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The very word conjures fear, loathing, hatred, and admiration. It only depends on

* to whom you speak, and how little value you place in life. To the Grand Coven,
they are a menace to be stamped out at all costs. To the Remnant, they just as

often bring trouble and death as they do hope and life.

All you need for this adventure are the Savage Worlds Deluxe rules, this document, and copies of the pre- generated
characters. Feel free to use the blank character sheet to make your own characters as well.

Setting Rules
*MORE THAN HUMAN | «BOON/BANE

In Ashen Thorns, nonplayer characters are not simply divided into Extras and . Boon areas and situations function just like a normal Trait Test. A Bane acts

enemy Wild Cards. They are encountered in greater levels of varying power,  inreverse, meaning the player must use the LOWEST of the Trait Die and
to include, weakest to strongest: Extras, Fiends, Left-hands, Wild Cards. i Wild Die.

* FANATICS

This setting rule functions exactly as in the Savage Worlds Deluxe.

Type wild Die Shaken Wounds

Extras No Yes 1

Fiends No Yes ‘ ~ *] TOLD YOU NOT TO CAST THAT!

Lefthands V Yes Every time a Power is used by an allied Witch (player character or nonplayer character),

wild Cards (H) ‘e Yes " draw a card from the Action Deck; a Club indicates the Power attracted a dark power
loyal to the Coven; the number indicates the capability of the foe. Consult the Coven
Attraction Table below. A red Joker provides a +2 bonus to the next Power used and
prevents notice for d4 nights. A black Joker forces the Witch to suffer backlash and their
Spellcasting die is lowered by one type for d4 nights.

A natural one on the Spellcasting die causes backlash as per Savage Worlds Deluxe and
the player must draw a card from the Action Deck and consult the Coven Attraction
Table.

COVEN ATTRACTION TABLE

Dire Beast Pack, Small (Extras), d4

Dire Beast Pack, Medium (Extras de), (Fiend 1)

Dire Beast Pack, Large (Extras d8), (Fiend 1)

Ghul Pack (Extras, d8)

Ghul Pack (Extras, d8), Swarm (Small Burst Template)

Ghul Pack (Extras

Ghul Pack (Extras d6), Humanity (Extras d4)

Humanity (Extras de6), (Fiend 1)

Humanity (Left-Hand 1)

Ghul servitor (Wild Card), d8 Ghuls (Extras)

Coven Familiar (Wild Card) with one Power

Coven Seeker (Wild Card), two Familiars (Left-hands), Ghul (Fiend)
Coven Witch (Wild Card), three Familiars (Left-hands), d8 Dire Wolves
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The Adventure

It is roughly nine years after the Plague consumed
mankind, which vaulted the Grand Coven to
rulership of the Earth. Now, the remnants of
humanity, myth puts this number at 144,000 souls,
are hunted by witchcraft, Familiars, Ghuls, and
Nature itself. The survivors use guile, luck, and
sometimes witchcraft to carry on surviving. Some
choose to hunt back...

Our story begins on a rainy morning in Fort McHenry,
Baltimore, Maryland. The Commune, numbering less

than 30, continues to survive by hiding in the forest
which sprung up around the landmark, but a
darkness now casts its long shadow. There were
signs of a Hex, spoiled milk, salted flesh, putrid
water, but this morning is a true cause for alarm:
Five children of the Commune are missing. The
Commune gathers slowly, as the word spreads...

Tell each player to draw a card from the Action
Deck, face down. Encourage roleplaying amongst
the group as well as the members of the Commune.
As the Commune gathers together, ask them to flip
their Action Card face up. Proceed to ask open
questions or present situations near them
represented by the suit, as per the Interlude rules:

the suit of the card drawn is a guide for the GM as to

the motivation or current state of mind of the NPC
(Spade-mournful, broken/Club-angry,
cantankerous/Diamond-needy,
desirous/Heart-hopeful, friendly). The suit indicates
how the nonplayer characters fits into the story and
assists in guiding them in roleplay. Now is a good
time to reward a benny for role-playing Hindrances
well in the situation.

After each person’s card is revealed and they are in
the middle of role-playing, there is a booming knock

on the makeshift gate. On a successful Notice check,

the player characters realize the animals have gone
silent Anyone peering out, sees a child standing 15
feet away. She is whimpering.

