge for less than 1G. i

Perhaps the most colorful vendor on the br:dge is “Maﬁ]a.me
Verdad”, a brightly garbed Castillian woman caﬁltalxzmg on
stories of Crescent fortunetellers and her own’ dusky b
complexion to sell her pastries. For 20c, a customer recewes _
a honey cake that contains either an almond or 2 cashew.' "
According to “Madame Verdad”, anyone Wh()se cake
contains an almond will have good fortune for the rest'o

doomed to misfortune, Whether or not; thzer
her claims is for the fortunes to deczde

40. Low-Quality Housing (D26-—D27) '-- _

the houses themselves are in terrlble shape Th _ro _
the walls barely stop a draft, and the nearby well is onl
to drink from if you boil the water. Stil, there are
those desperate for a bit of shelter;:no ma,u,er
and those who will take advantage of them """

41. Fate’s Tears Bridge (D28-D29)
has rarely been used since the construct or’
Bridge, although it’s large enough for two carts to pass' ach .
other. This is because everyone thmlcs it's cursed. b

As the story goes, a Fate Witch was £rossing. the brldge A
when her foot became lodged between two boards. A %
merchant, driving his cart across the bridge, waved her out-
of the way, but was unable to smp in hme once he saw that

1mmedlately, his horses reared and stumbled aver the side .-
of the bridge, taking cart and merchant w1th them The
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" Section A3l-D36
of Redmund Erhart (C31-C32) — The
downer in the city currently resides in this palatial
te,/which he has converted into an armed fortress. The
rate ~almost twelve feet into the air and are
_ lled by guard dogs and members of Frhart’s
ate bodyguard. The grounds include training facilities
for Erhart’s new recruits, as well as sumptuously appointed
rooms for their master. Erhart occasionally throws parties
: herfi_,~-ﬁidilgh most of his indulgences are private. More on
.-Erhart (including his statistics) can be found in The City of
Freiburg (pages 21-22:and elsewhere).

‘Herr Kurt’s Barbershop (B32) — In addition to
“cutting your bair, Kurt Deoderlein will happily sell it back
““to you. To supplement-his income, he has begun making

wigs. for bath gentlemen and ladies. He pays 3G for a full
““head of hair,;an-offer many in Verzweiflung have been

:N

“I think you

would mage a

Eknaia coupZe.
ere, n)hy don't
you go to the

W Cofe Kaffe

XY and talk. Its on

4

me.

— C}reta ‘

Schuster “

o

willing to kill for. Because of this, he readily embraces the
Freiburg motto, “No Questions.”

Kurt Deoderlein (Henchman): Br 2, Fi 2, Wi 2, Re 2, Pa 3.
Rep -17. Adv. Eisen (R/W), Vodacce (R/W). Merchant
(Barber 4, Haggle 4}, Knife (Attack 4, Parry 3)

44. Achtung Freiburg {B33-B35) — The widow
Greta Schuster has converted her posh townhouse and
favorite pastime into one rapidly expanding business: social
coordinating. For a modest fee (determined on a casehby-
case basis), she introduces clients into various aspects of
Freiburg society, makes romantic matches, and helps those
new to town become acclimated. In her spare time, she
writes a weekly column for the Freiburg Gazeite, giving her
picks of the best and worst places the city has to offer.

Greta Schuster (Hero): Br 1, Fi 2, Wi 3, Re 1, Pa 5. Rep 45.
Bac: Lost Love. Adv: Avalon (ACQ), Eisen (R/W}, Vendel




{ACQ), Connections 3. Courtier (Diplomacy 4, Ftiquette 3,
Fashion 3, Gossip 5, Politics 4, Sincerity 5)

45. Gated House (C31-C32) — This home is
currently for sale at the price of 8,000G.

46. Music in a Box (C32) — In this tiny cottage, Josef
Ortenburger is tinkering with small mechanical devices
powered by wound springs and interlocking gears, His most
popular invention is a box that, when opened, plays a series
of musical notes. He has sold over a hundred boxes so far,
which is no surprise to his devoted wife, Jana. Unknown to
her husband, she is an informant for Sophia’s Daughters
and uses the musical notes to send secret,
messages about the latest happenings in Freiburg,

Josef Ortenburger (Henchman): Br 3, Fi 3, Wi 2, Re 1, Pa
2. Rep 17. Adv: Eisen (R/W). Merchant (Blacksmith 3,
Glasshlower 2), Scholar (Mathematics 3)

encoded

Jana Ortenburger (Villain): Br 2, Fi 2, Wi 5, Re 4, Pa 2.
Rep -32. Adv. Avalon (R/W), Castillian (R/W), High Eisen
(RW), Eisen (R/W), Montaigne (R/W), Théan (R/W),
Vendel (RW), Vodacce (R/W), Dangerous Beauty,
Membership: Sophia’s Daughters. Courtier {Gossip 4, Lip
Reading 3, Politics 4, Scheming 5, Seduction 3, Sincerity 5),
Spy (Bribery 3, Cryptography 5, Hand Signs 3, Poison 3,
Shadowing 4, Stealth 3)

47. Dentist Office (C33} — This small loft (ironically
located over a confection shop) serves as the practice of Dr.
Beatrice St. Jeux, a Montaigne expatriate who fled her
homeland when a molar extraction on 'Empereur was
more painful than expected. Beatrice is a kind, gentle
woman who does her best not to cause her patients any
pain, but sometimes it is unavoidable in her profession.

Dr. Beatrice St. Jeux (Henchman): Br 2, Fi 3, Wi 3, Re 2,
Pa 2. Rep 17. Bac: Exiled. Adv: Eisen, Montaigne (R/W),
Théan (R/W). Doctor (Dentist 5, First Aid 2, Quack 5)

48. Aaron’s Taxidermy (C34) — Aaron McKenna
has found his true calling in Fisen - stuffing and mounting
kills for fellow monster hunters. The crowded floor of his
shop displays horrific samples of his craftsmanship and has

proved so popular that he is consuiermg chargmg
admission. His work is done in a small anteroom \»\zhere he
often tmls until the early mormng hours: If busmess is slow,\_“*:
materials.” He often works with Peter Z1sk1n (#49)° zﬂthough T
he doesn’t know about Ziskin’s spemal expedmoni' -

Aaron McKenna (Hero): Br 4, Fi 2, Wi 2, Re 2, P Rep e
26. Arc: Hotheaded. Adv: Avalon, Castillian, Eisen (R/W")x -
Théan (R/W). Merchant (Taxidermy 5), Heav‘y Weapons e
(Attack 4, Parry 3) S T o

49. Ziskin’s Expeditions (C35) — Peter szk:m "

operates a huntmg busmess out of this former ale house,f'f" i

game. For the right price, he also tak‘es clisto
Verzweillung at night to stalk human prey, :
advertises this service only to select pegpls

Peter Ziskin (Villain): Br 3, Fi 2, Wi 2, Re 4, Pa'é R.{
Arc Greedy. Adv: Eisen (R/W),
Appearance Combat Reflexes

3, (xrapple 4, Head Butt 3)

50. Gated House (B36) — This house is fo_:;sal
price of 7,000G.

51. Cafe Kaffee (D31-D32) — This fancy dafe
known for its rich coffees and heated chiocolaté drinks:
on the menu are creamy pastries, sugary cakes, and other ;
sweets, The servers are fast and courteous, and’ custtki:ners
are expected to pay a gratuity of at least 20%. It is rumored .
that failure to comply has led to foreign substances bemg )
placed in subsequent orders. -

52. House with Gazeho (D33-D34) — This lovdy
home and gazebo are up for sale at a pnce of 15, 000(1

53. Guardpost (D36) — Three Frelburg guards-are on
post here during the night. They monitor traffic passingup
and down the stairway here and stop those who den’t look -
like they can afford to be here. Of course, a bribe of one or
two Guilders can certainly change thelr rnmds in a hurry
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" Section E1-H6
eiving Docks and Warehouses (E2-G3)
- docks and warehouses provide employment for
eople. There are ten dock workers, five
rers, and five cart loaders. In addition, the
four. clerks who track cargo shipments.
Finally, there’s the overseer to the whole operation, Jansen
Satiermann. Jansen is a middle-aged man who constantly
looks as if he’s just-bitten into a lemon. He’s the sort of
emp_loyer-whqi_can pitfléh a cent so hard that it screams. On
. the other hand, when one of his men was injured by a
falling cratez_]aﬂs-en went by his house with a basket of food,
_his wages for the next month, and the promise that his job
“"would be there when'he was ready to come back to work.

" Because of his fierce loyalty to them, his men overlook his
tyrannical outbursis @nd temper tantrums, most of which
““are ‘caused by Yan Riché du Paroisse (#57) and his
xtremiely cheap transportation services. Jansen’s men have

isnt going to
ut me out of
B business, so dont
N Worry about it,
Boys‘ 7

—_ Jansen
Sauermann-

been threatening to make Yan disappear so that he can't
threaten their jobs any longer, but word got around that
Yan’s older brother Albion is a master swordsman, and
none of them wants to face his vengeance. Still, if conditions
continue to worsen in Freiburg, they might just risk it.

Jansen Sauermann (Hero): Br 3,Fi 2, Wi4, Re 3, Pa 2. Rep
38. Adv: Avalon, Eisen (R/W), Montaigne (R/W). Merchant
(Accounting 3, Appraising 3, Haggling 5)

55. Waterfront Housing (E5-F6) — The housing
here is rented out for an average of 70G-90G per month.
The landlord, a pinchfaced old woman by the name of
Matilda Stockholm, is 2 nosy busybody with no tolerance
for anyone who seems to be having more fun than her (i.e.,
everyone). There’s a rumor that she was once a pleasant
young lady, but her fiancé, Nathaniel Green, fell overboard
on a trip around Théah, and she’s viewed the rest of the
world with thinly veiled contempt ever since.




This story is partially true. However, her fiancé actually
survived and was washed ashore. Matilda was so distraught
that she got off the ship at the very next stop, in Freiburg.
Nathaniel rushed to catch up with the ship, only to learn
that it had been sunk in a storm and all hands were lost at
sea. He too eventually wound up in Freiburg, and had a
career as a town guard before retiring. He currently resides
in (#209} and the two are unaware of their true love’s
survival, They have not seen each other in fifteen years.

Matilda keeps a picture of Nathaniel in a locket she wears
around her neck, and she is perfectly willing to show it to
anyone who takes an interest in her past. If your Heroes
were to reunite the two, they would always have a rentfree
place to stay, and two loyal friends. Best of all, they would
have made two people very happy.

Matilda Stockholm (Henchman): Br 1,Fi 1, Wi 3, Re 2, Pa
1. Rep 7. Arc: Unfortunate. Adv: Avalon, Eisen (R/W).
Merchant (Accounting 4, Haggling 2)

56. The Xavier Weill Memorial Orphanage
(G1-H3) — This orphanage, which houses approximately
150 unwanted children, is kept in operation through the
generosity of Guy Weill (#1} in memory of his uncle. There
are ten staff members, each of whom is in charge of 15
children. Obviously, their hands are kept full taking care of
crying babies, cooking food, and cleaning up after their
charges.

Once a month, 15 of the children (chesen on a rotating
basis) are invited to have dinner at Guy’s mansion. Their
caretaker is invited as well, but typically Guy watches the
children while the Iucky staff member eats a sumptuous
dinner in blessed silence, followed up by a massage
administered by Guy’s masseuse. Most of the children lock
forward to these dinners — if not for Guy’s company, then
for the lavish desserts he has his chef prepare for them.

The head of the orphanage is a bookish young Avalon lady
named Kara Jones. She is secretly infatuated with the
orphanage’s benefactor, Guy, but she fears that making her
feelings known could put the orphanage at risk, and she is
utterly unwilling to do that. Of course, Guy has caught her

mooning over him on one or two occasmns, but he s wntten Vi
it off as simple gratefulness. ‘ :

Not all is well at the orphanage. Last moﬁth‘: dljhng ihe new -

moon, one of the children — a gil named Amy - ®
disappeared without a trace. The t1m1n ; of the '
disappearance coincided with the purchase of 24" new
wardrobe for the children’s use; one of the c]uldren said that
she saw Amy being dragged inside the wardrobe by ‘8
shadowy figure, but the story was written off as childish
nonsense fueled by anxiety. However, an Eisen who'
examines the back panel of the wardrobe will discover a
most curious thing — it's made of blackwood.. With the m—‘:w"é3
moon commg up again soon, 1t is posmble thaE Hemes

Merchant [Accountmg 4, Hagg]mg 3), Scholar (Hxst:w
Law 3, Mathematics 4, Natural Philosophy 3, Phﬁosoph?f
Research 3), Servant (Etiquette 4, Fashion 2, Menial, T
3, Seneschal 5, Unobtrusive 4), Knife (Attack 2, Parr;

57. Paroisse Mercantile (H4) — The P:
Mercantlle is fast becoming the most proﬁta.ble eﬂfe

messages with Montaigne Yan is a Master Porté %Sd e
and, twice every day, opens a portal to Montaigne,
orders and sending mail from one country to the other

Many members of the Freiburg Merchaut’s Gutld aIe T
pleased with this service, declarmg it to be unf
competition. Only the fact that Yan's older hrother Alblon
is one of the greatest duelists in Montaigne has stayed theJr
hands so far. Of course, if something were. to happen to
Albion, that could all change in an mstant

Yan Riché du Paroisse (Hero): Br 2, Fi 2; Wi 5, Re 2, Pa5
Rep 33. Adv: Avalon, Eisen (R/W),’ Montalgne (R/W),
Small. Merchant (Accounting 2, Appraising 4, Haggling 4),
Fencing (Attack 4, Parry 2), Porté (Attunement 5, Brlng By
Blooding 5, Pocket 5, Walk 5)  « : :




" Section E7-H 12

inrich’s Tavern (E7) — This large alehouse

for the accasional tourist who wanders in.
dnig is taken up by a la.rge boxing ring

ipug'lhsts come to test their skills agamst each other Whlle
Heinrich takes bets from onlookers. There are no rules to
Hémnchs fights the first boxer to concede or be knocked
qnconsc.lous lo§es Wmners receive free drinks for a week,
plus a small cut of any bets made on their particular fights.

: Hemrwh Sma!l.% \(Scoundrel): Br 2, Fi 2, Wi 2, Re 3, Pa 2.

Rep -5, Adv: Eisen (R/W), Connections. Merchant
©(Accounting 3, Bartending 3, Haggling 3, Steward 2}, Dirty
Eghtmg {Attack 3, Parry Improvised Weapon 1}.

59. Remhagen Amphitheatre (E8-G9) — In
ntrast to ‘the. wretched neighborhood around it, the

“I don'* care
how ye do it —
uSL‘ make
skar Dags
cold an Stszq

B — ﬂnonymous

%eaker on
xXecution

Reinhagen is elegant and well maintained. While the
Boneyard Theatre handles “legitimate” performances and
the Schaeferhaus supports more lowbrow fare, the
Reinhagen is a haven for individual artists struggling to
make an impression. The treelined central structure plays
host to all manner of street performers: jugglers, fire-eaters,
and amateur musicians. On a good day, they outdraw the
Boneyard and the Schaeferhaus combined. Fights
occasionally break out between performers, but such
occurrences are rare: the regulars know better than to sully
the Amphitheatre’s reputation {and the money it brings in)
with petty bickering. The most prosperous have even taken
to hiring Swordsmen for protection from the local gangs.
Every crowd has a few well armed fencers in it, carefully
watching for signs of trouble.

60. Execution Row (F11-F12) — This blind alleyway
houses any number of seedy and disreputable shops.
Narrow doorways, framed by graffitimarked brick, stick




out like broken teeth, Thieves sell stolen goods here, while
several cramped flophouses service jennys and their clients
for 50c an hour. Numerous thugs and toughs loiter in the
vicinity, pitching pennies or fighting with each other over
trivialities. If you need a hardened killer or a gang of brutes
to rough someone up, the Row is a good place to look.

61. Shops {F10-G9) — The stores here cater mostly to
visitors of the Reinhagen, selling baubles, cheap food, and
junk of various sorts. A few stores actually sell worthwhile
objects — a weapons dealer, for example, or a leatherworker
— but most are content to peddle their cheap trinkets to the
wealthy or gullible. Many of them also conceal ulterior
purposes, selling anything from smuggled goods to exotic
pharmaceuticals from the Crescent Empire. Only locals and
regular clients know about these exiracurricular endeavors,
which usually take place in a cellar or back room.

62. The Paper Mill (F10-G10) — At first glance, this
small, neatly run store looks out of place in the run-down
atmosphere of the neighborhood. It purports to sell paper
products, ranging from sheaves of parchment and blank
diaries to inks and inkwells of all varieties. The owner,
Frieda Kubek, caters to clients all over the city and many
noblemen brave the nearby streets to sample her wares.

Frieda’s true business, however, is as a forger. She is one of
the best in the world, able to replicate papers with pinpoint
precision and copy handwriting down to the smallest detail.
While Kek Sussman {#81) can match her skill, she is much
more willing to engage in questionable transactions. She has
a private collection of inks, papers, and official seals, which
can match any document in the world. Spies and diplomats
of all varieties seek out her services, and she has built a
formidable reputation in Théah’s darker circles.

Frieda Kubek (Scoundrel): Br 2, Fi 5, Wi 2, Re 2, Pa 3. Rep

-20. Adv: Avalon (R/W), Castillian (R/W), Eisen (R/W),
High Fisen (R/W), Montaigne (R/W), Ussuran (R/W),
Vendel (R/W), Vodacce {R/W), Connection, Linguist,
Patron. Merchant (Appraising 2, Haggling 2, Scribe 4), Spy
(Forgery 5, Shadowing 1, Stealth 2), Streetwise (Socializing
2, Street Navigation 2, Underworld Lore 3)

63. Headstone Maker (Gll G12)_

carving grave markers, Emory Multer fanmes hnnse]_f a
sculptor. He places his works of art outside, next to samples;w S
of his macabre trade. The pieces have not’ been well

received and, out of spite, he has carved critics’ ‘names on
most of the exhibit headstones. Last week, three of those
critics were poisoned to death, and Eniofy nd,;;, faces ...
conspiracy charges. He is desperately: searchmg for":"';

someone to help clear his name.

Emory Multer (Henchman): Br 2, Fi 2, Wi 3, Re 2, Pa 2.
Rep -18. Adv: Eisen (R/W), Théan (R/W), Above Average__ R
Appearance. Artist (Sculpting 2)

64. The Steamed Kettle (G10-G11) —Thls@mlyl
restaurant specializes in local seafood: carp, pik
freshwater flSh caught in the Rotstrom The

soup is a local favorite, the remainder of the cuiisine-i dull
and watery. The owner, Markus Elster, lost his leg'i
war and had it replaced with an elaborate. woud' replic
carved to look like a siren chewing her way up his thigh. H
thinks it’s very funny and shows it to customers a.
flimsiest excuse. His mock-terrified. cnes of “If’s gat, m
set the regulars’ teeth on edge.

Markus Elster (Hero): Br 2, Fi 2, Wi 1, Re 2 Pa? Rep )
Adv: Eisen, Commission. Merchant (Accoun
Innkeeper 2), Servant (Etiquette 2;° Menial. . T4sks.
Unobtrusive 2), Streetwise (Soc1ahzmg 2, Street N&wgatmn
2), Athlete (Footwork 2), Polearm (Attack 3, Pa;rry 2; Set:
Defense 2)

65. Dockside Storage (GlO—HLl) — The taﬂ--ci;‘;mar"_'f
buildings here serve as storage for grains and other foogd-
supplies coming in by ship. Dockworkers teilly the totals as -

markets. The overseers have been known to skim cargc
from unwary crews, adjusting the’' manifests to reflect . -
smaller numbers. Smart captains keep a close watch on
their cargo and have their crew sta.ndmg by to “press” any-
grievances. :
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onservatory Garden (D15-F15) — The
Freibuirg Conservatory (#24) maintains this lawn
the center of the pathways is a massive sculpture
ght to b eth in origin. It proved too heavy to be
upported by the wooden floors of the Conservatory, and
‘had to be moved out here via several teams of horses and a
~ mize of block and tackle. No one is quite sure what it is, and

" it seems to be little more than a mess of metal bars all twisted

- +and fused together. Still, it does not rust and shows no signs
.-of weathering i spite of having been in this garden for years.

. 67. Mercantile District (B18-F16) — The six rows of
.-shops in this area offer nearly every service known and have
a vast variety of landlerds. Indeed, some shopowners in this

" area own other storefronts just down the street they rent to

other &afts_men. Some shopkeepers even own each others’
ildings and pay each other in bartered goods. The Guilder
ecome the currency of choice in Freiburg, but the city’s

“He wants it

b

the way its

made at Cug
and Crown'

One moment,
Pl get last
night’s |
garﬁage. L

— Franz

Heigelsfo ffer

merchants are happy to do business in local marks and
pfennigs as well, or in any nation’s money for a nominal
surcharge. Experienced shoppers know to be wary of clipped
marks, and prefer coins minted before the War, as they’re
purer. This area is always a hive of activity. People bustle to
and fro doing their daily business, shopkeepers hawk their
wares, and jennys prowl for customers. Gangs of local toughs
roam the district, roughing up shopkeepers for protection
money and looking for fights to start Pickpockets and
footpads are everywhere. Fights are common, as the noise is |
so bad anything can be perceived as a slight, real or
imagined. Riots have started here before, and the City Guard
patrols in force in the hopes of keeping another from starting.

68. Apartments (F13-G14} — Humphrey Gross owns
these apartment buildings and rents spacious two-room suites
for 25G per month. They are not very good quality, being
drafty and well used, but Gross has no shortage of renters. He
demands rent in advance and is slow to answer complaints.




Humphrey Gross (Henchman): Br 2, Fi 2, Wi 2, Re 3, Pa 2.
Rep -8 Adv: Eisen (R/W), Connections. Merchant
(Accounting 4, Haggling 2, Steward 2), Dirty Fighting
(Attack 3, Parry Improvised Weapon 1)

69. The Three Sheets (G15) — A wild and rowdy
tavern, The Three Sheets gets its name from the old sailors’
euphemism for drunkenness. The proprietor, Frederica
Wagner, has three large sheets of sailcloth she has her
employees hang from the upperstory windows as a given
night gets wilder. One sheet simply means “open for
business.” Two indicates a high level of action inside. The
hanging of the third sheet signals the first fight of the
evening and lets the City Guard know that they may need
to intervene at some point that night.

70. The Waltzing Dice (H15-G17) — Arguably the
best private club in Freiburg, The Walizing Dice caters to
the city’s elite. Members get a whole host of privileges:
meeting rooms, gambling, jennys, food, coach service, guest
suites for visitors from abroad, and more. The owner and
head chef, Franz Heigelstoffer, is as snooty as they come.
He regards his club as far superior to Cup and Crown
{#184) and often makes snide jokes at the expense of the
latter club’s members and management. Members of these
two clubs are often the greatest rivals in town — for
example, one of the two top cloth merchants in town
belongs to Cup and Crown, while the other maintains
membership here. Chef Heigelstoffer and Herr Lange of
Cup and Crown are bitter rivals and cannot stand the sight
of each other.

Membership at The Waltzing Dice costs 55G annually, and
provides the member with one year’s service at all club
facilities. Members who violate etiquette in the club are
reviewed by a board of five of the longeststanding
members, who consider whether or not to revoke
membership.

Franz Heigelstoffer (Hero): Br 1, Fi 2, Wi 3, Re 2, Pa 4.
Rep 32. Adv: Eisen (R/W), High Eisen {R/W), Montaigne,
Théan (R/W), Indomitable Will, Noble. Courtier (Dancing
3, Diplomacy 1, Etiquette 4, Fashion 3, Gossip 3, Politics 3,
Sincerity 4), Merchant (Accounting 2, Cooking 4, Steward

3), Scholar (History 3, Law 3}, Feneiné_ Atta
Firearms (Attack 3, Reload 2) : PRI B o

71. The Fat Mug (H13-H14) — Advertised on the

street by a hanging stein half again as wide s it is gall the.
Fat Mug serves some of the best beer in ’Frefbui‘gn The
drinks are served in the inn’s signature “fat 3 mugs”y which
are effectively steep-sided bowls with a handle on the

They don’t hold any more than any other mug, they Just -
look different. Regular patrons take pride in'the: quirky‘f e

o

drinkware and deal harshly with those who break them anq"
purpose. '

As an inn, The Fat Mug has rooms available upstail's for lG )
per night; 2G if the guest wishes to take a ]enny upstatrs“
with him {and there are always a few jennys i
ready to oblige}. Rudy Zwimmer, the o ]
Mug, brews his own beer in the achomuig‘ uﬂd1ng
the life of the evening in the taproom. He i sing]
regularly pays a visiting jenny in beer for her services.

