ABOUT THE ADVENTURE

Feast of Odoacer is a Call of Cthulbhu: Cthulbu Invictus adven-
ture, although it can be easily translated to other systems (a
GURPS Horror version is available on www.1shotadventures.
com). The adventure is set in Ravenna in March, 493 A.D.,
just a few decades after the last Roman emperor abdicated
his position, and Italy fell under the control of Odoacer, a
patrician who desperately attempted to keep the remnants
of the Empire intact. The adventure is suitable for four-to-
six investigators appropriate to be high-level servants of King
Odoacer; the end of the adventure includes six pregenerated
characters.

Characters introduced for the first time in the adventure are
noted in ALL-CAPS. Skill rolls are in SMALL-CaPs. Sections
marked with a map are sidequests and adventure hooks,
and not important to the overall plot of the adventure. Sec-
tions marked with a person [&] are opportunities for specific
types of investigators, especially the pregenerated characters
from this adventure.

ADVENTURE SUMMARY
By 493 A.D., the Roman Empire had collapsed.
KING FLAVIUS ODOACER (pronounced 6-do-
~ 0Oker) rules the remnants of Italy. Once blessed by
f: ,.,‘ZENO, the Emperor of the eastern empire, Odoacer
*.is néw considered a rival. Determined to remove Odo-
"lécer from power, Emperor Zeno has promised Italy
to a young Ostrogoth warlord, THEODORIC. After
% »". seven years of war and many grievous defeats, Odoacer
Y has finally holed himself up in the walled, capital city
" of Ravenna, desperate to cling on to power and survive
the long siege.
4‘.-7/ iThe investigators are members of Odoacer’s court.
' ey have served him willingly and honorably for

BY J.C. CONNORS
years, even as he has grown more wretched. Knowing that
the situation is worsening by the day, Odoacer sends them to
find SEVERINUS, a mysterious monk who has written him
increasingly-frenzied letters insisting he has found something
that can help Odoacer resist Theodoric’s conquest. Severinus,
however, has gone mad after witnessing cultists, the Disciples
of Teritus, experimenting on an unnatural, abyssal carcass.
The monk believes that the Disciples have found a relic that
can stop Theodoric, and pleads with the investigators to
bring the cult’s secrets to the king.

The Disciples, however, have their own plans. Sick of corrupt
kings and constant instability, they seek to use their ancient
ritual to put the entire city under the sway of Teritus, a dae-
monic outer force, who they believe is the incarnation of a
forgotten, pagan god. They mistakenly believe that this god
will be a better ruler for the men of Ravenna than any would-
be mortal kings. Little do they know their plan would bring
the final destruction to Ravenna, if not civilization itself.
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SEEKING SEVERINUS

The adventure begins on March 14th, in a terrible storm at
midnight, in a small torchlit room in the holy Mausoleum
of Galla Placidia. Odoacer, sixty years old, but looking as if
he’s far older, is wrapped in a wool blanket near a hot brazier,
gathered by his most faithful servants. He tells the investiga-
tors that they have been his most trusted allies, even as the
siege of Ravenna has lasted a brutal three years. He rasps that
he is proud how they have endured war, scarcity, and now
famine, still serving him loyally.

Odoacer pulls out a vellum parchment and tells them that

hop¢ is at hand, and God himself has saved Ravenna and all
V‘f-ltalia from the betrayal of Zeno and the barbarian prince The-
Qd’ohc. Odoacer tells the investigators that he has received
¥ aseries of mysterious letters from a hermit monk for weeks
_ Ii(_)w. The monk, Severinus, claims he has discovered a relic
.*_that will break Theodoric’s power. If asked, Odoacer shows
the last letter he received from the monk (see Handout A),

- which tells the desperate monks tale of finding a “acon-old”
., relic.
;"'l . .' " /

.,/ ®doacer begs the investigators to find Severinus and bring
g pP0o . . . o 9 . . .
% /c-qsack his relic, quickly, as the city’s army is decimated, its navy
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sunk, and its reserves are empty. Furthermore, Odoacer tells
solemnly, the respected senior bishop of Ravenna, John, has
recently negotiated a treaty that will give Odoacer joint rule %
of Italia with Theodoric. Odoacer accepts this treaty, but”
loathes it. However, he has no way of resisting the 1m£1@y-f
nent entry of Theodoric’s army into the city. The date for
Theodoric’s entry is not yet set, he explains, but is likely days

away.

King Odoacer prays that, no matter how insane the investi-
gators believe Severinus to be, that they trust in God’s cho-
sen, and do this task quickly. An INSIGHT roll reveals that
Odoacer is truly desperate and has no ulterior motive — he
is looking for any chance to preserve his power, however slim.

Odoacer insists that the investigators set out that night,
through the storm, to the abandoned baths of Ravenna.
There, they will meet with a spy named CALOGERUS, who
has been trying to locate Severinus for two weeks now. Just
tonight, Calogerus sent word to Odoacer that he had locat-
ed the monk. Odoacer tells the investigators that he doesnt
trust any spy, especially in these times, but Calogerus has
provided excellent service for over two years, so his informa-
tion is likely accurate.
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' BATHHOUSE SPIES
STR70 DEX65 INT 55
CONG5 APP40  POW 55
SIZ65 SANGO HP13

Damage bonus: +1D4
Build: 1 Move: 8

. Dodge 32%, Insight 40%, Intimidate 70%, Listen 40%, |
Sleight of Hand 45%, Spot Hidden 50%, Stealth 60%

Ranged Weapon (Short Bow) 55%, damage 1D8, uses
per round 1
Soft Leather 1D3 (25%)
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[&] Odoacer keeps his spies secret and separate from each
other! If any of the investigators has a background in spycraft,
such as Sidonius Astyrius from the pregenerated characters,
they vaguely know of Calogerus. Anyone else must make an
InsiGHT roll! Cologerus is known only as a quiet and skilled
spy with many deep contacts in Ravenna; he has worked for
Odoacer for several years.

THE OLD BATHHOUSE

The night is blustery, a fierce wind blowing through the empty
nighttime streets of Ravenna. The investigators’ torches sput-
ter and smoke as they make their way through the rain.

Nighttime in Ravenna is a dark wasteland. The investigators
see only a handful of three-man military patrols as they move
towards the center of the city. The city’s population has de-
creased dramatically during the siege, as with the ports block-
aded, food has been scarce and disease has been ram-
pant.

The old, two-story Ravenna baths have been abandoned
for a decade or more, with no knowledgeable men avail-
able to repair the pipes and water system. The inside of
,the large bathhouse is dank and treacherous. Broken lead
plpes, debris, discarded and rusted scraping knives, and
a leaking ceiling makes the tile floors slippery in most
" ateas (movement is halved).

the balcony above the central bath chamber. A hard SPOT
HIppeN roll spots them.

Calogerus has indeed located the monk Severinus, but he has
an an ulterior mission here tonight. He has given up hope
that Odoacer will still rule in the coming weeks, and has
been contacted by enemy spies who wish to assassinate Odo-
acer before Theodoric enters the city. Calogerus knows that
the investigators are close to Odoacer, closer than himself,
and hopes to convince them to murder their king.

Calogerus is eloquent, and first challenges the investigators’
knowledge of what is happening. He reminds them that The-
odoric will enter the city soon, as negotiated by Bishop John
the month before. He implores them to be practical, that
Theodoric has the support of Emperor Zeno of Constantino-
ple, and how it is impossible that co-rulership can ever work.
Theodoric has the armies and power base, and Odoacer rules
over a crumbling and ever-smaller kingdom.

Calogerus also knows his history, and reminds the investiga-
tors how Odoacer himself dismissed any ideas of co-rulership
when he himself ousted the Roman emperor Romulus Au-
gustulus decades ago. He tells them that the barbarian prince
Theodoric is cruel, uncaring, and will likely punish or kill the
friends of Odoacer in the months ahead... but one swift knife
blow can turn the investigators into heroes in Theodoric’s
eyes. If asked why he, himself, does not carry out the assas-
sination, he answers that Odoacer is smart enough not to
allow spies like himself near his presence.

If the investigators politely refuse, Calogerus reacts generally 2. 5"(
well and tells them that he is disappointed, but understancﬁ i
their loyalty. He will give up the location of Severinus —M
a small price (50 denarri to cover his expenses)

. ."U_pon entering the baths, the investigators see torchlight

3R coming from the central chamber of the bathhouse.

Standing near a column are two cloaked men. If the in-

. v¢st1gators call out to them, one of the men identifies L N e : i

¢ ,‘ o hlrﬁself as Calogerus, a servant of Odoacer. The tall man _‘ ; - ‘ 3 \ :: e | _ A
% . g ﬁy his side stays quiet, but if asked, identifies himself as i ' = ;

RICIMER Calogerus’ associate. Two other men hide on

r"‘ _"
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or for free if the investigators made a great impression with a
CHarM roll. He says he found Severinus living in a decrepit
wooden apartment above the abandoned fish market near
the south docks, a half mile to south of the city walls. He
doubts the investigators will get anything of value from the
mad monk, who he says just wanders around the docks and
rambles, but wishes them luck anyway.

If the Calogerus has a poor reaction to the investigators, he’ll
see them as foes who could jeopardize his own survival in the
days ahead (he has no wish to be executed by Odoacer as a
traitor before Theodoric enters the city!). He'll give a hand
signal to his two men hiding in the balcony, who shoot arrows
at the investigators, as he makes his escape through the dark
baths. The archers fire a couple of arrows, then follow Calog-
erus out of the bathhouse. Investigators can get to the balcony

SEVERINUS" BACKGROUND

either through stairs located in a side passage.

If the investigators fail to get the information about Severi-
nus’ location before a skirmish breaks out, the Keeper should
arrange for one of Calogerus’ henchmen to be wounded or
surrounded and trapped in the baths. The man gives up the
information about Severinus’ location in an attempt to spare
his life. Or, failing a capture, perhaps one of the men, think-
ing only of his self, backtracks to the baths to sell the investi-
gators the information they seek.