Anyone approaching her sees blood dripping from

her hands; A Notice Test shows the cuts are actually

Theban Runes. At five feet away, she lifts her face,
displaying the thorns driven through her lips and
fingernails (Fear Trait Test). Her eyes are missing as
well. She begins to giggle maniacally, slowly lifting a

few inches off of the ground as if hovering. If spoken

to, she cries, “Mother is waiting to see you. She
sees everything now”. If she is touched by hand in
any way, the inlaid damage field erupts (Trapping:
the runes glow black, the offender begins to have
old wounds, regardless of healed state, reopen and
bleed). If she is attacked, she begins to scream,
crying for her mother and father...who happens to
be near the player characters. Roleplay this out as a

bereft father who will do almost anything to get to
his girl. Allow the players another round of actions,
discussions, planning, etc. then the girl’s body
begins to contort upon itself, as if unseen hands
were crushing her to death. Then the Plague Swarm
flies from her eyes, ears, and mouth. Draw initiative

Tide Point is not the location).

After the Plague Swarm is scattered, the Commune
begs for the now heroes to locate the missing
children, before such a fate befalls them as well.
This adventure assumes the choice of the heroic
path is made. How the players decide to tackle this
" however, is up to them. There are three initial,

| obvious choices:

A. Any investigation of the Commune will reveal the

Community Lore: Old Keidja, the Commune
mendicant, is (now) suspiciously able to work
‘miracles’ with her herbs and poultices.

Success: She is rumored to be a former devotee B Chase!

" 4 ase!
of the Grand Coven. |

. Any investigation into potential trouble spots

around the Commune will reveal the following:
Community Lore: There is said to be the
remnants of a Coven somewhere near the Fort.
Success: The Black Grove lies within the wild
lands known as LLocust Point.

THE BLACK GROVE
. There is, in fact, a small Coven of Banished Witches

. were banished by the Grand Coven, left for dead.

. Any investigation into Ghul activity around the
Commune will reveal the following:
Community Lore: Ghuls were seen scavenging in
various places over the last fortnight
Success: A Warden claimed to have seen a Ghul
Steading near Tidal Point, in the park

' Worlds); to successfully navigate to either an exit or

. five or fewer rounds. Each Survival Test is

OLD KEIDJA

It is true, both that she is a very capable healer and
also that she once served the Grand Coven. She

' departed the Coven when she bore her third child, a
son, who was taken from her and slain (only the

~ Daughters of Hecate may live). This drove her

Call for the Test, which if failed results in an

innocent, but will likely raise suspicion; in truth, they
are toys she made for her children. The drawing is a
faint memory and will likely turn the Remnants to
either Locust Point or Tide Point; neither is accurate
as it is the abode of a Hag in Riverside Park (and the
true culprit in this mystery). The rag, as damning as
it appears, is an old bandage, which if tasted or
smelled, will not reek of salt water (another clue that

TIDAL POINT

This is a very dangerous red herring, as it is the
home to a Ghul Steading. Stealth is a must, though
Ghuls are known (Knowledge (The Craft) to possess
a keen sense of smell, which they rely upon for
hunting humans. The living area is in ruins, the once
lush park barren and the vegetation is sallow. If
listened for carefully, no sounds of children can be
heard, nor are there any traces to be found. If the
party fails to be stealthy, make it abundantly clear by
demonstration of numbers that this is not a fight they
are likely to win. This is a great time however, for a

*5 Ghuls per wild Card

here, serving the Hag of Riverside Park. They sought
knowledge beyond their rank and ability, and for that

The Grove is enchanted to defend itself, and any
who wander may indeed be lost. A search of the
Grove is run similar to a Dramatic Task (see Savage

handicapped by the Bane Setting Rule. The leader
may be assisted as per the normal Savage Worlds
rules. Lay out five cards, face down on the table.
Turn over the first card, revealing the suit and order.

encounter based on the following table:

Card Encounter

insane, and she was stripped of her power,
memories, and sent to wander the wild lands
(hopefully to be eaten by Ghuls). She came to be
rescued by a Warden and served the Commune
since as a healer. Her home is a hovel, clean, but
cluttered in such a manner that it seems as if nothing
is recognizable nor locatable.

