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A Note from the Publisher

A physical copy of The Bats of Mercille is probably the rarest and most collectible
of Ars Magica™ publications. Two editions exist, prior to this electronic
reanimation: One was the original jump start kit; 100 copies were made and sold
at the 1988 Gen Con/Origins (the conventions were combined that year) by Lion
Rampant. The following year, another edition was released at Gen Con, featuring
some editorial changes and updates to the newly released 2nd edition of the
game. My recollection is that several hundred copies were made, and perhaps
100 were sold at the convention. I remember there being a box full of copies, with
their bright yellow cover pages, left behind in Minnesota when Lion Rampant
moved to Georgia in 1990. I presume those copies were at some point thrown
away (probably by the new owners of the house where most of Lion Rampant's
staff had lived). Thus there are perhaps 200 or 300 copies of both printed editions
in circulation. And when I say "printed," I should perhaps clarify that they were
photocopied at the college print shop and hand-collated at the last minute in
order to be on sale at the convention.

This digital edition reproduces the 1989 version, complete with Darin “Woody”
Eblom's hand-written entries on the character sheets. The adventure proper is an
8 page booklet that came stapled. The other pages were loose, and it was all sold
together in a plastic baggie.

For the Ars Magica enthusiasts and completists who have long wanted to take a
look at this adventure, or maybe even work it into their own sagas, it's our
pleasure at Atlas Games to make it available to the world once more.

John Nephew
Duluth, Minnesota
January 12, 2016



Game Statistics

Notably absent in the 1989 version of Bats are the
statistics and some descriptions for storyguide char-
acters and monsters. The following information
comes from the 1988 version, and so were made for
first edition rules.

Special thanks to Lisa Stevens, who passed along the
ancient text files from which they have been
harvested.

Descriptions are in the order of appearance in the
story.

Brother Devlon

Description: A heavy set, portly man in dirty,
tattered brown robes. A Franciscan, T-shaped, iron
cross hangs around his neck. The hanging jowls on
his face shake whenever he gets excited.

Brother Devlon enjoys having authority and having
people listen to him. Unlike most of the humble
brothers who are in his order, he is arrogant and
self-centered, and seeks the comforts in life. Before
the terrors began, he was in town drinking with his
cronies under the three oaks and building up to his
traditional home-spun sermon later on in the night.
The local priest always got upset about these
impromptu sermons.

Brother Devlon is a bit of a con-man. He doesn't
cheat people to gain their money or belongings; he
cheats them to gain their trust, to gain their respect.
Being a poverty stricken wandering friar is nothing
to him as long as people listen to what he says. The
worst thing you can do to Brother Devlon is to
ignore him.

Role-playing tips: Fill up the stage with your
personality. You command attention; and you
secretly and fervently pray that you get it. Let
desperation overcome you if you start to be ignored,
or the people turn away from you.

Elder Yeoman in the Manor House

1st +4, Fat +5, Atk +9, Def +6, Dam +14, Soak +7

Trafalgo

Description: A rotund little man, of diminutive
proportions, the only similarity he makes with
others of his size who serve as court jesters is a little
checkered hat without which he is never seen (save
when he makes a bow in front of a lord or lady or in
front of the altar at a church.) He has black coarse
hair combined and gentle, clear, soft skin gives him.
His general appearance is that of a mischievous
rascal.

Though a midget, Trafalgo has a mightier heart than
many of those he plays to in the stone halls of the
most powerful lords. Having seen and faced many
dangers in his lifetime, Trafalgo has never lost
courage or the use of his wits, and his assorted
talents have somehow always gotten him out his
troubles. Though he usually travels alone, Trafalgo
will travel with others whenever it becomes a possi-
bility, for he loves engaging company. Trafalago is a
noble hearted and sober man whose major love and
interest is his music. He cares not a wit about his
appearance, and certainly not other folks' ideas
about who or what he is. He accepts ridicule with
such a solemn and clean heart that often his
tormenters become his friends. Trafalago has many
friends from many different social classes, and
would be very amenable to meeting wizards and
getting to know them. The Bishop of Toulouse calls
Trafalago the bravest man he knows.

Role-playing tips: Handle yourself with extreme
dignity, and even if someone starts to "mishandle"
you, maintain your composure. Look kindly upon
those who tease and torment you: they are but chil-
dren who have grown too large.

(If one of your players loses their character, you
could have them play Trafalgo for a time.)

The Bats

When small bats attack, count a swarm as one attack,
and then don't bother rolling attack at all -- the auto-
matically hit and do +10 damage and give -4 to
almost all actions performed by the person being



harassed. It is possible, though difficult, for the
larger bats to attack at the same time.