If the investigators agree to the plan to murder Odoacer
(truthfully or not), Calogerus is thrilled. He hands the in-
vestigators a vial of viper venom and gives them instructions
for coating a blade (if struck, one minute later, the victim
must make a CON roll or take 1D8 toxic damage; a success
reduces the damage by half). However, he reminds them that
Odoacer is wily and may suspect a plot against him. Calog-
erus recommends the investigators that they carry out their
mission normally, and strike only once they have received
word that Theodoric is entering the city.

THE GRISLY FISH MARKET

Any investigator from the area knows the location of the
once-thriving fish market, located about a mile outside of
the city walls, adjacent to one of Ravenna’s shallow canals. It
is also well-known that the market has not been in use since
Theodoric’s fleet blockaded the harbor a year ago. An EMPIRE
roll, with a bonus die for anyone from a merchant, sailing, or
fishing profession, recalls that there was a set of inexpensive
apartments located just above the market.

Although a temporary truce has been declared between The-y
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Severinus was a hermit monk who lived in the wilderness south of Ravenna. When Theoderic’s army arrived
three years ago, he became afraid for his safety and retreated into the walls of the city. When the port was
abandoned two years later, he took up shelter in the apartment above the fish market. Severinus’ story about
witnessing the coming of the Disciples was true — he saw the Disciples gathering in the abandoned market, first
meeting quietly, and then eventually dragging the whale carcass into the market.

the canal, and swore to never speak of the event again.

The piece of the story that Severinus left out, is that his first reaction to the Disciples’ arrival was rage. He was
angry that pagans were operating in plain sight, and he blames that on Theoderic’s coming. This triggered his
frantic messages to Odoacer, begging for help. When Odoacer did not respond, Severinus took it upon himself.
He went to confront the pagans the next time they gathered, but became afraid and skulked in the shadows
instead. However, as the Disciples scattered that night, he stalked one of them and murdered him in an alley,
suffering a wound in the process. Severinus stole the man’s weapon (the bone spine) and tossed the man’s body in

A few nights later, Severinus witnessed the ceremony — the Ritual of Teritus — he describes to the investigators.




THE DISCIPLES OF TERITUS

The Cult of Teritus began in 327 A.D. when a well-to-do patrician GABINUS WERRA kidnapped, tortured, and
threw a bishop overboard from his merchant vessel, shortly after the bishop convinced Empress Helena to raise
taxes on Werra. To Werra and his crew’s astonishment, a great, abnormal, spined whale emerged from the sea to
violently dismember and devour the bishop’s corpse. Dubbing the creature “Teritus,” Gabinus Werra and his crew
started a cult that worshipped the thing as a survivor of the old ways, and a foe of those who believed they were
above common men.

Cults were illegalized later in the 4th century, and the Disciples of Teritus disappeared into secrecy, surviving only
as a secret society of fishermen and sailors. In 492 A.D., TIRO WERRA took over as patron of the cult after his
father was killed in a naval skirmish with Theodoric’s fleet. Grief-stricken, loathing all kings of man, and believing

that the world inevitably was doomed, Tiro Werra took the cult in an apocalyptic direction. Consulting ancient
texts with the help of an ex-bureaucrat named ANDRONIKOS, Tiro Werra discovered two dark rituals.

The first ritual enabled Werra to summon unnatural creatures from the sea. Siphoning noisome oil from their
bodies, Werra could begin the second ritual, the Effilgence of Teritus, which places men under the sway of Teritus
himself, who Werra believes would make a far better ruler of Ravenna than any king. With cnough oil, \Werra

odoric’s army and Odoacer’s Ravenna, it is dangerous for peo-
ple to travel outside the walls. Fortunately, the night is black,
and few patrols are out. Unless the Keeper wishes to extend
the adventure with a perilous encounter with Theodoric’s sol-
diers (see Extending the Adventure, p.14), a reasonable plan
take the investigators to the fish market without incident.

As the investigators approach the stalls of the market, they’ll
smell a putrid and potent stench emanating from the mar-
ket. Soon enough, they see the massive, loathsome carcass of
a whale lying in the middle of the market. Its skin is peel-
ing back, worms infest its orifices, and foul gas emanates at
random times. Investigators must make a Sanity roll (0/D3)
upon seeing the monstrosity up close. Additionally, any inves-
tigator who wants to get closer to the mass must make a Con
roll to endure the stomach-turning stench.

There are no signs of what might have brought the whale here.
Certainly, given the distance to the sea (a hundred yards away
or more), it was impossible for the creature to get here by it-
selfl Any investigator who manages to get close to it, however,

“sees the remnants of a rusted chain wrapped around the ac-

- _curSed thing’s tail.

.':"T,'.HE MARKET APARTMENTS

e’ ;+".A rickety set of wooden stairs leads to a balcony above an
/¢! 7 ¢ abandoned storefront. A row of doors indicates a half-dozen
» or so poorly-constructed, individual apartments above the
" 2 stores.

(F -' oy

' i pon making their way up the stairs, the investigators see

/' an old man huddled and wheezing outside a door, sleeping

- ks -if.

uneasily. The investigators notice one of his arms ends in a
fresh-looking stump.

This man is TANCUS, a once-rich merchant who made his
living here. An IDEA roll recognizes him as a once-wealthy
fishmonger. If awakened, he rants in nonsensical gibberish,
thinking that the investigators are shopping for fish. He'll
insist that he has no mackerel left, that the oil won’t come
out, and that his fish eyes are fresh.

The worn door to Severinus’ apartment is locked, barred
from the inside. There is no answer if the investigators pound
on the door, though a LisTeN roll makes out some mutter-
ing sounds from inside the apartment. The old wood door is
flimsy, and can be broken into with a well-placed shoulder

(and a STR roll).

SEVERINUS" APARTMENT

The small apartment is lit only by tallow candles. Its floor
is scattered with wax tablets and parchments. An old, bald
man sits in the middle of the debris, staring just inches from
one tablet, carving into it with a wooden stylus. Upon seeing
the investigators, he explodes into joy, excited that they have
finally come, and thrilled that Odoacer has read his letters.

Severinus happily shares his story, though he rambles and

5

If asked about his hand, Tancus becomes horrified and pomt, /" /

to the whale corpse, saying that the “kraken ate it, whﬂ‘e
shivering and dying.” If asked about Severinus, he’ll pmﬁtf
to a blue-painted door a few yards away. Tancus refuses to
acknowledge the dead creature any more.
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'THE DISCIPLES

| STR60 DEXS50 INT 55
CON 55 APP40 POW 30
SIZ60 SAN20 HPI11
Damage bonus: None

| Build: 0 Move: 6

| Dodge 25%, Empire 50%, Insight 40%, Intimidate 60%, /
; Occult 10%, Spot Hidden 40%, Stealth 40%

' Fighting (Fish knife) 40%, damage 1D4
| Fighting (Gladius) 55%, damage 1D6 - Mevius only
Handful of coins, rope

occasionally pauses and stares blankly at the door:

“Weeks after Theodorics fleet blockaded the port, the abominable
stench arrived. Forced everyone to leave. The entire market quar-
ter smelled like rotting fish flesh. First, dead sailors washed ashore,
the casualties from the final sea battle with Theodorics ships.
Then strange creatures began to wash up off the canals. Squids
with hair, five-eyed fish with bloodshot eyes, and pale, bulbous
things that bled blue ichor. No one came here, no one except the
blue-robed men. They would appear on certain nights, carrying
their lanterns, and then pray in whispered voices to the old gods.

“But then one night, the Disciples dragged with them a great,
carcass. They prod it with spears and harpoons until it leaked a
ghastly ichor, which they used as fuel for their lanterns! Then they
brought forth struggling men and women, shone the lantern light
into their eyes, said their strange words, and the men became
subservient!

“This,” says Severinus, “is the Gods plan to resist Theodoric. “The
lantern, when fueled with the carcass ichor, turns even the stron-
gest men subservient!”

This is the sum of Severinus’ plot. He earnestly believes that

L2 . gthe oil from the carcass, in combination with the disciple’s
B e 3 : .

rite, will turn Theodoric and his men into the loyal servants

‘ﬁ of Odoacer.

F’# . +." “the Ritual of Teritus softens the mind of man. However, it also
LR I

% makes them susceptible to the thoughts and whims of Teritus it-

e self; a daemonic monstrosity that lives under the waves. See p.11
.. " for more details on the ritual.

(o oy
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, ""‘;,;_-‘;,. 4 the investigators study Severinus’ apartment, they note a
. /* harpoon-like, bony spine leaning against the wall. A closer in-

spection and an appropriat ART/CRAFT or NATURAL WORLD
reveals it as an unusual type of whalebone. If the roll is a hard
success, the investigators notice the spine has unusual flecks
of metal in it, and is also marked with thousands of tiny holes
— unlike any known whalebone. If asked about it, Severinus
says that he found it near the whale carcass. However, an IN-

SIGHT roll reveals he is not telling the full truth (see Severinus’

Background, p.4).

Keepers Note:The bony spine is actually a spine of Glaaki, a
slug-like, water-dwelling great old one — a CrHULHU MYTHOS
roll might even reveal this fact. While Gla'aki does not make an
appearance in this adventure, players familiar with the Cthulhu
Mythos may find this object particularly alluring. Treat the bony
spine as a fine javelin (1D6 + DB), but anyone wounded by the
spine must make a CON roll an hour later, or else suffer fever
(-10% to all attributes and skills) and weird, drowning dreams
at night. The victim can make a CON roll each day to recover
[from the sickness. Additionally, the Disciples fear this weapon,
as they have heard stories of Gla'aki penetrating bodies with his
spines, injecting them with fluids, and dissolving minds.