Rudy Zwimmer (Hero): Br 2, Fi 3 Wi 9, Re 2. Pa 3 Re .
20. Adv: Fisen (R/W), High Eisen, Montzugne 4
Merchant Guilds. Courtier (Diplomacy 3, Etigue
Fashion 3, Mooch 3), Merchant (Appraising 2; Bart

Haggling 2, Steward 3, Vintner 4)

72. Loading Docks (Hm-Hrz)'

':These duf:ks '&r

The Waltzing Dice pays a pair of pnvate guards to kee riff
ralf off the facilities. N

Guards (Henchmen): Br 3, Fi 3, Wi 2, Re 2, Pa 2."_Rep 5.
Adv: Eisen, Able Drinker, Academy, Commission. Hunter
(Ambush 2, Fishing 2, Survival 2, Tracking 3), Servasit ™
(Drive Carriage 2, Etiquette 2, Gossip 3, Menial Tasks 3,
Unobtrusive 2), Streetwise {(Shopping 1, Sm:lalmng 3, Stree
Navigation 2, Underworld Lore 1), Athlete (C]m_lbmg 2,
Footwork 3), Firearms (Attack 3), Heavy Weapon {Attack 3;::
Parry 3), Polearm (Attack 3, Parry 3, Set Defense 2) Rlder
{Ride 2) :
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~ . Section E19-H24
althy Houses (E19-F20) — This wellto-do
thood features small but lavishly appointed homes,
“around 25,000G apiece. Most of them have gated

ds ‘and some come prefurnished.

":~74':~;~.H°me_ of Oskar Dags (E20) — Dags’ stately
townhoiise is furnished with all manner of paintings, and

of 'a Vendel spring, and several runes have been carved into
‘the walk. Dags is a Skj&egen, a Vendel sorcerer using the
~ rhagic of the rwal Vestenmannavnjar. He studied under the
infamous Boli Kollsson and now openly sells his services,
"-.placing runes on objects in exchange for a large fee
-.{500G-2000G, depending on the circumstance}. The
practice has made hii very rich but has also earned the
~ wrath of the militant Vestenmannavnjar: he has received
" several death ﬂireat%zéxand is considering hiring a permanent

‘bodyguard.

“Certainly, |
can pZace %j@ﬁg
on a bullet for
you. Is it
intended for
anyone in
particu]ar? 7

~ Opshar
Dags

Oskar Dags (Scoundrel): Br 2, Fi 2, Wi 2, Re 3, Pa 2. Rep -15.
Adv: Eisen (R/W), Théan (R/W), Vendel (R/W). Courtier
(Diplomacy 2, Etiquette 4, Fashion 2, Gossip 3, Mooch 2,
Oratory 2, Politics 3, Scheming 3, Sincerity 3), Scholar
(History 3, Law 2, Occult 3), Spy (Bribery 2, Conceal 2,
Shadowing 2), Athlete (Footwork 3, Swimming 2), Fencing
(Attack 3, Parry 3), Firearms (Attack 3, Reload 2), Rider
{Ride 3), Lerdom (Fiell 2, Grenselos 3, Kjolig 3, Krieg 2,
Kyndighet 2, Sterk 4, Styrke 3)

75. Cockairice Square (E21) — This tidy public
square is dominated by a large statue of a cockatrice: a
creature composed of equal parts rooster and serpent with
a gaze that turns men to stone. Popular legend holds that
the creature once terrorized the area, petrifying countless
local peasants and even threatening the soldiers of the Stein
with its wickedness. A young sergeant finally defeated it by
polishing his breastplate to a mirror shine, reflecting the
monster’s petrifying gaze back at it. Since then, the square




L

has served as a gathering point for the entire neighborhood.
Housewives gather there to gossip, children play around the
statue, and even local merchants come in their off hours to
barter casual deals.

In truth, the cockatrice story is purely bogus. A local
sculptor abandoned the statue here some twenty years ago
and the neighbors added the tale to give it some color. By
now, everyone’s forgotten the statue’s true origins; the
legend is more interesting.

76. Alberto Costanza’s House (F24) — Alberto is a
prosperous trader whose unusual home has become a local
landmark. It stands three stories tall and is composed of
gray stone, more like a tower than an acmal home.
Numerous entrances dot the exterior: twenty in all, leading
to all manner of foyers and balconies. Costanza has not
been seen in several weeks, and reports of strange lights and
noises have come from his house. His neighbors believe he
died and that his ghost now haunts the estate. For more
information see “The House of Twenty Doorways”

adventure on pages 63-06 of The City of Freibusg.
77. Middle-Class Houses (F19-G20) — Though

larger than the more expensive homes ta the north, these
houses are of lesser quality and lack the amenities of their
neighbors. Their most attractive quality is the view of the
Rotstrom to the south and the stately Wachtturm on the
other side. Prices range from 5,000G-10,000 G. Lately, the
area has received some unwanted criminal activity in the
form of a vicious gang called the Mad Wolves. The
residents have complained to the Guard, but for some
reason no additional patrols have been assigned (see The
City of Freiburg book for more on the Wolves).

78. Manor of Baron Drachenheim (G21) — The
Drachenheims were a noble family who served as officers
at the Stein for many generations. They were awarded this
opulent mansion when the former owner, Lord Stapp, died
under mysterious circumstances. The last Drachenheim
died a few years ago and the home has bounced from
owner to owner ever since. It is an opulent mansion, with
numerous finely appointed rooms and a gorgeous view of
the nearby Tuttenburg Bridge. Its fine state is mostly due to

Armin Fauser, the resident butler who works hardto keep
the building in good repair. Baron Drhéﬁeﬁhelfnﬁ i’nanor =
plays a large role in the “Hammer and Tongs camPann,_ S
located in The City of Freiburg book. Mcnje on Armm a.nd S
the Drachenheim home can be found there ; o

79. Tuttenburg Bridge (G23- 121) The

Tuttenburg was first built to ferry supplies out to a cannon

emplacement in the center of the Rotstrom. When the
emplacement was decommissioned, the bridge remained,
and today it handles heavy traffic back and forth actoss.the-
river. The south end lies directly between the: Stem and Clty'
Hall, and is closely monitored by the Guard., B

Loy

The bridge is named after Albert Tuttenbm‘ :
commander of the island cannon who foiled a plrat“ rai
1478. The pirates had bribed a guard to allow

to the fort. Albert was on night watch® ﬁt the cann
their ship sailed up; he saw the gates of the fort open
them and knew that the fortress was being. b%tfaye
loaded a triple charge into the nearest cannon and o
fire. The overpowered blast sank- the shlp an &

the cannon’s emplacement

History has clouded Tuttenburg s true nature h.

istand to keep him out of troubie, and. Tumanburg just.
polished off a bottle of rum when the ship pulled. up that
fateful night. Afterward his commander was surprised;-not
that he overloaded the cannon, but that he aimed and fired
it with such accuracy. He chose to keep Tuttenburg’s true
nature a secret, and today the alcoholic lout is a civic hero :

80. Docks {(H23-24) — These docks are among t.he
largest and best-equipped on the Rotstmrn, capable of
loading and unloading tons of cargo in’a comparatively.
short period of time. They are in hxgh demand by fishing
boat captains, barge owners, and even military vessels.
Ships wishing to use them set up their appointments in
advance and had better be on time, lest they lose theu‘ piace.j
in line. ; ~




8 (D25-F26) — The shops in this area are more

" (and“permanent) than most in and around the

tz. Notable here is Questing Ink, a writing supply
anearly blind old Vendel cartographer named
sman. Kek squints at everything through spectacles
nises 50 thick he has to tie the frames to his head to
. keép them on. Kek sells writing supplies — paper in several
sizes, iiuiﬂs, nibs, map. cases, blank books, etc. He can also
copy..:né'a;riy any document for the price of 2G per page.

: . This is a high price forthe service, but he writes with

- blazing speed. He can copy an entire nautical chart in a half
4@){, hunched within inches of his desk, pausing only to dip
""the quiill: His skilt with a pen is excellent, and he has copied
- official documents:{s.¢;, done some forgery) more than once.
His fees for that ‘service are much higher. Kek’s wife,
. Agnetha, takes care ‘of most of the sales and stocking
chores, since Kek ca.fi%b'argly navigate the shop, let alone the

“Owo thousand
Guizaers,

m lord. For that,
Ll show you
the face of

heus

Himself. L

— Catalina
Concorezia

Since fire destroyed the neighboring block, the business
owners here have kept a watchful eye open. They are
successful enough to be comfortable, but not successful
enough to rebuild should they be burned out. Of course,
this means they see nearly everything that happens in the
area — but being good businessmen, they're not liable tof
part with information for free.

Kek Sussman (Henchman): Br 1, Fi 3, Wi 2, Re 2, Pa 1
Rep 20. Adv: Avalon (R/W) Castillian (R/W), High Eisen
(RW), Eisen (R/W), Montaigne (R/W}, Ussuran (R/W)
Vendel (R/W), Vodacce (R/W), Membership: Mercha
Guilds. Merchant (Appraising 2, Haggling 2, Scribe 5}, Sp
( Forgery 4, Shadowing 1, Stealth 1)

82. Arnold Keller’s Rental Homes (G26-E28)
Herr Keller is a devout Vaticine, but a mousy, shy man. H
keeps his homes in fair shape, but both he and his home:
are slowly failing. Keller's wife died recently of a pox, and
the loss has broken his will. He stays indoors most da




now, praying for Theus to take his soul and reunite him with
his beloved. His homes go for a middle-income rate (40G
per month), but he has been forgetting to collect lately.

83. The Gilded Lily (E28-E29) — Madam Catalina
Concorezia is every son’s mother’s nightmare, with an
angel’s beauty and Legion’s eyes. She has been with men
from every rung of the social ladder and knows that gutter
sailor or strutting dandy, they are all the same. She simply
cuts through the illusions and gives them what they really
want — a vent for the darker, more sinister pleasures of the
flesh. Catalina is a gorgeous Vodacce woman, discussed
with near worship by men, and she has had to establish a
waiting list for clients. She has taken on a small group of
young women (and young men) who see clients Catalina
cannot schedule. She keeps these “apprentices” under tight
control; several are addicted to drugs only Catalina can
procure, and others simply have nowhere else to go.

It is easy for her to get a man to acquire a taste for her
peculiar brand of pleasure, and once she knows he’s
hooked, her prices rise dramatically. She has bankrupted
merchants, and keeps several others on the threshold of the
poorhouse. Catalina thinks that priests are all repressed
men, secretly gaining lurid pleasure from pondering her
activities. She is everything Eisenflirst Trigue predicted
would appear in a city without limits. In Freiburg, little is
out of bounds. At The Gilded Lily, nothing is.

Catalina Concorezia (Villain): Br 2, Fi 2, Wi 3, Re 3, Pa 5.
Rep -40. Adv: Eisen (R/W), Montaigne, Vodacce (R/W),
Stunning Appearance. Courtier (Dancing 4, Diplomacy 4,
Etiquette 4, Fashion 4, Gossip 2, Oratory 2, Scheming 5,
Seduction 5, Sincerity 4} Merchant (Accounting 4, Haggling
4, Jenny 5), Streetwise {Socializing 4, Street Navigation 2)

84. The Blue Garter (F28) — While the sign above
the door depicts an obvious prostitute raising her skirt to
reveal the tavern’s namesake, The Blue Garter does not
have jenmys available {though a few usually loiter outside).
The tavern is solidly mediocre, with fair food, fair beer, and
fair prices. The owner and barkeep, Wulf Neumann, is a
pleasant man, liked by everyone in the neighborhood.

.........

85. Rental Homes (F28-H29) ‘No one landlord"‘:u;;);.
owns these — indeed, no one landlord o owns more than two__

of these homes. They vary widely in quahty and size, o
ranging from 20G-75G per month. [ L k

86. Riverfront Homes (F29- G31) +— Thes
along the river have an assortment of owmers {se B
above). Rents range from 30G-80G per mﬂnﬁh Tﬁe arge .-

residence on the west end is owned by Cata]ma Concorenm_ T

madam of The Gilded Lily next door. She plzins to open '\
another business there eventually, and she is cons;dermg

ideas even now. :

87. Bern Becker’s Home (G27) — Herr Becker is the
manager of the Schaeferhaus next door. Orlgma.lly a i
carpenter, he has made a good living as the nianaggr,
maintenance man, and part owner of . the_: prts:
playhouse A grinning, mischievous mdn, - Berme
everyone’s best friend.

88. The Schaeferhaus (G25——H27)

Schaeferhaus was a group of shops whose |

off the land]ord’s widow, knocked out aH the sh
and opened a playhouse specializing in ente
the low born masses. It was so successful tha

the acoustics are awful, and the people who frequenf the
place like it just fine. Of course, the “proper” entertainers of ¥
Freiburg consider the “Schaeferhduser” (a term they use for %
both the artists who staff the house and the. people’ who o
regularly attend the shows) little more than vulgar rabble.” .

89. Shops (G29-H30) — These storefronts' are mainly-
food establishments serving the significant residentia
population of the area. Vacancies are ware here, as the.
nearby tenants frequent all these Sh@ps Of note 1§
wienerschnitzel shop run by Dirk zmd Hedmg Lauter. T]
Lauters” wienerschnitzel is superb, ;




40G a month, depending on how much space
e most popular pub here is The Brass

91. Br.id_ge’ (F31) = This small footbridge is only wide

enough for a singlé cart to cross at once; occasionally this
~ causes prbblems, such as last year’s Farmer’s Riot.

92. Guard House (E32) — Two guards are stationed
_“here.at night toiensure that only wealthylooking travelers
" “aré allowed into the high-class housing and shopping district
. just to the north. .

93. Farmer’s Market (E33-F34) — Farmers have set
“up booths and tents Oi;t the decrepit foundations of this once

I and vegetables of varying quality

“Now, now, m

dear My, Weill.
?Uthough

seZZing art takes

time, the Zonger
a painting sits,
the less it's
worth.”

~ Joseph
Masterson

2 e |
"l"hs

i~
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are the standard products, but shoppers can also find quilts,
furniture, and other items.

94. Jacoby Shotfeld’s Rental Homes (E35-H36)
— These middleincome homes range from 20G to 60G a
month, depending on size and quality. Jacoby, the landlord,
is a stingy, unhappy man who will not hesitate to throw a
family into the streets if the rent is even a day late.

95. Boneyard Theatre (F33-G34) — Huge artificial
drachen bones have been built over and around this
amphitheater to protect audiences from the elements. The
stage sees performances five times a week, the most
common being operas and comedies. Freiburg’s chamber
orchestra also performs here (weather permitting) and the
artificial bones provide exquisite acoustics. Child prodigy
Wolffrond von Hazel held his last public concert here
before traveling to Montaigne with his parents.




96. Hinbau’s Brewery and Beer Garden
(F31-G32) — Otto von Hénban is known for his rich
beer, ale, and lager. His establishment is actually set up
around its own brewery and, on crowded evenings, patrons
regularly find themselves sitting with the gurgling
equipment. Local wisdom holds that a pint of Hinbau beer
will cure most illnesses,

Otto von Hinbau (Henchman): Br 4, Fi 2, Wi 2, Re 3, Pa
2. Rep 7. Merchant (Bartending 5)

97. Town Crier’s Station (F34-G35) — Not every
Freiburg citizen is literate, a fact The Freiburg Gazette has not
forgotten. They employ thirty-five young men and women
to walk the streets, calling out the latest news items. The
criers do not have time to go into details, so they are also
promoting sales of the Gazette to anyone who wants the
whole story. Being among the public all day, they are
excellent news gatherers in their own right, returning to the
station every two hours to make and retrieve reports.

98. Waterfront Pubs (G31-H32) — Although not as
nice as the pubs across the bridge, a thirsty soul is much
more likely to find reasonably priced liquor here for the
asking. The most popular pub here is the Cock and Bull,
whose owner, Sean MacLeod, has a liars’ contest every
night, with a free drink going to the patron who can tell the
biggest lie. Sean is a heavyset Highlander who is quite
capable of using the claymore hanging above the bar if
need be.

Sean MacLeod (Hero): Br 3, I'i 3, Wi 2, Re 2, Pa 2. Rep 25.
Adv: Avalon, Eisen, Large. Merchant (Accounting 3,
Bartending 4), Heavy Weapon (Attack 4, Parry 4)

99. Waterfront Homes (H33) — The northernmost
of these homes is for sale at the price of 10,000G. It comes
with its own private dock and a lovely view of the river
here.

100. Expensive Shops (G33-H34) — There are two
noteworthy shops here — Martha’s Winery and the
Masterson Gallery, with the Gallery being the northernmost
of the two.

to 1,500G or more, depenchng on its condi i
Such expensive wines must be bought o

reputation, he’s actually something of a croojs:. Artists often. "
see less than their fair share of a piece’s salé price and if
Masterson has little hope of selling any more. ‘of their w
they may never see any of the money from the saﬁa

Currently, he is obsessed with-the rumor.th
the Montaigne Imperatrice sculpted by Pas

survived and somehow been moved to

Joseph Masterson (Henchman): Br 1, :F:i: 1,
3. Rep 13. Adv: Avalon (R/W), Eisen (R/W);.
(RW), Montaugne (R/W) Théan (R/W) Ab

101. Tobacco Empormm (G35-—H35)
Crescent architecture of its storefront fagade the To
Emporium is a world of floating smoke and exofic aromas. .. &
The owner, Romero Cavicci, deals only. in the  best
imported tobacco, available in a wide va.l;iety of leairég, g
blends, and flavors. He rolls his own cigars and carves plpes :
and briars for special orders.” -

Romero Cavicci (Scoundrel): Br 2, Fi 2, ’W1 2, Re 3 Pa 3
Rep -7. Adv: Eisen (ACQ), Vodaces: (R/W) Merchant ~

(Haggling 4)
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| Section 11-L6
anage Storage (I11-12) — This part of the
age (#56) mostly stores food and other supplies that
dren need. In addition, there are laundry and
ilities here, As the children grow older, they are
; Ip with the cooking, cleaning, and care of the
‘younger children. :

103. Children’s Puppet Theater (I2) — This small

kiosk is the stage for Margo Struben’s puppet shows.

Although the children enjoy her plays, the plots are actually
“thinly disguised satires and parodies that advance her

Rilasciar_efbehéfé, to the amusement of unsuspecting parents

and’ gi.lardians. Margo is a favorite of the children in the
" nearby.orphanage (#56), and she’s well known to all the
“staff members as well, who relish the chance to distract the
children and grab a few minutes of rest for themselves. As
P(;;fnr“Ma:rgo, she’s just as happy to mold the minds of orphans
. as-she is any other child:

“You are
forgiven. Now
go, my son, and

ractice your
oul soﬁriety 10

more!”

\%‘ ~ Johann the
‘ arheep

Margo Struben (Hero): Br 2, Fi 2, Wi 4, Re 3, Pa 2. Rep 29.
Bac: True Identity. Arc: Inspirational. Adwv: Eisen (R/W},
Montaigne (R/W), Stunning Appearance, Leftilanded,
Membership: Rilasciare. Performer {Acting 3, Storytelling
4), Streetwise (Socializing 3, Underworid Lore 4}

104. The House of Stone (I3-J6) — This inn is
named after an old Eisen children’s tale in which the
Schattenmann chases three children from a house of straw
to a house of wood, and then finally into a house of stone,
where he is unable to catch and kill them. The inn is built
entirely out of fieldstone, like its namesake in the tale, and
has actually survived two fires since its construction. Rooms
are 3G per week, including meals that mostly consist of
hunter’s stew, bread, and cheese. A mug of beer is served
with each meal, but more will run you 20c extra. The inn
also has a stable for riding animals, but each horse costs 1G
a week to stable and feed. Stll, these are fair prices
considering the good service and friendly staff here.




]
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One of the big draws for the tavern is the nightly
storytelling session. Garret, the innkeeper, gathers around
the fireplace those who want to hear his artfully told tales
just as the sun goes down. He tells them terrifying folk tales
that originated in Eisen — everything from “The Three
Owls” to “The Schattenmann and the Willful Boy.” Then,
with a feral grin, he pours a bucket of water on the fire and
lets them find their way to their rooms by candlelight.

Those who attend these sessions appreciate the tingles of
fear that Garret summons up and come back for more every
time they’re in town. Garret, for his part, has an incredible
memory for faces and a vast repertoire of stories to tell, so
he seldom repeats a tale that any of his listeners have heard,
except of course for “The Schattenmann and the Three
Houses”, which he tells every night.

Garret (Hero): Br 2, Fi 2, Wi 2, Re 2, Pa 4. Rep 59. Adw:
Eisen (R/W), Montaigne, Théan. Merchant {Accounting 2,
Bartender 2, Haggling 3, Innkeeper 4), Performer
(Storytelling 5)

105. Jericho Volz’s Rental Houses (L1-]J3) —
These are carefully maintained homes near the university,
and as such the rent runs quite high — 150G to 200G a
month. Still, they are so well kept up that none of the tenants
complain about the prices. Landlord Jericho Volz is a
pleasant man in his forties with a strong work ethic, and he’s
happy to fix any problems as soon as they show up. He lives
in the large house to the east of the other homes and can be
reached there almost any time of day, although he prefers

not to be awakened to deal with a problem unless it’s severe.

Jericho Volx (Henchman): Br 3, Fi 3, Wi 3, Re 3, Pa 1. Rep
14. Adv: Eisen (R/W). Merchant {Accounting 3, Carpenter
5, Haggling 2)

106, North End of Breutzmann’s School for
Young Nobles (K4-L6) — Founded in 1605 by
Leopold Breutzmann, a nobleman who lost his land to a
rival, the School for Young Nobles is a finishing school. The
children of minor Eisen nobles are sent here to learn
manners, fencing, riding, and other topics that will help
them become better political leaders.

The north end of the school is: dormnated by two large
domed buildings. Classes of all sorts are: taught in these
buildings, and the younger students spend a.]most all of thE}r
time here. Professor Anje Sontheimer is typ

charge of these students in order to te

some elementary science, and ‘a smatt

moves. For more information on the schoo

see (#141) and (#142).

Professor Anje Sontheimer (Hero): Br 2, Fi 2, Wi 3, Re 2,
Pa 2. Rep 16. Adv: Eisen {R/W), Théan R/W} Courtkgar
(Dancing 4, Diplomacy 3, Etiquette 4), Scholar (Hxstory 3,
Mathematics 3, Natural Philosophy"3, Research 3) Athlete®.
(Climbing 2, Footwork 3, Slde—step 3, Swunmmg 3); Fencmg
(Attack 3, Parry 3) :

107. Cup of St. Gregor (L2-L4) —Of

“How ltmg has it been since your last dﬂnk?u o
“Three days.”

<Johann rings a bell three times;.qnd theetﬁer patrons boo.>

“How do you think you should dtone for this sin?”
“Two ‘Our Makers’ and a ‘Second Prép'ket’ "
“Go with Theus, my son. Here's your pemnce

Drinks here are named after common prayers and the
patrons are mostly atheistic and oppesed to any orgamz d -
religion — many of them follow Trague 5 phﬂosophy

There’s also a sign in the window" saymg CleTgy drink
free”, but any priest who accepts the offer is seated in a-
spemal chair and has a bucket of water poured over him




Section 17-L12

a(}Ssrhitll"t’.'lnle (J l‘ﬁ;KIO) — This rocky shoreline is a

ir parents worrying about them too much.

Unknuwn to the adults, a young selkie girl named Gail has
ecently started playing with the other children. Gail is full-
blooded Sidhe; her skin was stolen from her during one of
her people’s annual revels and she has come to Freiburg to
" recover it. When not?enter_tainjng the children, she scours
the markets in search of the pelt. She’s convinced it’s here,
..but has been unable to locate it. Until she does, she can
neverretirn to her home in the Highland Marches. None
" of the -children know where she lives, and they've never
seen-her seal form, but they all like her because she’s such
moiod swimmer and so daring. More on the selkies can be
ound. on page 62 of the Avalon sourcebook.
TSN R

“The fufm'e of
Fisen is in our

hands. Unlike
the old Théans,
[ don't believe in

Fate. Wr get
what we make.”

109. Vollenweider & Daughter’s Pistols
(J11-K12) — Sebastian Vollenweider makes the most
elegant pistols money can buy. His weapons are not more
accurate, nor do they have an increased range, but they are
simply stunning to lock at. His favorite motif is the drachen,
an image he elegantly works into hammers, flash pans,
barrels, and any other part a customer requests. He has
such a backlog ol orders (currently seven months) that he is
teaching his only child, Zadara, his craft. A target range is
located directly behind the shop.

Sebastian Vollenweider (Henchman): Br 2, Fi 3, Wi 2, Re
2, Pa 4. Rep 27. Adv: Eisen (R/W). Artist (Drawing 3),
Merchant (Gunsmith 5}, Firearms (Attack 5, Reload 2)

Zadara Vollenweider (Henchman): Br 1, Fi 4, Wi 2, Re 2,
Fa 3. Rep 14. Adv: Eisen (R/W), Montaigne {ACQ),
Dangerous Beauty. Merchant (Gunsmith 3), Firearms
(Attack 4, Reload 3)




110. Found Treasures (J8) — A dark and cluttered
shop, Found Treasures is the best place in Freiburg to buy
curios collected from every corner of the world — at least
according to its owner, Cade McQuaid. Cade says he is a
retired member of the Explorer’s Society and that every
object in his store was collected during his many travels. In
truth, he is a well spoken con man with a knack for
attaching a good story to useless junk.