Upon searching her hovel, the party finds the
following: roughly made toys for small children
(Success), a drawing of an old cabin by water
(Raise), and a rune-covered, blood stained rag which
is freshly moistened (2 or more Raises). The toys are

2-6  Swarm: H (Boring Beetles) D (Ticks and Fleas)
C (Plague) S (Rats)
7-10 Witch Tree (1)
) Lions (2 per WC characters)(H/D) or Wolves
(2 per WC characters)(S/C)
Q Ghul Pack: H (1 perWC characters) D (2/WC)
C (3 per WC characters) S (4 per WC characters)
K Fledgling Witch
A witch (Left hand) + Ghuls (Extras)(2 per
WC characters)
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A Club results in a -2 penalty to the Trait Test, and if
failed, will force a combat between the heroes and
all three of the Banished Witches plus their
combined Ghuls (2 per Wild Cards); this also marks
the location of the Heart of the Grove. A Joker equals
an automatic success as well as a +2 on the next
Trait Test, if required. Every Raise counts towards
the goal of five successes, so theoretically, the goal creature in this realm, save a full member of the
could be reached in one round on a lucky roll. That Grand Coven. A Hex*Bane will give her pause, but

is fine, as the Heart of the Grove is a dangerous & not fear. She established her lair at the northern end
place to find yourself. If the PCs elect to flee from an -~ of the brackish, poisonous reflecting pool. The
encounter, run this as a Chase; if they elude their ground throughout this place is littered with the
predator(s), grant them a benny each as well as one bones of her victims, animals and people.

SuCCess. Immediately upon seeing this, call for a Fear Test. To

make matters worse, the screams and cries of
THE HEART OF THE GROVE

children can be heard prior to entry into the Pool
This is quite literally, a heart, gigantic and placed into area.
a Honey Locust tree. And it gives off a sickly The Hag is found in media res, that is just finished
blackish green glow, which brightens and dims with her grisly task. As the party advances, she turns
each beat. It is here that the Banished Witches

menacingly, the shadowy form of a child obscured
gather in congress and create more Thralls from

by her immense form. Stealth is an option, as
hapless victims. But not from children. They are before. Once again, this is her domain and as such,
passed quickly to the Hag, though one child does any combat (likely) will be to the disadvantage of the
remain here, bound to the Tree. You see, the party. Set aside three cards for the GM, representing
witches are contemplating carving him up for the fat the Hag. These are her Dominance Actions, as the
and marrow and now a political debate is currently combat rages, the Hag may spend one benny to
underway. There are three Banished Witches, each activate a Dominance Action in addition to her
with 3 Ghuls per Wild Card character. The debate will normal actions and movement for the round. If she
last only three more rounds, after which the Witches spends the Benny, flip the card over, and compare it
will agree to cut the arms and legs from the child to the chart below.
and send the torso forward. If a Remnant wishes to
attack in stealth, follow the rules for such; success Card
indicates they are hidden, while a raise indicates
they have The Drop due to luck. If a player-character
fires a ranged weapon into the throng of witches,
the innocent bystander rule shall apply to the child.

roleplaying. He is able to tell the party that the others

were taken to the Park to play (Common Knowledge EPILO GUE

Trait Test identifies this as Riverside Park).

Once the Hag is defeated and the children
rescued, the party may freely return to the Fort.
They may return with any and all souvenirs they
see fit and care to explain. They must also Know,
they most certainly gained the notice of the
Grand Coven...

BESTIARY

Banished Witches

Attributes: Agility: d6, Smarts: d6, Spirit: d10,
Strength: de, Vigor: d6

SKills: Fighting: d6, Faith: d10, Intimidation: d8,
Notice: d6

Pace: 6; Parry: 5; Toughness: 6 (1)

Hindrances: Various

Edges: Arcane Background (Magic), New Power,
Power Points

Gear: Nature’s Gossamer (+ 1), Sickles (Str+d4)

Abilities:

*Spells: Banished Witches typically have 15

Power Points and know armor

(nature/thorns trapping), fear, and

zombie.

THE HAG OF RIVERSIDE PARK
Locating the Hag is a simple affair, she fears no

-

Encounter

2-6 Cold (Temp becomes
40 below 0) -2 to
Fatigue Test

7-10 Heat (Temp becomes
100) -2 to Fatigue Test

Jack Sleep (as if they have
not slept in 36 hours)
2 {i©)
Fatigue Test

Queen Poison (Paralysis)

Combat in the Heart of the Grove reflects a dynamic
battlefield, represented by a coin, die, chit, anything
with even and odd indicators. Place the object with
the odd indicator face up; this means the Bane
Setting Rule is in play. Each round, flip the object to
reflect the opposite (Bane, Boon, Bane, Boon, Bane,

etc.) as this reflects the nature of the world and the Ki PZ .Vlgorlictst; |
closeness to an artifact of evil. If the Remnants seek ng QISON (, ? a
& -2 Vigor Test

to destroy the Heart, treat this as an Object with a
Parry of 2 and a Toughness of 12 (4 Armor).
Destruction of the Heart will instantly Kill all Thralls
and force the remaining Witches to flee.