On the floor, scattered amongst garbage and ripped vellum,
the investigators see a wax tablet drawing of a creepy, masked
figure (see Handout B). If asked, Severinus simply says it is
an image from his fevered dreams, and to pay the drawing
no heed. If this is later shown to Tancus, or another local in
the fish market, they will recognize him as CICATRIX, an
unstable, seemingly mindless fellow who is usually seen with
the Disciples and prone to violent fits.

If the investigators are able to search the place more fully,
they find a small, bloody knife in a compact cabinet in the
rear of the apartment. This was the knife that murdered the
Disciple mentioned in Severinus’ Background.

THE DISCIPLES RETURN

Soon after Severinus' tale, investigators who succeed at a
HEARING roll detects the rustling of men coming from the
market below. Looking out the door and making a Spor
HIpDEN roll, reveals four, blue-robed men circling the whale
carcass. Two of them are attaching a chain to the beast’s tail,
another holds two nervous mules. A fourth, carrying a long
spear, watches the other men and whispers harsh orders to
them.

Severinus tells the investigators that these are the Disciples,
no doubt dragging the carcass back to its origin. Indeed,
that’s exactly what they are doing. The cultists believe that
throwing it back into the canals will cause the thing to resus-
citate, and produce more oil for their plot.



The investigators have a few options here. They can confront
the Disciples and seize the carcass for their own. Or, they can
watch them dump the remains into the canal, and perhaps
seek to investigate it later, once the cultists have left, but be-
fore the tides have washed it back out to sea. In the unusual
event the investigators give up and return to Odoacer, he'll
angrily tell them to follow Severinus’ instructions and recover
the creature’s oil.

If confronted, the Disciples’ first reaction is to play the part
of local fishermen, who still care about their market, and be-
lieve that it will be bustling again soon once the war ends
and the blockade is lifted. The man with the spear, MEVIUS
WERRA, sternly insists that he is but clearing the market of
a worm-ridden carcass that will otherwise bring disease to the
area. He will not let the investigators intervene unless they
somehow fool him that they earnestly wish to help him. Oth-
erwise, he threatens them with violence if they try to interrupt
or stall him and his men.

Mevius Werra is the brother to TIRO WERRA, the leader of
the Disciples of Teritus. If at any moment Mevius suspects the
investigators mean to stop him, he gestures an order to one
of his men to withdraw from the market, and tell his brother
Tiro to bring reinforcements. (See Extending the Adventure on
p-15 for expanded ways Mevius may decide to interfere with
the investigators...)

If the investigators need to haul the creature from the canal,
they’ll need to secure some equipment. They'll need a long
chain to attach to the carcass (assuming the Disciples took
theirs with them after they dumped the carcass into the ca-
nal), which requires a Swim and DEx roll to attach. They’ll
also need some strong draft animals or a device to haul it from
the canal. Acquiring such an animal in the middle of the night
requires some creative contacts or CHARM, PERSUADE, INTIMI-
DATE, or FasT-TALK rolls!

An IpEa roll digs up a cargo winch near the port. Repairing
the winch to working order requires a few hours work and a
RePAIR/DEVISE roll. An hour of pulling on the carcass gets it

L S et el

near enough to the winch to attach it to the machine. Two

men can use the winch to lift the carcass up.

CLAIMING THE OIL

The abyssal carcass has been sitting in the sun for almost a
week; it is dried and has little oil left. A NaTuRAL WORLD roll
reveals that the oil is typically in the head of such a beast, and
that dropping a bucket down the thing’s blowhole is the best
chance to recover some oil. Without this knowledge, the in-

vestigators will hack and chop at the thing for an hour before .

making the same discovery. Those who participate suffer a -

Sanity roll (0/1D3) for the gristiness of the endeavour.

No matter how they dissect the creature, the investigators
uncover something terrible in the process. As they hack into
the creature, putrid muscle and thick mucus tear open, they
unseal the nest of an alien, abyssal worm. The thing tries
to suddenly swallow a investigator’s arm (or weapon), pull-
ing him into the carcass with its strength. If it fails at that,
it spills out of the carcass, writhing and lashing out. With
a star-shaped face and humanoid teeth, it tears at anything
nearby. The investigator who is either grabbed or spills the
creature forth suffers a Sanity roll (1/1D6); all others suffer
an lesser Sanity roll (1/1D4) for the horror of the event.

Soon after the first creature emerges, a LISTEN roll reveals a
squelching, gassy sound coming from the carcass. Seconds
later, a second worm burrows out from the innards of the
carcass (Sanity roll (1/1D3) this time around).

As the creatures blindly lash out, Tancus howls in terror,
threatening to summon any Disciples or patrolling soldiers
in the area unless he is quieted. “It is the horror that took my
hand!” he screams. (If needed, see Extending the Adventure
at the end of this adventure for a suitable encounter with a
patrol of Theodoric’s soldiers.)

)
'ABYSSAL WORMS &

HSTR45 DEX45 INT 10

' CON50 APP15 POW 40
SIZ 155 SANE HP 6
Damage bonus: none

5 Build: 0 Move: 5

\ Attacks per round: 1
: Tentacle grab and bite 60%, damage 1D4+1
Dodge: 22%

 Armor: 2 (rubbery hide, no brain, no eyes)

Sanity Loss: 1/1D4




Once the worms are dealt with, the investigators
can scrape enough foul oil from the innards of
the carcass to fill the lamp. Severinus, assuming
he survived the encounter, is pleased, and tells
the investigators they only need to find the Rizu-
al of Teritus to cause the lamp to cast its effect. He “
urges the investigators to flee the market before
soldiers come at dawn or more Disciples return.

(If for some reason Severinus perished during the
fight, Tancus can share this information to the
investigators).

THE NBEXT DAY
ISl

The next morning, if the investigators meet with anyone of
import in Ravenna, they hear grave news. Theodoric has an-
nounced that he will enter the city before noon, officially
ending the siege and the war. The Bishop John has invited
Theodoric to dine with Odoacer that evening at the Laurel
Palace of Honorius. The two kings will feast together with
their closest companions to celebrate the start of joint rule.

MARCH

At this point in the adventure, the investigators likely know
that the abyssal oil, when fuelling a lamp, can soften men’s
minds... if accompanied by some sort of ritual. However,
there are only two people in Ravenna (aside from Tiro Werra,
the leader of the Disciples) who know the ritual:

ANDRONIKOS — A retired Greek bureaucrat who was
known as a historian for the city of Ravenna and its pagan
past.

SOPHONISBA — The North African widow of a rich olive
oil trader. She has made it her hobby to study ancient rituals
since her husband died. An EMPIRE roll recalls her enthusiasm
for the occult once her merchant husband, HELVIUS, per-
ished from disease a year ago.

If the investigators ask around to find out more about poten-

tial occultists, an appropriate social skill roll or Occurr roll
:-i‘*{h;'chlls one or both of the individuals above (a success uncov-
% ers the more well-known Andronikos; a success by 3 or more
incovers Sophonisba’s name).

y ‘ .» Calogerus will also know of Andronikos (he was hired by
f#‘ i 4 King Odoacer to spy on the bureaucrat a month ago).

N y If the investigators capture and interrogate a Disciple from
oy : the fish market, they will not know the details of the ritual,
4. - .sbutwill explain it is some sort of incantation, and that it took
5,', Mhany tries to get the words right. Under duress, a captured

Disciple will reveal that their leader Tiro had help learning
the ritual from a “stuffy bureaucrat who lives south of the
mausoleum.”

If the investigators return to Odoacer, they will find their
king increasingly desperate and terrified. He'll only agree to
meet with the investigators for a few minutes, and even then
under heavy guard. If they divulge to Odoacer what they
have discovered, he’ll order them to finish their investigation,
and find the secret ritual that might save Ravenna. If asked
for a contact, the king will grow nervous and impatient and
suggest that they find Calogerus, who knows of such things.

Finding Calogerus requires a successful Luck roll. He is
found in a small thermopolium (outdoor restaurant) near
Porta Wandalaria, where he can make a hasty exit out of the
city, if necessary.

CALOGERUS’ FINAL PLEA

Keepers Note: Even if the investigators do not intentioanlly seck
Calogerus out, if they originally left the spy considering bis offer
to assassinate Odoacer, he will find them in the morning to make
one last plea.

Upon seeing the investigators, he assumes they are there to
talk more about his offer. Pulling them aside discreetly into
an abandoned building, he again makes his pitch to them
(or, in the unusal chance they already agreed to assassinate
Odoacer, check in on their plot).

Calogerus begs the investigators to use their close relation-
ship with Odoacer to assassinate before the feast. He says
that he’s received word that Theodoric has no intention of
ruling jointly with Odoacer, and that the brutal deed will
save the city years of pain and even civil war. Furthermore, he
adds, he has contacts in Theodoric’s army that will pay well
for such an act (he claims at least 5,000 denarii!).




If the investigators refuse the offer, Calogerus asks that they
secure him an invitation to the night’s banquet, so that he
may attempt the assassination himself. If they refuse again,
he gives up for good, and decides to flee to the city before
Theodoric’s entrance.

If the investigators ask for help finding a contact with knowl-
edge of occult rituals, Calogerus will likely share what he
knows (likely for a price, depending on his view of the in-
vestigators). He admits that the king hired him to spy on the
bureaucrat Andronikos for a few weeks a month or so back.
“The king released him from service a year ago and certainly
did not like the man. But all the scholar did was write irritat-
ing letters to bishops, send dull messages to a woman who
lives by herself, and study old parchments written in Etrus-
can,” he shrugs.

ANDRONIKOQOS" ABODE

Using Calogerus’ help, asking around the palace, or making
an IDEA roll locates Andronikos’ home. He lives a few blocks
south of the Mausoleum of Galla Placida, in once-comfortable
apartments that house the remnants of Ravenna’s bureaucrats.

The investigators find the door to Andronikos’ small, three-
room abode ajar. Inside, the place is wrecked, its sparse fur-
niture broken and overturned. A bloody handprint is seen on
the mosaic floor. Examining the small apartment more will

find the bloody body of the old man Andronikos tossed in the
corner of his bedroom.