Cade McQuaid (Scoundrel): Br 3, Fi'2, Wi 4, Re 3, Pa 3. Rep
8. Arc: Greedy. Adv: Avalon (R/W), Eisen (R/W),
Indomitable Will Criminal (Cheating 3, Gambling 3,
Scrounging 5}, Merchant (Appraising 2, Haggling 4, Jeweler 2)

111. Baugh’s Glassware (J8-K9) — Brant Baugh
constructed the large stained glass windows in his store by
fusing together broken glass gathered from his travels across
Eisen. Each window depicts a different scene from Eisen's
past, save one, which is simply tinted gold to represent hope
for Eisen’s future.

Brant Baugh (Henchman): Br 3, ¥i 2, Wi 2, Re 2, Pa 3. Rep
13. Adv: Large. Merchant (Glassblower 5}

112. Bakery (K8) — The scent of fresh baked goods
drifts out this rock building’s double doors from before
sunrise until mid-afternoon. Rye and yeast loaves,
gingerbread, and various rolls and cookies are all lovingly
prepared by the perpetually cheerful owners, Hans and
Kara Franken. The goods that do not sell during the day are
freely given to the hungry children of Verzweiflung for
supper, but many folks are willing to make the trek up the
hill to purchase some of the Frankens® delectable goods.

Hans and Kara Franken (Heroes): Br 2, Fi 2, Wi 2, Re 2,
Pa 2. Rep 45. Merchant (Cooking 5)

113. Joan’s Library Observatory (L8-L9) —
There are two telescopes mounted on the roof of this
Natural Philosophy library. They are used to observe the
moon and the stars at night, and several nobles pay to look
through them on a regular basis, cither out of idle curiosity
or academic ambition. The caretaker of the library and
observatory is an Eisen woman named Joar. No one knows
what the rest of her name is, if there is indeed anything

more to it, but she is a gentlé, softspoken Iz ¥,

all those who come here. She is assisted by her husband
Marcus, who also seems to lack z Iast narie. I'fe is an_ .
extremely strong man and skilled with a blade, soi thieves
are reluctant to try robhbing the observahory or aftackmg
Joan. :

s

It costs 1G a day to use the library here, and no books.may
leave the premises for any reason. As for stargazmg, IG will
secure an entire month’s worth of telescope use,’ sharmg the -
telescopes equally with the other astronomers who gatlier’
on the roof at night. It has become somethmg eaf a socmi ;
occasion, and two of these amateur scientists are even:

engaged to be married as a result of the:r mghtly stargazmg
_]oan (Hero) Br 2, F 1, Widg, Re 2, Pa 1 Rep 9 A(#y Fi sen

Eisen, Large Servant (Ethuette 2 Mema ’Ta
Unobtrusive 2}, Eisenfaust {Master) S

114. Summer Homes (K12—Ll2) These houses.
rented out to foreign nobles for three months each summ
They are positioned carefully for a beautiful vie
river, and Freiburg is quite lovely in the summer. Tt,
anywhere from 500G to 1,500G to rent one of these
for the season.

The home on the west rents for a mere IOOG for the season,

since the last family who rented it were all. murdered- :
brutally while they stayed there. The father was found on ..
the stairs leading down into the cellar with his head rmssmg' ' zi}
and his heart ripped out of his chest. The rest of the family %

were found in various parts of the house, treated in a similar - _3
fashion. Neither heads nor hearts were ever found, although
it was discovered that a fissure had opened up in the cellar
leading into some previously undiscovered caves. As a _
safety precaution, the door into the cellar has been locked ~
(IN 15) and anyone who rents the house is warned about
going down into it, although a less sinister reason w11! be
given, such as water damage or rlckety staus et

,,,,,



- Section [13-L18
e Salmon Bridge (I115) — This bridge gets
frém an incident that occurred eight years ago. A
oy was fishing from the bridge using a line with a
boks.on it, all baited. As he dozed, a school of
: ith the bridge and atacked his line with
ocity unheard of before or since. The boy, who had tied
the line around his big toe while he slept, was nearly pulled
into the river, but clung tenaciously to the railing, shouting
~ for help. In the end, it took four stout men to help him up,
4.-;garéﬁ111y working the line free and tying it off so that his toe
wouldn’t be‘yaiiked off by the struggling salmon. After that,
“-they helped the boy bring in his catch.

When they eventlzially._managed to pull in the line, there was
an’ ‘enormous salmon -on each of the twelve hooks, the

smallest of which “greiﬁghed over 10 pounds. In all, the boy

had caught over 150 pounds of fish with the help of the four

_men —all.on a single cast.

“Look, treetop,

if you gotta
stoop, you don't

come in here.
(et it

—~ Carla
Oione

116. The Litile Dog (J13-J14) — This establishment
near the Wachtturm caters exclusively to customers of
shorter stature. Carla Tione, a former entertainer in
I"Empereur’s court, had her bar built with fellow little people
in mind. Because of its location, patrons often get picked on
by rowdy sailors, but it doesn’t take long for these
troublemakers to discover that the customers of The Little
Dog are as vicious as any fighter twice their size.

Carla Tione (Scoundrel): Br 3, Fi 2, Wi 3, Re 4, Pa 2. Rep
—4. Adv: Eisen, Montaigne (R/W), Indomitable Will, Small,
Toughness. Merchant (Accounting 3, Bartender 3),
Performer (Acting 3, Circus 3, Singing 4), Athlete (Footwork
5, Rolling 4, Sidestep 3), Dirty Fighting (Attack 3, Attack
Improvised Weapon 3, Parry Improvised Weapon 4)

117. Freiburg Runners (J15-L15) — This service
employs young people to deliver packages and other items
from one place in Freiburg to another. The life of a runner
is not boring, for they never know what they will be




delivering next or to whom. The Runners are organized as
a guild, so reneging on payment or harassing them in any
way is a bad idea, particularly since they do frequent
business with the Freiburg Guard.

118. Middle-Class Housing (K13-L15) — These
houses are worth between 10,000G and 20,(KK)}G, depending
on condition and proximity to the Stein. Currently, only one
owner is looking to sell. The home just southeast of The Little
Dog (#116) is for sale for 8,000G. The owner has decided that
she’s tired of living next door to the tavern — the constant
noise at night and being pushed aside by bossy short people
in the street has become too much for her to bear.

119. West Stein Complex (I116-L18) — This portion
of the Stein serves as a Headquarters for the Freiburg
Guard. While only the seniormost officers actually live here,
it can house and supply up to 100 guards for as long as six
months in an emergency. Captain Loring, the commander
of the Freiburg Guard, can often be found here when he’s
not out patrolling the city. For more information on Loring,
see The City of Freiburg, pages 24-25.

120, The Wachtturm {J17-K18) — The most
famous symbol of Freiburg, this bone tower rises nearly two
hundred feet above the city — its bleached height visible for
thirty miles around.

Atits base is a single entrance that is always watched by two
guards. These men are skilled veterans who ensure that only
those who have an appointment to talk to Nicklaus Trigue
are admitted.

Once past the guards, visitors have two options — either
they can climb the 200" sloped incline spiraling up around
the inside of the tower, or they can step through the Porte
gateway right by the entrance and teleport to the top of the
Wachtturm in an instant. Most visitors the latter course,
although many Ussurans visiting the city have chosen to
make the climb themselves.

Nicklaus Trigue can usually be found on the top of the
tower, generally accompanied by his personal scribe Logan
ieger. Often, they spend hours gazing out over Freiburg
while discussing philosophy and Trigue’s book.

Inside the top of the tower is Trigue's ofﬁ . | .
the things that he holds most dear in- the world the N
Imperator’s gaundet, the only existing copy of his book a

good supply of wine, and a cot that he: sleeps i, Other -
objects are sometimes found here, but they change Ty
according to Triigue’s latest topic of interest. He might have -

a copy of the Book of Common Prayers one’ week;a .
sculpturc of a nude woman the next. I T

Of the objects in his room, Triigue only cares about twa _

the gauntlet and his book. The gauntlet was given lo 1’111'1'1 by oo
the Imperator when he was made an Eisenfiirst. Imperator
Riefenstahl, although he seemed misguided to Nicklaus,: -
was one of the few men whom Trigue has ever adrmred,.
Because of this, he won't part with the gauntlet without an .
extremely good reason. As for his book, it'is the solereason
he doesn’t just kill himself and get it over With H'
devoted his life to the book because he desxres to. send

several messages to the people of Théah. He warits them‘tcs .
know that Theus isn’t the only reason to live hfe and to’
make theu‘ own discoveries rather than scavengmg tiiem

sloped incline leading to the top of the tower is. a‘
trapdoor (TN 45 to find it unassmted} thd.t25 ads

important things.

First, this chamber is where Trigue keeps the drachenelsen o
from his mines. He had all the ore rerioved and brought
here for safekeeping. There is a total of 380 units of SR
dracheneisen, ready for use by the Nlbelungen _

Additionally, this chamber houses a perfectly cut - quartz-
crystal the size of a man’s head. The crystal hovers in the
middle of the room within a crystalline’ case. Tréigue. has
learned that it keeps the Wachtturm: standing. Without its
magic, the tower would simply fall down and-shatter into , -~
thousands of pieces. More details on thlS crystal can B
found in Hard Point 4. -




sastern portion of the Stein has been given over to a
‘ id kennel. In the stable, heavy Fisen draft horses
ed e as combat steeds. They are taught to kick

. yoné unfamiliar who tries to grab their reins,
" as well as to protect a fallen rider and to return to the stable
if given their head. These horses are never sold, but they are
frequently lent out to’ guardsmen whose pairol is liable to
- take them intp one of the rougher parts of town. It is in
. these places, @here the law barely reaches, that the horses
show their Uueﬁ?;gworﬂi, both as a trusted companion and as

\;.“:“-agggglliek':gé‘tawafsyvhen the situation calls for it.

_ In the kennel, hotnds are trained to track, even through the
" acrid smells of the c1ty In addition, they are taught to heel
and attack on command, much to the sorrow of more than
tmeé criminal Who's decided to accost a guardsman. The
mar in charge of the animals’ training is Burrich Mueller.

Bl Quite witty,
W Sir U'm sure.”

— Rutger
Kippen erg

He is a strict man who never forgets a wrong done to him
or one of the animals in his care.

Burrich Mueller (Hero): Br 3, Ii 2, Wi 3, Re 3, Pa 2. Rep
18. Arc: Stubborn. Adv: Eisen. Hunter (Ambush 2, Animal
Training 5, Fishing 4, Tracking 4), Heavy Weapon (Attack
4, Parry 4)

122. Complaint Box (J23) — Located in the heart of
the city, this large steel box is used by citizens to deposit
written complaints or simply voice their opinions. The
guards are not allowed to interfere with anyone placing a
complaint in the box, but it is generally known that folks
who complain about the Freiburg Guard eventually get
accosted in a dark alley and thrashed within an inch of their
life. Not many are brave enough to take on the Guard in
this manner, so most complaints concerning them simply go.
unvoiced.




123. Dead Man’s Dock {J24) — A Vendel merchant
ship named Ssinda’s Glory caught fire and sank here two
years ago, taking every hand on board down with her. Since
then, the dock has remained out of service for fear of bad
luck and spirits. Ghostly flames, flickering under the water,
have been reported on moonless nights.

124. City Hall (J22-L24) — The city is truly run from
this building. Wilma Probst, Nicklaus Trégue’s chosen
administrator, keeps things operating as smoothly as
possible. This job is made much more difficult by the fact
that there are few funds available for the administration of
the town. This has led to a system where only those who
can afford to pay for public services such as road repairs
receive them. Everyone else simply has to make do without.

Oddly enough, the system has been holding together so far,
although that’s due more to Wilma's extraordinary political
savvy than any merit to the system itself. Wilma knows
almost everything that goes on in the city, and she doesn’t
hesitate to blackmail wealthy merchants if doing so means
that a poor neighborhood gets some protection from the
street gangs, if only for a week or two. For more information
on Wilma Probst and the city’s organization, see the write-
ups on pages 8-10 and 13-15 of The City of Freiburg.

City Hall itself is composed of several primary sections: a
stable, rooms for visiting dignitaries, an audience chamber,

and a library.

The stable houses the horses that pull the carriages of
visiting dignitaries. Wilma prefers simply to ride a horse
most of the time rather than incur the expense of a carriage,
but dignitaries often mean an influx of money for the city,
so they get pampered while they're in Freiburg.

Part of this royal treatment occurs in the rooms set aside
especially for such dignitaries. These chambers are richly
furnished, and the lounging noble can have anything
delivered to his room he desires, including those things that
are illegal almost anywhere else in Théah: food, wine,
drugs, or even jennys. Nothing is too good for the wealthy
visitor, in the hopes that some of his money will find its way
into a public education program, new housing, or even

repairs to a dangerously rickety bridge. Thls is the" -
Wilma pays in order to keep the city running. Thé visiting
rooms are overseen by Rutger Klppenberg, a skﬂled

professional butler who was trained in Vendel g

,,,,,,

The audience chamber is a grand affair as: weﬂ‘ Isi

who aren’t wealthy nobles must schedule az appomhment to

see Wilma. Such an appointment can take ; up o six’ ‘weeks

to arrange, although the time can be cut to:one week for a
bribe of 10G. Typically, visitors who come to see Frau
Probst in this manner are reporting the need for repairs o
a road, or requesting the posting of guards to a Pamculafr
neighborhood. In all cases, Wilma responds. with a single, 7
question, “Are you willing to pay for it?” No excuses about ' /'
poverty or inability to pay are accepted. Wilma s:mply
wishes to know if the petitioner is wﬂhng‘topa)?: ]
he’s asking for out of his own pocket, If: he~=:1snt,'i.
obviously not important enough to-him to be wor
time. If the person is willing and" Wilma thinks th t'the
petition is worthwhile, she sets the price accordmg to wh
the market will bear. A poor old woman once paid- 1
have a huge bridge built, while a _desperate merchant’
was being threatened by gangs wound":u'p‘ paying 1,
two weeks of guardsman patrols pa,st his house and
bodyguard.

The final important feature of the City Hall is the librar
Every legal document ever written in Freibuxg ishotise
here. Families can trace then herltage back to wh;e -
Stein was a military base, or they can mveshgé‘ .
specifics of 2 contract signed in 1455. Those who WlSh to use
the library are charged 1G per day. The stacks are pootly-:
organized, so Research TNs here are-increased by 10 for
everyone except for the librarian, Hannelore Urhoff. She’s ;
perfectly willing to help those in need find what they're. -
looking for, but she charges 3G per topic te be researched

Rutger Kippenberg (Henchman): Br 2, F14 Wi 3, Re 2, Pa,:
4. Adwv: Eisen (R/W), Montaigne (R/W) Théan - (R/W)

Servant (Etiquette 5, Seneschal 5, Unobtruswe 5, Valet 5)

Hannelore Urhoff (Henchman): Br1 F1 1, Wi 6, Re 2, Pa

1. Rep 15. Adv: Eisen (R/W), Montalgne {B/W), Théansa
(R/W), Legendary Trait (Wits). Scholar (Research 5.




5. Fortunate Son Transport Services (125) —

e nearby docks do huge business every day, somelimes
nece tating lengthy trips throughout Freiburg to get the
¢ar go_to' its destination. A Vendel teamster named Gustaf
Jaerbin has set up
Using' a small fleet of horsedrawn wagons, he quickly

oves unloaded cargo to its attendant destination, whether
it be a nearby warehouse or halfway across the city. He gets
- a commission from the dock owners for keeping the area
q}éér, and alsé‘ collects a small fee from every captain he
~ helps unload. Hls business is stringently honest and he takes
~pains to ensure every delivery reaches its destination.
. Th-ough available for private contracts, his wagons are

s prohibiti\'}ely expei’asive (100G for half a day) and are usually

) kept bu.f,y by work on the docks.

taf Jaerbin (Hero): Br 3, Fi 3, Wi 2, Re 2, Pa 2. Rep 20.
v: Avelon (R/W) Eisen (R/W), Montaigne (R/W), Vendel

“I’ve brohered

deals with the

most dangerous
men in Lodacce.

Do you think a

en oVereager
endel are qoing
to scare me?”

— Uimeo

Vesefe

(R/W)}, Vodacce (R/W), Membership: Merchant Guilds.
Merchant {Appraising 4, Haggling 3, Sail Maker 2}, Sailor
(Balance 3, Climbing 1, Knotwork 3, Rigging 1), Servant
(Drive Carriage 5, Etiquette 1, Fashion 1, Menial Tasks 1,
Unobtrusive 2), Dirty Fighting {Attack 3, Throw Improvised
Weapon 2), Pugilism (Attack 2, Footwork 2, Jab 3)

126. Abandoned Carriage House (J28) — This
airy building once housed horses for patrons of the local
inns and taverns. lis owner couldn’t pay Redmund Erhart’s
rent and was found face down in the Rotstrom one evening,
It has since been taken over by the Mad Wolves, who use
it as a rallying point and headquarters. The doors and
windows remain boarded up and huge flocks of pigeons
roost in the rafters, but Wolves graffiti have been etched on
the inside walls and broken bottles and other garbage mark
the gang’s occupation. Stats for the Mad Wolves can be
found in The City of Freiburg, pages 34—35.




127. Shops and Houses (I26-K30) — The buildings
here range in quality from very poor to moderately decent.
They grow more expensive the farther one travels from the
river side. The buildings belong to a variety of landlords,
prices ranging from 5G-35G a month.

Almost every building along the waterfront houses a
smuggling operation of one sort of another. Stolen goods
pass through on their way to clients from all over Eisen,
hidden from prying eyes by the blank facades of the
waterfront. Three large operations (including Gearalt
Gilbertine’s; see The City of Freiburg, pages 23-24) run most
of the smuggling here, though a few smalltimers have
managed to survive. While there’s plenty of business to go
around, the occasional conflict arises. Street fights are
common and every now and then a shipment of cargo is
mysteriously “lost.” The three kingpins have a loose
agreement lo keep things civil, but that doesn’t stop their
underlings from tearing into each other. The local residents
have learned to close their windows when sounds of fighting
erupt from the streets.

128. One-Eyed Rat’s (J30) — Referred to as “The
Drachen’s Arse” by Freiburg’s more uncouth citizens, One-
Eyed Rat’s is a gambling hall catering exclusively to card
and dice games. A nasty Montaigne named Carleman “The
Rat” du Paix runs the place with all the class of an open
sewer, The cramped confines hold a series of circular tables,
plus a long bar at the end for serving drinks. Games can be
had for 25¢ apiece, and the house regulates all bets. Beer is
served at outrageous prices and a pair of large swordsmen
stand ready to eject any customers who get out of line.
Despite its oppressive atmosphere and high prices, Rat’s
remains popular for one important reason: patrons are
allowed to bring their own cards and dice. Cheaters run the
risk of being caught by their fellow players, of course, and
the house has been known to place bets on which particular
games are rigged. All fights must be conducted outside, by
order of the management.

129. Dockside Stores (K26-L25) — These shops
cater mostly to Guardsmen and bureaucrats from nearby

City Hall. It includes a paper supply store, a blacksmith,

and a small restaurant specializing in fast, mexpenswe stews.““"

A quintet of overworked but well pa,1d jennys has set up
discreet quarters in the southwest corner of the block

130, Timeo Vesefe’s Warehouse | (K26 L27) —
Timeo owns both this spacious building and the ne next

to it. The Vendel guilds dominate most trade in

but Vesefe has prospered since arriving from his panve ‘_
Vodacce. He owns four large trading barges with whi¢h he_
ferries goods up and down the Rotstrom. “His success is
hardwon: some of his less scrupulous compehtors have.:. -
threatened him with violence, and he once caught an
arsonist trying to set fire to his warehouse. He beat the man’.

unconscious and left him in the middle of the street

Timeo Vesefe (Hero) Br 2, Fi 2, Wi 3, Re 2, Pa 2 'Re

Gossip 3, Unobtrusive 2},

{Attack 2, Parry 2) Dirty Flghtlng (Attack 2}
131 River Patrol House (L28—L29)

shoulders of their umforrns They mamly watch for

instances of piracy, but also monitor the shoreline for’ s1gns .

of trouble and keep the shipping lanes free of debns
132. The Wounded Boar (L26) — Thls prominent

butcher’s shop has earned a reputatloh for quality .

throughout the city. Wilma Probst often uses it for socral_

services, A stuffed boar’s head, from an a,nlmal whlch th
owner killed himself while hunting 1 in the nearby forests,

dominates the front room. The back room is a gruesome
abattoir of blood and entralls but the employees ‘take care P

never to show it to the customers. A smokehduse for curing
the meat stands next door. - -

Streetwise (Shoppmg
Socializing 3 Street Navigaﬁon 2) Ambrogla (Femt 9,

.....




b
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“You rotting,
filthy little
maggots/ Back
to work and not
another word or

L1l drown you

Secti-'on [31-L36

Numan Palace (I31-]32) — Built around

vishly decorated to resemble a palace from the Old
ublic. The jennys wear revealing period costumes and

‘capture the “true” Numan experience.

134. Lilith Sprati’ﬁ Shops (I32-133) — These shops

~ rent for 15G to 25G a month. The landlady, Lilith Sprat, is
~" Hector Spratt’s}_ (#139) older sister. She actually owns his
.. place of business as well, but she has given him the building
. asIong as he stays sober and continues to work hard at his
" business, Lately, she’s been considering taking it back from
..., him, considering his erratic behavior. She’s not aware of the
e_ffect the mercury he’s been handling is having on him —
“she simply assumes that her younger brother has been up

in the Roth
like rats!”

~ Wieland
Schmitz

The most popular of the services here is Mathilda’s
Boarding House. Mathilda Simfendorfer pampers her
tenants, fussing over each one with special treats, mended
clothing, and unsolicited advice. She lost her husband and
son in the War of the Cross and thinks of her boarders as
her new farnily.

Mathilda Simfendorfer (Henchman): Br 1, Fi 1, Wi 2, Re
2, Pa 2. Rep 12. Merchant (Cooking 5, Innkeeper 4)

135. More of Lilith Spratt’s Shops (133-K34) —
See #134 for more information. These shops range in rent
from 20G to 30G per month, and the most popular by far
is Just Like New. This hectically busy store polishes goods
while the customer waits. Candlesticks, swords, and
dracheneisen armor are just a few of the items the skillful
staff revive on a daily basis. If a client cannot see his
reflection in the finished work, there is no charge; otherwise
a client can expect to pay from 10c to 50G, depending on
the size and value of the item being polished.




136. More of Lilith Spratt’s Shops (I134-]36) —
These are the fanciest shops that Lilith owns, and the rent
runs from 45G to 60G per month. Only the poshest
establishments can afford the rent at all. Lilith herself runs
a small shop here known as The Lady’s Boutique. From
tempting window displays to continually restocked bolts of
exotic cloth, The Lady’s Boutique caters to women who like
to be pampered when shopping. With a fresh-brewed cup
of tea, ladies are encouraged to lounge on the numerous
plush divans and browse through pages of the latest
clothing patterns. Due to the nature of some of the outfits
being designed and modeled, men are strictly prohibited
from stepping inside.

Lilith Spratt (Henchman): Br 2, Fi 4, Wi 4, Re 4, Pa 4. Rep
33. Merchant {Accounting 4, Haggling 5, Seamstress 5),
Servant (Etiquette 5, Fashion 5, Gossip 5, Unobtrusive 3),
Firearms (Attack 4)

137. Shoddy Housing (J34-L36) — Few places in
Freiburg demonstrate the stark difference between poverty
and wealth quite so well as this neighborhood. The least
expensive item in any of Lilith Spratt’s shops to the north
(#136) costs more than any of these people earn in a year.
This has created a great deal of resentment, and Lilith has
her shops constantly watched by three guards.

Aggravating the problem, many of the wealthy people who
shop in these stores look upon the trip past this poverty-
stricken neighborhood as exciting, even ftitillating. One
couple, Carmela and Friedrich Krause, even go so far as to
stroll through here at night while richly dressed. Friedrich is
a skilled Swordsman, and he has injured five men and killed
two who were attempting to rob them. The couple enjoys
the rush of fear that being attacked gives them, so they wave
their wealth before these desperate souls like a red flag
before a bull It seems only a matter of time before
something gives.