Ace Entangle (d6 Trait Test)
Joker Havoc (d6 Trait Test)

THE THING IN THE POOL

Treat as a Water Elemental (see
Savage Worlds) sans
invulnerability and which takes
the form of tentacles. This
lashes out at anyone entering or
standing next to the water. As an
option, the Hag may spend one
Benny to control the Thing for
one round in lieu of her normal
action.

Any investigation of the Grove will uncover Ghul
hides stretched out for drying (Success), a
Testament of Broken Oaths (Raise), and a strange
charm with a living eye placed upon it (2 or more
Raises). The charm will detect as magic (Knowledge
(The Craft) and/or can be identified as a Hag Eye
(Knowledge (The Craft); a Raise on this test yields
the domain of the Hag as Riverside Park. If the child
lives, he can be calmed, though any use of
Witchcraft to do so should be frowned upon in




Ghuls
Ghuls are vile scavengers, feasting off carrion and
unfortunate victims who cross their path.

Attributes: Agility: d10, Smarts: d6, Spirit: d6,

Strength: d8, Vigor: d8

SKills: Fighting: d6, Intimidation: d8, Notice: ds,

Stealth: d10, Tracking: d8

Pace: 6; Parry: 5; Toughness: 8

Abilities:

*Claws: Str+d4.

*Infravision: Ghuls halve penalties (round down)
for bad lighting when attacking living
targets.

*Keen Nose: Ghuls get +2 to Notice and Tracking
rolls against living targets.

e Paralysis: Victims of a Ghul's claw attacks must
make a Vigor roll at -2 or be paralyzed
for 1d6 rounds.

*Undead: +2 Toughness; +2 to recover from
being Shaken; No additional damage
from called shots; Immune to disease
and poison.

@The Hag of Riverside Park

These cannibalistic ogres have powerful magical
abilities. They are fond of eating children, but are
not picky and eat nearly anything made of meat.

Attributes: Agility: d4, Smarts: d10, Spirit: d8,

Strength: d10, Vigor: d8

SKills: Fighting: d6, Intimidation: d8, Knowledge

(Arcana): d6, Notice: d6, Persuasion: d12,

Spellcasting: d10, Taunt: d6

Charisma: -2; Pace: 5; Parry: 5; Toughness: 6

Abilities:

*Claws: Str+d6

eFear: Anyone seeing a hag must make a Fear
check.

*Cold Iron Weakness: Cold Iron weapons striking
a Hag add 1d6 to the damage roll.
*Spells: Hags have 20 Power Points and typically

Know the following spells: armor (iron
skin), boost/lower trait (blessing/curse),
fear (hideous visage), obscure (dark
cloud), puppet (persuasive words), and
quickness (superhuman reflexes).

The Plague Swarm

(See Swarm in Savage Worlds Deluxe)

witch trees

Witch trees are regular trees animated through
Witchcraft. They are not sentient, but possess
animal-like intelligence.

Attributes: Agility: d4, Smarts: d4 (A), Spirit: d10,
Strength: d12+6, Vigor: d10

SKills: Fighting: d8, Notice: d6

Pace: 6; Parry: 6; Toughness: 19 (4)

Abilities:

* Armor +4: Thick bark.

*Branch Swipe: Str+d6, Reach 1.

*Huge: Attackers are +4 to attack rolls against a
Witch tree due to its size

ePlant: Plants are not subject to Fear and Tests of

Will.
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*Size +8: An average war tree is over 40’ tall.

*Stomp: Str+d10. The creature is naturally adept
at using its full weight to smash its
foes. Nonrigid armor (leather, chain
mail) offers no protection against the

stomp.

| *Sweep: A Witch tree can attack all adjacent

opponents at no penalty.
*Weakness (Fire): Fire attacks cause +4 damage.

WYRDING WAYS

Adventure Term

Definition

Athame
Commune
Ccoven
Familiar

Fyre
Ghul

e
Hex*Bane

Mendicant
Plague

Remnant

Theban

~  The Grand Coven

A Witch’s ceremonial blade, power focus

A small gathering of Remnants, usually hidden and well-defended.

A gathering of Witches

A human who pledged body, mind, and soul to the Grand Coven; a Witch may
use her familiar as an extension of senses.