It is obvious that Andronikos died from multiple stab wounds.
If the investigators try to determine more details, they’ll dis-
cover that his tongue has been cut out and lies nearby (this
causes Sanity roll (0/1) for the discovery!). A successful MEDI-
cINE roll (with a bonus die if a investigator has a military
background) identifies the mortal wounds as those caused by
swords, not knives or other implements. A successful MEDI-
CINE roll reveals the man has been dead for at least three days.

Searching the apartment finds some clues:

« An unsent letter to Sophonisba (Handout C). The letter

3 ~.is found near the body, discussing the remergence of the

Disciples, and making it clear that both Andronikos and
Sophonisba know that the pagan cults are re-emerging
* during the siege.

o . A letter from Bishop John (Handout D). A SearcH roll

finds a letter kept in a small wooden spice box in the
~ kitchen area. It urges Andronikos to stop sending letters
* to Odoacer begging for Ravennas surrender to Theodoric.
’ A bronze brooch (Handout E). Finally, an investigation
of Andronikos” body, or a Spor HipDEN roll, will find a
bronze brooch grasped in Andronikos’ bloody hand. An

S 0

EmpIRE or Status roll will recall that the brooch is worn -

by Odoacer’s personal honor guards.

If the investigators think to question others living in the
apartment area, only a great social skill roll uncovers further
information. The few neighbors left in Andronikos™ apart-
ments have little desire to get involved. However, one neigh-
bor, a man name OVIUS, will reluctantly share that he saw
King Odoacer’s soldiers enter the apartment complex several
days ago, heard an argument, and then heard screaming. As
he had no love for Andronikos (the two had fought over a
woman years ago); he did not bother to investigate the af-
termath of the violence. If asked about the Disciples, Ovius
shrugs and simply say that he witnessed many men he sus-
pected as pagans enter and leave Andronikos’ abode over the
last two years.

Keepers Note: Andronikos knew several of the Disciples of Teri-
tus, and in fact helped their leader, Tiro Werra, learn the Ritual
of leritus by providing him with supplemental materials on
similar pagan rituals. Andronikos was murdered by Odoacer’s
men after he sent Odoacer a letter saying the bureaucrats would
be better off under Thoedorics reign.

SOPHONISBA’S ABODE

Sophonisba lives south of St. Pullio, in a walled villa sur-
rounded by lemon trees. An INT roll locates her villa. As the
investigators walk or ride up, they notice that the grove is
untended and overgrown. A PEr roll picks up a sour, rot-
ting scent that becomes more unsettling as they get closer to
the villa. Unknown to the investigators, the rancid smell is
from strange rituals Sophonisba has been toying with over
the months.

By the time the investigators approach, Sophonisba and her
single slave, a young Alamannian man named OBOR, are
likely prepared for their arrival. Sophonisba has many spies
of her own, and unless the investigators were remarkably
careful, heard that they were seeking her.

Sophonisba welcomes the investigators in an exotic outfit, an
expensive and unusual bronze flower in her hair. She invites
them inside her house to enjoy some eggs and honey. She is
lonely and happy to share her knowledge with the investiga-
tors. However, the siege, the death of her husband, and the
changing world have deranged her, and now she only looks
to her inevitable end.

On a Neutral or worse reaction, she'll simply focus on dis-
cussing Theodoric’s entrance into Ravenna and how it will
mean the end of the city and civilization itself. She seems to
enjoy talking about the doom of the world. However, on a




Good reaction or better, she also eagerly discusses her knowl-
edge of Ravenna and its occult past.

* She has not heard of Andronikos’ death, and if informed of
his murder, shows genuine sadness. She says that while she
had not seen him in many months, they traded letters often.
If pressed, she suspects that it was Andronikos’™ politics that
got him killed, not his love for the secret cults of Ravenna.

* She knows of the Disciples of Teritus, as her friend Androni-
kos wrote to her about them, and their leader, Tiro Werra,
several times over the last few months. She believes the cult
has reconnected with its apocalyptic roots, and means to de-
stroy the city ahead of Theodoric’s entrance. However, she is
sympathetic to the cult’s motivations. To relieve her boredom,
she helped Andronikos reconstruct an old ritual for the Dis-
ciples. “What does it matter which set of mad men destroy
Ravenna?” she asks.

If asked about the whereabouts of the Werra or the Disciples,
she says that Andronikos mentioned he met them in an old
signal tower near the canals, not too far from the fish market.
An INT or EMPIRE roll recalls the location of an abandoned
signal tower near the area described.

* If asked more about the Ritual of Teritus, she provides it to

the investigators (Handout F). However, she warns that while

there is likely a missing, physical component of the ritual that

is not obvious in the incantation. She tells them that the ritual

creates a sort of incense that makes men’s minds soft, but if
burned in enough quantity, she believes it can potentially serve
as some sort of signal that can transcend time. Sophonisba is

both intrigued and wary of such power.

An Occurr roll not only supports Sophonisba’s theory, and
reveals that the nature of such a ritual is extremely dangerous.
If not performed right, it could summon additional abomi-
nations from the deep, or unleash some other horrific effect
upon those in the spell’s vicinity.

e If asked about her husband Helvius, she’ll express sadness

but then describe in detail the pox that took his life. She takes
. - time to describe the color of his painful, sour-smelling boils,
; :and how she would pour lemon on them to try to reduce
“them, but only caused additional anguish. An INsiGHT roll
P reveals that she is speaking too openly and with too little grief
':..'_ about the matter. A MEDICINE roll reveals that the symptoms
“.sound unusual, especially as pox has not been to Ravenna in
# the last two years, a year before her husband’s death.

Keeper: Note: Indeed, Sophonisba murdered her husband Hel-
(7 - .' 2‘/mf during an argument over whether to flee the city; she con-
: : ! Ypeted the story of the pox to hide the murder. Only her servant,
/e "Obor, knows the details, as he buried the man in the villas groves.

Although he feels guilt
about this deed, Obor
hesitates to reveal this
secret out of loyalty to
Sophonisba.

If Sophonisba makes ,
a friendly connection .
with the investigators,
she makes a plea. Her
husband’s old friend
— and her occasional
lover — ABDON, is
considering  helping
her flee from Raven- 8
na. Once a captain in
Odoacer’s navy, Abdon
joined with Theodoric
shortly after the fleet’s
sinking. While Abdon’s
influence in Theodoric’s force is limited, he has arranged a
small boat to pick up Sophonisba from the docks when he
sees a blue flame lit ner the shore. However, Sophonisba
fears the Disciples (along with any soldiers) at the docks, and
asks that the investigators take her there that evening. She
shows them a small packet of chemicals that, if tossed into
a flame, turns it blue for some time. Investigators who have
made a strong connection with Sophonisba will be invited
along in her escape.

[&] One of the pregenerated investigators know this friend J, &
of Sophonisba’s, Abdon. Johanna Martinus was married to o,

him, and believed him dead after the last naval battle a yea
ago! Although it is true that Abdon was wounded in t«h@?
battle, he consciously chose to leave both his king and his
wife that day. Now, Abdon is part of the fleet that blockades
Ravenna’s port.

THEODORIC ENTERS RAVENNA

By noon on March 15th, the investigators hear horns blaring
from beyond the city walls. This triumphant noise marks the
beginning of Theodoric’s entry into Ravenna. Word on the
street is that Theodoric will feast with Odoacer this evening,
at sunset, as the official start of the co-rulership of Italia.

At this point in the adventure, the investigators should know
a couple basic facts. First, they know that Theodoric will
celebrate with Odoacer that night. Second, they have ob-
tained a ritual, in conjunction with the ichor from the abys-
sal whale, can make a man’s mind soft. However, Sophonisba
has warned them that they likely do not have all of the ritual,
just the incantation. They also likely know the location of the
Disciples” hideout.
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THE SIGNAL TOWER

The abandoned signal tower lies in a marshy field near one of
Ravenna’s shallow canals. Once used as an outpost guarding
and supplying the forces near the port, the tower was given up
when the land around it flooded and became impassable. The
signal tower now is used as the headquarters for the Disciples
of Teritus, and they have erected a large oil lamp at the top to
shine Teritus’ light upon the city of Ravenna.

The door to the tower is sturdy and new, replacing the origi-
nal door which was broken by one of the Disciples, Cicatrix,
while they were experimenting with the abyssal ichor. The
tower door is locked with a simple, though expensive metal
lock. It can be opened with a successful LockPICKING or hard
Str roll. The original door is tossed aside nearby, half-sunken
in the marsh. An investigation of the original door (or suc-
cessful Spor HIDDEN roll on a quick glance) spots deep claw
marks in the wood.

The rough stone of the tower also makes it possible to climb.
Roll a CrimB roll to get started and reach the second level; a
second Crims roll is required to reach the roof.

If the investigators visit the tower before the day of Theodoric’s
entry into Ravenna — perhaps if they capture and interrogate
one of the Disciples and uncover its location — they find one
or two of the cultists attending to their work inside, collecting
the abyssal ichor and sieving it into barrels. Also likely to be
present is Cicatrix, the hideously scarred, masked man who
has sworn his loyalty to Tiro Werra and the cult. Tiro Werra
experimented on Cicatrix with the ichor before discovering its
properties, leaving him unhinged and depraved. Because Tiro
realizes that Cicatrix has lost his grip on reality, he now plans
to use the man as a blood sacrifice to fuel the final ritual. The
Werra brothers also visit the tower, at least once a day, and
usually in the early evening.

On the night of Theodoric’s entry, seven Disciples are in the
tower, along with the two Werra brothers. Most are at the top
of the tower, preparing to light the signal that softens the will
of Ravenna. However, the Disciples move up and down freely,

» . gmnoving additional oil upwards into the tower, and preparing
A

‘the various elements of the final ritual.