Human & Herbivore bats
1st +2, Atk +6, Dam +10, Def +8
Body -3/Incap
Special Powers

¢ The squeaking of the bats brings on the "terror".
This is a horrible fear of a life worst than death, of a
disgusting, protracted torture before and after death.
In short, the terror is visions of what horrible fate
that might await a person. Have the characters make
cowardly vs (any appropriate Personality trait --
players choice) roll when the bats first emerge from
the cave. If the cowardly wins out they feel a strange
fear slide into their perceptions, a feeling of dread --
and receive a -1 to all rolls. Whenever the high
pitched screeches of the bats can be heard, another
cowardly vs (any appropriate Personality trait) roll
must be made. If the character is more cowardly
than, for instance, reliable, they will run away into
the night in terror. During this roll, if some character
can make a leadership roll of over 8+, while trying to
bolster the bravery of the others, then add their lead-
ership score to everyone's opposed roll to the
cowardly. For the purposes of breaking through
Parma Magicas, give this Terror a +25 CrMe penetra-
tion roll.

* Any close relative or friend of a person who has
turned into a bat may be faced with the "dreams".
Spouses and close siblings are especially susceptible.
While they sleep, they somehow touch the mind of
the relative who is now a bat. This wakes them up
and they usually scream in tormented anquish: most
are also driven insane by the thought of living a life
as a monster. Those who have had the "dreams",
often believe that they are now living in hell, and
that they themselves look like one of the monstrous
bats. This fate might possibly affect some of the char-
acters if one of their compatriots is turned into a bat
by the serpent.

The wings of the bats are each worth 2 aurum vis.

Shlith-hrin
Size +4, Int +2, Per -2, Stm +8

1st +4, Atk +8 (normally +14), Dam +15 (norm. +19),
Fat -2 (norm +6), Def +2 (norm +8), Soak +18 (+12 if
struck in the belly, where her is stretched tautly) Use
the Rein®Hagen special at least twice (p. 149, Ars
Magica).

Body levels - 0/ 0/ -1/-1/ -3/-3/ -5/-5/ Incap

If severely endangered she will break away from
combat, will dive to lowest part of the lower pool,
and will stay their for up to five minutes. While she
is down there she may use her aquam magics (see
below) to harass or injure her attackers.

*Her special attack is her deadly gaze which can sap
the will to live from almost any mortal. Each time
she looks upon someone, if she catches their eyes,
even if just for a second, she can drain their spiritual
energy (she can do this once at the start of every
round, and in combat can only do it to an enemy
who is fighting at her front). Any character who is
caught by her gaze will stiffen up and receive -2 to
all their rolls that round, and then must make three
fatigue rolls of 6+ or lose a fatigue level every time
they fail. Those who actively avoid her gaze while
battling her receive -3 to all rolls (except Soak).

* She also has great powers over water, so let her
use any aquam magic of up to 25th level that affects
water directly. It takes her a whole round to do
something with magic, but costs negligible fatigue.
Shlith-hrin has not been in combat for centuries
however, and has forgotten many ways in which to
use water to effective use in combat. When the char-
acters come in the chamber and approach the pools,
she may cause all the water to spray high up in the
air like a fountain would. She will use this distrac-
tion to get closer to the intruders as to better attack
them. This will be a beautiful sight so be sure to
describe it.
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The Bats of Mercille

Introduction

This is a Jump-Start Kit for Ars Magica™. Inits
original form it was the first Jump-Start kit; we made
100 copies and sold them all at the 1988 GEIN CON/Orri-
gins® convention. Since we had so much fun writing
and selling that special supplement (exclusive to the
convention), we decided to do itagain. Besides doing
something completely new, the Stormrider™ Jump-Start
Kit, we decided to continue the tradition of an inexpen-
sive, limited-edition kit for the conventions.

The basic adventure in this revision of The Bats of
Mercille is the same as last year, but it has been edited
and expanded, and updated to conform to the second
edition of Ars Magica. If youalso own our “other”
Ars Magica Jump-Start Kit, The Stormrider, you may find
that some sections of that kit have some semblances to
this kit — in particular, the village scene. This is of
course no accident. At the time I wrote The Stormrider, |
didn’t realize this little story would ever see the light of
day again, so I decided to “reuse” one or two ideas. If
you plan to role-play through both stories you may
wish to change a few details (for instance, there are
three oaks in the middle of Stormrider’s village, Javielle,
as well as in Merdille). Otherwise you could leave these
details in, and perhaps speak mysteriously of synchron-
icity.

tyEven with the editing and development we’ve done
to it, this kit is less polished and less sophisticated than
you might expect from Lion Rampant. In it are dis-
played the genesis of many of the ideas that have since
surfaced in our other products (and will continue to do
so). Itisin this light that I hope you judge this kit.

These convention supplements are not intended to
be anything more than old- fashioned adventuring
frivolity — a dab of role-playing here, a dab of adven-
ture there, a dab of hard core combat here. If they con-
tinue to be successful, we’d like to have a new one at
each convention in the future. But don’t expect that our
regular products are going to resemble this one; these
convention specials will be the lighter side of Lion
Rampant, a vacation from our “serious role-playing
agenda”.

This supplement is dedicated to Woody Eblom,
whose search for fun in role-playing has kept me from
becoming too pretentious — thank you, Woody.

Now let the games begin!