Carmela Krause (Scoundrel): Br 2, Fi 3, Wi 2, Re 2, Pa 3.
Rep 5. Adv: Eisen (R/W), High Eisen (R/W), Stunning
Appearance. Courtier (Dancing 3, Etiquette 4, Fashion 3,
Gossip 3, Seduction 4)

Seduchon 3), Heavy Wea.pon (Attack
Panzerhand (Attack 5, Parry 5, Uppercut
(Master) ;

138. The Drachen Wing (K31- K32) ; ,
the Bone Bridge, this small inn charges exorbitant pnces
because of its status as a tourist atfraction. At 15G a mght,'
the rooms are far too expensive to be rented by aanyene bwt
nobility and the wealthiest merchants. It might be expected’
that exquisite food and service would come with ‘this, bu
that couldn’t be further from the truth The roe)ms are %’gﬁ
small, the servants are surly and uncooperafnre -

food is bland and tasteless. Only the lure: of gettin
that they've spent the night in the famous Drache
Inn keeps customers returning here year afier year

The owner of The Drachen Wing is Wieland S¢
thoroughly detestable piece of work. Wleland is.gr f
and entirely bald. In addition, he has a terrible temper and -
has been known to throw vases and other objecty ‘*t%e‘

help. Worse, he pays them a pittance, keepiig

inn’s profits for himself. More than one ex-emp!

called him a pig with his head in the trough, gulping down
anything he can reach before the other pigs get to it first,
Wieland Schmitz (Villain): Br 3, 11 1; Wi 2/ Re
Rep -62. Adv: Eisen, Théan, Large Merchant (Irmkeeper 2

139. Hector’s Haberdashery (L34) — Hectur Sprafet
makes men’s hats, using a wide variety of fabrics, dyes, and
decorations to please even the most demanding -of.
customers. No one questions his skill, ‘but they are-.
beginning to question his sanity. The mercury Hector .
employs to shape his creations is affectmg his mind, the
latest manifestation being shouted arguments with the sky ™
over proper hat sizes for chickens and horses. Still, in times -
of clarity, he creates the best hats in Frmburg

Hector Spratt (Henchman): Br 2, Fx 2, Wi 1 ‘Re 1, Pa. 4-
Rep 18. Merchant (Haberdasher 4, TELIIGI‘ 2) et

‘‘‘‘‘
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" Section MI-P6

0. Student Housing (M1-N2) —
eighborhood hosts a large number of boarding houses for
tudents _6f the nearby university, pius a few townhouses for

: other academics. Rooms here average

_ ‘including meals and laundry in some

places. The house of Frnst Bottenfeld — discussed in the

dventure “The Nightbringer and Me” (The City of Freiburg,

pages 76-80) — lies in this neighborhood, not far from the
barracks. g

" 141. South Eig_End.cof Breutzmann’s School for
Young Nobles (M3-N6) — The southern end of
" Bretizmann’s finishing school has expanded beyond the
. walls which . originally encompassed it to include the
“adjoining buildings. The buildings outside the wall hold
- classrooms for the older students, who can be trusted in the
arby neighborhoéd?;_The section within the walls holds

Gtgiiitories where the stidents reside and the library where

T “A gentleman
"N should know the
Sl sciences as well
as he knows
proper etiquette.
ducation is
the mark of
10 iZity. 7
o — Berthold

Breutzmann

they study when not in class. The central grassway plays
host to riding lessons, fencing lessons, and gardening
classes, as well as clusters of students at leisure. A small
chapel has been built in the school’s southwestern corner,
though it rarely sees use these days. The students have lately
become enamored of Eisenfiirst Trigue’s practiced atheism
and are attempting to develop a formal school of
philosophy arcund it. The movement appalls the
instructors, but there is little they can do about it.

The school gates close every night at ten and a pair of guard
dogs are released to patrol the grounds. Resident students
out after curfew must take refuge in the nearby classrooms

or sleep in the streets. For more on Breutzmann's and its
facilities, see #106 (page 27} and #142 below.

142. Headmaster’s House (M4-N5) — Breutzmann
School Headmaster (and grandson of the founder) Berthold
Breutzmann makes his home in a luxurious manor right in
the middle of campus. Here, he entertains prospective




students and their parents, while throwing expensive parties
to help increase funding. Once enrolled, students never see
the inside of the place until graduation, when he leads an
elaborate ceremony in the ballroom.

Breutzmann is a stiff, jowly man w1t’h a powdered gray wig
and a clinical demeanor. He carries an ornate walking stick
with him at all times, even though he doesn’t need one. He
treats his charges with distanced formality, but is rarely cruel
or unkind.

Headmaster Berthold Breutzmann (Hero): Br 1, Fi 2, Wi 3,
Re 2, Pa 2. Rep 37. Adv: Eisen (R/W), Théan (R/W).
Courtier (Dancing 2, Diplomacy 4, Etiqueite 4}, Scholar
(History 4, Law 2, Mathematics 3, Natural Philosophy 4,
Research 4, Theology 2}

143. Barracks (O1-P4) — When Nicklaus Tréigue first
came to Freiburg, he bought the large estates which
dominated this hill and walled them off. He intended the
complex to serve as a headquarters for the City Guard and
sketched out plans for a barracks, a mess hall, an
administrative center, and a jail. The instant that
construction on the complex finished, he stopped paying
attention and allowed it to run itself. Since then, it has
served primarily as a barracks for guardsmen who cannot
afford to live elsewhere. The rooms arc drafty and ill-kept,
but they keep the rain off and most of the guards living
there are too destitute to care about a little dirt. A central
mess hall serves meals and there are even a few quiet rooms
for reading or playing games of chance. The central square
serves as a rough parade ground where the guards organize
before reporting to the Stein.

In addition to housing the Guard, the barracks fills two
other functions. The first is the Gaol, which developed out
of the original prison complex (see entry #189 for details).
The other is the city’s only hospital, which Wilma Probst
converted out of one of the barracks. Conditions here are
terrible: most of the staff is overworked and has little
surgical experience. The head doctor served as a field
medic during the War of the Cross and has almost no
knowledge of up-to-date medical practices. The floors are
unwashed and dried blood spatters the walls. Still, for many

of the city’s destitute, the hospital is theéir ‘only option for . .
medical care. Sick people with money usual]y gQ to. Dr.
McBride (#225) or other more reputable ! urgeons rather

than trust their lives to this foul place “ .

a large group of grave diggers leave the barracks w1th hand
pulled carts to collect the fatest casualties of Trague s social
experiment. If possible, they leave the bodies they. collect
with relatives for proper burial. Unclaimed COTpSes (the %/ast:"
majority) are brought back here and: either! burned in the
courtyard or buried in lime-filled pits outside the: mty

144. Young Man’s Fancy {06).— This large tailoring
shop specializes in clothing for the nearby school, loys can
get their pants restitched while girls can peruse the 1
dress fashions from Charouse. The
Gwendolyn Vestra, actually belongs to Sop
and the store’s basement serves as a safe house for

on the run.

Gwendolyn Vestra (Hero): Br 2, Fi 2, Wi 2 Re 3 Pa
30. Adv: Avalon (R/W), Eisen (R/W) Théan (R/W) Noble:
Cowrtier (Diplomacy 2, Etiquette 4, Fashion 2, Gossi

Oratory 2, Politics 3, Sincerity 3), Merchant (Accountm
Seamstrea.s 3}, Scholar (H.lstory 3, Law 2 .cc i

Fencing (Attack 3, Parry 3), Rider (Rlde 3)

145. The Heart’ s Quill (Pﬁ) Dut of these 'rented

‘‘‘‘‘‘

letters for infatuated souls who canniot find the words to -
express their love. The unpovenshed youth has no shortage
of admirers, but shuns them all.His heart belongs solely to
Cleo Bellini (#179), the only woman who has ever refused
his advances. ~ -

Tomas Vasquez de Hinojosa (Hero): Br 2, Fi 2, Wi 3,Re 2, -
Pa 4. Rep 36. Arc: Star-crossed. Adv: Castillian (R/W), Eisen
(RW), Stunning Appearance, Dangerous Beauty, ..
Indomitable Will. Artist (Writing 4), Courtier (Seductlon '5)
Fencing (Aftack 3, Parry 2) VIR




" Section M7-PI2
(NS-—PS) -= The shops along these rows
e _Schcol for Young Nobles and are accordingly

There are a number of inns (for visiting parents) and

as a single

Young Nobles frowns on lasciviousness, so Feathers has
-adopted its own “coat code” of sorts. It is to all appearances
another of the many restaurants on the street, but
individuals wearing a certain color feather in their hat are
-approached by, the manager and offered a jenny. The staff
at the School are undoubtedly aware of the establishment's
“alternate menu, but as long as everything stays subtle there
will probably be no intervention.

147. Monument to St. Gregor (N8-N9) — A wide
pedestal holds a larger than life bronze statue of St Gregor
in.an action pose; gloriously battling an unseen foe. Students
from the School for Young Nobles often come here to tell the

] “Look at me!
I'm a pimte/ 7

— ?(nonymous
atron at the
aptains Cabin

tale and exhort each other to live lives as glorious and noble
as St. Gregor’s. The students share the chore of keeping St.
Gregor clean. Although the statue is so old that none can
recall the sculptor’s name, it is nevertheless widely speculated
that the shield in the piece is an actual representation of the
Imperator’s shield. Treasure hunters from across Eisen come
here to sketch the shield for potential reference.

148. The Rendezvous (N9-N10} — This bridge is
regularly used by stargazers too poor to use the services of
the observatory up the hill (#113). Considered a romantic
spot (and relatively safe), there are always a few couples
here in the evenings.

149. Rich Houses {M11-L12) — These houses rent
for 60G-90G per month, and are richly appointed and
carefully maintained. Their proximity to the observatory
(#113), the gun shop {#109), The Captain’s Cabin (#151),
and a reliable doctor (#150) make them prime real estate
for adventurers.




150. Doctor Udo Lieber (M11-N11}) — Doctor
Lieber was a garrison doctor in Pésen before his retirement
to Freiburg. He has a nostalgic bent and built his office
{with his living space in the rear) entirely of stone — even
the floors. The building is sturdy and clean, and Doctor
Lieber has beaten up enough local toughs to keep it that
way. Unknown to him, the stone flooring in the building
goes a long way toward keeping things germfree. Should
anyone figure this out, it will contribute to explanations of
Lieber’s success rate. Lieber himself is a gruff, curt man
with a distinct military bearing. He tolerates no arguments,
whether about his diagnoses or his fees.

Udo Lieber (Hero): Br 2, Fi 2, Wi 3, Re 3, Pa 9. Rep 20.
Adv: Eisen (R/W), Théan (R/W), University. Courtier
(Diplomacy 2, Etiquette 3, Moaoch 3, Oratory 3, Politics 2,
Sincerity 4), Doctor (Diagnosis 4, First Aid 4, Surgery 3),
Scholar (History 3, Mathematics 2, Natural Philosophy 2,
Occult 1, Philosophy 3, Research 3, Theology 3), Pugilism
(Attack 4, Footwork 2, Jab 3, Uppercut 3)

151. The Captain’s Cabin (N10) — This
tavern/brothel can be reached only from the river. There
are back doors that exit onto the street, but the main
entrance is a waterfront dock for river traffic. The interior is
decorated to resemble a pirate ship. Much cleaner and
cheerier than the interior of a real pirate ship, the owners of
The Captain’s Cabin have heard too many sailors’ stories,
and the decor is accordingly gaudy and overdone. Patrons
can use stairs to reach the upper floors, or climb sets of
rigging dropped from the upper balconies. Large swaths of
sailcloth cover the walls. The serving girls all wear bright
kerchiefs in their hair, loose linen shirts, and trousers cut off
at the knee; all go barefoot while working. The place is
mainly frequented by young nobles who have never been to
sea but want to play pirate. The prices are set accordingly.

152. Dr Arman Hessmann (N12) — Doctor
Hessmann is not a surgeon... at least, not a surgeon of the
body. He calls himself a “psychic surgeon,” one who uses
the powers of the mind to cure the mentally ill and the
spiritually troubled. He claims a whole host of extrasensory
powers, including telepathy and limited clairvoyance.

:::::

, he
legitimately believes he is helping people (1f they thmk they‘__ L
feel better, they do feel better) and ha: receutly begun -y
cataloguing the mental problems people have tome to him -
with. Given time to compile and study, Hessméngibsgcould L

bilking merchants’ wives. Despxte his dec ,pﬁve nat

probably do some genuine good someday. Undl: L
Doctor Lieber across the street has a very dlm wew of e
Hessmann's “abilities.” : ( L

Arman Hessmann (Scoundrel): Br 2, Fi 2, Wl 3 Rg 3 Pa” ,
4. Rep -15. Adv: Eisen (R/W), Montaigne, Théan (R/W')
University. Courtier (Etiquette 2, Mooch 3 O{atory 3 .
Sincerity 4), Doctor (Diagnosis 2, First Aid I, Quack 5)
Scholar {Occult 1, Phllosophy 3, Research 3)

153. Koch’s Riverboats (08—P8)
makes his living renting gondolas and other. ;
those mshmg to take an excursmn ‘on the Roth )

renting to young nobles who want access: to The Capt i
Cabin (#151). He also makes good money smugglm -

154. Rental Homes (PQ-—Oll) - These homes rent for-:i.w
50G-80G per month. They are sometimes rented by noble
parents wishing to do business in the city angd still keep an
eye on their children at the School for Young Nobles.

155. The Maingate (P11- 012) One of the more
impressive bridges in the city, the Maungate is'a sturdtly-:,;;
built span that gives access to the Avenue of Arches,”
running toward the Stein. The Maingate and the ‘Avenue
are decorated for every holiday; and parades - and
processions are held along their length A pair of . mty
guardsmen staff each end of the brldge e




-+ Section MI13-PI8

156. Shops (M14-N13) — Small specialty shops line

he Avenue “of Arches. These buildings are almost
ieces: the storefronts are neat and clean, and the

offere warés are some of the best in town.

Avenue of Arches {M15-86) — The grand
boulévard of Freiburg, “the Avenue” hosts occasional
processions and parades, some of which run its entire length
from the Citadel to South Bridge {#194). The grass and
bushes along the Avenue are meticulously tended, and the
" City actually pays the ratcatchers (#195) a tiny stipend to
‘work through the area once a'week. The archways along the
Avenue are decorated on holidays,

.. 158, Shops (M16-014) — The shops on the east side of
" the Avenue of Arches are larger than those on the west.
They retain the same showroom air as their neighbors,

W ver. Prices tend to be slightly inflated here, but the

“I can fix that,

I think... do

you remember
where 1 put my
tools?

— gottliel;
Schnurr

a tavern frequented by rabid Eisen purists. Foreigners get
treated roughly here and are not welcome.

159. Shops (M16-N15) — Small shops off the Avenue
tend to be thought of as the “best kept secrets of Freiburg.”
People swear by the wares of these shops, and they are
thought of by shoppers as somehow better for being
removed from the glitz of the Avenue.

160. West Garden (M16-M18) — The gardens in
front of the Stein are carefully tended and pleasant. Wealthy
people with time to spare can often be found strolling the
area. After dark, these gardens become hives of vice as
jennys go on the prowl. Most jennys who work the gardens
don’t care for much privacy beyond a friendly shrub, and
those who are offended by open displays of lust would be
wise to leave the area at sundown. Lisenfiirst Trigue views
the after-dark goings-on as darkly ironic proof of his

theories.




S
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161. Tinker {N17-N18) — Located in a hodgepodge
neighborhood of small homes and shops in the shadow of
Freiburg’s Citadel, Gottlieb Schnurr’s shop appears to be
three or four buildings that have sagged against each other
for so long they’ve merged. The main building is crowned
with a massive windmill-bladed weathervane atop a clock
tower. This whimsical eyesore is visible for a good distance,
and the clock’s tolling can be heard throughout the
neighborhood every three hours. The windmill blades turn
a frighteningly complex series of gears and cogs that occupy
better than half the complex. Schnurr uses the motion as a
power source, and has a number of things connected to the
works — drills, saws, grinding wheels, a primitive centrifuge,
and so forth.

Gottlieb himself appears to be an unkempt, doddering fool.
He supports himself with his clockmaking and repair
business, and he can restore, rebuild, or resurrect alt but the
most brutalized timepiece, though his fees are high. He lives
like a pauper, but everyone in the neighborhood is
convinced he’s got a huge nest egg squirreled away
somewhere in the maze of his house.

Gottlieh Schnurr (Henchman): Br 1, Fi 3, Wi 3, Re 2, Pa 2.
Rep 20. Adv: Eisen (R/W). Merchant {Appraising 2,
Blacksmith 3, Ceramics 2, Cooper 2, Dyeing 1, Glassblower
2, Haggling 2, Poiter 2), Scholar (History 1, Mathematics 2,
Natural Philosophy 3, Philosophy 1, Research 2)

162. Berthold Hartmann’s Rental Homes
(P16-018) — Berthold Hartmann is one of the wealthiest
property owners in the city, second only to Redmund Erhart.
Though he owns other properties throughout the city, these
homes are his pride and joy. Richly appoinied and superbly
maintained, they rent for 100G-150G per month.

Berthold Hartmann (Hero): Br 2, Fi 2, Wi 2, Re 3, Pa 2.
Rep 15. Adv: Eisen (R/W). Courtier {Dancing 1, Etiquette
3, Fashion 1, Oratory 1} Merchant (Accounting 4, Haggling
4, Steward 3)

163. Blacksmith (P14) — Leopold Schroeder operates
a successful smithy here, with two buildings inside the fence.
The larger of the two is his home, which shelters him, his

wife, and their six children. The smdller bulldm; is the
smithy proper, which boasts large gates opening onto. the
street. Leopold’s two apprentices sleep- here, though they
take their meals with the family in the house. The
apprentices, Kurt and Johann, are up at dawr stokmg the
forge, and Schroeder never lacks for work. The smi y does

all manner of metalworking, from horseshomg to: wagon.
and coach repair. Schroeder supplies gears and cogs for

Gottlieb Schnurr (#161).

Leopold Schroeder (Hero): Br 3, Fi 2, Wi 2, Re T Pai'2 R:ep'
5. Adv: Fisen (R/W). Merchant (Appraising 2, Blacksmith 4, _
Haggling 4), Streetwise (Shopping 2, Soc1alizmg 3 Street i
Navigation 2) ;

164. Bridge (P13) — This bridge offers a
Avenue area with nearly as much eff1c1ency as'th i
(155), and so is just as busy as its larger nr-_'lghbor -+ Since:
guards are not stationed here, more jennys fnequeng this
bridge than the Maingate. :

165 Klein’s Laundry (P17)

S to the

A massive womefn

better jobs as mauds She has even pa1d a few small CIUWI'I ,
to help marry a girl or two off. Girls who-are'lazy or try fo
break their promise to “Auntie Mathilde” get bent over a
barrel for a sound “character- -building” strapping. -

The laundry takes washing frgm.‘_ the surrounding
residences, several inns, and private merchants, and "~ %
Mathilde sees to the city guards’ uniforms as well. Private .
citizens can have washing done by the girls at the laundry
for 2Z5¢ per tubful. Mathilde’s girls can get rid of all but the
most stubborn stain. Mending costs extra.

Mathilde Klein (Hero): Br 2, Fi 3, Wi 2, Re 2, Pa 3. Rep
17. Adv: Patron, Eisen. Courtier (Dancmg 1, Etiquette 3,7
Fashion 1, Mooch 1, Oratory 2), Merchant (Appraismg Qor
Haggling 2, Seamstress 3)




ouises and rmddle-class dwellings. Prices vary widely

ie endin. };pon the landlord, with residences available

-~ both for sale or rent. The businesses tend toward the

prac{lcal — grocers, furniture dealers, etc. — though the odd

uxury item still appears from time to time. Along these

‘streets, Freiburg’s cosmopolitan nature truly comes alive, as

" courtiers, diplomats, servants, and shopkeepers from every
_-corner of Thééh go about their daily business.

167, Chapterhouse of the Knights of the Rose
and Cross {(M20) — This squat stone building has been
“here since the earliest days of the Stein. It survived the War
" of the Cross untouched and remains much the same way
today as it did when it was first built. The Knights of the

~Rose and Cross have always held it, though they didn't

o ,Walways advertlse the fact Before the Last Batile of the Stein,

«\(z”-“- 5;,_," ) I, 0‘_ N
o \w‘;m 0

“Werner
Riven's house?

problem.

A b 3 (o
%ﬁa ¥ D
% S Ny

%W &K1 Oce that street
* there‘? ust
foz on zt ast

the fzrst rzage

until...’

—~ Johann
Grrosskinde

it was a blacksmith's forge, creating weapons for soldiers
from the nearby fort. The Knights used it to keep an eye on
the Stein and hide fugitives in a hidden room beneath the
anvil. Matthias Lieber hid here following his rescue from
Castille and completed his treatise by the light of the forge.

Today the building’s true purpose is a matter of public
record, though outsiders are still not permitted unless
accompanied by a Knight. By tradition, no one who comes
to the building in search of sanctuary can be turned away;
the Order considers it sacred ground. The smithy still
works, and Master Knight Dietrich Proust turns out his
famous swords for the Order. Thirty-seven members of the
Rose and Cross are stationed here, though most of them
can be found walking the streets of Freiburg.

More on Dietrich Proust can be found in The Sights of
Freiburg book, pages 26-27. More on the Freiburg
chapterhouse can be found on page 43 of the Knights of the
Rose and Cross sourcebook.




168. Greenhouse and Garden (M24-023) —
Freiburg’s original terrarium burned down a year ago, the
result of arson. Thanks to the efforts of a local duchess,
however, this building was quickly converted to fill the same
purpose. It houses a wide variety of plants from all over
Theah, including some rare flowers from'the Midnight
Archipelago. The gardens in front are a popular tourist
altraction and are tended yearround.

169. Heaven’s Lights {024} — The nobleman who
used to own this building was an amateur astronomer and
built a small telescopic array on the roof. When he died, the
new owners decided to open a dining club there, but
couldn’t afford to tear down the array, so they merged it
into the restaurant’s design. The ceiling has been painled to
resemble a starry night sky and the cutlery and dishes
incorporate  astronomical motifs  (suns, moons,
constellations, and so on). Membership is 20G a year and
tables are by reservation only.

170. The Empereur’s Wings (N22) — Like Paroisse
Mercantile (#57), The Empereur’s Wings uses Porté to
deliver messages. Unlike Paroisse, it does not transport
goods, only information. Using blooded objects in
Charouse, Kirk, Carlcon, and elsewhere, messengers deliver
letiers and news for a variety of clients. Six Porté Adepts
work at the Wings, each responsible for a single area. They
make trips once a week and can promise most deliveries
within a fortnight. Though not as skilled as Yan Riché du
Paroisse, they make up for it by working more cheaply (2G
per message) and covering more territory. Needless to say,
the two organizations are fierce rivals,

171. “Embassies” (N19-020) — While Fisenfiirst
Trigue wants nothing to do with the outside world, his
assistant Wilma Probst knows that the city must maintain
diplomatic relations with its neighbors. She passed the hat
and scraped up enough to purchase these expensive
townhouses to serve as embassies. At the moment, only four
are occupied — representatives from Fischler and Heilgrund
konigreichen, a member of the Vendel League, and a
corpulent diplomat from Paix — leaving the rest to fall into
opulent disrepair. The diplomats have little to do unless

Wilma needs them for something, and spend most of thelr
time playing whist with each other. S ‘

172. The Freiburg City Courthouse (02I—P23)‘---\_
— This gorgeous two-building strueture is mxsleadmg it has "=
nothing to do with Trdgue’s government or any official
business of the city. A group of wealthy merchants ded

it three years ago as a means of settling legai disputes. It has
since expanded to house almost (wenty judges, with an
attendant number of clerks, lawyers, and bailiffs to keep
things running. Merchants or businessmen ‘with civil
disagreements (property ownership, business grlevance&
etc.) can bring their cases here to be tried accordmg to old\
Imperial Eisen law. The involved partles pay the necessary
court fees, then plead their cases:before a landed judge,’
who decides the case one way or the other:

bailiffs keep order inside, the court ha

solution to the:r petty dlsputes and the ‘cotr
continues to prosper. Of course, since o Wealt
merchants can afford the fees, the court tends to: avor
concerns over less prosperous businessmeén, |

The buildings themselves hold several large co
plus legal libraries and chambers for the judg
summer equinox, the courthouse sponsors an e 5
game of Squares on the central lawn, with ‘costurne

humans serving as the pieces.

orlgmally opened this estabhshment as a muselim f;
maps and cartographic equipmert. He soon found,
however, that he could make much more money charging
people for directions than for admission, Today, he stands

at a kiosk outside the the front door, giving instructions on
how to get to anywhere in the city for 20c a throw. He
knows Freiburg like the back of his ha,nd and keeps ‘a.
supply of cheap paper nearby to draw qmck maps for his
customers. Admission to the museum is 50c, but it exists”
mostly for Grosskinde’s amusement these days

Johann Grosskinde (Henchman); Br 2, i 2. Wi, Re 2;"? v
2. Rep 3. Streetwise (Street Navzgatxon 5) -




~ Section M25-P30
174, Houses (M25-N27) — These ordinary dwellings
mostly house clerks and shopkeepers: the burgeoning
m;ddlec;lasa of Freiburg. The residents are occasionally

troubled by criminal activity, but the proximity of the Stein

175. Children of the Drachen {N27-P29) — A
strange commune of Drachen worshippers — throwbacks to
Fiseir's pagarfs:past — has taken up residence here in the

* shadow of the:Bone Bridge. They number about seventy-

five, holding ‘quiet sefvices beneath the arc of the bridge,
.around Quarry Lake, and other areas containing drachen
" remains. They emphasize strength and purity in their
* dealings; hoping that if they can emulate the reptilian
beasts, they will join the Drachen in the next life. The cult

“ endures endless ridicule at the hands of local Vaticines and

Objgéttim_lists,‘ but their physical prowess keeps them free of

a5
&

“Aall praise be
to the departed
gods, whose hol

essence we shall
all share

»
someaay.