3  The signal tower has three levels:

“Level I — Ostium. The entry floor of the tower has been con-

- verted into a workshop. The entire room emanates an awful

rotting stench. Investigators must make a Con roll to avoid

gagging. A few shoddy tables, empty barrels, and buckets filled

T , y':x'rit'h blubbery viscera and ichor are scattered here. Sharp fish-

.

. gutting knives, hooks, and discolored towels are tossed into
[ 3
-corners. A couple of unused lanterns can also be found here.

THE EFFULGENCE OF TERITUS
The plan of the Disciples is to subject the city of Ravenna
to the Effulgence of Teritus. The Effulgence softens men’s
minds, reducing their willpower, and then eventually
making them subject to the ineffable thoughts of Teritus
himself, an unknown and daemonic force that lives deep
under the sea near Ravenna.

The Effulgence has two states. The first, the Whispers of
Teritus, is achieved when a mortal stares into the light cre-
ated by the abyssal ichor, the oil the Disciples have been
recovering from the strange creatures washed ashore.
When directly exposed to the light, victims must make
a POW roll (and again every minute of exposure) else
lose half POW. The victim also grows more serious, los-
ing their sense of humor, and becoming less empathic,
especially for anyone from higher status. Each week, the
victim may make a POW roll to shake off the effect.

The second state, the full Effilgence of Teritus, is achieved
when a victim stares into light created by the abyssal ichor
that has also been enhanced by the blood of a human.
This effect utterly binds the subject to the whims of Teri-
tus. In addition to the Whispers effects above, the victim
will gain Intolerance to anyone of higher status. Addition-
ally, they will be subject to aggression and bloodthirst,
both at the whims of the daemonic force. Each week, the

On the night of the ritual, one or two Disciples are found
here, either cutting up and squeezing chunks of unknown
flesh into buckets, or hauling more oil upstairs to the roof in
preparation of the ritual.

Level II — Tablinum. This room is where Tiro and his Dis-
ciples meet, and sometimes sleep. A circular wooden table is
in the center of the room, surrounded by eight chairs. The
table is decorated with a monstrous carving of Teritus, its
grooves filled with lead (see Handout G). Unsavory stains
mark the table. The investigators can find some parchment
on the table, which hint at the full ritual, as well as its ef-
fects. A hint of a rancid smell emits from the spiral staircase
winding upwards. A wooden trapdoor at the top of this level
provides an exit to the roof.

On the night of the ritual, Cicatrix is present on this level,
along with a disciple or two, feeding him his last meal of fish

and honeyed almonds.
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'CICATRIX

| STR85 DEX45 INT30 .
CON 80 APP20 POW 30 .
SIZ80 SAN10 HP16
Damage bonus: +1D6

| Build: 2 Move: 6

| Dodge 22%, Intimidate 80%, Listen 60%, Spot Hidden

[ 35%, Stealth 40%

2 Fighting (Large Knife) 70%, damage 1D4+1D6

| Fighting (Brawl) 75%, damage 1D3+1D6

Horrific leather mask, extra knife

Level III — Tectum. The roof of the tower is surrounded by
a waist-high wooden railing. A cart-sized coal brazier sits in
the middle of the roof. A large polished mirror, stolen from a
lighthouse at the docks, stands shoddily next to it. Three bar-
rels full of the abyssal ichor standby, ready for the cultists to
pour it slowly into the flame.

The cultists begin the pouring the ichor at dusk (around 6:30
pm), so that both Odoacer and Theodoric are in the city to
witness the flame. Once the brazier is lit with the ichor, the
flames turn a greasy yellow color. The intensity of the light
here will potentially put any mortal within sight of the tow-
er (likely the investigators and a couple hundred citizens of
Ravenna near the city walls) under the effects of the Whispers
of Teritus (see text box above)

Once the sun fully sets, about an hour after dusk begins, the
Disciples sacrifice the willing Cicatrix at the top of the tower,
splashing his blood into the signal flame. Once that blood sac-
rifice is made, the intensity of the malignant flame multiplies

£

4 ]

'TIRO WERRA

(*$STR 55 DEX 60 ' INT 70
CON 60 APP50 POW 60
SIZ 40 SAN 10 HP 10
Damage bonus: None

Move: 9

Build: 0

{ Dodge 30%, Charm 60%, Cthulhu Mythos 20%, First
| Aid 40%, Insight 70%, Intimidate 50%, Listen 60%,

| Natural World 50%, Occult 50%, Oratory/Rhetoric

' 45%, Persuade 60%, Spot Hidden 40%, Stealth 40%

Fighting (Gladius) 45%, damage 1D6

tenfold. This spectacle is easily seen by everyone in Ravenna.
Anyone within sight of the flame is subject to the full Efful-
gence of Teritus.

Keepers Note: If the Keeper wants to play up the supernatural
aspect of the adventure, after a minute of the intensified flame,
all present feel an overwhelming and heavy presence settle upon
them. Looking towards the sea to the east reveals the silhouette
of a massive, misshapen abomination standing in the water of
the harbor. The thing is barely visible, but it looks like a far and
hunced ape, ringed with ropey growths, and clearly warching
Ravenna with flickering eyes as the city comes under his control.
Anyone viewing this abomination must make a horrendous SAN-

1TY ROLL (1D6/1D10)!

CONFRONTING THE CULT

A confrontation of the cult at the tower can play out a few
different ways. The Disciples likely believe their work is hap-
pening in secret, unless the investigators have gone out of
their way to antagonize them. It is unlikely any Disciples are
keeping watch, so it’s quite possible for well-prepared, armed
investigators to sneak into or scale the tower, ambush the
Disciples, and extinguish their flame.

When faced with violence, the Disciples attempt to hole
up and fight to the death with their knives and improvised
weapons while Tiro screams at any invaders to stop. Ulti-
mately, Tiro and his brother will try to seal the roof so that
he can finish the ritual.

If all looks lost for the Disciples, Tiro surrenders and ceases
fighting. He implores the investigators that they are making
a grave mistake. He lectures them that Odoacer has been a
weak king, and under him Rome has seen defeat after defeat.
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He reminds the investigators that Odoacer has given away
whole swaths of land to rivals, who will no doubt grow pow-
erful and bring more war to Ravenna. Tiro pleads his case
that Theodoric is no better, another slave to Zeno, and a bar-
barian who will also lead Ravenna and all of the remants of
the Roman empire to destruction. Tiro has utter conviction
that Teritus is a far better ruler of man than any of the other
choices. Ultimately, if all looks lost to Werra, he dramatically
throws himself into the fire, and then off the roof of the tower.

THE FEAST OF ODOACER

Regardless of whether the investigators stop the Disciples at
the tower, the planned feast between Odoacer and Theodoric
occurs. If the investigators defeated the Disciples well-ahead
of the feast, they may be granted one final audience with the
despondent King Odoacer.

Even if the investigators bring back some supposedly super-
natural weapon for him to wield (i.e., a lantern fueled with
the flames of Teritus), he will express dismay at the plan. The
king was hoping that the investigators would bring back some
mighty relic, not a mere lantern. He will still half-heartedly
agree to whatever plan the investigators propose at the feast.

If the investigators bring no good news back, Odoacer accepts
defeat gracefully and prays to God that the feast goes well and
that both he and Theodoric can rule together in peace.

Again, unless the investigators have insulted Odoacer in some
way, they are invited to the feast at the Laurel Palace of Hono-
rius.

Unless the investigators decide to refuse the invitation and
abandon Ravenna (perhaps escaping with Sophonisba), or
pursue some other plan, the final scene of the adventure oc-
curs at Odoacer and Theodoric’s feast. Held in one of the larg-
er rooms in the old palace, the feast starts at sundown, attend-
ed by Odoacer and Theodoric’s closest generals and advisors.
The feast can play out in several ways, depending on what has
occurred so far, and where the loyalties of the investigators lie:

If the investigators attend the feast and do nothing, the
" .feast plays out as it did in history: After Odoacer toasts
*i Theodoric, Theodoric summons the king over to him
to share in his own toast. But in a brutal betrayal, The-
- odoric instead draw his sword and slice Odoacer open
from the collarbone down, leaving him to die horribly on
the floor. “Where is God?” Odoacer gasps, staring at the

Y ~ investigators in seeming accusation. Thinking it a ques-
' , ton for himself, Theodoric cries, “This is what you did
':: 41, ?to my people.” After Odoacer perishes, Theodoric kicks
e ‘_.,‘;,. 3¢ the body and exclaims to the room. “Look — as I thought,

this wretched man was indeed boneless.” With that,

Theodoric gestures to his generals and guards to draw K
their swords and massacre Odoacer’s friends, family, and.
servants. The Keeper can play out the investigators’ last
stand, or draw the curtain on this grim ending.

» Ifeither of the kings’ willpower is weakened due the light
of a lantern, history may play out differently. If Theodor-
ic’s will is weakened, he hesitates as he pulls his sword,
and grow fearful. This gives the investigators time to de-
fend Odoacer, kill Theodoric, and reverse the events that
were destined to happen. On the flip side, if Odoacer’s
will is weakened, he acts defeated and pitiful during the
feast, and when struck down, dies a simpering coward.

* If the Disciples lit the signal fire in the tower and suc-
ceeded in their blood ritual, the dark presence of Teritus
takes possession of the room. Everyone in the feast un-
der the Effulgence of Teritus feels a murderous impulse
against anyone with higher Status. A brutal and bloody
skirmish erupts, likely leaving only a few survivors who
feel intense loyalty to whoever of high status is left... and
Teritus himself.

*  Regardless of the Disciples’ plans or the wheels of history,
the investigators can take matters into their own hands.
They may decided to assassinate Odoacer themselves,
saving themselves from Theodoric’s murder of Odoacer’s
followers. Or, they may decide to kill Theodoric before
he can strike their king at all.

CONCLUSION

Whether the feast ends dramatically, as it did in history,
or with some alternative outcome, or the investigators flee
Ravenna in hopelessness, the adventure is concluded.