Understanding this
Supplement

In case you're not familiar with the Jump-Start Kit
presentation, let me explain a few things to you. A
Jump-Start Kit provides you with pre-made characters
and a story specifically designed with those characters
in mind — we do the work for you so your first adven-
ture can be run quickly and easily. With this kit, even a
group of complete novices can role-play a satisfying
game of Ars Magica with only half an hour of prepara-
tion time.

To properly storyguide (gamemaster) this story, you
must have read a few chapters of Ars Magica and have
skimmed the others. Read the Introduction to Ars
Magicacarefully; it gives an overview of the game
system and background. Be sure to also have a firm
grasp on the Combat and Magic chapters because those
rules will frequently come into play. Finally, read the
Saga chapter to understand the setting in which this
story takes place.

You will need to read this entire kit, from start to
finish, before you attempt to storyguide it. Addition-
ally, before you read the main text of the kit, you should
skim the eight characters included in the kit, as well as
the Briefings you will later pass out to the characters .
Go and read them now, and then come back here to
finish reading the story itself.

Story Outline

The characters journey to a distant village on the
basis of a rumor, and find it largely burned and devoid
of life. A few people can be found hidden in some of
the houses and in the church, but strangely, everyone
elseis gone. The survivors talk madly of swarms of
deformed bats coming out from a cave every night,
bringing with them a horrible black terror.  After
investigating the town, and perhaps fighting with the
bats, the characters find the tunnel that is called The Ear
of Lucifer. After a short exploration they will find a
large serpent, the lord of the bats, who has lain there for
nearly 650 years, since the day the Velorindin Forest lay
across this land like a great quilt. This serpent goes by
the name Shilth-grin, and can trace its lineage far back,
farther back than the characters might imagine. A fight
is likely to break out with the serpent in a climatic battle
of magic and brawn in the serpent’s strange, magical
lair.
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Setting

The setting of this story is assumed to be in south-
ern France, with the characters coming from the cove-
nant of Mistridge (described in the Saga chapter of Ars
Magica). You can certainly have the setting be any-
where you want, however; it doesn’t even have to be
mythical Europe, as long as it is vaguely medieval.

This story could be the start of a ongoing saga, with
these same characters used later, or it can just be the
players’ first taste of Ars Magica.

Preparation

This story is for beginning players, and they should
choose from the eight characters we provide in this kit.
You should organize them quickly, and start the story as
soon as you can. First you should read them the Story
Briefing sheet, which lists the eight characters, provides
them with an idea of who they are, and paints the
background to the story they will soon be a part of.
Look through the characters and hand each out to
whomever you think would best fit a certain persona, or
would like that particular character most — perhaps
asking them who they would prefer. You may also let
the players work it out among themselves which charac-
ter they will play. The advantages of you choosing who
plays whom are that you can make sure that the charac-
ters get in the right hands, and you don’t have to wait
until all the players have arrived before you hand out
characters. In either case, try to get the magi into the .
hands of responsible, capable players who will be able
to take charge of the group, keep the story moving, and
pick up game rules quickly.

When the players have received their characters,
hand out the other briefing sheets. Give the players
about fifteen minutes to read how Ars Magica works.

If you have fewer than eight players (and hopefully you
will — we have found that eight usually is far too
many), have some players run a grog in addition to their
companion or wizard, their main character, or have one
player play two or more grogs. Try to balance it, in any
case. The player of noncombatant Lady Esclarmonde,
for instance, is an excellent candidate for running a
grog, since he or she will then have something to due
when battle breaks out.

When the players feel comfortable with their charac-
ters as well as the rules briefings, begin the game.
Understanding the characters and setting is more
important than understanding the details of the rules, so
encourage the players to start play even if they are not
sure about all the rules.

Storyguide Preparation

You, the storyguide, must put a little work into the
story before running it. Develop ideas of how you will
present different areas and characters that we describe,
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and make sure you have a firm grasp of Ars Magica
itself; you might reread the combat and magic chapters.
Decide for yourself what is really going on in this story,
and change any parts that you don’t like. The more you
change the story before you start to play, the more
comfortable you may find yourself while you runit,
and the better it will be altogether. You should be
comfortable enough to ad lib before you try to run this
adventure.

While guiding this story, remember that it is in-
tended to introduce the game to novice players. Go
easy on them. Let a grog be killed, perhaps, but avoid
inflicting utter defeat. Adjust monster strengths and
numbers to fit the current strength of the party.

The Village of Mercille
Background

This small serf village is half burned and will at first
appear to be deserted. Most people have left, not
wanting to face the bats, the Black Terror, or what they
see of themselves in their mad dreams. Strangely, no
animals will be found in the entire Mercille valley:
There are no birds, no small rodents, no farm animals,
there aren’t even very many insects. The bats eat them.
At first the characters will think believe that nothing
living remains. Play up on this note of ominous gloom.
Also, after a day of being in a valley with no living
beings, have Blanco make special Fatigue rolls (three
times per day) of 7+ or lose a (long-term) fatigue level
(since there are no living things about he can eat — he
has a curse, you understand). The Mercille valley itself
is small, only three miles long and surrounded by low
hills. It is extremely fertile, for not long ago it was a
marsh. Fifty years ago the local Franciscan Monastery
aided the local serfs in draining the swamp and estab-
lishing a village.