— The
Children of the
Drachen

active harassment. They keep the spartan buildings
fastidiously clean and free of material distractions.

Average Child of the Drachen: Br 4, Fi 2, Wi 2, Re 2, Pa 2.
Rep 0. Scholar (Occult 4), Servant (Gossip 4, Haggling 2,
Menial Tasks 4, Unobtrusive 3), Streetwise (Socializing 2,
Street Navigation 1), Athlete (Footwork 1, Lifting 3,
Sprinting 2, Throwing 3}

176. Houses (N25-P26) — These modest homes stand
along the southern canal, where residents can watch the
boat traffic. Some of the houses have become popular wi
young nobles, who come here for “romantic” trips to thes
rough-and-tumble city. Rent averages 20G a month, payable]
to any of a dozen different landlords.

One of the houses — a small cottage near the water

actually belongs to Los Vagos, who use it as a safehouse. I
contains a secret room in the basement for hiding fugitives
Eduardo Manuel, the old Castillian fisherman who “owns




it, moved here eighteen months ago specifically to provide
Los Vagos with cover. He goes out fishing three days a week
to keep up appearances, though he rarely catches more
than dinner. See pages 73-76 in The City of Freiburg for
further information on his coitage.

Eduarde Manuel (Heuchman), Br2, Fil,Wi3 Re2 Pa
3. Rep 3. Adv: Eisen, Membershlp Los Vagos. Hunter
(Fishing 4), Sailor (Balance 2, Climbing 3, Knotwork 5, Pilot
4, Rigging 4, Swimming 3, Weather 2)

177. Guildsman’s Bridge (N26-027) — The
Guildsman sports twin guardhouses on both sides of the
canal, manned twenty-four hours a day by a dozen stalwart
swordsmen. The nearby Vendel merchants pay their salary,
ensuring that they always have swilt access to the Stein
district from their nearby quarter.

178. Southern Bone Bridge (N30-P30) — One of
Freiburg’s most famous landmarks, the Bridge has lain
across the Rotstrom since before the dawn of man. It
formed from the skeleton of a drachen — one of the largest
on record — which fell across the river when it died. The
bones caused interminable trouble for ships traveling along
the river, and remained a significant impediment until
Stefan III had the skeleton elevated during construction of
the Stein.

During the Last Battle of the Stein, Stefano Wull’s forces
skirted the heavily fortified bridge and crossed the river to
the east. Once they attacked, however, they swiftly seized
the south side of the structure, encircling the northern
fortifications and preventing the fortress defenders from
crossing the river. Cannon marks from the battle can still be
seen on the bridge’s lower foundations,

Today, the bridge is the largest structure spanning the
Rotstrom, wide enough for two carts to pass side by side,
and can support huge amounts of traffic with little or no
maintenance. The bones themselves are stronger than steel,
and have never buckled or cracked in over four hundred
years of continual use.

The southern side consists of the beast’s tailbones, which
wind through the nearhy buildings before coming to a halt

several blocks away. Stefan II had a ramp-. bu1lt along the -

tail, allowing travelers to reach the bridge:without havmg to
clamber up the sides. The Stein used to: Charge atoll for -
travelers to cross the Bone Bridge, but i:hat practice fell -~ {
along with the fortress. Wilma Pmbst cons1dered
resurrecting a toll, but discarded the nohon after or

look from Nicklaus Trigue. .

179. Love’s Apothecary (P27) — Cleo Bellini was:
rained as a courtesan in Vodacce and qmckly saw how :
foolish love makes even the most rational people; After she A
moved to Frelburg, she turned her observa ion .into a

aphrodisiacs, and charms She is endlessly aﬁluse ] at how
desperate her customers are to purchase her wareg, She is

persistence of Tomas Vasquez de Hmc)]osa
changed her mind... vet. :

Cleo Bellini (Hero): Br 2, Fi 2, W1 3, Re 3, Pa 3 R
Arc: Self-Controlled. Adv: Eisen (R/W}, Vodacce {]
Thean (R/W), Stunning Appearance. Courtier (Sche: i}
Seduction 3), Criminal (Quack 5), Servant {Gossi
Haggling 3) - ' A

180. Library (P28-P29) — The Vend
established this library for the Merchant’s s Quarte
members would not have to travel anywhere els
Freiburg. Like everything associated with Vendel; i
expensive, tastefully furnished; and ‘teeks.‘of
reading rooms are paneled in oak and the stacks- - contain
thousands of books on countless different topics. The map
room holds topographical surveys of every nation in Théah
and dozens of periodicals are available on demand. Usually, -
only residents of the Merchant’s Quarter gain access to the
library, though nobles are sometimes permitted in for 4 ™
small “browsing fee” (2G-5G). Isa Sterk, the Head .-
Librarian, runs the place like a military ‘compound, The .
stacks are alphabetized to within an inch of their lives; and
not a single cobweb mars the pristiné hardwood walls.

Ilsa Sterk (Henchman): Br 2, Fi 2, Wi 3, Re 3, Pa 3. Re
20. Adv: Eisen (R/W), Vendel (R/W), Théan (R/W). Schol
(History 2, Mathematics 3, Phﬂosophy 2 Research a)

51!



‘ij,iéa, Ltd. (M35) — This warehouse complex
Dusan Burian and Kalman Elek, a pair of

ss specializing in products of Ussura and
: doing a booming business, as all the
4'new%‘}y”:1ﬁoneyed merchants of Freiburg are in the market for
-lwaury goods. The square building between the warehouses
and the bridge is their showroom, where they display
samples of their wares'for browsers. Contrary to popular
__opinion, Burign and Elek are not smugglers. Their
legitimate business is doing well, and they don’t have time
for underthe-table bargains. Not that they wouldn’t be open
~""to such a thing, if it could be done quickly and quietly.
" "Dusan and Kalman (Heroes): Br 2, Fi 2, Wi 3, Re 2, Pa 2.

Rep:-I:Q. Adv: Eisei_; (R/W), Ussuran (R/W), Membership:
rchant Guilds. Merchant (Appraising 4, Haggling 4, Sail

'
\S  “Theus forﬁias
) me from ustng
force, but for a
scoundrel like
you, I'm sure

Héd mahe an

exception. 7

— Abbot
M Allar) Reichs

Maker 3), Streetwise (Shopping 2, Socializing 3, Street
Navigation 2), Firearms (Attack 2)

182. Blacksmith’s Bridge (N35-035) — This bridge
was named for its heavy stonework and the iron railings
which hold it in place. A tall bridge with wide spans, it can
accommodate big barges on their way to the Explorers’
gantry {#183). It is currently undergoing minor repairs
caused by water erosion and the elements.

183. Loading Crane (N34) — Owned by the
Explorers’ Guild, this crane is solidly built and carefully
maintained. It has a lifting capacity of just over two tons,
and can reach out far enough into the Rotstrom to unload
any size barge.

184. Giovanni’s Historical Weapons (031) —
This large structure serves as a combination weaponsmith
and museum. The interior contains displays of weapons and
armor from the earliest days of the Old Republic to the




current war in Castille. Weapons of all sort are for sale,
though most are purely decorative. Nobles often come to
Giovanni’s to get ceremonial swords for formal occasions,
and the Freiburg Opera has an exclusive contract with them
to produce their props. The fees are astronomical, of course.

185. The Gilded Wheel (032-033) — This huge
building sells carriages to the rich and wealthy. Anything
from a simple horse-drawn buggy to a coach worthy of an
Fisenfiirst can be purchased here. The owners build the
vehicles on the premises, using an elaborate factory that
takes up the rear of the building. The front serves as a
“showroom” and includes a lavishly appointed chamber
where the delicate matter of price is discussed. They
employ over 40} qualified craftsmen from the poorer sections
of Freiburg to build and commission the coaches. The
craltsmen often arrive before dawn and leave after dusk, so
as not to disturb the “exclusive” ncighborhood with their
presence. In exchange, The Gilded Wheel compensates
them well and even tries to get some of them permanent
positions with their clients as coachmen.

186. Cup and Crown {034) — The Cup and Crown
is arguably the best private club in Freiburg. It is frequented
by the ulgarich of the city: high-wagering merchants and
nobles who like to win but can afford to lose. Sumptuously
furnished, everything at Cup and Crown (not The Cup and
Crown, just Cup and Crown) bespeaks exquisite taste and
refinement. Cup and Crown does not offer jennys. Indeed,
the term “jenny” causes raised eyebrows, and repeated use
of the word may lead to revocation of membership. On the
other hand, a member who arrives with a pretty young lady
who is obviously not his wife will not be questioned.

The owner and proprietor of Cup and Crown is Ormond
Lange, a dapper gentleman with graying hair, a seductive
voice, and an eye for quality in everything. Herr Lange can
be found in the club nearly every night, seeing that things
run with quiet competence. The food is superb, the games
are fair {and often high-stakes), and security is very tight.
Card sharks, rowdies, and the poorly dressed are quietly but
firmly ejected.

Membership at Cup and Crown costs 50G annually, Subject ‘‘‘‘‘‘‘ e
to review and revocation at any time by:Herr Lange: The

complex is very large and has suites of rooms. available to _
its members; this service is complimentary.. The club also b
boasts banqueting facilities, including a good- s1zed '
ballroom, for those who wish to entertain Wlthouf i
plan everything. Cup and Crown employs a staff o
two dozen, all carefully screened by Herr Lange
brooks no nonsense from his employees. - - "‘l

187. Exclusive Shops (P32-R33) — In such close
proximity to Cup and Crown (#186), these shops are
dedicated to servicing the members of the club. Very
exclusive and pricey, these shops include a tobacc@mst and
a tailor known for quick service.

188. Monastery of Holy Saint Gerd

and the Tobians who run the monastery are always
to help their charges. The Tobians are a militant

human services. They have not yet been granted:an
audience with the Eisenfiirst, though they requé‘st oI

weekly. Until they can prevail on the Eisenfiirst to are
his people, they do the best they can. . ...

There are 10 Tobian monks living at the mondstery, and
about 15 more laymen and servants. At 30 years of ; age,
Abbot Allard Reichs is one of the youngest men to ever
hold such a position. The highly charismatic “abbot is a

powerful orator. He is also a powerful flghter, and has had
to defend his honor and the honor of the Monastery of -

Holy Saint Gerda on more then one oecasion, Several .-
Swordsmen have felt the sting of his staff, and more than
one has been so moved at being defeated by the young marn
that he has sworn to defend the monastery. Reichs has a & . 1
small cadre of Swordsmen he can now call on shﬂuld his
monks need to carefully apply some muscle. .
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complex, detailed in entry #143. Originally

Las a jail, the city’s freewheeling nature transformed

mef g else..Currently, only three kinds of people

“ate incarcerated here. The first are criminals waiting for
portation; they remain here, packed into cells, until
epresentatives from their home province arrive to collect
them. Secord are the debtors whom no one wants as

, mdgnwré&-,se(vanis. The final, much smaller population is
. made up of péppie who are simply too dangerous to allow
" loose ~the criminally insane. Most other crimes in Freiburg
“ are. punithed with flogging (performed in the yard outside
.gaol), maiming (done in the basement of the gaol), or

. execution (carried out here with litle fanfare, though
particularly notorious. criminals are executed publicly at
City: Hall). The gaol is a forlorn place run by thugs and
£ruffians, its thick walls only barely stifling the screams of its

& it

“Hey, Bruno,
I found the
nest! Bring the
boar spear,

MW would you?”

~ ab
Umugotf
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190. Silversmith (Q5-R6) — Master Adolphus Krause
works the finest silver in Freiburg. His work is known a

over the city, and merchants jockey to purchase his lates
stuff. He has done all manner of stuff in silver — teapots
cups, platters, flatware — and some more exotic things, likg
false teeth, fingernail sheaths, cane shoeing, jewelry, inla

and so on. His work is on display or in use in thé
households of nearly every Eisenfiirst. He is a master of hi

craft and currently has four apprentices whose skill is a
good or better than any other smith in Eisen. He ha:
recently been approached by several different merchant
about exporting his wares in quantity to Vendel an

Montaigne, and he is seriously considering the deal.

Adolphus is well fed, but not fat His hands are staine:
black — a byproduct of working with silver. He owns all fo
buildings in this block, and lives in the one nearest th
bridge; the others serve as storage, his workshop,

quarters for his apprentices.




Adolphus Krause (Henchman): Br 2, i 3, Wi 3, Re 2, Pa
2. Rep 35. Merchant (Accounting 4, Appraising 5,
Blacksmith 3, Haggling 3, Jeweler 5)

191. Zoellers’ {82) — Hans and Sara Zoeller operate
this tavern, though it has seen better days. Brother and
sister, they took up the business after their parents died of
disease, and it is clear to all that the pair have little skill or
business sense. Zoellers® is dirty, the food is poor, and the
ale rough. The prices are very low, however, and Sara
sometimes gives food away to people who look
appropriately pathetic.

192. Shoemaker (R4-R5) — Baldwin and Etta Huber
have been making shoes their entire lives. They are
mediocre crafters, but their business is good — they have an
exclusive contract to provide shoes for the occupants of the
gaol up the hill. They deal with Gardner Fuchs (#193) for
their leather, and they have a standing deal with the big
tanner — they shoe him, his apprentices, and his family in
return for discount rates on material.

Baldwin and Etta are getting old. Baldwin has no hair left,
and Etta has lost some teeth. Both have a pronounced
stoop, earned from years bending over a workbench. Still,
the pair are pleasant and the shop always has visitors, even
if the visitors are just old friends come to chat.

193. Tannery (T3) — Gardner Fuchs’ leather is good
quality, and he takes pride in his work. His shop reeks of
chemicals and urine (much of which is dumped in the river
behind the shop when he’s through with it}, and the smell
can be detected down the block; farther if the wind is right.
Gardner and his two apprentices turn out mostly common
itens — horse tack, belts, jackets, and the like. They do not
do shoes — for shoes, Gardner directs customers next door.
He supplies Baldwin the shoemaker with all the latter’s raw
material, and the two do a good business together.

Gardner is a giant of a man, with a voice to match. Some
speculate he’s a little deaf and talks loudly because he has
to, but no one has dared find out the truth. A hardened
brawler, Gardner does not hesitate to punctuaie an
argument with his fist. He has a soft spot in his heart for

Baldwin and Etta Huber (#192), and will
the aid of the old couple. e

Gradner Fuchs (Henchman): Br 5, Fi 2

Rep 20. Hunter (Fishing 1, Skinnin
Merchant (Accounting 3, Furrier 2, Haggling 5);
(Attack 5, Footwork 2, Jab 4, Uppercut 4)

194. South Bridge (S6) — Squat and unassumi

South Bridge is an important piece of defensive work for:. "
Freiburg, as it represents the closest access. ﬁom the gaol .

(#189) to the rest of the city. It can be completely‘ sealed off
via portcullises, heavy doors, and a chain drawn across the
Roth beneath it to prevent river traffic. It is staffed w1th
guardsmen at all times. R T

195. Rat Catchers’ Office (T5) - Ty
Traugott are the head ratcatchers for th

throughout the city keeping down- the vermin
and kill rats, cats, dogs, and the occasional ko
animals are brought back to these buildings,

(non-supernatural) kills are dressed. Tab has &
Gardner Fuchs (#193) for treating the rat. skins; w

then sells to clothiers for use as an mexpenswe il‘lmmmg-faéll‘ i

— though no clothier would admit to it, nearly
have used the ratcaichers’ services from time to
business allows the brothers Traugott to actuall
ratcatchers who work here, who otherwise

the thanks of shopkeepers for their daily bre _. |

The ratcatchers can be a useful if rather unrefine

of information about the goings-on in the city. They can
enter a surprising number of places unmolested, and they
see and hear things most folk would never unagme

Tab and Bruno Traugott (Henchmen) Br 4, Fi 4, Wl 9, "
Re 2, Pa 2. Rep 26. Hunter (Ambush 4, Skinnlng 4, Stealth -

5, Tracking 2, Traps 5), Merchant (Accounting 3, Furriér 4,

Haggling 3), Firearms (Attack 3), Knife (Attack 3, Throw 5) "

ag%.

N
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rner’s Stables (Q7) — This collection of
Idliz ouses a fine collection of horses imported from
li-over Eisen. The owner, Werner Riven, deals mostly in
: t also.sells riding horses to young nobles and
k moonlights as a riding instructor at the
Breutzmann academy, though he has no official teaching
status. HlS partner, Fritz Gotilieb, manufactures saddles and

harnesses out of a nearby leather shop.

" Werner Riven:and Fritz Gottlieb (Heroes): Br 2, Fi 2, Wi
‘2 Re 2, Pa B.Rep 25, Merchant (Accounting 2, Blacksmith
2, Haggling 2), Fritz: Hunter (Animal Training 3, Skinning
-4y, Werner: Rider (Ammal Training 3, Mounting 3, Ride 4,
“Trick Riding 4) ’

197. Miller and Dry Goods {Q8-Q9) — Jacob
. Schiffer originally set up this building to grind grain into
" flour, but when that couldn’t pay the bills, he expanded the
“bysiness {6 sell feed and dry goods. The nearby Roth is

“That muleés
qot a temper,
she does, but her
partners entle
as a lamb. Sort

Y of balances out,
doesn’t it?”

— Werner

NN Riven

wx - ;-
A" 2ae.¥ k0, Ve
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usually sufficient to turn his large mill wheel, but he
occasionally requires additional muscle from a pair of mules
owned by Werner’s Stables across the way. He does a brisk
trade in livestock feed with the stables, and also works
closely with Hanz and Kara Franken to get them the flour
for their baked goods (see #112, above).

Jacob Schiffer (Henchman): Br 2, i 2, Wi 2, Re 2, Pa 2.
Rep 23. Merchant (Miller 5)

198, Freiburg Gazette (Q11-R11) — In 1656, two
brothers founded Théah’s first published newspaper on this
site. The Steinhalt Weekly featured news on the war, lists o
casualties, and even discreet information from the
Imperator’s Court. Success came almost instantly, and thej
building soon came to house over fifty employees. With the
coming of Nicklans Triigue, the name changed to the
Freiburg Gazette, but its prosperity remained constant. Toda

it competes with a host of imitators, from the Luthon Weekiy
to the Kirk Reader.




The building holds a business office, printing presses, and a
stable house for holding wagons. Its employees scour the
city for news and information, and the Gazette takes pride
in reporting news from all over the world. They have
contacts in City Hall and often pay The Empereur’s Wings
(#170) for news from abroad. Their central focus remains
Freiburg itself, however, and they devote a great deal of
copy space bath to local gossip and to news from nearby
kénigreichen.

The Gazette founders, Anton and Gilbert Rademaker, still
run daily operations from a large office on the second floor.
Lately, they have begun employing regular “columnists”
who write on a range of topics, from the latest fashions to
various archzological sites. Circulation has increased
dramatically, and the brothers plan to add more columnists
soon.

Anton and Gilbert Rademaker (Heroes): Br 2, Fi 2, Wi 3,
Re 2, Pa 3. Rep 35. Adv: Eisen (R/W), High Eisen (R/W),
Montaigne (R/W), Théan (R/W}, Noble. Artist (Writing 3),
Courtier {Dancing 1, Diplomacy 2, Etiquette 4, Fashion 2,
Gossip 4, Politics 3, Sincerity 4}, Merchant (Accounting 2,
Calligrapher 3), Scholar (History 3, Law 3)

199. Green Leaves Inn (812) — Though not as
famous as The Drachen’s Wing, the Green Leaves has
earned a quiet reputation for good food and friendly
service. The food is standard Eisen fare with little variation
or fanfare, but the staff prepares it carefully and works hard
to ensure its quality. The serving staff is courteous and
friendly, and the rooms are blessedly free of vermin. The
innkeeper, Bertha Rigger, employs several runners for the
sole purpose of acquiring objects desired by her customers.
Slowly but surely, word of the Green Leaves is spreading;
those in the know rarely look further than Bertha’s smiling

face.

Bertha Rigger (Hero): Br 2, Fi 2, Wi 3, Re 2, Pa 4. Rep 43.
Adv: Avalon, Eisen (R/W), Montaigne. Merchant
(Appraising 2, Haggling 4, Innkeeper 5), Servant
(Accounting 4, Drive Carriage 2, Etiquelte 3, Gossip 3,
Unobtrusive 2}, Streetwise {Shopping 2, Socializing 3, Street
Navigation 2), Firearms (Attack 2)

200. The Drachen’s Tooth (RQ-RIO) — Oneof
several Freiburg establishments witk “Drachen” in-the title, -
The Drachen’s Tooth is a private ‘drinking hall, open to.

members only. It consists of a long open room and several - e

;g:eu"in‘ .
Théah is available here; patrons are expected to'serve
themselves. Membership at The Drachen’s Tooth i by- '
invitation only; its patrons turn away anyone ‘they don’t.
k_n()w, I: \ .' :Egi R

In truth, The Drachen’s Tooth has a much more important;,

purpose than getting its members tanked: it serves as a“
headquarters for the Wachhunde. Wachhunde captain Kelb
Loring purchased the building with funds m & prate

merchant he had rescued and converted it6'a miflit
headquarters. He and his men plan patrol TO
discuss tactical matters, and identify difficult’ crimi
During their off hours, they come here to drink

City of Freiburg.

While most outsiders never get past the front doo
for the nearby Gazette are sometimes allowed in. -
provided they keep quiet about the Tooth’s frue urpese, |
exchange, the Wachhunde gets good press and can pigk the
Teporters” brains for news of criminal activity,

i

201. Fish Market (S7-T9) — Every fish com nercially
caught within a fifty-mile radius eventually ends up in these
long open-ended buildings, where they are gutted, cleaned,
and sold by the hundreds. Merchants“in stalls sell carp,
perch, and more exotic seafood while customers clog the
walkways in an effort to purchase the freshest catch. The ™
market sells to almost every restaur&nt-ianreiburg, along .
with untold numbers of private hemes; It also atiricts.
countless stray cats, who lurk in the corners waiting for
discarded entrails and other delica(;iesf. ‘While thcéy can:
occasionally be a nuisance, they keef) the complex free of
dirtier vermin like rats and carrion birds, so-the fishmorfggrs'
generally leave them alone.
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B Section Q13-T18
0: szxfy'Den Club {Q16) — A “Castillian gentleman’s
", the Fox Den serves the refined needs of Castillian
in the city. More importantly, however, it hides a
mall contmgent of Los Vagos. The Inquisiion has no
“permanent presence in Freiburg (Trégue despises them),
butdos Vagos need a place far away from Castille to do
their work in safety. Members of the Fox Den work mainly
to hide Castillian fugitives, using the city’s chaos to mask
them from pursuit. Their leader, Reynaldo Nufiez del

- .‘Torres has es;abhshed a few alternate hiding places but

keeps most fugltwes here, where he can keep an eye on
-them.- He sta,ys in touch with the Vagabond with carrier
“pigeons, which he maintains in large coops on the building’s
roof. He's found them more reliable than human
messengers.

h “*qu:ﬁse on Reynaldo and the organization he serves will

appéar in the forthcoming Los Vages sourcebook.

lA‘iL ‘ﬂh

“Keep him in
the cellar. No
visitors. I'll tell
you when ifs

Safe to let him
out.”

— .’Qeynazao
Nugiez el
Torres

AP
17 18

Reynalde Nusiez del Torres (Hero): Br 2, Fi 4, Wi 3, Re 3,
Pa 4. Rep 22. Arc: Selfcontrolled. Adv: Castillian (R/W),
Eisen (R/W), Vodacce, Membership: Los Vagos, Noble.
Courtier (Dancing 2, Etiquette 4, Fashion 2, Oratory 2,
Scheming 3, Seduction 3, Sincerity 3), Spy (Conceal 5,
Disguise 3, Shadowing 4, Stealth 4}, Streetwise {Socialize 2,
Street Navigation 3), Aldana (Feint 2, Riposte 3, Tagging 1,
Exploit Weakness 3), Fencing {Attack 3, Parry 2}, Firearms
{Attack 3, Reload 1)

203. Spiral Bridge (QIl4) — This narrow wood
structure serves mostly pedestrian traffic; it cannot handle
carts or other heavy transport. Children often fish in the
canal off of its sides.

204. Hour Bridge (R16) — This bridge, and Minute
Bridge to the east, were named for the promptaess of the
Guards watching either end: they relieve each other’s shifts
promptly on the hour. The practice has become a point of




it

pride to the guards assigned there; anyone late for his shift
finds himself scrubbing lichen off the bridge’s foundation.