For surviving the adventure, surviving investigators receive
a 1D4 SAN reward, or 1D6 if they defeated the cult, saved
the king, or fled the city. Whatever happens in the finale
likely earns the investigators a reputation as well (a positive
one for saving one of the kings, a negative one for a grand
betrayal or showing cowardice).

EXTENDING THE ADVENTURE

There are several moments in Feast of Odoacer where the in-
vestigators must travel outside the safety of the walled city
of Ravenna. Keepers can easily extend the adventure (and
increase the danger) by adding one or more encounters out-
side the walls:

PATROLS OUTSIDE THE WALL

While a temporary peace has been brokered, patrols would
have still been occurring around Ravenna. As the investiga-
tors travel outside the city walls, the Keeper can trigger an
encounter with one of these patrols (especially if the inves-
tigators are not taking care to avoid patrols, which can be
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accomplished with a successful STEALTH roll, contested versus
the soldier’s LisTEN or Spor HIDDEN skills.

Patrols will typically be between three and five soldiers, but
Keepers can scale this based on the number of investigators,
and their overall preparedness for a hostile encounter.

If an encounter occurs, roll 1D6 for a scenario:

1: Dead patrol. The investigators encounter the fresh bodies
of a recently murdered, friendly patrol. The bodies are looted
of their armor, weapons, and valuables, though a successful
SeARcH roll may find something small of use.

2: Scavengers. An enemy patrol is carrying large sacks of food
and supplies, likely stolen from what is left of the population
from the small villages along the canals.

3: Deserters. A handful of Odoacer’s soldiers are flecing to-
wards the sea, hoping to surrender to Theodoric’s fleet. Their
leader will not admit what they are doing at first, but their
demeanor and body language will likely give it away after a
short conversation.

4: Hostile patrol. Although Theodoric has ceased hostilities
during the Bishop John’s peace, some of his patrols are ig-
noring the orders, believing a sack of Ravenna is imminent.
Upon spotting the investigators, they’ll set upon them as easy
targets.

5: Messengers. The investigators encounter one or two of
Theodoric’s messengers, delivering details about the feast to
Ravenna. They will refuse to give up their messages, although
they will likely be only mundane matters (perhaps requests for
ale and mutton at the feast.

6: Fleeing citizens. Fearing that Theodoric is about the enter

the city, a handful of citizens are flecing Ravenna and heading

towards the sea, where they plan to escape southward. Upon

encountering the investigators, the fleeing citizens will be hos-

tile (believing they are being set upon by Odoacer’s men), and

perhaps even looking to rob the investigators so as to be bet-
. 5‘* ter equipped for their journey south. Keepers should use the
tatistics of the Disciples for the citizens.

MEVIUS' COUNTERATTACK

““Mevius Werra, brother of Tiro, doesn’t play a major role in the
% adventure. He's content to help his brother’s plot, siphoning

,‘,‘ . the abyssal ichor from the carcasses that emerge from the ca-
< nals, and then producing more oil for Tiro back at the signal
i fower. The investigators will run into Mevius in the fish mar-
,‘ g jﬁet, and then — assuming he survives — again at the signal

e

g - tower where he will stand to the end with his brother.

{

'PATROL SOLDIER
STR70 DEX65 INTS55
CON 65 APP50 POW 60
SIZ55 SANS50 HP12

Damage bonus: None
Build: 0 Move: 8

, Dodge 32%, Empire 50%, Insight 40%, Intlmldate 70%,
\ Listen 50%, Spot Hidden 55%, Stealth 50%

| Fighting (Spatha) 55%, damage 1D8
| Fighting (Brawl) 55%, damage 1D3
Fine Chainmail 1D6 (30%), meager rations

{

'VETERAN SOLDIER
STR75 DEX65 INT 55
CONG5 APP40 POW 60
SIZ65 < SAN40 HP 13

Damage bonus: +1D4
Build: 1 Move: 8

Dodge 32%, Empire 55%, Insight 45%, Intimidate 70%,
| Listen 40%, Spot Hidden 40%, Stealth 40%

| Fighting (Spatha) 60%, damage 1D8+4

| Ranged weapon (Dart) 55%, damage 1D6+1D4
Medium buckler 70%, 1D3 points of protection
Heavy Chainmail 1D8 (30%), meager rations

If the Keeper wants the cultists to be more outwardly ruth-
less in the plot of the adventure, Mevius will become a more
active player. After the encounter at the fish market, hell
escape (rather than sending one of his men to bring rein-
forcements) and confer with his brother Tiro. Fearful that
the investigators intend to interfere with their plot, Tiro and
Mevius concoct a plan to bring the investigators under the
influence of the Effulgence of Teritus!

The following day, Mevius and three to four Disciples will
stalk the investigators back to Ravenna (assume Mevius has
a SteartH 60% skill). They will look for an opportunity to
strike when the investigators are alone — perhaps inside
Andronikos’ apartment, or at a time when the investigators
are using contacts to find help.

When the Disciples strike, they attempt to engage the inves-

tigators at close range, and shine a lantern effused with the
full Effulgence of Teritus (p. 11) into their eyes. Any inves-
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tigator within a yard of the lantern light must make a POW
roll or be subject to the full Effulgence effect; investigators
within five yards must make a Will roll or be subjected to the
Whispers effect.

Once the Disciples are confident one or more of the investi-
gators are under the sway of Teritus, they will quickly retreat,
hoping that the Effulgence of Teritus will distract the investi-
gators’ intentions of ruining the Disciples’ plan, or even cause
them to side with the Disciples once their plan is complete.

Being under the sway of Teritus can certainly change the out-
come of the adventure, causing them to hesitate or cower
during the feast, or even forcing them to cut down their own
king in the adventure’s final moments!

REMOVING THE SUPERNATURAL

Keepers who prefer a more realistic, historical tone can eas-
ily remove the supernatural elements from this adventure.
Indeed, the siege of Ravenna, the real-life murder of Odoacer
and his family and servants, and the disease and famine that
swept Italy during this time is plenty of material for a horror

RPG!

In this scenario, the Disciples of Teritus are nothing more
than a desperate cult. They believe they have found a ritual
that will make men’s minds weak, but the ritual is utter fool-
ishness, nothing more than random old words strung togeth-
er. They have no hope of actually affecting the final days of
Odoacer’s Ravenna.

In the realistic version, the abyssal carcass near the canal is
nothing but a rotting whale, dragged there by the desperate
cult. The abyssal worms inside its belly can be ignored, or
replaced with horrifying parasitic worms, which likely cause
no real harm to the investigators (although will still cause

Sanity rolls!).

HISTORICAL NOTE

Odoacer was indeed slain by Theodoric during a banqliet,‘
after Theodoric’s hired assassins failed in their plot to kill
Odoacer ahead of the festival.

“There certainly wasn’t a bone in this wretched fellow,”
Theodoric was said to have spoken while gloating over the
torn body. While this adventure sets Theodoric’s entry into
Ravenna and the murderous feast on the same day, Theodor-
ic actually entered Ravenna ten days prior.

SPECIAL THANKS

Special thanks to the ever-imaginative Geoff Card for help-
ing with cult motivations and the finale of the adventure,
and Rasna from the Steve Jackson Games forums for de-
signing authentic 5th century Roman equipment options.
Thanks also to thispersondoesnotexist.com for helping create
images of the various characters.

If you enjoyed this adventure, or ran it for a group, all the
author asks is that you give a shout out and let me know how
it went. Send a note to @SageThalcos on Twitter or send an
omen or email to thalcos@hotmail.com.

DISCLAIMER

The material presented here is an original creation, intended
for use with the Call of Cthulhu system from Chaosium, Inc.
If you're not familiar with Call of Cthulhu, a free lite version
of the rules can be found here. This adventure uses trade-
marks and/or copyrights owned by Chaosium Inc/Moon
Design Publications LLC, which are used under Chaosium
Inc’s Fan Material Policy. We are expressly prohibited from
charging you to use or access this content. This adventure is
not published, endorsed, or specifically approved by Chao-
sium Inc. For more information about Chaosium Inc’s prod-
ucts, please visit www.chaosium.com.
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HANDOUTS

HANDOUT A - The Letter from Severinus, shown to the investigators from King
Odoacer
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HANDOUTS

HANDOUT B - Wax tablet showing the mask of Cicatrix, found in Severinus’ home
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HANDOUTS

me, lepores Bophonisba

It is Irue thal pagan culls were illeqalized a century

aqo, but I believe fhe digciples (among ofhers) are
underaoing a resuraence as our cily has come under

gieqe. [ discovered the Terifug cull beqan in B2¥ and
was founded by fhe patrician @abinug Werra. Whether if
was before or affer he murdered the bighop on his

vessel is unknown fo me. Do doubl it was relaled fo
Empress Belends decision o increase laxes on merchanis
like Werra. Bul I cannot connect the event of the murder
wilh the founding of his cull. s you know, I have been
in correspondence with Werrds son. Bowever, he is
more of a mind fo study fhe old Terilus rduals than fo
falk aboul his familys history. I hope youﬁave found fime

o gludy Ife rifual fexts I lasl shared wilh you last fime.
our help translafing the old Efruscan was invaluable.

~ Bave you successlully contacted your husband's old

naval Iriend? I fear fhere are only days leff before fhe cily
falls, and T know your plan i8 fo escape on a vegsel goon.
I wish you the best luck and I hope we can correspond
aqain soon. I pray that our addled king surrenders
peacefully fo Theodoric and gives up hig fooligh claim fo
Rome. HAd asira per agpera. | '

Soufinirontos & b
: j g8 fouty v

HANDOUT C - Unsent letter from Andronikos to Sophonisba, found in his apartment
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HANDOUTS

HANDOUT D - Letter found in Andronikos’ apartment

HANDOUT E - Brooch found in Andronikos’ apartment

19



HANDOUTS

HANDOUT G - Carving of Teritus, on the table in the signal tower
20
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HANDOUTS

You know that you are an outsider, a strang-
er in this very city. And you know who is
to blame. You feel hatred and intolerance
towards anyone of higher status than you.