Before you run this part of the story make sure you
read or reread the section of the Saga chapter called
“The Peasantry.” This will give you more background
on what medieval villages and rural culture was like.

Almost all the buildings in the village are of timber,
mud, and wattle construction. They are made with big,
roughly squared timbers, with the spaces between filled
with woven stick (the wattle) covered with a straw and
mud mixture. Some of the more expensive cottages are
actually whitewashed (as is the manor house). Every
building but the church used to have a thatched roof,
but only the remnants of these remain.

The people of the village who remain do so either
because they have been persuaded to stay by a mendi-
cant Friar, Brother Devlon, or because they are plagued
by “the dreams”. The dreams are a horrible curse
which has been afflicting some people, those whose
close relatives have been taken off by the bats. These
dreams cause people fits of screaming while they sleep,
for they reveal the inner fears of a person and their inner
weaknesses as well. The dreams are actually warped
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recollections of all that a person is ashamed of having
done. After this experience a person is not the same as
they once were, and they become more than a little
deranged. They refuse to leave whatever it is they are
most familiar with, and thus tend to stick close to where
they once lived. They sometimes experience such vivid
dreams that they continue to have them during the day,
when awake, and the entire world around them be-
comes a living hell.

Every night when the bats fly out of Lucifer’s Ear,
the Black Terror comes. People become scared out of
their wits — except the ones in the Church, protected by
divine power, and a man named Trafalgo, who is
wearing a charm. The Black Terror emotionally inca-
pacitates people and makes it easy for a group of bats to
pick them up and carry them into Lucifer’s Ear.

The Dominion is presently 2 in Mercille and 1 in the
fields — but it is going down fast.

Arriving at Mercille

The characters will arrive in the village early in the
afternoon and will have plenty of time to explore before
it gets dark. Their first sight of the village will be from
a hill on the edge of the small valley. It looksgreenand
fertile in the high summer light. Relatively flat, it is
surrounded by rugged hills, and the Pyrenees moun-
tains can be seen to the south. The small, irregularly
shaped fields make up a complicated and beautiful
patchwork of colors and textures. As they approach
Mercille, the characters may also notice (on a Perception
roll of 10+) that large piles of rocks, 13 in all, circle the
village. From the hill they can’t see them very closely,
but they do see that these piles are placed right in the
middle of some of the fields, and form an exact circle
around the village.

The Fields

All about the village are the tiny fields of the villag-
ers, each bordered by small piles of rock, with larger
stretches of fields edged with groves of trees. (Each
family has from 3-15 of these tiny fields in different
areas about the village.) The fields near the river are
much larger, for these belong to the knight. Between the
village and the river are the commons, where all the
villagers are allowed to graze their animals.

At some point while the characters walk to-
ward the village, they may notice (Perception roll of
5+) a very dirty, naked girl (about 10 years old) jump up
from a field of wheat and run screaming into the nearby
woods. If they somehow manage to catch her, they will
find her huddling among the roots of a fallen tree,
screaming for her mother to take away the demons that
are trying to eat her. She may rant and rave about
some of the things she has seen in the last few days,
though she cannot properly describe a bat.

“Uncle Tomas came after me, only he was wearing a
black cloak. Any his eyes, his eyes” was red, red! red!
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an’ he kept screeching like a bird ... Ahn his teeth, Ahn
his teeth — pointy, pointy like a fishin’ stake.”

Try to make her questioning a somewhat scary
experience for the players, this poor girl has seen and
experienced things few would care to imagine.

They will pass between two piles of stones as they
approach. If they investigate one close up they will find
it to be a rough pile of boulders of a variety of sizes,
reaching over ten feet high. The characters will know
that the stones are either field rocks or from the river, on
Area Lore rolls of 8+. No clues can be found to reveal
what their purpose is, if they uproot all of a pile, how-
ever, they will find three decaying human heads, not
quite skulls. Each pile has this sort of “find”.

Farmers’ Cottages

Although the farmers’ cottages are all abandoned
and burned, some do contain clues as to what occurred
in the town.

There is an enclosed yard in the back of almost
every cottage. The yards are still partially fenced off
with a five to seven foot high wall made of small woven
tree branches. Here can be found chicken coops, small
herb and vegetable gardens, a tool shed or granary, or
even an apple or shade tree.

The inside of the cottage usually contains only one
large bed with a straw mattress (feather if the occupants
were rich). Sometimes the entire family would sleep in
this one bed. The floors are earthen, with some crudely
made fumiture lying about: two or three trunks, a few




blocky chairs, a cupboard, and a plank table are about
all they usually have. Shutters are on every window.
Sometimes there will be a loft or an extra bed, but for

the most part each cottage looks much the same.