205. Minute Bridge (R18) — The guards here follow
the same protocols as those at Hour Bridge to the west,
keeping accurate time by their punctuality.

206. The Lucky Coin (S16) — The Coin is a
gambling hall, serving nobles looking for a litle “danger”
without going too far out of their way. The slightly grimy
exterior conceals a spacions and comfortable hall where
tailored courtiers can indulge in cards, Squares, or even
sailors’ dice if the mood strikes them. The basement hosts
games of a slightly earthier nature: boxing, cockfighting and
ratting (betting how many penned rats a given terrier can
kill in a set amount of time). Wagering is always fierce, and
the basement fills much more quickly than the staid setting
upstairs. The owner, Alena Vasilev, ran a successful
gambling house in her native Pavtlow before coming to
Freiburg. Her intoxication with the high life combines with
her uncanny knowledge of coarser delights to create the
perfect hybrid: a “dangerous” business safe enough for the
nebility to indulge in.

Alena Vasilev (Scoundrel): Br 2, Fi 2, Wi 3, Re 3, Pa 3. Rep
-13. Arc: Selfcontrolled. Adv: Eisen, Ussuran (R'W)
Stunning Appearance. Courtier (Scheming 3, Seduction 3),
Criminal (Gambling 5), Merchant (Accounting 4), Servant
{Gossip 2, Haggling 3)

207. Boarded-up Store (Q13) — Though clearly
abandoned, this small building hasn’t attracted any
squatters or landlords interested in buying it for some
reason. The store serves as one of several meeting places for
the Freiburg branch of the Rilasciare. A group of about
twenty Free Thinkers, members of the militant Guerrilla
Alliance faction who seek to keep Fisen divided and
prevent the Iron Princes from gaining any more power,
meet here on a regular basis. The store contains a set of
cots, a pot-bellied stove imported from Avalon, and enough
fuel to heat the building for several weeks. Other hideouts
such as this exist throughout the city; the Thinkers vary the
times and places where they meet, using the coat code and
other means of communication to keep each other

?

informed. There is no regular leader; the group makes" -
decisions by vote as befits the Rilasciare ‘philosop]‘r__y. More
on the Freiburg cell can be found on pages 4748 of the
Rilasciare sourcebook. o

208. Shouter’s Square and Book : Emporium
(R14-516) — Shouter’s Square has become a place where
anyone can come and air his opinion. Street prophets, .
political agitators, and kooks of all varieties célfig to
harangue passersby. A Guardsman in plaiﬁclomesialvﬁays
monitors the square for signs of real troublemakers, but
otherwise leaves the shouters be. L

The building in front of it sells books and periodicals of all -

varieties, It is almost a library unto itself, though all books
must be bought before they are read. The Boc i
also acts as the Freiburg headquarters for ‘the
College. Richard Mutz, the owner, kegpszz‘a of p g
presses in the back room for disseminating new scientific
discoveries. He can then pass the information o .to other ::
Invisible College members by selling them books with: the_,{‘ -
printed information hidden inside. More on Mutz ean: be
found in the forthcoming Invisible College sourcebook.

Richard Mutz (Hero): Br 1, Fi 2, Wi 4, Re 3, Pa 3. F
Adv: Eisen (R/W), Castillian (R/W), Théan
Membership: Invis. College. Merchant (Accou
Calligrapher 2), Scholar (All Knacks 4) E

209. Rooms and Shops (R18-T16)
mix of business and residential buildings, thi
features inexpensive real estate for sale or rent.. The
surrounding streets are grimy and crowded, but less cririe-

ridden than one might think.
210. Hoffmann Park (T13-T15) ~ A sparsely

planted area of stone walkways and scruby; the park was "
once a series of houses like others in the neighborhood. -
When the landlord died, his will decreed that the buildings.
be torn down and a park be built “for all of Freiburg to

enjoy.” His tenants were forced to move while their homes .
were destroyed; they moved back the instant the park went _
up. Today the area hosts a series of squatters pitched in+"
tents or huddled around fires to keep off the cold.
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- Section Q19-T24

: henburg Delivery Service (820-T21) —
An R Rnschenburg started his business with a two-mule
d a broken-down wagon. Today he runs a huge
] serqce out of these cavernous headquarters,
ng goods to “all corners of Freiburg. He’s rarely on the
premises these days, busy securing orders from the Stein,
the docks along the Rotstrom, and elsewhere. There are
over a dozen wagon teams ready to go here, plus countless

burly packbearers willing to carry items on foot.

* Ruschenburg’s delivery service isn’t particularly fast — the
street crowds make passage for his wagons difficult — but he
'.,.-mk&prlde in keepmg his charges secure. His wagons are all
carefully padded and can carry fragile objects such as glass
“and mirrors with 'i‘glative case. Because of this, nobles and
_ those with delicate packages tend to rely on him, allowing
~vhimt to charge more for his services than most.

“I didn't see
nuthin’. An if
ye happen to

fma %zrsez‘f at

the Drachen’s

Toe next Kedi
mght ye won't
see it neither”

ht ‘; iﬁ'ﬁh\lﬂ“h “-’AB"
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Anton Ruschenburg (Hero): Br 3, Fi 2, Wi 2, Re 2, Pa 2.
Rep 19. Adv: Eisen (R/W), Able Drinker, Toughness.
Servant (Accounting 2, Drive Carriage 4, Eliquette 1,
Gossip 3, Menial Tasks 4), Streetwise (Shopping 2,
Socializing 3, Street Navigation 2), Athlete (Footwork 2,
Lifting 4), Knife {Attack 3, Parry 2)

212. Chapterhouse of the Swordsman’s Guild
(Q19-Q20) — Freiburg’s rough-and-umble nature makes
the presence of the Swordsman’s Guild a virtual necessity.
They have set up shop in this small square in an effort ta
regulate the duels taking place in the city. The results have
been less than encouraging. Technically, any visiting
Swordsman must check in to the Chapterhouse and
announces his presence. In practical terms, howeveq
Swordsmen pretty much come and go as they please an
unsanctioned duels take place here with frighteni
regularity (duels are legal in Freiburg, unlike most places i
Théah). Coupled with pressure from the Vendel Leag




and Freiburg’s general unruliness, it makes the task of
“regulation” almost impossible.

Despite that, the Guild has still found it worthwhile to
maintain a presence in lreiburg. Countless local clients
desire their services and enough Swordsmen care about
protocol to check in regularly. The buildings hold several
offices, a small dorm for members, and even training
facilities in the central square. The Guild employs several
fulltime clerks to make sure the books stay balanced. A
governing council comprised of one member from each of
the six principal swordsman schools (detailed in the Players’
Guide) makes all decisions affecting the chapter as a whole.
Most of their duties consist of collecting fees from customers
and ensuring that visiting Swordsmen adhere to the Guild’s
rules. They also train apprentices in their spare time and
keep an eye out for potential members amid the city’s
teeming masses.

213. Bird in the Hand (Q23} — This small pawnshop
has seen better days. The shutters are holed and the front
door sags under its foundation. The interior of the shop is
threadbare and the goods are of a highly dubious nature,
Guy Regan, an expatriate Avalon wanted in Canguine on a
number of charges, runs the Bird with all the charm of a
prison snitch. He does business with most of Freiburg’s
underworld — selling stolen goods, counterfeiting valuable
objects, etc. — and lives in mortal fear of being deported to
Avalon, where a lengthy jail term awaits him.

Regan is a small weaselly man with greasy hair and a
pointed nose. He lives in a small room on the building’s
second floor, which he keeps barred at all times. An abject
coward, Regan hates physical confrontation and rolls over
with the slightest push. The Guard has found him an

invaluable source of criminal information.

Guy Regan (Villain): Br 1, Fi 3, Wi 2, Re 2, Pa 2. Rep -28.
Adv: Avalon, Fisen, Keen Senses, Small. Criminal (Ambush
1, Cheating 3, Gambling 2, Lockpicking 3, Pickpocket 2,
Shadowing 2, Stealth 4), Fence (Appraising 3, Haggling 4,
Socializing 1), Merchant (Jeweler 4), Streetwise (Socializing
2, Street Navigation 4, Underworld Lore 4), Firearms
(Attack 2), Knife (Attack 3, Parry 3)

214. Helmsley’s Bridge (Q24e) =, Thls bndge i
named after an infamous murderer, Bruns Helmsley, who . .
lived here back in the days of the Stein. He strangled [ns_h g
family in their beds one night and hung thenj” corpses along
the bridge like landed fish. Despite nurmerols : efforts to
“officially” change the name, locals still nefe

Helmsley’s Bridge.

215. Descending Stairs (R20) — Marble steps herei

drop straight down into the canal; they used to, be part of
another structure and remained when the canal was
excavated. Local boaters like to use it as a “Iomam:lcn
embarkation point for tours along Freiburg’s waterways

216. Gatehouse Bridge (R21) — The watch stanons
around this bridge serve as a central coordinati ‘
the locaI guard pa.tmls A sergeant is on du

217. Dock (R22—R23) — This ifkkept” f ;
local businesses, unloading supplies from barges
enough to get into the canal It usually delivers .
malerials to the ceramics factory (#219), though. An
Ruschenburg (#211) sometimes uses it for dehve‘ :

the Rotstrom. : B

218. Lower-Class Housing (R19-T
working-class dwellings vary in quality and p

mainly by fishermen, dockwortkers, and employees Qf ‘the .
ceramics factory (#219). Redmund Erhart (see The City of
Freiburg, pages 21-22) owns a large aumber of them and

gouges his tenants however he can. Rental prlces range
from 5G-25G a month. : . :

219. Ceramics Factory (S23—T24) Tfns cluster of g
buildings employs most of the nearby citizens
manufacturing pots, bowls, roof tiles, and othe# ceramic -
products. The ovens run twenty-four hotrs a day, and while
conditions are bad, the workers earn enough to get by. The
kind-hearted manager sometimes lets destitute employees
sleep here if they have nowhere else to go
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~ Section Q25-T30
erchants’ Quarter (Q26-R28) — The
came about in part because the Vendel League
0 keep a close eye on Freiburg’s economy. The lack
riffs here means a gold mine for Vendel investors, but
e rollicking chaos means great risks as well. The League
hape to control all of the trade in Freiburg: the city is
igiand Trigue too stubborn about his “No Questions”
policy to facilitate & monopoly. They compensated by
‘creating their. own section in which they could exploit
Freiburg’s ecoﬁomic value without falling prey to its darker
néé it had established a presence in the city, the League
‘gradually purchased most of the buildings along this high
idge, then commissioned the building of a wall around it.
Today the area holds a collection of tasteful mansions,
torefronts for rent by League members, and expensive

\ ﬂ%ﬂh P

“Don'’t touch
that. I'm not
cZeaning your
gruﬁﬁy little
fingerprints off
after / Just got
done scru%ing
it.”
B — Madeline du
Bisset

successful Vendel merchants make their homes here, where
they can meet in relative security and discuss the League’s
plans for the future.

W
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‘The Quarter is easily the most cosmopolitan area of the city.
Every day it hosts countless merchants, businessmen, and
shadier characters looking for a bit of Vendel gold. Every
nationality in Théah can be found on its streets, and even a
few Crescent. Though the Quarter caters mainly to the rich,
middle class vendors and even criminals still find their way
there. A private guard known as the “Kirk Irregulars”
watches the merchants’ homes and ensures that thieves stay
on their toes in the marketplace. Technically, the League
can seal the gates shut and block off the Merchants’
Quarter, but they've never dared; their haven exists at the
whim of Nicklaus Trigue and he would not look on it
kindly if part of his city were suddenly rendered
inaccessible. Most of the time the gates remain open, and
cilizens are welcome to come and go as they please.




Use the stats for the City Guard (The City of Freiburg, page
28) to represent the Kirk Irregulars. They act as regular
police officers, though they tend to turn a blind eye to their
employers’ wrongdoings. The only punishment they can
mete out is exile from the Merchant’s Quarter; a squad of
Irregulars stands guard at every gate to keep out
undesirables.

221. Vendel 'Businesses {Q29-R30) — All of the
buildings along this row belong to Vendel merchants, and
all of them sell items unavailable anywhere else in the city.
They include Boris’ Delicacies {purveyor of rare caviar from
Ussura), Litle Worlds (a porcelain dollmaker whose
creations fetch hundreds of Guilders apiece), and Stitch of
Time (a clockmaker specializing in beautiful grandfather
clocks). All of the shopkeepers are members of the Vendel
League; some of them own mansions nearby.

222. Cattle Yard/Slaughterhouse (R25-T27) —
The bulk of Freiburg’s fresh meat comes from this large
building. Cattle, pigs, and other species arrive from outlying
farms only to leave as shanks, cutlets, and prime rib.
Workers organize the livestock in the large pen out front
and ensure that the owners can keep track of their particular
animals. The building’s understandably gruesome interior is
washed down every night, but the stink of rotting meat has
infested the very bricks of the foundation. Wilma Probst
gave the owner permission to set up shop here after the
Vendel had claimed the nearby Merchant's Quarter. The
thought of sullying their exclusive little neighborhood with
the stench of dead animals always puts a smile on her face,

223. Market in the Round (R28-830) — The heart
of Freiburg’s business (along with the Marcktplatz, #32) the
Market in the Round sells anything and everything. Stalls
hawking baskets, baubles, dry goods, and occult items
crowd next to tiny shops selling all manner of objects. The
constant crowds ebb and flow like the tide, assaulting
passersby with a cacophony of arguments. The sounds of 2
half-dozen languages float through the area as merchants
from every civilized country sell their wares. Tourists come
just to watch the activity, and many stalls remain open late
into the evening.

must pay guild dues to the Vendel League NoxﬁLeague
merchants may not set up shop, no matter. how much
money they have. In exchange, the League provxdes .

protection from competitors and allows vendors to pperate. - .

their businesses as they see fit. While thefi; isia

the Market (the pickings are too fat to be 1gn0red)

and other cutthroat competitive practices are unheaiéd of. A‘ _
squad of Kirk Irregulars moves through the Market at all. g
times, watching for signs of trouble. T ; T

224. Explorer’s Saciety Chaptérhousg
(R28-R29) — The Explorers gained the right to put up
chapterhouse here after extensive negotiation with the i
League. In the end, it took some saber- rattling from Wilma.
Probst to get it done. The large strangelf’ ]
belongs wholly to the EXplorers it is. Lhem

buﬂdmg s contents.

The house holds all manner of nqﬂes, books.,‘ an
artifacts, traveling from various archzological sites
chapterhouses. The staff here carefully - ‘marks."

catalogues all items; they also, engage.in- bnsk iI'ade wﬁ:ﬁ
black marketeers, attempting to ic & i

a permanent staff of twenty, rnostf Explorers ' héfé Care
transients, staying for a few days while ferrying some tnnket- :
or another, then moving on when the next sh:p sails. .




"‘semon Q31-T36
r, Pl:ullp McBride {Q32} — An Avalon

:enﬁ, an, Dr. McBride is a highly respected citizen of
; urg Hls medical practlce is thrmng, and he is the

makes ita pracuée not to carry too much money with him,
inice he gives it to beggar children in the street. He went
through elght coats last winter, as he kept giving them away.

. 2 Heis on excellent terms with the Tobian monks at #188,

4.:~even though he hlmself is an Objectionist.

Dr. McBnde it a slender ‘well-dressed man, with hair

. graying at the temples and a dignified aura. As one of the
. prmmpal doctors'to the wealthy of Freiburg, he moves in
" powerful circles and knows a good deal about the inner
~ workings of the city’s commerce and politics.

McBrtde (Hero) Br2,Fi2, Wi, Re 2, Pad. Rep
35. . Adv: Avalon: , Eisen ( , Montaigne
: gne (

“Save your fee,
my good man.
Therés a famtly
6eggmg on the
corner who coul
use it far more

than 1.”

~ Dr. Phillip
McBride

Théan {R/W), University. Courtier (Diplomacy 2, Etiquette
3, Oratory 3, Politics 2, Sincerity 4), Doctor {Diagnosis 4,
First Aid 4, Surgery 5), Scholar (History 3, Mathematics 2,
Natural Philosophy 2, Occult 1, Philosophy 3, Research 3,
Theology 4}, Fencing (Attack 3, Parry 2)

226. Stout Manor (Q33-R34) — Some of the less
kind locals have referred to Stout Manor as “The Madhouse
on Parade.” The owner, a modest Eisen nobleman named
Gerholt Stout, is quite mad. His family has a history of
mental instability, heightened by the war and the gradual
thinning of their bloodline. He opened his opulent mansion
as a tourist attraction in order to pay off his debts, and the
place has become quite popular. Anyone who pays the 50c
fee can see how unstable Lord Stout really is.

Stout Manor’s rooms are a bewildering array of dead ends,
double-backs, and circles. Some of the rooms have been
built upside down (with the furniture nailed to the ceiling)
while elsewhere stairs lead up to nowhere and doors ope




on brick walls. A fake drachen head (which Stout claims to
have killed himself) is mounted over the mantle, grinning
cartoonishly. Stout himself leads the tours with endless
exuberance, telling fantastic tales about the mansion’s past
which he genuinely believes. The tales change with each
new tour, leading to considerable repeat business.

The mazes outside are famously complex; only a handful of
visitors have ever successfully solved them. Lord Stout
awards anyone who completes both mazes with a medal in
the shape of an aether compass. The medals are made of
chocolate, prepared by a confectioner in the Merchants’
Quarter. Lord Stout believes that they’re made of solid gold
and grows agitated if anyone suggests otherwise.

Despite his illness, Stout is genuinely harmless and can even
charm visitors with his daft ramblings. Stout Manor has
become a considerable tourist draw since opening; mad he
may be, but Lord Stout is also becoming quite rich.

Gerholt Stout (Hero): Br 1, Fi 2, Wi 2, Re 2, Pa 3. Rep 36.
Adv: Connections, Eisen (R/W), High Eisen (R/W),
Montaigne, Théan (R/W), Noble. Back: Debt. Courtier
(Dancing 3, Diplomacy 1, Etiquette 4, Fashion 2, Gossip 3),
Merchant (Accounting 2, Steward 4}, Scholar (History 3, Law
3), Fencing (Attack 2, Parry 2), Firearms (Atlack 3, Reload 2

227. Merchants’ Garden (R31-T32) — The
northeastern corner of the Merchants” Quarter (#220) holds
a small garden where locals can come to unwind. Artists
sponsored by the League sometimes come here to work,
and the back wall sports a constant row of painters busy
with their latest masterpieces. A pair of Kirk Irregulars
stands guard here and keeps the garden free of squatters.

228. Rich Houses (R31-T32) — All of these houses
are large and expensive, selling for 20,000G-50,000G
apiece. The locals contribute large amounts of money to the
City Guard, so the neighborhood is always patrolled.
Merchants selling flowers and knick-knacks have carts up
and down the avenue.

229. Water Tower (S34) — This tall brick structure
hold emergency water for drinking or fighting fires. Wilma
Probst pays a caretaker out of her own pocket to see that

the tower stays full and that the water nev stagnates Th _
caretaker uses nearby Quarry Lake to replemsh the water -
supply whenever it dips too far down. - ‘

230. Quarry Lake (S33-T34) — This frec. standlng hS
body of water is one of the most mlsunderstood and
dangerous areas in all of Freiburg. The site houses Iarge

seen. Time and the elements buried them, where they lay
until a few years ago. A mining company noticed hlgh":._.,;gr-i
concentrations of quartz in the nearby soil and set about
building a stone quarry. The tunnellers had dug down
about forty fect when they struck an undergrourd spring, (e
The water flooded the p1t drownmg about a dozen me

which drifted through the mud and settled on the- botto
Bits of drachen bone occasionally float to the: _surface,
pushed by the currents being fed from the undergr: d
spring. Collectors gather the bones and sell’ them inthe
nearby markets for astronomical prices. There are ew

few brave divers who plunge beneath the water in séarch o
the prizes, although the bones are becommg rarer. The
“Curse of the Drachen” has claimed numerous divers;
vanish beneath the waters and never return
disappearances have lent the lake a haunted atmosphere

In truth, the divers were killed by the animated skeletons o
the original drowned miners. The drachen bones — aded
perhaps by an unseen artifact = have permeated the soil .
with magic, which in turn has animated the bones. Perhaps
a dozen skeletons lurk on the lake’s bottom, waiting to claim -
new victims. Luckily, the skeletons rarely ‘surface *{their
power grows weaker the further they travel from the site),
and the magic isn't powerful enough to animate any of the
drachen skeletons still buried on the battom If it werenh
Freiburg would face a threat of cataciysmlc proportions. .

Miner Skeletons (Villains): Br 4, F1 2 Wi 1, Re 1, Pa 1
Attack Roll: 5k3 Claw, 5k3 Claw, or appropriateé’ Weapon
Damage 0k2 Claws, or approprlate weapon Knacks"‘
Grapple 4, Leaping 3.
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One of the joyous impromptu celebrations that travelers to Freiburg are
often so surprised to see. Why do we celebrate? Why shouldn't we?

Welcome to
Freiburg

leome and
a l Jsalutations,
traveler! The

volume vou held in vour
hands is the first Freiburg has become a
comprehensive guide to the popular destination for
magnificent city of Freiburd. merchants and travelers
1t takes you through the from all over Théah, and
s and outs, the dos and all of them want to know
don'ts, and the must-sees of the best places to eat and
the greatest city in the sleep and which sights to
world. My name is Tobias see on a trip to the City.
Hauk, and 1 will be your Hopefully, this tome will
guide, : help them in their quest.

appily, this is the

third edition of

WUklecome to Ereiburg
and the demand doesnt
seem to be tapering off, if
anything, it's greater now
than when 1 first began.

nother author would
ﬁlie, and tell yvou that

their guide is a
“"definitive” source of
information; that "no
traveler should be without
it.” 1 make none of these
claims. 1 have simply
compiled a list of my
favorite places and sights
and attempted to explain
why wyou should visit them,
1 hope that you find this
list helpful, informative,
and entertaining. 1f you do
not find it useful, or you
wish to report an
inaccuracy in these pages,
i can often be found at one
of the taverns detailed
herein. Failing that,
messages can be left for
me at the Freiburg Gazette;
1 sometimes write for that
illustrious periodical and
the staff will be more than
happy to pass on a
message,

he perceptive reader
a might notice that 1

speak of "the City" as
if it's a proper name; to
the natives of Freiburg, it
truly is. For us, there is
only one City —
everywhere else pales in
comparison,

for Freiburg truly knows

no bounds. 1 have
walked its streets for almost
twenty years and still find
new surprises and meet
new people. There is a
pulse to this city unlike
anything 1 have ever
experienced. 1t pounds with
a life of s own, hums with
Iife and vibrancy. Even if
all the people left this place ‘
tomorrow, the City would ‘
still give the impression of
bustling ¢rowds and
merchants straining to make
themselves heard above the
din,

metimes, however,
S:vhen you sit still for

a moment, you can .
see past the noise and the
bustle to something magical.
Here are men doing as
they please, and answering
to no one but themselves,
Here are workers with jobs
in a nation of drifters whe
must kill for their living.
Here is a vision of what
could be, where Man
builds his own creations
upon the ashes of the
Syrneth; reaching to be
more than that ancient race

Indeed, my enthusiasm




ether you share

this vision of a

better world or
are simply looking for a
place to get a decent price
for your goods, you've come
to the right eity. Freiburg is
a world of antiquity made
new once more, 1t offers a
future to a people trapped in
the past., 1t brings freedom
1o a nation destroyed by
tyranny. More cosmopolitan
than Paix; bigger than
Charouse; more beautiful
than Carleon — #reiburg is
all of these and more,

could not call this

work complete without

thanking the individuals
and businesses that made it
possible, AWhether they
contributed a mug of ale
while 1 sat in their tavern,
or dave me a roof over my
head after a particularly
grueling day, dozens
deserve my thanks: all the
members of the Innkeeper's
Guild; the staff of Exquisite
Tastes; Silas Campbell,
who helped fund this
volume; and many more,
Hhey represent the lifeblood
of the city that 1 love, and
and it is to them that 1
fondly dedicate this work,

n that note, let me
®bring this intreduction

to a close. Should vou
see me in the street, wave
this book at me, and 1 will
join you for a drink or
two. Whoe knows? Your
words may even find their
way into a future edition of
this volume,

et me leave vou with

these words from

another author who
writes of my native City:

Gerald: AWhat, then, is this
circus for the eyes, this
fool’s motley of a city that 1
see before me?

Guard 1: That is no city,
Stranger. What you see
there i1s the City {tself.

Guard 2: Aye, enter or
not, as you please... or not.

Gerald: As 1 please? is this
a riddle yvou put before me?