You know that you are an outsider, a strang-
er in this very city. And you know who is
to blame. You feel hatred and intolerance
towards anyone of higher status than you.

You know that you are an outsider, a strang-
er in this very city. And you know who is
to blame. You feel hatred and intolerance
towards anyone of higher status than you.

You know that you are an outsider, a strang-
er in this very city. And you know who is
to blame. You feel hatred and intolerance
towards anyone of higher status than you.

You know that you are an outsider, a strang-
er in this very city. And you know who is
to blame. You feel hatred and intolerance
towards anyone of higher status than you.

You know that you are an outsider, a strang-
er in this very city. And you know who is
to blame. You feel hatred and intolerance
towards anyone of higher status than you.

Give one of these to any investigators who comes under the Whispers of Teritus during the

adventure.

You are no longer a servile dog. Respect will
be born from blood. You feel uncontrollable
rage towards those of higher statug 3 Faake dc-
tion. Destroy that person for good sy

You are no longer a servile dog. Respect will
be born from blood. You feel uncontrollable
rage towards those of bigber statuy. - Fite ac-
tion. Destroy that person Sfor gaod A

You are no longer a servile dog. Respect will
be born from blood. You feel uncontrollable
rage towards those of hnger status. Tm@ -

tion. Destroy that person for good.  —- <
’>—’_" J bolt ':'.,

You are no longer a servile dog. Respect will
be born from blood. You feel uncontrollable
rage towards those of higher smﬂf; . Lake uc-
tion. Destroy that person for good, . ;

You are no longer a servile dog. Respect will
be born from blood. You feel uncontrollable
rage towards those of higher status; Fortee e~
tion. Destroy that person for good.

v

You are no longer a servile dog. Respect will
be born from blood. You feel uncontrollable
rage towards those of higher statug 595%? ac—5

tion. Destroy that person Jfor good. - :
By S

Give one of these to any investigators who comes under the full Effulgence of Teritus during
the adventure - and fails a POW roll during a dramatic moment.
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REMIGUS “REMI™ PETRO

OCCUPATION: Circﬂ'or mnd Honomwj CenTwion
SOCIAL CLASS: Freedman

BIRTHPLACE: Carthage

RESIDENCE: Ravenna

HIT POINTS

U\CO\’JS‘COVS || “ |
[00] 01 02 03 04 05 06
07 08 09 10 11 12 13
1415 16 17 18 19 20

MAGIC POINTS SKILLS

00 0L 02 03 D Accounting (10) I:B |:| Fighting (Brawl) (25) D Medicine (01)

05 06 07 08 09 10 11
12 13 14 15 16 17 18
19 20 21 22 23 24

04 05 06 07 08
09 10 11 12 13 14 15
16 17 18 19 20 21 22
23 24 25 26 27 28 29
30 31 32 33 34 35 36
37 38 39 40 41 42 43
44 45 46 47 48 49@
51 52 53 54 55 56 57
58 59 60 61 62 63 64
65 66 67 68 69 70 T1
72 73 7475 76 11 718
79 80 81 82 83 84 85
86 87 88 89 90 91 9
95 9 97 99

I:B D Repair/Devise (20)
D Animal Handling (10) EB D = L\m (gww OD D Natural World (15/30) D Ride (05)
D Appraise (05) \:B |:| EB D Navigate (10) D Science (01)
SANITY [[] Aceaft (05 I:B [] FirstAid (30 EB [] Occult(05) I:B ]
D EB D Insight (05) EB D Oratory / Rhetoric(Ol)I:B D
| D I:B |:| Intimidate (15) D Other Kingdoms (01) D Shield (Varies)
D Charm (15) I:B D Jump (25) EB I:] Persuade (15) EB D Sleight of Hand (25)
[] climb o) I:B ] La”g”age(Other)(Ol’EB [7] PilotBoat 01 \:B [7] Spot Hidden (25)
D Cthulhu Mythos (00) I:B |:| EB D gRangedWeapons ﬁ D Status/Infamy (01)
[ ] Dodge (DEX/2) I:B [] EB [] EB [[] Stealth(10)

Drive/Teamster (20) Language (Own) (EDU) Swim (25)

8 | .

D Empire (25/15/01) |:| Library Use (05) EB D Read/ WriteLang.(lO)EB D Throw (10)
woane I WSANE D Fast Talk (05) I:B |:| Listen (25) EB D EB D Track (10)

o

|
O
)

5
4

S|
B

S

5

LUCK
OUT OF LUCK 01
02 03 04 05 06 07 08
09 10 11 12 13 14 15
16 17 18 19 20 21 22

ARMOR
Armor Type Value Helmet Type Value Shield Type

C’minma\ﬂ ]D8 Mcdium 1DZ Mcdium Buckler

>
o g
=
-3
=z
N =
U ©

23 2425 26 271 28 29

65 66 67 68 69 70 71

30 3132 3 U@ 3% WEAPONS

3738 39 40 41 42 43 Weapon Regular ~ Hard  Extreme Damage Range  Attacks
44 45 46 47 48 49 50 UNARMED 50 25 10 1D3 + DB —

51 52 53 54 55 56 57

58 59 60 61 62 63 64 Cladiss 60 230 12 16+DB -

72 73 74 75 76 77 718

79 80 81 82 83 84 &
8 87 8 89 90 91 92
9% 95 9% 97 9




BACKSTORY

PERSONAL DESCRIPTION: TRAITS:
Sullen mnol dm-k—cgeol cenTwion, smwed [09 lnis grim years of wmrpo\wc Missmg |nis left meol
Chmmmg, cspecia“g wiﬂn 0T|ner so|o]ic|r-s

Louo‘ mnd comPorTmHe in crowds

IDEOLOGY / BELIEFS: LIFE EVENTS:

uno]erlohgs L)is IomT“ePicH sl<i||s omo] exploi s Hms a secreT = mw-dered a commo\nding cchwion

[.,oud and compov-Tch in crowds Hms a poonrcpum'ion Por Inorri[ohj looTcHng a pulolic exacuTion
SIGNIFICANT PEOPLE: PHOBIAS & MANIAS:

DuTg Towaro]s ng Odoa\ccr Ternified of sTo\rving dwmg ﬂne siege, homv‘ols food

profecJﬁve 0\0 chiHrcn __y >

MEANINGFUL LOCATIONS: ARCANE TOMES, SPELLS, & ARTIFACTS:

Misses \qprica, o‘rcmme of wchking i from the Uo\nololls

TREASURED POSSESSIONS: ENCOUNTERS WITH STRANGE ENTITIES:

GEAR & POSSESSIONS

gmm" |&o\ﬂn6r pouc’r\, filed wmn corks
Swed cloth

gmm" knipc

QUICK REFERENCE RULES Six moriths 490, You were Calidtus’ best PigH’ing man You were The cenfurion’s sfandard
SKILL & CHARACTERISTIC ROLLS bearer - his circilor - and you led fwo hundred PigWﬁng bucelavii on the batflefield o\go\msT
Levels of Success: ﬂne [omv"ommn Theodoric. Buf ﬂne depeaT ﬁ’W(T dmg was Tav-ri’0|e, mnd you P|ed bmcl( o ﬂr\e
Tgow/lgléflf% REGSlf(li]f\Rl W/Tsm Egng CNECAL ciTg)s walls with & severed hand and no sfandard. gﬁ", the nest dag you refurned To The
Pushing Rolls: Must justify reroll; Cannot Push Combat or Sanity Rolls [o|ooo|g battle. Buf that n|'9|nT, Callidus called you craven for ot recovering the sfandard
o WOUNDS & HEAllNG That fell on the field po\ge overfook you and you sTmng|ed him with a sing|e hand. You
First Aid heals +1 HP + Medicine heals +1D3 HP
Major Wound: Loss of > %> max HP in one attack [o|o\maol ﬂnc demﬁh on a soHier TLW\T lnad)usT parislnad Prom Inis wounds, saying you |r\m0|
Unconscious: Reach 0 HP without Major Wound U
Dying: Reach 0 HP with Major Wound; First Aid can stabilize, S|min ﬂ'\& man in ﬂne act OP mwolering Inis cerilurion King Odoo\cer Lmemd op your Lmev'o-
then requires Medicine ) d , " d L) | o| : () . P ;
Natural Heal Rate (Not Major Wound): +1 Hp/day IS an IHSTM 1 9OM as nis mld—ﬂv‘g AVISOr — AN CX@CMT[OY]CV‘ 0 TV‘WTOV‘S.
Natural Heal Rate (Major Wound): weekly healing roll




HIT POINTS

UNCONSCIOUS

[00] 01 02 03 04 05 06
07 08 09 10 11 12 13
14 15 16 17 18 19 20

MAGIC POINTS

(¥ ]o oo

05 06 07 08 09 10 11
12 13 14 15 16 17 18
19 20 21 22 23 24

SANITY

04 05 06 07 08
09 10 11 12 13 14 15
16 17 18 19 20 21 22
23 24 25 26 27 28 29
30 31 32 33 34 35 36
37 38 39 40 41 42 43
44 45 46 47 48 49 50
51 52 53 54 55 56 57
58 59 60 61 62 63 64
65 66 67 68 69 @71
72 73 74 75 76 17 18
79 80 81 82 83 84 85
86 87 88 89 90 91 92
95 9 97 98 99

TEMP.
INSANE .