In one or two of these cottages you should place a
person, someone who is experiencing the dreams and is
hiding themselves away in the ruins. Try to create an
interesting role-playing encounter and ensure that the
characters gain some useful fragments of information.
Many of the cottages will contain evidence of a rapid
departure (overturned furniture, etc.), others will be
cleared of many of their belongings. In a couple there
will be large blood stains, but in the most unexpected
locations (on the roof-beams, on the inside of the chim-
ney).

The Inn ‘

This inn is only located in the little village of Mer-
cille because of the prominence of the trade road that
goes through it. For some reason it has not been burmed
down, though its roof is partially scorched. No one has
come through for days, however, and none should be
expected, at least not until the bats have been driven
away. A hammered bronze rooster hangs over the front
door: the locals call the inn “The Tinker’s Coop.” Itis a
fairly large place with four private rooms upstairs for
guests and a large common room downstairs, where
poorer travelers sleep and everyone eats and drinks .
The distinct smell of putrid flesh pervades the building.
If the characters explore the place carefully, they will
find that in the kitchen a large wood table and seven
large kegs filled with wine have all been moved to one
part of the floor, over a trap door. If they move aside
these things and lift open this door (using the leather
strap attached to it) the smell will become extremely bad
— all characters should make Stamina rolls, and if they
get 4 or less they immediately become ill. (You know
what I mean, but you can describe it graphically to your
players if it suits the tastes of you and your group.) If
they don’t roll a 7+ (a seven or more), they have to go
outside, away from the smell, to avoid becoming ill.

Beneath the trap door, on the stairs leading to the
wine and root cellar, the characters will find three
bodies in an advanced state of decay. In the cellar are
several broken, splintered and of course empty kegs of
wine, but there is no food left whatsoever. Characters
should have to make more Stm rolls if they attempt to
go down into the cellar. The cellar contains numerous
supplies, including more kegs of wine. On one wall are
scrawled demented and poorly drawn pictures of
misshapen bats, and demons torturing priests. These
people, lost in the dreams, were shut in the cellar by
other villagers. Then, when there was no one left to let
them out, so they died of thirst in the cellar after the
wine was consumed or spilled.

The Bats of Mercille
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The Market

Under the three oaks in the center of town are five
wooden tables with benches pulled up around them.
Here the village folk drank, played dice and pined away
their free hours. The market cross can be found here as
well as a large pond and a rivulet of water draining it.
In the water can be found the body of a black-robed
priest. There are no visible wounds or marks on the
corpse. The priest died of fear: Harassed for several
hours by the bats, eventually he collapsed of exhaustion
in the puddle, and then drowned in the water.

The Church

Adjoining the yard is a small, stone, village church,
half burned to the ground. The ruins of it are still
smouldering, and could possibly break into flames. It
has a short steeple, a low, stone walled church yard, a
walled graveyard in back and a low walled church yard
in front. For a country church, it is well-built and
sturdy.

A character who goes near what was the front
entrance will notice, on Perception rolls of 5+, that the
pair of thick wooden doors have been savagely
scratched hundreds of times by claws of many different
sizes and at all different heights on the door.

The River

Inside the church are eleven extremely frightened
villagers and a mendicant Friar, Brother Devlon, hud-
dling near the Altar (Dominion 8; magic won’t work at
all on people around this holy area). The good friar has
been preaching to them about the coming of Armaged-
don. All of them are now convinced that the end of the
world has come with the coming of the bats and that
they might as well end their earthly lives in God’s own
home (Dominion 4).

If the characters knock or somehow let their pres-
ence be known, the peasants will likely think they are
demons or the foreguard of one of Satan’s armies. Friar
Devlon will redouble the energy of his sermon in
support of this belief. He will tell them that the player-
characters are demons who have come from the gather-
ing armies of Satan. He is trying to make up for his
years of decadence by trying to become a good preacher
now, but to little avail; he simply is not very good at it.
Any character with a decent communication and a good
verbal ploy or two should be able to outfox him and win
the villagers over to their side.

The people in the church are extremely hungry, and
this may be the key to their hearts — as you no doubt
know is typical for humans. For days now, they have
been praying until one by one they have passed out
withexhaustion. Then they get up and pray some
more. They have had barely enough water to keep
singing.

One of the women, by the name of Ermentrude,
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knows Lady Esclarrnonde. Five years ago, when this
serf lost her first husband, she and her baby had to
become beggars just to get enough food to live. She
remembers Lady Esclarmonde’s kindness well. When
kitchen scraps were given out at the Esclarmonde
manor, the kind lady came out herself and to make sure
the baby got some milk, and she saw to it that Ermen-
trude, in her weak state, got a fair share of the food that
the other beggars could otherwise have taken from her.
She will be likely to take the side of the lady if any sort
of argument begins with Brother Devlon, and she could
be influential with the others.

These villagers, if pried from their belief in the
coming Armageddon, will tell the characters that all of
the village’s problems began with the evil nature of the
twisted oak (located a mile downstream) and its human
minion, the demented hermit. They have a great,
superstitious awe of the place, for they still half believe
in the old Gods. One man will admit that in his weaker
days he used to place offerings before the tree, but now
he is terrified of it.