Guard 1: No, Stranger. All
men do as they please in
the City Itself. That is its
purpose, and its promise,

— "YThe City {tseli”, by
An Anonyvmous Author

A Araveler's
History of
Freiburg

reiburg’s history
f begins with the

Drachen, an ancient
race whose extinct
skeletons littered the area
for centuries. No one
knows why so many
drachen skeletons appear
here, nor what ancient
force crafted the Wachtturm
from their bones, but their
appearance has

unquestionably altered the
course of human history.
The early, superstitious
Fisen who lived in the
area strictly avoided the
burial ground. They
believed that the bones held
a deadly curse that would
bring slow ruin and death
to anyone who came into
contact with them. e can
laugh at these quaint
notions today: the bones are
just bones, after all, and
the spirits of the drachen
rest peacefully beneath our
feet.
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fAn artist's depiction of the triumphant ®Okjectioni
Last Battle of the Stein.

d

army after the
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| might never
a l J have seen a city
here were it not

for Imperator Stefan 111.
In 1267, he ordered the
construction of a fortress
around the Wachtturm, and
~ held firm against his
subordinates' superstitions,
The fortress, named the
Stein, soon became the
sart of Eisen's military. It
stood like a rock in the
center of the nation,
guarding Eisen from harm

uring the War of the
DCross, the Stein

served as the linchpin
for the Vaticine forces. The
Objectionist General Stefano
Whulf knew that he had to
take the fortress if his
cause was to prevail;
without it, the Objectionists
would be lost. Approaching
under the cover of poor
weather, Whlf's army
launched a surprise attack
on the fortress and

conquered it in the Last
Battle of the Stein.

he victorious Wulf
a could never truly take
advantage of his
conguest, however. The
Vaticines hounded him so
mercilessly that he could
never make repairs to the
fortress which would have
assured his side's ultimate
victory. Instead, he was
forced to fight a number of
ill-advised defensive battles,
and eventually abandoned
the area two years later.

is departure marked
Ha new era for the
Stein, The Vaticines

bypassed the Stein in hopes
of trapping Whlf's forces in
the north, The Objectionist
was toe cunning for them,
however,. and the campaign
settled into a lengthy game
of cat and mouse. During
that time, the fortress and
surrounding buildings lay
empty, unclaimed by either
side. Then people slowly
began moving back into the
area, building new homes
and turning the fortress into
a crude trading post. This
was a troubled time in
freiburg’s history: leaders
changed on a weekly basis
and the people lived in
constant threat of attack.

isenfiirst Nicklaus
E’:{’régue had been a

low-ranking soldier
during the Last Battle of
the Stein and continued to
serve the Imperator after it
fell. For years, he traveled
across ¥isen and fought in
countless bloody battles.

Then one day, he just quit;

he refused to kill his

countrymen any longer. He o

wandered into the nearby
mountains, where a storm
broke out, forcing him to

take shelter.

he cave he choose to
Thide in concealed a

rich dracheneisen
deposit, one of only a
handful in the nation.
Filled with a new purpose,
Trague sought out
Imperator Reifenstahl and
asked the ruler for a
barony, as dictated by
Eisen tradition. The
Imperator hesitated to
¢reate a new barony in the
midst of the War, but
Arague eased his worries
by asking only for "“the
land 1 can see from the top
of the Wachtturm."” Eager
to control the anarchy
raging through the Stein,
Reifenstahl gladly accepted.




ague, however. had
a no desire to quell the
anarchy at the Stein.

Instead, he simply set
himself up as the new
leader, and allowed the
citizens to run their own
affairs without any
interference from the
.. government. To cement his
~ decision, he renamed his
new city "“Freiburg” and
. gave it a new motto: "No
“Questions.” Merchants
flocked to it.

ertainly, the decision
‘ concerned Reifenstahl

greatly. Rather than
stabilize the unrest in the
heart of his empire, Trague
had legitimized it. Vet
somehow, the new city was
just what the country
needed. Those who were
weary of the war could go
to Freiburg and know that
they wouldn't be drafted to
fight once again. Arague
had no interest in the War
and refused to assist either
side in the conflict.

ﬁn Q)verview
of Modern
Freiburg

nitially, visiters to

Freiburg have difficulty

understanding how the
government works. MMany
of the services they've come
to expect from other cities
are not offered here, There
are no business licenses, no
real courts, and very little
police protection unless
you're willing to pay for it.
@ranted, this occasionally
makes things inconvenient,
but most of the time it's a
blessing. You don't need the
city's permission to start a
business or earn a living.
Vou don't have to bow and
scrape before every petty
noble who walks past, and
most impertantly, you don't
owe fealty to anyone.
Unless you're willing to let
them, no one in Freiburg
has the authority te tell
vou what to do. 1t is this
freedom which makes the
City so exhilarating and
terrifying all at the same
time. Those of us used to
this climate find we cannot
live without it.

ague is technically
a the ruler of Freiburg,
but he has never
made anyone bow to him,
nor has he ever asked
anyone to do anything
against their will. Mostly
he just sits in his tower
and leaves everyone else
alone. However you may . ..
feel on the matter, 1 feel
blessed to live under such
a man. No one tells me
what god to worship, what
clothes to wear, or how to
run my life. 1f they tried,
1 would simply get some
friends together and run
them out of town,

u may think that

the lack of police

protection and

ernment organization is

too high a price to pay
this freedom, but 1
disagree. Until 1 came to "+
Freiburg, 1 had to bend my
knee every day to a man
who valued his horses
more than his men. He let
a friend of mine die after
a horse kicked him — he
had his doctor tend to the
horse's foot while my
friend (whe had served
him loyally for years) bled




not a true anarchy., AW
have Wilma Probst, the
¢city administrater and
Trague’s right hand. She

. raises funds to pay the

. Guard, monitors the Hall of
Records, and generally tries
_ to make sure everyvone is

" treated equitably. Should
Vou encounter difficulties
during your visit, Wilma
will ultimately ensure that
your complaint is handled.

In any event, the City is

n addition to Wilma

and the Guard, there

are many private
groups working to better
the city. The most famous
are the Whachhunde, a band
of former ¥isen warriocrs
dedicated to protecting
Freiburg from c¢riminal
depredations. They have
forsworn the use of deadly
force, but their panzerhands
- have convinced countless
would-be c¢criminals to think
better of their actions, They
number about fifty, and
while they cannot be
¢verywhere, their presence
has made Freiburg a safer
place to live. If you ever
find yourself in trouble,
look for their distinctive
' black and white shirts,
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believe that people like
Wilma and Kelby —

people who believe in
the city’s potential, who feel
that men can coexist
without killing each other
— have allowed Freiburg to
prosper. AWithout them, 1
fear this city would have
collapsed long ago.

here aren't many laws
a in Freiburg: those we

have fit on three
pages. However, the Guard
doesn't tolerate threats to
the City such as arson,
inciting riots, or scheming
to overthrow 1rague. In
addition, murder and
slavery are heavily
prosecuted; Eisenfiirst
Trague frowns upon such
activities. Other than that,
the Guards have the
authority to arrest anyvone
who threatens public safety,
which usually means that
if you aren't bothering or
attacking anyone else, they
leave you be. Naturally,
some Guards get a bit
“enthusiastic” in their
duties, but these men have
a tendency to leave
freiburg after a month or
two, and their fellows don't
miss them.

ssentially, 1rague has
Bcreated a seli-

perpetuating society
here in freiburg. He
allows each man to
accomplish out of self-
interest what a government
usually performs out of a
lust for power. People don't
want to be killed in their
sleep, so they hunt down
murderers; they don't want
to starve, so they look for
work; they want to be left
alone to live their own
lives, so they in turn leave
evervone else alone,

fin arscnist destroyed this unusual building in 1665, but he was quickly
caught by a group of Guards who executed him on the spot. They were
each fined 10c for overenthusiasm in the execution of their duty.

rom an objective point
f of view, Trague’s

accomplishment is
truly stunning. Self-interest
is a constant trait in every
human being, and 1rague
has found a way to marshal
it for the good of all. No one
wakes up in the morning
wishing for a moeb of
townsfolk to beat him within
an inch of his life, By
playing on that, 1rague has
created a marvel, Self-
Interest is Freiburg's great
strength... and the source of
its success,




The City Alive

A poem of Freiburg by Gerry du Paix

The road, it trembles '‘neath my feet
like the raven's wings.
The river's murmur is the pulse
of granite taught to sing.
And in the breath of every man
1 hear the echoed ring,
Of freedom wrapped around their hearts;
the seat from whence Hope springs.

They've come to stand in tower's dusk,
beneath the Drunkard's seat.
There they'll teoil and there they'll die,
upon the Drunkard's streets.

And yet they sing and yet they smile
m midday’s summer heat,
for ne'er again wilt bow their heads,
and daze at noble feet,

One day must come foul Reckoning,
beneath the Drunkard's gaze.
The Citv's flesh will writhe and twist
burned by War's black haze,
Pale Lholta’s skull; his scythe of blood;
The price the Free Man pays.
The drachen will lie in peace once more
Their wings in sunset's blaze,

City Guide

rom this point on,

Welcome to freiburg

becomes a tour guide
to the city, examining the
six distinet districts found
in central Freiburg. Each of
has its strengths and flaws,
but that 1 love them all in
their own unique way. The
Shade has its strength of
will, while the @reens has
its picturesque beauty, and
the Candlelit has its
flowing, threbbing life. The
Stein has its history and

beauty, while the Bones
has its air of danger, and
the Downs has its sense of
community, Each district
has its own unique
landmarks, which 1 will
direct yvou to as best 1 can.
1 hope that you, my dear
readers, find just as much
to love in your journey
through Freiburg as 1 have,
Remember as vou stand at
the gates, you daze upon
the City Atself. Go forth
and experience it.

— Tobias Hauk
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One of the many prosperous businesses to be found in Freiburg under
Nicklaus Trague’s strangely wise “non-rule”.




The Drachen Curse

The land on which you
stand supposedly carries
curse from the departed
Drachen. Countless tales
of "The Drachen Curse”
circulate to this day. 1
heard the fellowing tale
from Seth, a blind
storyteller who spins tales
to children in the Downs:

"Back before time had
been invented, when the
last of the old Drachen
lay dving, it placed a
fearsome curse upon the
land around it. But as
with all curses, there
eventually came someone
who didn't believe in it.
A primitive Eisen named
Alex told the rest of his
tribe that he would travel
there and bring back some
of the magic that the
drachen had left behind.

"Not a single creature
stirred among the ruins,
Alex was afraid at the
sight of the drachen bones,
but he refused to flee. At
the foot of the Wachtturm,
he found a golden crown;
placing it upon his head,

he felt strength and power
surging through him.

“"He returned to his
village and showed his
fellows the crown, but
they were afraid and told
him te put it back. He
laughed at them and
called them silly geese,
for many years, the
crown'’s magic made him
a fearsome warrior.

"Then one morning, he
awoke with a great thirst.
Rushing to the river, he
gulped down water as
fast as he could, only to
find his thirst replaced by
hunger. He pounced upon
a deer that had come to
the river to drink and ate
it raw, At this, his skin
split open, and thousands
of lizards poured out.

"W/hen his kinsmen came
looking for him, they
found only his empty skin
and the crown he had
valued so highly. They
threw the crown in the
river and swore never to
approach the Drachen
ruins again.”

Should the unforeseen occur, find ene of the 1

AR e

In their distinctive black and white livery, these friendly and helpful men
will be only too eager to assist you.

The Shade

of central Freiburg

stands the Shade, home
to some Freiburg's most
dazzling sights. It gains its
name from the fact that the
shadow of the Wachtturm
passes over it every day.
The area has acquired a
sinister reputation, but don't
let that mislead you.
Culture, romance, and
excitement all have a home
within in its confines.

In the northwest corner

his doesn't mean that
Tthe Shade is perfectly
safe. Certain rules

should be followed in order.
to ensure a safe visit, :

1. D¢ not journey in the Shade
unless accompanied by a skilled
Swordsman.

2. Do not offer alms to the
begdars in the Shade, Many will
repay vour charity by robbing
vou or warse.

3. Do not stay after dusk.




he most importan
a sight here is the

Heart of the Drachen
Cathedral, built from an
- actual drachen skeleton.
| Services here date back to
1367, when fFreiburg was
a military fortress, but it
took Eisenflirst Trague to
build the cathedral itseli.
(Before then, people simply
gathered between the rib
bones to hear the sermons.)
Vou haven't lived until
vou've sat within its holy
walls as the lovely sunrise
tlluminates the windows.

ather H#Heinrich

Wessels serves as the

appointed caretaker of
the Cathedral, along with a
small contingent of acolytes
and assistants. Although
some call him stern,
Father Wessels is dedicated
to his faith, and serves in
his position meore admirably
than many of his critics.
He holds services in the
Cathedral each Sabbath at
dawn, and asks that those
who attend tithe at least
50c¢ for maintenance.

The statue in Griffon Park. 1t is said that the statue will come to life and
- carry off any unattended woman who walks through the park while
wearing geld jewelry upon her person.
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he curious but beauti-
Tful Gériffon Park can

also be found in the
Shade. The park is small,
but well-maintained, which
makes it a favorite strolling
place for young lovers., A
statue of the mythical grif-
fon stands at its center,
providing the park with its
name. Gentlemen beware!
The statue supposedly
comes to life and carries
off any unattended woman
who walks through the
park while wearing gold
jewelry., A tragic way to
end an evening's tryst!

ever let it be said

that Freiburg is an

uncultured town. Uk
host symphonies and operas
on a regular basis, and
several theatrical companies
call the ¢ity home. Here in
the Shade, the Reinhagen
Amphitheatre provides a
welcome forum for
periormers of all varieties.
Singers, jugglers, and
actors all vie for the
audience’s love — and
money., After each
performance, the spectators
throw coins upon the stage
to show their apprecistion.

fter the Bone Bridge,
ﬂthe Tuttenburg on the

castern end of the
Shade is the most unusual
structure spanning the
Rotstrom. An old cannon
emplacement supports the
center span, built to defend
the Stein from shipboard
attacks. The bridge gains -
its name from the
emplacement’s most famous
commander — Albert
Tuttenbursg.

n 1478 Albert
Isinglehandedly sank a

pirate ship attempting a
nighttime raid on the fort.
Midnight had just struck,
and as Albert watched
from his station, the gates
of the fort opened and a
ship sailed up beside it,
The men on beard locked
vicious and cruel, and
Albert deduced that the
fortress was being betrayeéd
from within, He loaded a
triple charge of powder in
his cannon, sighted, and
fired. The ship sank
instantly, but the overlsaded
cannon exploded, killing
Albert in the blast. Today's
visitors can view a statue |
dedicating the bridge to his -
memory. :
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wginally, no tour of the
Shade would be
complete without a
visit to the Drachen AWing.
Since its construction in
1612, the Wing has become
the most famous inn in
Eisen. Tt houses merriment
~and cheer every night, with
" some of the finest food and
. company anywhere in town.,
Your host, Wieland
1 Schmitz, welcomes yvou
with open arms and a smile
upon his face. (A word to
the wise — he's sensitive

about the scar on his face,
so don't stare or ask rude
questions about it.) Dark
rumers sometimes circulate
concerning the Wing and
Herr Schmitz, but he refutes
them with good humer, and
often laughs at the “rakish”
reputation they lend his
establishment. One look at
the Drachen Wing proves
how unfounded those stories
are, 1ts rich atmosphere
makes the perfect conclusion
to any visit of Freiburg's
most mysterious disirict,

Voices of the
Shade

The following account of

Bernd Mueller, a
member of the
Wachhunde and hero to
more than a few citizens.
Let it be a lesson for
those who would wander
the Shade alone at night.

"The best tale 1 have of
the Shade occurred not
two months ago. 1 was
out on patrol, and the
evening dripped with
sweat and stink, the sort
of night that makes
drunken men do stupid
things. The moon above
had narrowed to a thin
sliver hanging in the sky,
too afraid to open her eye
and gaze upon the
darkness of the Shade.

"In an alley, the rustling
of trash and the stench of
Liquor caught my ear. 1
turned to find two
inebriated sailors forcing
their attentions on a lady
whe obvicusly wanted
nothing to do with them.

the Shade was written by

"Liet go of her, you filth,’
1 said., They looked up at
me dumbly, toe drunk to
even register what was
happening.

"My father was a
monstrous drunk, so 1I've
always held a certain
amount of disgust for
drunkards. 1 picked the
two men up, one in each
hand, and slammed them
against the alley until 1
thought 1'd rattle the teeth
right out of their skulls,

"Then 1 felt this burning
sensation in my side, and
1 turned to see that the
lady 1'd been rescuing
had stuck a knife in me.
1 was so startled that 1
dropped the two 'sailors’
and let the whole gang of
them get away.

“Just does to show wou. 1f
you're going to play hero
in the Shade, don't take
things at face wvalue, and
never, ever, turn your
back on the person vou're
rescuing.”




The Greens

fter the stark
ﬂpoverty of the Shade,
the northeastern

corner of central Freiburg
presents a lush, wealthy
impression. Some believe
that the Greens acquired its

foliage of the area, but in
ality it comes from the
alth of its inhabitants,
referring to the color of the
local Guilder notes
irculated by the Uendel.

%
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uards patrol this part
Gof Ffreiburg regularly,

hired by the locals
(who can afford to pay
them). The Guards take
their duties very seriously,
and unwary strangers often
find themselves expelled
from the Greens for nothing
more than looking the
wrong way. Don't wander
back and forth in front of
the hemes if you can help
it, and avoid approaching
anyone who is accompanied
by an armed escort,

or the discerning
P palate, the Greens

offer numerous places
to whet one's appetite, The
Prachen’s Toe Tavern stands
at the forefront of these
establishments, serving fine
ale and even fner
entertainment. I heartily
recommend the fried
sausages, which only cost
10¢ a plate. While vou
enjoy the heady elixirs
supplied by vour host,
friedrich Zahnarzt, be sure
to hop down to the wine
cellar and watch the
pugilism matches held
there. A word to the wise
— fFriedrich always gets
his cut of the bets.

he elegant Cafe HKaffee
Tmakes another

irresistible stop. The
cafe is known for its rich
cofiees and hot chocolate
drinks, imported fresh from
the Midnight Archipelago.
The menu also includes
succulent puff pastries, rich
cakes laden with sugary
icing, and other sweets,
The servers are fast and
courteous, making Cafe
Kafifee one of the best spots
to eat in Freiburg.
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ven those who have
Enever been to
Freiburg have heard

of the famed Boneyvard
Theatre. Real drachen
bones arc over the stage, -
bent to the humble task of
protecting the audience from
the elements while they ’
enjoy plays, operas, and
other performances.
freiburg's famed orchestra
performs here regularly, as
does the City Opera. The
Boneyard Theatre was also
the last place that child
prodigy Whlifrond von
Hazel played before leaving
to perform for the
Empereur of Montaigne.

is not to your liking,

try Martha's Winery,
home to some of the most
famed vintages known to
man. Martha herself often
operates the store,
congenially chatting with
customers about the
respective merits of rare
vintages, Be warned, such
gourmet treats are not for .
the stindy. The staff isn't
about to open up a two-
hundred-year-old bottle of
wine just s0 you can smell
the cork.

1f food or entertainment




artha’s Wi11efy
'mshms its building
with the

Masterson Gallery, one of
the best collections of fine
art in ¥isen. Joseph
Masterson, the owner,
supports the artists of
Freiburg by selling their
works in his gallery,
taking only a nominal
percentage of the fee for
himself. Artists and
sculptors whe wish to
display their weorks will
find Masterson a willing
patron.

chocolate, the Midnight

Archipelago offers rare
“tobacco” leaves, unknown
elsewhere in Théah. The
Tobacco Emporium, located
just across from Martha's
Winery, has the most
complete stock of this
“tobacco” in Théah. Sporting
unusual decorations from
the Crescent Empire, the
- Emporium reeks of faraway
sights and exotic locales.
Romeroe Cavicei, the owner,
sells the aromatic leaves in
'several flavors, and even
carves pipes and other
implements for smoking

111 addition to coffee and

ocated on the northern
a banks of one of

Freiburg’s charming
canals is Exquisite Tastes,
one of the best — and most
unusual — restaurants in
the city. The decorations
combine the simple and the
otherworldly. ®rnate
Vaticine crosses hang next
to elaborate clockwork
devices, contrasting at once
the priorities of the Syrneth
and mankind. The
restaurant features
numerous pieces of art,
many employing Syrneth
artifacts to add a touch of
surreality to their message.
After 1 had ordered my
first meal here — an
unusual soup supposedly
made from siren meat — 1
pondered a nearby painting
and mused upon its
meaning. 1t depicted a
woman helding a baby, but
her hand had been replaced
with a silver clockwork
claw that held the child as
gently as any mother's.
Such an unusual statement
is typical of Exquisite
Tastes. An evening of
sublime tastes and
thoughtful introspection
awalt any diner who
crosses its threshold

hese represent only a
Tsmall percentage of

the shops and sights
available in the Greens,
Some places must be
experienced to be believed,
and the Greens is one of
them. Go there yourself,
and then try to disagree
with me. Until vou walk
down its shaded lanes and
sampled its exotic cuisine,
yvou cannot understand
what you're missing. Cafe
Kaffee and Exquisite Tastes
alone are worth the trip,
but countless stores and

emporia here offer
unforgettable experiences,
The district's friendly and
unusual people have created
a true ocasis in the war-
shattered desert of Eisen,
Those who want to see the
gritty underbelly of the city
should seek out the Shade,
but if you prefer to
experience the finest that
Freiburg has to offer — if
yvou wish to see the true
potential of Nicklaus
Trague's vision — you need
look ne further than the
Greens.

Otto Kovasch, a skilled chef at the famous Exquisite Tastes restaurant,
poses for us in front of one of Freiburg's many picturesque fountains,




Voices of the
Greens

The following account of
the Greens was written
by Henneth Thomas, a
respected member of the
¥reiburg Guard for over
ten years. Here, Kenneth
offers some advice to
would-be thieves looking
to hit the Greens.

"The Greens is the worst
place in town a thief
could target. Much of the
Guard's salary comes
from the Greens, and
they expect a return on
their investment. Any
criminals targeting that
part of town will find
themselves dealing with
three to four times as
many guards as
elsewhere in Freiburg.

"The City Guards aren't
the only cnes watching
the @reens, either,
Everyone up there's got a
swordsman or a gang of
mercenaries on their
payroll. Some folks might
grumbkle about the
Guardsmen and their

heavy-handedness, but
believe me, they've never
met some of those meres
in the Green. Tangle with
them, and vou're liable to
disappear off the face of
Théah.

"This one night, me and
my partner, Jules, were
on a private patrol past
old Silas Campbell’'s place.
Ever since his money got
stole, he's paid this guard
to skulk around the roof
with a crossbow. The
man's a crack shot, too.
We were walking past
one night when we
spotted this skinny fellow
climbing the wall to Mr.
Campbell’'s manor. Jules
and 1 moved forward, but
no sconer had he topped
the wall when thunk: the
skulker dropped a bolt
through the center of his
eye.

"'No, no one minds me
talking about this. Truth
is, the folks up on the
Greens think this sort of
thing is grand advertising
— leave them and theirs
alone, eh?"”

t ng, Van Riché du Parcisse shows off a Syrneth toy recently
imported from Mlentaigne. Van's business, Parcisse Mercantile, is fast
becoming the meost popular purveyer of foreign goods in town.