A cold-blue flame, normally the manifestation of a Hex*Bane’s Rituals

Those who were once human, but fell to the Plague and became a ravenous,
blood-thirsty creature which dwells somewhere between life and death.

A spell, Power, Witchcraft

A special soul touched in some way by Witchcraft, before, during, or after their
birth.

A beggar, or one who lives via begging

The Apocalypse, the End of Times, the Grand Hex; the proper noun for the
witchcraft which brought about the end days

The term used for the remaining population of human beings not loyal to the
Grand Coven

The ancient alphabet and language of Witches

The ruling Witches of the world




Nawme

@s&mﬁ. Hex *Bane

You were born with the curse of Witchcraft _"_0<<_3© n_g_,ocoj you, but you were not meant to be a Witch. In
mmnn. YOou were never wanted at all. However, your mother birthed you in secret and U«Ocmjﬂ you to the
commune you oc_.q.msﬁ_< Serve. O_.O<<_3Q up with the mU.:n< to feel the Hex around you, to lose control of it and
watch in terror as it manifested into blue flames or weakened others...was almost too much. The local
mendicant took Qq.mm\n interest in you, nm:@jn you a few ﬁ_.__smm here and there about the world as it is now and
she even ﬁmcms\n you to control your curse _u< _msmnsms_sm the time _,OQC:amQ to manifest it. While it is not
m_<<m<m easy, and many still fear you and YOour curse, you are instrumental in _u_.oﬁmnﬂso the Commune. You

killed one Witch already, and you always stand ready to hunt those who placed a price on your head. And
maybe you can find release from this mortal coil...

,:Wéa_%é%ngm%,ﬁq&&m:aqar%g‘éxlwua;w%ﬁs
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SKILLS
D&

Faith midati Repair

D10 D6
m.@\&@ Investigation Notice Stealth
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HINDRANCES
Enemy; Wanted; Death Wish AB (Miracles)[Called, Hex *Bane], New- Power,
Hé

UK hY , Wk RS

VTTUTEOY T LTIV I RIS VRN ! iie
POWERS
(Trappings): boost/lower trait (Tonics, Charms),

smute (Eyre)

WOUNDS

gEAR
Bastard Sword, (Str+d10) (Cold Iron); Armored Coat (+2)

EATIGUE




Name
Concept: Fallen Witch

You came late to the Commune, though you were never trusted. Once a servant of a Hag, you betrayed Her for
a cause/goal/desire/complication known, thus far, only to you. The Commune folk need your talents, yet they
are quick to cast blame for poor harvests, ill omens, or unfaithful spouses. You take their hypocrisy and let it
maintain you in the chill of winter and the fever of summer; you are superior in purpose and design. There will

come a time wherein your betrayal and the well-being of the Commune meet, and when that day arrives, you
stand ready to provide a full accounting.

GAREARIN AR AREL AR LS AR BESREERLENV AN S
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AGILITY SMARTS  SPIRIT STRENGTH  VIGOR
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D6 D&
Intimidation Spellcasting
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HINDRANCES EDGES
ﬂ\%@x\&&. Outsider; Wanted, AB (Magic), Power Points, New-Power (2X)

LRUTHUTBOYIT LTRAIY IR T EHRINLED TITN
POWERS

barrier, blast, boost/lower trait, %&:@\&
LTUTUYEOY 3T LTI RE A TIA2E TN UL BT AR IR2 1R UABOY AW

GEAR
Athame (Dagger) (Str+d4) (Cold Iron)

EATIGUE




Name

@x@\ﬁ. Scout

NoO one ever -.mm__< took well to YOu. Not as a child, not as an adult, not even the animal denizens of the
wildlands YOu SO love. It is not m3<£:3@ you do, itis ..:mﬁ <<m__.:<0c. You memmﬂ to dwell alone. Eat, alone. m_mm_u.
alone. You've m_<<m<m been this way, 0033.._3_3@ with nature, as bewitched as it ncz.msﬂ_< lies, was m_<<m<m
meﬂmwmsﬁ_m_ to _Ammg:@ with others. ._0=.=3© onasa Qmm_o-<<=Qm scout was a very easy choice, and one which
you take very m®20:m.<” you will kill and threat to the Commune. You qu<ma that _o< Umm:.:@ in the head of a
oo_.—.c_oan member of the Commune with a rock, once you learned ﬁ3m< were ensorcelled _o< a witch. You
U—.O<mQ this _u< m__0<<=.6 <Or=.mm=" to be taken U:mosm_, U< a fallen witch rather than allow her to Qw.: the Umﬁs to

the Commune. And you never broke...did you?
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D6
Climbing
D6
Fighting |
.2,3gi;é<§=ﬁiiis%gizuiwiiigjﬁ?iﬁgiwgﬁﬁﬁ__ LAY
HINDR ANCES EDGES