The Manor House:

Once the characters walk through the gate in the
fifteen foot high stone wall, they will see what was once
a beautiful manor house, now burned almost to the
ground. The only building that is left in the compound
is a thirty foot high, twenty food wide stone tower in the
northwest corner of the wall, that was supposed to serve
as the final bastion of the knight’s family.

The knight, Sir Palagon, and his entire family left
Mercille the moming after the first attack of the bats,
along with many of the villagers. He left his manor
house in the care of two of his yeoman (a father and his
son) and his steward. These caretakers locked them-
selves in the tower the next night, terrified by the bats,
forgetting that there was a prisoner still locked in the
cell below them. The elder yeoman was so affected by
the Black Terror that when he was prevented from
leaving the tower by the other two, he killed them.
Now he roves about the locked and barred tower, with
his sword in his hand, and his heart locked in fury
against the outside world. If the characters try to break
through the door, reached after a short flight of stairs
that hug the wall of the tower (Str roll of 14+; there is
room for only one person to try at a time), he will be
waiting to attack with his bastard sword.

The inside of the tower is full of supplies, and two
bodies rot in the upper room.

A troubadour by the name of Trafalgo is locked up
in the tower cell, placed there by Sir Palagcon. His cell
that is the cellar of the small stone tower. Only one
barred window at ground level looks into the courtyard,
and the only entrance is a trapdoor in the floor of the
storeroom above. If anyone comes into the courtyard
Trafalgo will yell out to them, and plead for water, food
and freedom. To free him however, the characters will
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probably have to enter the tower. Trafalgo will warn
them that his three jailers are up there still, and have
been fighting.

His story is that he was in town when the bats had
first come. He had been visiting an old hermit (a
friend) who lived a little ways from the village under an
old willow tree. The villagers thought the old man was
a heretic or a witch (some said a wizard), and blamed
him for the Black Terror and the bats. Then they killed
him. Trafalgo was locked up by the knight for his own
protection.

Blacksmith’s Shop

A villager named Bobo (don’t laugh! this was a
common name for a serf) is hiding in his brother’s
metalworking shop. Bobo was one of the first to experi-
ence the dreams and go mad, his brother being Wido,
the first villager to be transformed into a bat. Bobo has
grown quite cunning and sly, and though he believes
himself to have wings and to be a bat creature, he
manages to survive quite well, hiding in the black-
smith’s large forge for much of the day and night.

This is where he will be when the characters meet
him. As they enter the shop he will continue to hide,
but eventually he grows impatient. He will leap out,
climb up to the loft and crawl out the window onto the
roof. He will then lead the characters on a merry chase
through the village (assuming they try to catch him at
all), but will avoid being anywhere near a wizard, and
will never look into their eyes: He knows the evil ways
of demons! Because of his madness he has large re-
serves of power and stamina, and has a strange, unnatu-
ral belief in himself (that is, in game terms, a high
Confidence). For almost any roll he makes you, there-
fore, you can assume he has at least a +4, and he will
use 3 points of his Confidence (of 8 total) every time he
tries to do something (at least until he loses all of it).
While he is being chased, he will giggle and laugh,
though when he is about to be caught he will become
terrified and will renew and redouble his efforts. He is
fearful, to the very root of his being, of the minions of
Satan.

Some rolls you can have characters make: Sprint
down the road (Qik + Athletics - Enc), leap from one
roof to another (Dex + Athletics, ease factor of 10+),
jump over a fence (Str), find Bobo hidden in yard (Per +
Scan, ease factor of 8+), persuade Bobo down from roof
(Communication + [appropriate ability, such as Guile],
ease factor of 12+), command down from roof (Prs +
Leadership, ease factor 15+), or enter fit of rage (high
roll on an appropriate personality trait).

After he is caught, Bobo may tell the characters
about the Ear of Lucifer, and how he and the other bats
fly out of it every night. Bobo is convinced that he and
all the other bats rise up from Hell in the evening.
Ranting, he speaks of having seen Lucifer himself
wander the village (which he believes to be in Hell, after
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all). Bobo believes the characters are demons them-
selves, and when he speaks this thought aloud he will
sink yet more deeply into his dream madness.

The Mill

The great grinding stone of the mill sits idle in the
front yard. It was once powered by a team of oxen
walking in a circle. While the door to one of the grana-
ries has been left open, no animals have come to steal
grain. From inside the tool shed of the miller, the
characters will hear the frantic barking of a dog. This
terrified creature has been bereft of food and adequate
water for almost a week, but has somehow survived. If
they open the door, the tan-haired hound will run out
into yard and down the street, but will collapse before
getting very far. If a character cares for it, the dog will
tum out to be a loyal companion (but remember that
Blanco should be getting hungry about now; perhaps
you could sent him a private note...). If pursued the
dog will stagger to its feet and attempt to run again, but
it will collapse after a minute or so.