The Candlelit

he third district on
a our tour gdains its
name from the large

numbers of students whe
dwell there. At night, the
entire district glows with
the lights of students
staying up late in order to
finish their assignments.
T'm told that the Candlelit
makes a spectacular sight
when viewed from the
Wachtturm at night: one of
Eisenfiirst Trague'’s few
privileges of office.

ever let down your
N guard in the
Candlelit. The high

percentage of youths here
means that vou could find
any number of odd
activities in progress. 1
once stumbled into the
middle of a duel between
four students who were all
wooing the same girl.
Happily, the duel ended.
without tragedy. Unhappily
one of the boys perforated
my shoulder before he
realized that 1 wasn't one
of his enemies




he district's main
a attraction looms over

every aspect of life
here — Breutzmann's
School for Young Nobles.
Although founded only 63
! years ago, the impact it
| has had upon the area is
Jdremendous. 1t serves as a
fimishing school for young
nobles, who learn to ride,
fence, engdage in
conversation, and other
courtly duties.

ike the rest of
L‘Freiburg, however,

the school is not
limited to the elite, Anyone
who can pay the tuition is
welcome to attend. A tour
is available to any parents
who who wish to enroll
their children here. Vou
will be taken to see the
majestic halls, the beautiful
gardens, and the inspiring
sight of the young nobles at
sparring practice, The
. Breutzmann students give
' the Candlelit its unique
feel, and their needs have
drawn businesses to the
area that otherwise couldn't
exist. Clearly, their
presence has changed
verything.

or Freiburg's younger
P tourists, Nlargo

Struben’s Children's
Puppet Theatre is not to ke
missed. Located just north
of the Breutzmann School,
it offers delightful
entertainment for the young
and young at heart. ¥or 2¢
a head, tired parents can
occupy their children here

for at least an hour, a
blessed relief any time.

hose who wish to
a purchase imported

goods or send a
message to far-off
Montaigne should stop by
Parcisse Mercantile. The
owner, Van Riché du
Parocisse, uses his potent
Porté magic for the good
(and convenience) of all.
Twice a day he delivers
packages and letters to his
adents in Montaigne, who
pass them on to the proper
recipients., He often returns
with Meontaidne goods such
as wine, hot food, and
even items that travelers
have carclessly left at
home. Obviously, there's no
more reason for Tlontaigne
travelers to be homesick as
long as Parocisse Mercantile
is here,
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est and relaxation is
R:lways hard to find
n the road, but

weary travelers should try
the House of Stone, across
the square from the
Breutzmann's north gdates.
Prices are low, the food
and service are good, and
the pleasant innkeeper tells
scary children’s stories to
his guests every night,
Those in the mood for a
little nostalgic scare can
find no better way to spend
an evening,
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o student district
N would be complete
without a tavern, and

the Cup of St. Gredor is the
most unigque you'll ever
find, Tt caters to Nicklaus
Irague’s disdain for religion
and the young philosophers
who emulate him, While
no place for a devout
Vaticine or Objectionist,
others may find it quite
enjoyable, A word to the
wise: priests thinking of
taking the owner up on his
free dri 't.
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he Candlelit contains
a numerous charms and

eccentricities like the
St. Gregor. Some people
may prefer the more
impressive districts of
Freiburg, but 1 most enjoy
the passions and quirks
embodied by this district.
Nothing is impossible for
the young people here, and
no cause is toe hopeless to
support. Certainly, they
make mistakes, but they're
young enough to learn and
move on a little wiser,

One of the many fine examples of architecture to be found at Breutzmann's
School for Toung Nobles, this church was constructed and donatad
by a grateful parent.

he Candlelit seems to
a embody this vitality in

its architecture and
daily routine. The old
merchant on the corner has
an extra spring in his step,
while the married couple
sitting on the bench seems
just a little more starry-
eyed than they ought io be
at their age. In the
Candlelit, life is new and
fresh once again. See it for
yourself, and you'll
understand,

Voices of the
Candlelit

The following account of
the Candielit was penned
by Marta Wehling, the
the third daughter of a
minor noble who attended
Breutzmann's School until
last vear:

"Ysu never really know
what kind of friends vou
have until vou get in

serious trouble, A friend
whe turns tail and runs
when you need him the
most i1s no friend at all.

"1 learned this lesson
three years ago, during a
night out in the Candlelit.
i was accompanied by a
young suitor — who had
been quite affectionate of
late — and several friends
as chaperones. One of
these friends was really
more of an acquaintance;
he frequently teased me at
school, so 1 admait that 1
wasn't happy to have him
along that evening.

"AVe were walking along
the Rotstrom when we

encountered a group of
drunken sailers staggering
in the other direction. ®One
of them called to me quite
lewdly and made a crude
gesture with his hands.
My suitor ignored the
insult and turned away as
if he hadn't heard.

"Then the man lurched
forward suddenly and
grabbed my wrist quite
painfully. 1 called to my
companion for aid, but he
took one lock at the
sailers and fled down the
road. Most of my
chaperones also fled, but
the young man who had
so often teased me drew
his sword in a rage. 1
watched him fight off four
of the louts all by himself
before kneeling beside me
and tenderly asking if 1
was all right. He himself
was bleeding from several
cuts, but he took no notice
of them until convinced
that 1 was unharmed,
Needless to say, I have
since broken off ties with
my former suitor, and 1
now have a much more
suitable escort.”
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The Stei

mages of the fourth
1district have found their

way into all forms of
n art. The Stein has
stood since 1267, and its
centerpiece, the Wachtturm,
predates man. The district
houses the city government,
such as it is, and serves
as a visual reminder of all
that Freiburg stands for.
Uisiters should remember
to step lively and always
be courteous to the Guards.
Even the slightest insult or
resistance has sometimes
prompted harsh retaliation.

icklaus Trague can

usually be found

somewhere in the
Stein. 1f he's not sitting
atop the Alachtturm tessing
.. stones at passing priests,
hen he's usually in a
nearby tavern replenishing
his stock of wine. 1 have
heard that he drinks

nothing but the meanest,
most fiery vintages, but
this is mere rumor. 1 am
not privy to our
Eisenfirst's drinking habits,
nor do 1 ever care to be.

bviously, the Stein's
@chief attraction is the

enormous bone tower
known as the Wachtturm.
Over the centuries, it has
become an artistic icon,
symbolizing certain concepts
the way the Reaper
symbolizes death, or the
sun represents the
Empereur of Montaigne.
Artists typically use it to
create a sense of impending
doom. Theatres often project
a cutout of the tower onto
the rear of a set to
represent foreshadowing.
Many Sorte decks depict
the Wachtturm on the
Tower card, which signifies
an approaching downfall or
sudden destruction. Natives
of the City believe that a
vision of the Wachtturm
located anywhere but in its
rightful place 1s a sure
omen of death. Travelers
whe wish to view the
tower should do so from a
distance. Only visitors of
great impoertance are
permitted inside the Stein,
and even fewer receive the
full tour. Most should
content themselves with the
view from nearby Twelve
Salmon bridge.

he Stein serves as the
a headquarters of

Trague’s government.
Societies need organization,
even one as loosely
structured as ours, and
Ereiburg's City Hall fills
that duty admirably.
Although a beautiful
structure, City Hall is
mostly reserved for wealthy
visitors. Wilma shows
them around the City,
discusses Freiburd's tax-free
pelicies with them, and
asks for a donation to help
keep things that way.

ut while City Hall '
Bmostly serves the o
nobility, even

commoners can see Wilma
Probst if they're persistent
enough. They simply have
to schedule an appointment:
(which takes about six
weeks), and then show up-
with a clearly worded
petition and the willingness
to pay for their ideas. '
Wilma doesn't put up with
disordanized people or those
who won't put their money
where their mouths are, so
be warned.

"Bver vigilant" is the mette for these guards whe protect what remains of
the Stein and the Wachtturm. Den't try breaching these walls without
an invitstion, or yeu might not live to regret it.




ust outside the fortress
is a large steel box
where anonymous

arks can be placed. The
" Complaint Box, as it's
knowm, serves as an
unfiltered conduit to the
city's leaders, Wilma

" Probst personally reads
‘every single comment on a
‘weekly basis and acts
quickly to correct any
injustice. So if a particular
guard insists on harassing

ou, just drop a nete here.
T TR Y S -

veryone in Freiburg
£needs a packages or

messages delivered,
especially the government.
The Freiburg Runners,
located just beyond the
Stein walls, fill this need.
These young men race
around the town stopping
only to eat, pick up new
messages, or go home for
the evening. 1t's a
demanding job, but they're
well paid for their effort
and the Freiburg Guard
watches out for them.
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Voices of the
Stein

The following account of
the Stein comes from
Andreas Hackl, a
reformed burglar whom 1

spoke to in a local tavern:

"It were the night after
me pal, Soot, dot trown
in da Gacl. 1 still had ta
eat, so's 1 went on me
normal rounds as usual.
Only, when 1 dot ta da
spot me and Soot were
plannin’ ta hit, dere were
some fellas dere already,
and Soot was wit' em!

“"Now, 1 din't like ta t'ink
about Soot bein’ ne traiter,
so 1 hid meself near 'em
and lissened in.

MGet yer scrawny butt
trough dat window, or
T'll scrape da skin offa
vou!’ hollered the fat one,

"{ could see right quick
what was happenin’ dere.
Dese guys had put da
muscle to Soot, and were
squeezin’' him for alla our
sweet spots for da next

week or two. Still, dese
guys were big and dere
swords wuz out, so dere
were nutin’ 1 could do.
Or so 1 t'ought until 1
saw da flash o' a Guard's
badge on onna dem. Tat's
when 1 knew how Soot
had gdotten outta da clink.

"t tore me up
considerable ta do it, but 1
snuck off and found da

nearest honest Guard 1

knew. Gunda ‘er name 1iz;
nice lady. Well, 1 told her
what was goin' down, and
she gets her buddies to go
after dem other Guards.

1 don't remember none of
da fight, as when 1 got
dere 1 saw Soot wit' his
t'roat gashed open, and 1
was teo busy cryin’ like
a baby over me pal's
corpse. When Gunda and
her pals were done, dere
weren't none o dose boys
left standin’, She came up
ta me and said, 'Hack, 1
know we ain't been
friends, but 1 say your
past wit' us is over.’' 1
went straight dat day and
ain't never locked back.”




he final building of
Tnote in the district

isn't very pretty, or
even noticeable. It's small
and stony with a
blacksmith's forge in the
back. Only the symbol
chiseled into the corner
tells you its purpose: the
chapterhouse of the Knights
of the Rose and Cross. Led
by the Knight Forger
Dietrich Proust, this noble
order upholds virtue and
honor in our city, ensuring
that all wrong-doers face
justice. They face stiff

competition from the Guards
and Wachhunde, but all
are brothers under their
tabards. The Knights have
even cooperated with other
orders in keeping our
streets safe. Proust and his
men den't allow visitors in
the building, but just the
sight of it is enough to fill
your heart with pride. And
of course, anyone who finds
themselves in trouble
should seek the Rose and
Cross here. Honor and

bravery are permanent
residents within.
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.Uisiting nobles often find themselves here, inside the walting room in
Freiburg's City Hall. Don't worry about the lack of seating, though; Wilma
Drobst, the City Administrater, seldom keeps anyone waiting very long.
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The Bones

eputed to be the
R:;sting place of more
achen than

anywhere else on Théah,
the Bones offers an
opportunity for antiquity
hunters to collect the
remains of a long-dead
race. Most of these
remnants lie beneath the
surface of Quarry Lake, a
large pond in the
southwestern corner of the
district, Lest you consider
taking a swim for some
souvenirs, however, vou
should know that numerous
divers have vanished there
over the vears. Some think
that the "Curse of the
Drachen” claimed them,
but most likely they met
with some simple
underwater mishap. In any
case, Quarry Lake is not a
place for the unwary.
Travelers locking for a
drachen bone or two may
wish to purchase some
from our local lake divers
— who sell them at the
nearby Market in the
Round — rather than
attempting the feat
themselves,

e area hosts a brisk
trade iIn counterfeit
drachen bones, so

buyers should watch
themselves. In order teo spot
a fake bone, simply hit it
with a hammer as hard as
you can. A true drachen
bone will not shatter even
under the strongest blow,
while most fakes crumble
with a light tap of the
mallet. ¥You should
immediately pick up any
bone you have tested, then
purchase 1t and no other.
Some counterfeiters have
quick hands and will switch
the real bone for a fake,

veral warnings apply
Steo those traveling in
the Bones, First,
beware of confidence men
(such as the drachen
counterfeiters above), who
bilk tourists of their money
with appalling regularity.
Secondly, as 1 have said,
do not swim in Quarry
Lake. 1t is not safe, and
several travelers have lost
their lives diving for
drachen bones, Finally,
when walking here, keep
one hand on yvour money
purse — pickpockets
abound,




s dangerous as it is
ﬁto divers, however,
Quarry Lake holds

tremendous appeal for the
discerning tourist. The lake
was formed when when
miners struck water; their
quarry rapidly filled up
and has never been
reclaimed, Ever since then,
bits of drachen bone have
washed up on shore and
those brave enough to dive
beneath the waters have
reported whole skeletons
lving on the bottom —
apparently dislodged by the
rush of incoming water.

! veryone who travels
Ethrough the Bones
should make a visit to
the Market in the Round.
Here, Freiburg's motto truly
shines. Anything and
verything can be bought,
as long as you're willing to
pay the price. As with
everyvwhere clse mn the
Bones, travelers should be
v cautious here. Many of the
Market's sellers operate in
smoky backrooms, and the
guards can't be everywhere.
-If you're looking for a taste

“of the exotic, however, the

must 5¢e.

n the Market's
onorthern tip stands the

local chapterhouse of
the world-famous Explorer's
Society, Here, Syrneth
artifacts from all over Théah
pass through on their way to
the Society’s headquarters in
Carleon., The chapter head,
Madeline du Bisset, makes
her home here, and runs
the chapterhouse like a well-
maintained piece of
machinery, When not
working in her office, she
can often be found cut in the
marketplace, haggling for the
latest piece of the Syrneth
puzzle, If you see her
among the stalls, give her a
wave; she's eager to speak
with travelers.

uck is with the
Ltraveler who passes

through the Market
on Primus 13: the
anniversary of the Last
Battle of the Stein. On this
day, people gather for a
tearful retelling of the epic
fight, then sing Operkoif's
"The Forgotten Soldier” to
honor those who gave their
lives that day. Though not
a sentimental man,
Eisenfurst Trague attends
the ceremony every year.
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ﬁlthcuaf,h the bargains in the colorful “Market in the Round” may seem
quite tempting, a smart shopper always checks the merchandise over
carefully for signs of spoilage first.

L

he famous Bone
Tﬁrldge winds its way

through the Bones: an
awe-inspiring sight even for
the most jaded visitor. This
unusual structure is formed
from the complete skeleton.
of a drachen lying across
the Rotstrom. The bridge is
wide enough for two carts
to pass each other, and

ne of the more

unusual businesses in

town sells love in a
bottle, Love's Apothecary
 deals in charms and
i potions for the heartbroken
lover or the worried wife.
Many people swear by the
tiny bottles of red elixir
sold here by Cleo Bellini, a
Vodacce woman of infinite
charm. Clec creates her
potions using an ancient
family recipe and herbs she
grows in her backyard.
_ Don't bother asking — the

recipe i1sn't for sale,

north side (the Drachen
Aing, described in the
Shade). Lock closely when




Voices of the
Bones

1 heard this account of
the Bones from one of my

Il readers whe wished to

remain anonymous.
AVhile 1 do not entirely
believe the story, the
warning against diving in
Quarry Lake is clear:

"{ had chosen to dive at
night because the real
divers don't like other
people detting bones for
themselves. The meon
shone bright as 1 crept up
to the shoreline. 1 left my
clothing bundled beneath a
rock before swimming out
into the cold, dark
waters.

] paddled out a bit before
diving down to the murky
bottom, where 1 began to
feel about in the muck for
bones. 1 felt 1 was
growing close when a
shock went up my arm:
something grabbed my
hand, and 1 nearly let
the air out of my lungs.

“1 struggled madly against
whatever was clinging so
tenaciously to my hand
until the moonlight pierced
the muck and illuminated
my attacker. It was one
of the miners who
drowned when the lake
first flooded, 1'm sure,
Time had stripped the
flesh from its bones,
leaving only a grinning
skeleton dressed in rags.

"When 1 saw what had
me, 1 nearly died of fright
on the spot. But somehow
1 managed to keep my
head about me encugh to
feel around for something
to hit the miner with, and
came up with a stone.

"{ struck the miner's beny
hand until it shattered,
then shot to the surface in
a panic, swam to shore,
grabbed my clothes, and
ran all the way home."”

My reader then showed
me the scars on her
wrist where the skeleton's
fingers had dug in, and 1
saw ho reason to doubt
her story.

inally, no tour of the
P Bones would be

complete with a visit
to Stout Manor. Owned by
a minor Eisen noble, Tord
Stout has opened his home
to visitors for two hours a
day in an effort to pay off
the debts incurred by his

father. For 50¢ a head, vou

can attend a guided trip
through the world of Eisen
nobility, marvel at the
drachen head mounted over

| the mantle, and hear the
. tale of the Manor

Phantom. Heartier VlSthI'S
should pay the extra 2%
for entrance to the two
hedde mazes there. Lord
Stout will personally
present any intrepid
explorer who solves both
mazes with a medallion
depicting the Syrneth's
mysterious aether compass.
Be warned, however: these
mazes are difficult, and =
following the left wall
doesn't work. Then again, -
at Stout Manor, the effort
alone is worth the price.




The Downs

upposedly cne of the
least interesting parts
of central freiburg, the
Downs earned its name
from its location: just
downhill of the Stein. In
spite of its critics, 1've spent
many pleasant evenings
here watching boats float
lazily past, or viewing the
busy offices of the Freiburg
Gazette. Perhaps those who
dislike the 1)owns have not
learned to see past its
impoverished exterior to the
good folk who live here.
People watch out for one
ancther in the Downs, and
- keep an eye out for their
. neighbors and fellow man.
“Few crimes take place
here, and criminals caught
in this part of town are
brutally punished, often by
their would-be victim,
Between the strong feeling
of community and the large
number of retired Guards
here, it isn't surprising that
most criminals head for the
ade or the Bones to
ractice their craft. This
makes the Downs a quiet
neighborhood that a young
Iady can walk through at
night without fear.

avelers here can

relax and let down

their hair a bit. No
one is likely to lift your
coin purse here, or lure
vou inte a dark alley for a
bit of skulldugdery. You
can find nothing but
smiling, friendly faces full
of genuine warmth. Their
friendliness can be
contagious and despite the
district's poverty, 1 have
never felt more at home.

nce while 1 was

enjoving myself at a

local 1nn, a voung
girl came in looking for a
lost puppy. The entire
clientele turned out to help
find the missing pet. Even
Bertha Rieger, the inn's
owner, simply closed up
shop and went searching
with the rest of us. WWhen
the puppy was found
unharmed in a sewer
drain, everyone pitched in
to rescue the animal, and
then returned to the inn,
where Bertha gdave out a
round on the house and
filled the pup with her fine
venison stew, 4f all of
Ereiburg pitched in like
this, it would indeed be
utopia.

entertainment, While you eat, let the beautiful dancing girls show vou
the forbidden dances of the Empire of the MMoon.

esting near the
eastern shore of der
oth is the office of

the Freiburg Gazette. This
weekly publication has met
with enormous success
since its founding in 1658,
1t currently employs fifty
workers who labor to put
out the paper in a timely
manner. The Gazette
contains vital news from

all over the world, plus the

latest social dossip and
information on the
maneuvering of the seven
Iron Princes.

at

ne of the Gazette's

highlights is the

regular column of
letters from David Green,
an Avalon archeeologist
spensored by the newspaper.
David explores Syrneth sites
all over the world and
writes up his experiences
for the Gazette., His column
1s the most popular feature
of the paper, and frequently
describes his encounters
with the terrible monsters
that haunt the ruins he
explores as part of his
work.




veryone who visits
Bthe PDowns should eat

at the Green Leaves
inn at least once. Although

the food isn’t unusual, it is
meticulously prepared.
Andeed, that care shows in
every part the Green
L.eaves, from the impeccable
service to the spotless
rooms. Owner Bertha
Rieger pays careful
attention to any complaints
voiced by customers, and
her concerns have made
her inn one of the best in
the city.

he Ruschenburg
Tdelivery service

shares the Green
Leaves' attitude: keep the
customer happy at all costs,
The owner, Ainton
Ruschenburg, makes all of
his deliveries personally in
his two-horse wagon.
Fragile objects are carefully
padded and secured for the
bumpy ride, and he's never
lost or broken a single item
entrusted to his care.
Whenever 1 ship things, 1
always use Anton's service,
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It's not alwavs fun and games in the Dowms, as Anton Ruschenburg

shows us, Anton hauls his cart out inte the street so that he can
hitch up the horses for a day of deliveries.

There and Back
Agdain

(by David Green,
reprinted here with the
kind permission of the
Freiburg Gazette)

Sextus 25, 1667

| This day we chanced to
land upon a small tropical
island to take on new
supplies and water, and 1,
being stricken with
wanderlust, took it upon
myself to explore this
1sland, taking along a
pistol and a walking stick.

After following a
freshwater stream some
ways inland, 1 chanced to
look down at my arm
and my very being
quailed with horror. 1
was covered in black,
shining leeches!

Suickly, 1 made my way
ashore, so that no more of
these filthy parasites could
cling to me, and using the
powder from my pistel,
got a small fire going and
commenced burning the
leeches from my flesh.

Only when 1 was satisfied
that they were all gone

did 1 sit down to rest.

No sooner than 1 had
done so than 1 heard the
most terrible grunting
noise in the ioliage
nearby, Starting in
horror, 1 snatched up my
staff, for 1 had used my
pistol’s only shot ridding
myself of the leeches,

The beast that emerged
from the jungle nearly
unmanned me, though 1
was a veteran of thirty or
more expeditions. it was
covered in filthy black fur,
and seemed much like a
man, only grossly
misshapen in the head
and limbs. 1t had long
fangs, and the muscles on
its shoulders and arms
spoke of a terrible
strength. 1 looked down at
the puny stick and feared
this was the end...”

(1o read more of David
Green's adventures, see
his column in the
Freiburg Gazetie, “There
and Back Agdain”.)
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ile the Downs
might not be the
W W most exciting place

in Freiburg, it is certainly
one of the safest and meost
comiortable, The people
here always make vou feel
welcome, no matter how
bad you look, and there
are no guards telling you to
* move along. From the slow
current of the Roth to the
green trees of the Avenue
of Arches, everything here
. speaks of quiet contentment.
- Eyeryone encourages you to
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simply relax and be
whoever you want to be, 1
can only liken it to the
feeling of loosening my belt
at the dinner table. There
is always that moment of
ecstatic relief as you sag
back into your true seli,
with no expectations to
fulfill, no reputation to live
up to, and nobody to be but
yourseli, The shops and
citizens of the PDowns make
you feel that way all the
time, and Freiburg is all
the richer for it.

Qutlying

freiburg and

a Warning to
Travelers

enerally, travelers
Genter the City by

riverboat, but for
those who plan to leave by
overland route, a word of
caution is in order. Because
of the City's prosperity, a
shantytown has sprung up
around its outskirts whose
inhabitants can be quite
dangerous to merchants and
others who display obvious
signs of wealth.

icklaus Trague has
N heard numerous
complaints about

these troublesome vagrants,
but has not yet addressed
the problem. Perhaps he
feels sympathy for the
poverty-stricken souls

there: a dangerous belief.
Theyv create a health hazard
as well as an obstruction to
trade, which is the lifeblood
of the City. Hopefully, he
or Wilma will act soon:
until then, watch yourself
as yvou leave.

me would call me

heartless for this

analysis, but consider
— wages are good for now
in ¥reiburg, but what
happens when a desperate
man comes in offering to
do your job for half your
salary? Unless your
employer is very loyal to
you, vou will be replaced
on the spot. As the number
of people loocking for work
exceeds the number of jobs
available, wages fall and
working conditions worsen.,

the Guard to disperse

these panhandlers before
they destroy the marvelous
conditions of our fair City.
If we allow them to
remain, we doom the
economic stability of our
home, and risk the
livelihoods of every man
and woman gainfully
employed here.

Ibelieve we should send

cause, your complaints

can be invaluable,
During your visit, be
certain to drop a note In
the Complaint Box, asking
to "clean up” the outlying
vagrants.

If vou wish to help this
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The unwary traveler may find himself in any number of disreputable
establishments. In these sordid places, Jennys and watered-down beer
compete to see which can steal your money first.

And So, Good
Traveler, This is
Farewell...

egardless of who you

are or where you're

rom, 1 wish vou a
fair journey through the
streets of my home, Take

hope that you have
come to share my
enthusiasm for the City

~while reading this volume,

. Freiburg holds limitless
possibilities for a man to
get ahead. Those in the

City succeed or fail on their
own merits rather than the

- nebility of their blood.

That's why 1 love it here,

be safe wherever you are.
1f something happens, don't
be afraid to call upon the
Guard, or the Wachhunde
if one is nearby. They are
good, honest men and
women, and you can trust
them to do anything within
their power to help you
out.

| Despite its problems, 1 the proper precautions, and

The Forgotten Soldier
by Hans Operkoff

Chorus:
“"Oh, who'll remember us when we're gone?"
the lonely soldiers cried.
"®h, who'll remember us when we've all
laid down our swords and died?”

"Oh, we'll remember you when you've gone,”
cried their loving brides.
"Wou'll enly remember us for as long
as oceans have their tides.”

(Chorus)

"Oh, we'll remember you when you've gdone,”
cried out their mothers dear.
"Pou'll only remember us for as long
as moonlit skies are clear.”

(Cherus)

"Oh, we'll remember you when you've gone,”
cried out their children all.
"Pou'll only remember us for as long
as mountains stand so tall,”

(Cherus)

"Oh, we'll remember you when you've done,”
cried out their comrades true.
"e'll never forget you forever meore
while lying next to you.”

(Chorus and repeat)




: his volume has been
a hearth and home to
me for several vears.

#t has warmed me when 1
was cold, and filled my
stomach when 1 hungered.
. Now that it is done, there
is a hole within me, as if
1 have poured part of
miyiself into its pagdes. Vet,
at the same time, 1 feel
light and free, for 1 know
that the hole left by this
book will eventually be
filled by anocther. T him
and to all who read these
words, 1 thank wyou.

arewell, gentle
f reader, and know that

although we may
never sail upon the same
seas or share a glass of
mead todether, you have
made the effort of writing
this worth it for me,
Whenever 1 see a strangder
smiling while reading this
book, or a group of friends
arguing its merits, 1 have
felt a deep sense of
contentment that only an
author can know.

—by the pen of Tobias Hauk

~

As the gleaming sun gently sets over the fair city of Freiburg,
these twe lovers share a quiet moment admiring the breathtaking view.
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