Loner (Outsider); Vow- (keep the Commune  Woodsman; Luck

secret); Heroic
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iﬁgiwgiéﬁiwiﬁ%giﬁiiﬁe?wA.,.iﬁf?ﬁza_gi;gﬁfi,.
GEAR
M4 (5.56)(Range: 24/48/96, 248, ROF 3, Shots 30, AP 2, Auto);
Crosshows; Knife; T omahawik

EATIGUE




Name
Concept: Commune Marksman

Better? Better than whom, exactly? There is no one better. Period, no further discussion. This is not a game, or
some sick, zombie-flick fantasy; this is life and that is the realm in which you hunt. You don't man the walls to
laugh, or drink up the pleasure of the slaughter, you do it because no one else can be trusted to do it with
perfection. These degenerate creatures took your loved ones from you and unto them shall you bring death.
Not only of the body, but of their entire being, for the Lord said, “Do not think that | have come to bring peace
to the earth. | have not come to bring peace, but a sword".

LU UTEOY 3T LT RASY VIR F VI TIN2E ALV R

e A
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AGILITY SMARTS  SPIRIT STRENGTH  VIGOR | PARRY  TOUGHNESS
13U 4(:Eg<u%iﬁmi:%giﬁiwﬁsi.iﬁw RATARAEELADEL AR OB ERE KLY LAY

SKILLS
D6
g
D6

+8 skill points

}

HINDRANCES EDGES
Q:%S‘%%ﬁ The Chant (Quirk), Alertness; Marksman

Vengeful

13

GEAR

Hunting Rifle (308)(Range 24/48/96, 248 +1, Shots 5, AP 2,
Bolt-Action); Swrvival Knife (Str+dd+17)

EATIGUE




Name
Concept: Commune Survivalist
qu.m. the world as we knew it and loved it ended. So what? This is the new <<01_Q. full of UOﬁOSQN_. full of
3<mﬂm2mm. full of...them. But nevermind ﬁjmg. this is a time for those who can to QO. to prove social Darwinism
was wrong. The smart will not 03_< mC1<m<®. but shall Qﬁmﬂ the low brow cretin with them. Just need to ,nq.< and
be more OmCﬂ_OCm. was that one of them? ZO. can't be. Not inside. m_QS Inside isn't where the best kitsch :mm.

ready to re-worked in order to keep the morons breathing, eating, and breeding. Just gotta stop telling them
how ignorant they are, especially when they are cutting up freshly killed animals all over your “junk”. Idiots.

LT UYB0OY AT LRI VIR AV DI DT B

L4
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AGILITY SMARTS  SPIRIT STRENGTH  VIGOR
LTYT U073 T LT NSV T IR T UHRINLE DT L LR

STl
D6 D70

Investigation Know-(Htstory)

D10 D&

Know-(Science,) Notice

ﬁi4i;gwpd,iimiﬁéiz;p,sw,ﬁa_é?mgm%si__?“ﬁﬁgiwgﬁ?_ qgsésfmiiie
HINDRANCES EDGES
Phobia (Ghuls); Curious; Razored (Ugly)  Jack-of-All-Trades; Mcgyver; Scholar

LRV U SAY IV ARERIV TRV YR TI A2 52 T %
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Glock 17 (9mum)(Range: 12/24/48, 246, Shots 15, ROF 1); Bow-(PVC
Recurve) (Range: 12/24/48, 246, ROF 1, Shots 9, Min Str d6); Survival

Knife (Range: 3/6/12, Str+d4) L | FATIGUE
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The Black Grove
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Piz za Syl

Tjana 5299/ 5
Pancho Vil
Luchador

i Beans, red emions and chocse

‘Seasoned beef, tomatnes, bacon, black olives and choese
Sombrera Andrevt
d yelkow peppers and mexican blend cheese “ome O

oome, green peppers and mozzarella chesse

Jides ik{‘ D.

INSERT Tost
IMAGINATI@N Mex ;
s 0 P o
BADABING AN
B B l Toppimg ir cogy
ADABOOM!

ese

basket

Chorizo Chicken Refried beans ©Bacon
Pulled pork @ Red onions Pepperoni Beef