The Twisted Willow

This weirdly shaped tree is many years old. Itis
located almost a mile downstream from the village, near
theriver and in a large copse of trees. It is a famous
landmark to the folk in these parts, and it is said that
back in the days when their forefathers (the Celts)
worshipped other gods, this tree was sacred, and a
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central part of many rituals. Some villagers still visit it
on Midsummer’s Eve. Many rumors abound about the
old man with the long scraggly beard, who lived in a
hut underneath this venerable oak. No one would be
so foolish as to go near it at night.

At this time, however, the hut of the old man is
devoid of anything but a few pots and a pile of
strangely shaped sticks (from the tree). The tree lives,
and it is magical (magic aura +1 under its branches). If
the magus Durgrund decides to use his spell to speak
with it, he may, but it will take a few good hours to have
even a short conversation. Trees are not notorious for
their speed in conversation, nor for their brevity.
Durgrund will learn much of value from the tree,
however. First of all, the tree, which calls itself Rareak,
knows about the serpent, and will tell Durgrund that at
one time, “back when I was a sapling”, the snake was
the object of human worship. It also knows that the
bats are from the “evil serpent” and come from a deep
hole in the ground that is far away (for a tree, a mile is
quite a ways off). Rareak may also say that the serpent
can perform magicks with water. It will be concerned
about its friend, “the large fertilizer, who was here not
minutes ago.” (The tree speaks of the hermit.)

The Coming of Night

When night arrives, the bats fly out the Ear of
Lucifer and move towards the village, seeking new
people to carry back into the caves. This is likely the
time when a major battle will occur in the village. If the
characters have foresight, they will have carefully
selected the site where the battle will take place.

The Bats

Soon after sunset, the bats emerge from the Ear of
Lucifer, and Black Terror will rise over Mercille —
perhaps striking the cold hearts of even the magi them-
selves. (To do so it will have to penetrate their Parmae
Magicae.) About twenty large bats and three swarms of
smaller ones will prowl around the village, looking for
living things to haul off to the caves. When they see the
characters they will attack in great numbers, but with-
out organization.

The bats come in many styles, sizes and shapes, but
they are small on the average. They are really not bats
at all, but are other creature who have been made into
things similar to bats. Some are as large as a small
human, some are as small as rats, but all have bodies of
less than sleek proportions. These hideous black
creatures are created when an animal or human is killed
or captured and then is brought down to the serpent’s
lair and is magically transformed through a hideous
process.

There are two kinds of bats, the small ones who
were once forest animals, who in combat are mostly
only of nuisance value, and the larger, more formidable
ones who were once humans and large farm animals.
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But even the “large” bats are not very large, for they
were shrunk in the enchanting process.

The Ear of Lucifer

The Ear of Ludifer lies atop a large hill, not more
than a mile upriver of town. The hill is called
Highmound by the locals, and it is less than two
hundred feet from the bank of the river. Near its
summit, characters will find a large outcrop of rocks
that is about forty feet across with parts of it being over
twenty feet high. There are small cliffs, a few pinnacles
of rock, and some huge mounds. At the center of this
rugged place is a hole that leads directly into the hill.
The cave is not more than twelve feet around and is
about thirty feet deep. Ledges and footholds can be
found on the walls all the way to the bottom, so it
requires only three Climb + Dex rolis of 6+. If ropes are
used, it should not be very difficult at all to get the
entire group down. At the bottom is a shallow pool of
water, as well as a very irregular, and at times narrow
tunnel leading off towards the north.

It will be very difficult to traverse this passageway,
and impossible if the characters have no light. It curves
around, there are short off shoots that are dead ends,
and the floor has very treacherous footing. The charac-
ters will be able to find their way along by following a
thick trail of dried blood — the bats are not gentle when
they drag their prey along. For the first half of this
passage, have the characters make a Dex + Climb roll of
7+ to avoid mild injury (sprained ankle, hurt wrist —
you pick it). After about a half hour of travel, they may
meet some more bats in a small cavern (no more than 10
large ones). After the battle, they will have to make one
more Dex + Climb roll.

When the characters finally enter Shlith-hrin’s
chamber, make sure you have them roll for fatigue.
Have them roll twice to get a 7+: each time they fail
they lose a fatigue level for a day — it was a difficult
walk and climb.

At the very end of this passageway lives the giant,
evil serpent Shlith-hrin, the perpetrator of all the evil
that has befallen Mercille. At one time she was wor-
shipped by the tribe of Celts that lived in this area, but
that was hundreds and hundreds of years ago. Those
people and that time is long gone, but their legacy lives
on. The Shligh-hrin was fed so well for so long by these
worshipers that it grew too large and now cannot
escape its home deep in the tunnels.

This last chamber is dominated by a large pond of
brackish water that in places trickles down a series of
little waterfalls and rapids into another pool fifteen feet
lower down than the first. An underwater tunnel,
normally blocked off with an Aquam spell, allows
Shlith-hrin to swim back and forth between the two
pools. The lower pool is much deeper than the upper
one, though both are dotted with large lily pads (sturdy
enough for a normal sized human to stand on; that
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means Blanco would not be supported by one); and
there is other aquatic life, including a some brightly
colored fish. A round stone island in the middle of the
first pond is a platform for a huge, eight-foot-high,
bronze (heavily tarnished) tripod. Atop itis a heavy
cup-like basin with a large yellow flame rising from it.
Atone time, it served as the sacrificial flame for the
worshipers. Now its eternal flame merely serves as
lighting for the chamber. When the character first enter
this room this is where they will likely first see Shlith-
hrin, standing before the flames, a deer wrapped in her
coils, blood pooling on the floor — caught in the middle
of the process of making a bat. When she notices them
she will slither into the pool.

This room has a magic aura of +5, but when the
serpent dies it will be reduced to +1 (you may not
realize this now, but creating an aura is a power far
beyond a magus’s reach — this serpent is something
else).

The Serpent: Shlith-hrin

This jade-green serpent stretches about thirty feet
across her chamber, and is over five feet wide. Her
shockingly yellow eyes flicker menacingly in the flame
light. A forked tongue slides in and out of a mouth
lined with a myriad of tiny, dagger-sharp teeth. She
calls herself Shlith-hrin and has a long and twisted
history.

Shlith-hrin is currently extremely bloated with food,
and this will make her much easier to slay. Having
gone so long without food she can scarcely, even now,
contain her ravenous greed, and she eats every chance
she can get — perhaps even in the middle of combat.
Over half of the “bats” are being used to collect living
animals for her culinary pleasure. Her body looks as it
must feel: bloated, distended, and full. Lumps can be
seen all along her thirty foot length

After years of waiting, a human finally managed to
not only fall down the shaft of the Ear but also make his
way to the center chamber where Shlith-hrin is trapped.
Wido was thrown into the Ear of Lucifer by his jealous
brother Bobo after an argument, and Shlith-hrim soon
after turned him into a bat. He was the first to undergo
the horrible process of transformation and is her most
trusted servant.

Shlith-hrin was going to wait until more animals
and humans had wandered down into her cave before
beginning to take over the outside world, but she grew
impatient and went on the move only a year after Wido
first came to her.

When Shlith-hrin gets hold of a living creature (and
doesn’t eat it) she will make it into a bat. This process
is done upon the sacrificial island on the upper pool.
She coils herself around their living bodies and begins
squeezing until water begins to drip out of their orifices
(she has the aid of her magic). She then makes various
kinds of enchantments around them using plants taken
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from her aquatic gardens, and some magical trinkets she
had saved from her earlier days. The final part involves
putting them into the sacrificial flame for almost a
minute.

The creature is greatly shrunk by the process and
their skin is turned a leathery black — wings grow, and
the creature becomes bonded to Shlith-hrin. Worst of
all, it keeps its mortal mind and experiences all that is
happening to it — including the strange desires and
longings that rise within them.

When the characters come in the chamber and
approach the pools, she may cause all the water to spray
high up in the air like a fountain would. She will use
this distraction to get closer to the intruders as to better
attack them. This will be a beautiful sight, so be sure to
describe it in detail — and as the characters ooh and ah,
have Shlith-hrin strike. She will grab a character and
then will pull them under the water.

Before she dies, and perhaps while she fights,
Shlith-hrin will scream in anger and fury and will tell
the characters that they can’t kill her, for then “the Gates
of Hell will be truly opened.” In her last breath she
will ask how they could kill one of their own kind, one
of the Old Ones, and will beg that they tell her sister
Artemis that she is again lost and a spirit wandering the
wicked mortal world — if asked where Artemis is,
Shlith-hrin will say that she sleeps upon Mount
Olympus, if she is pressed even more strongly in her
last breath she will say that Artemis only wakes for one
evening upon every summer solstice. (For more infor-
mation on the Old Ones— which she could be lying
about — see The Order of Hermes, coming soon.)

When Shlith-hrin dies, the characters will see a
cloudy spirit coagulate over her unmoving form. Who-
ever gets a Per roll over 10+ will notice that the cloud
takes the form of a beautiful woman with the legs of a
goat. It will then twirl about very rapidly, whirlpool
fashion, before vanishing.

Shlith-hrin seeks to recreate the cult that once
worshipped her. The first step, she believes, is to flood
this entire valley, and to build some sort of magical aura
there (this is something no magus could ever do —
“build” an aura). Once this is all done it will be safe for
her to have the bats begin to carve a wider tunnel out of
the cave. This is the purpose of the 13 piles of rock:
they serve as the focus of a great magical ritual in which
the water will rise to cover the land as it once did
hundreds of years ago. If this occurs, Highmound will
be an island in the middle of a swamp.

She will be able to emerge from the bottom tunnels
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when the bats are able to drive away all the villagers,
and turn the old village into a ceremonial site. She
hopes eventually to return home.

The bats all die when she dies. Unfortunately, any
character who has been bitten will die as well.

T