INDEF.
INSANE

LUCK

OUT OF LUCK
02 03 04 05 06 07 08
09 10 11 12 13 14 15
16 17 18 19 20 21 22
2324252621 8 29
00302 3B H B B
3738 39 40 41 42 43
44 @46 47 48 49 50
5152 53 54 55 56 57
58 59 60 61 62 63 64
65 66 67 68 69 70 11
34T 7677 T8
7980 81 8 8 84 8
8 87 88 89 90 91 R
9% 95 9 97

OCCUPATION: Advisor 1o the ng
SOCIAL CLASS: Equesfiian
BIRTHPLACE: Rome
RESIDENCE: Ravenna

SKILLS

D Accounting (10) EB |:| Fighting (Brawl) (25) EB D Medicine (01) g D Repair/Devise (20)
D Animal Handling (10) I:B D = L\m [Knlpe) D Natural World (15/30) D Ride (05)

[ ] Appraise (05) \:B [] Fikting (Sword) [ ] Navigate(10) \:B ] Science (01)

[[] Aceaft (05 EB [] Firstaid (30 % [] Occult(05) I:B ]

D EB D Insight (05) EB D Oratory / Rhetoric (01) D

D I:B |:| Intimidate (15) EB D Other Kingdoms (01) D Shield (Varies)

B amanan s

D Charm (15) I:B D Jump (25) EB I:] Persuade (15) D Sleight of Hand (25)
[] climb o) EB ] La”g”age‘Other)(Ol’EB [7] PilotBoat 01 I:B [7] Spottidden(s) |5

Ranged Weapons ()
D Cthulhu Mythos (00) I:B |:| EB DB n D Status/Infamy (01) 55
[ ] Dodge (DEX/2) I:B [] EB [] EB [[] Stealth(10)
D Drive/Teamster (20) EB |:| Language (Own) (EDU)EB D I:B D Swim (25)
D Empire (25/15/01) |:| Library Use (05) EB D Read/ WriteLang.(lO)EB D Throw (10)
D Fast Talk (05) I:B |:| Listen (25) EB D EB D Track (10)

S|t
S (&)
FEE D

o

ARMOR

Armor Type Value Helmet Type Value Shield Type % Damage Value  Absorb/HP

/

/

WEAPONS COMBAT
Weapon Regular ~ Hard  Extreme Damage Range  Attacks Ammo DAN!AGé o ‘:"
UNARMED 75 17 5 1D3+DB - 1 - 2 BONUS iy
Fine small knife 40 20 8 D4+DB - ] - )




BACKSTORY

PERSONAL DESCRIPTION:
A sTriking, buit gumrdﬁd woman, w’r\o |rms w\rncd L)cv‘ p|mcc on ﬂne king’s

war council

IDEOLOGY / BELIEFS:
QMiC[( TO SCC[( Y‘C\Iﬁngﬁ (Mnd can bﬁ HOO(JTHY‘S‘@)

Oﬂlg ever COYY]POV‘TMHC mrounol SOH(&Y‘S

de‘ﬁlg SPCH()S L)CY‘ YVIOHC”

SIGNIFICANT PEOPLE:
Has a pa\Tron, MagisTcr Tupm, a\noﬂqar mdvisor To The [(ing
DuTg 1o King Odoacer - mlwags calls him “Oominus Noster” (“our lord”)

MEANINGFUL LOCATIONS:

TREASURED POSSESSIONS:

TRAITS:

Has Ttmc paﬂienae oP Jo[o
Hms gooo] nigl'ﬂ' vision

CV‘(MT mamovg

LIFE EVENTS:

Dcaﬂ] OP hev' lqus[omnd in a M\W\| looﬂﬂe (see |oc|0w)

PHOBIAS & MANIAS:

OH—CH TMlVClS Wiﬂ’] a t\OOd TO COHC(M' l’]CV‘ idenﬂg

TCV‘V‘iPiCd op poTenJﬁod ASSASSING

ARCANE TOMES, SPELLS, & ARTIFACTS:

ENCOUNTERS WITH STRANGE ENTITIES:

Husband's [ooghooo] bow (in her mpmrTmenT)

GEAR & POSSESSIONS

HOOdCd \NOOI CIOM[(
SVM\” |€0lﬂ']6b" SMTCL’)&'
EMCM\H [0V‘0\C€|CT

gilvu- ring

500 denari

VOW‘ LMSL)W](J Abdon WaAs l(l"ﬂd a year ago AH%OMQ% L\C was a V‘CY\OWHCd EQMC,STI"MH,

QUICK REFERENCE RULES

SKILL & CHARACTERISTIC ROLLS
Levels of Success:
FUMBLE | FAIL |REGULAR| HARD [EXTREME|CRITICAL
100/96+ | >Skill | <Skill | % Skill | s Skill 01
Pushing Rolls: Must justify reroll; Cannot Push Combat or Sanity Rolls

WOUNDS & HEALING
First Aid heals +1 HP + Medicine heals +1D3 HP
Major Wound: Loss of > %> max HP in one attack
Unconscious: Reach 0 HP without Major Wound
Dying: Reach 0 HP with Major Wound; First Aid can stabilize,
then requires Medicine
Natural Heal Rate (Not Major Wound): +1 HP/day
Natural Heal Rate (Major Wound): weekly healing roll

and an experl caualry commande King Odoacer assigned him To the Pleet hat was To
break Theodoric's blockadet The action faled, your hushand's s’ni[o sank, and you fl
info grief’ Howevess weeks lafer, Odoacer summoned you To his court He sang of his gredt

V‘CSPCCT POV‘ Adnon, Wl()] TLW\T L]C hﬂd L](’,W‘d ﬂ’MT you hmd ICW‘HCOI VYMCL] OP ,f\iS WiSO]OVY)

whie vaelmg with him on campaign. fis a way of dlonement; Odoacer invifed you To his

war councl. Whie winning the respecT of Odoacer's court was difficull at Pirst You found

Your voice and have won the king's Trust




HIT POINTS

UNCONSCIOUS

[00] 01 02 03 04 05 06
07 08 09 10 11 12 13
14 15 16 17 18 19 20

MAGIC POINTS

|2 oo o1 02 03 0

05 06 07 08 09 10 11
12 13 14 15 16 17 18
19 20 21 22 23 24

SANITY

04 05 06 07 08
09 10 11 12 13 14 15
16 17 18 19 20 21 2
23 2425 26 21 28 29
3003132 33 3% 35 3%
3738 39 40 41 42 43
44 45 46 47 48 49 50

52 53 54 55 56 57
58 59 @6l 62 63 64
65 66 67 68 69 70 71
72 73 74 75 76 77 18
79 80 81 82 83 84 85
8 87 88 89 90 91 9
94 95 96 97 98 99

TEMP.
INSANE .

INDEF.
INSANE

LUCK

OUT OF LUCK
02 03 04 05 06 07 08
09 10 11 12 13 14 15
16 17 18 19 20 21 22
2324252621 8 29
00302 3B H B B
3738 39 40 41 42 43
44 45 46 47 48 49 50
5152 53 54 55 56 57
58 59 Q)61 62 63 64
65 66 67 68 69 70 11
34T 7677 T8
7980 81 8 8 84 8
8 87 88 89 90 91 R
9% 95 9 97

SIDONIUS ASTYRIUS

OCCUPATION:?: |moov'mev= To ﬂne King
SOCIAL CLASS: Freedman
BIRTHPLACE: Ravenna
RESIDENCE: Ravenna

SKILLS
[ ] Accounting(10) [ ] Fighting (Brawl) (25) EB [ ] Medicine (01) I:B [ ] Repair/Devise (20)
[ ] Animal Handling (10) I:B L Figkting (Suord) [ ] Natural World (15/30) [ ] ride(05)

[ Appraise 05) ] EB [7] Navigate 10) \:B [[] Science (0l

[[] Aceaft (05 EB [] Firstaid (30 EB [] Occult(05) I:B ]

[] EB [ ] insight(05) [] Oratory/Rhetoric(Ol) []

H I:B [ mtimidate 15) EB [] otherkingdoms 01) [] Shield Vares)

B mansscns

[ ] cham(1s) [ ] Jump(2s) EB [ ] Persuade (15) [ ] Steightof Hand (25)

(] cinbian EB [ Language(Other)(Ol)EB [] piitBoat (o) I:B [ SpotHidden (25)
[] Cthulhu Mythos (00} I:B ] EB [] Ranged Weapons EB [] Status/infamy (01
[ ] Dodge (DEX/2) I:B [] EB [] EB [[] Stealth(10)

D Drive/Teamster (20) EB |:| Language (Own) (EDU)EB D I:B D Swim (25)
D Empire (25/15/01) |:| Library Use (05) EB D Read/ WriteLang.(lO)EB D Throw (10)
D Fast Talk (05) |:| Listen (25) 60 D EB D Track (10)

o

ARMOR
Armor Type Value Helmet Type Value Shield Type % Damage Value  Absorb/HP
SOPT |6ﬁﬂ')6l(‘ ]DB /
/
WEAPONS COMBAT
Weapon Regular ~ Hard  Extreme Damage Range Attacks Ammo | | AM ﬁs = ‘,,‘
UNARMED 75 17 5 1D3+DB - 1 - i DBONUS ——
A|amomnmn shorfsword 30 15 6 D6+ DB - | - |




BACKSTORY

PERSONAL DESCRIPTION:

TL]OMgL]PM| WOY‘dS

IDEOLOGY / BELIEFS:
Overconpio]enf

[\]C\ICY‘ TIAV‘HS 0|0WH a CMP OP wine

FirsT TacTic To 961' wtwﬂ' lqe womTe is To pay pcop|c 010\0

SIGNIFICANT PEOPLE:
Has o secref - \oricnd@ with Tlnorismund, King Theodoric’s son

MEANINGFUL LOCATIONS:

TREASURED POSSESSIONS:

ool cloak

Sl leather sachel

Bronze ring, sTo\mped with Odoacer’s face
Soff leather goves

Cmv'roTe

TRAITS:

LongJﬁmc informen To TL]c l(ing, wiﬁh a Pv‘icno"g Pac&, s|g smi|c, mnd CLWismo\Jﬁc -a socim| chme|eon

Cooo] eye Por o]mnger
Color[ohnd

LIFE EVENTS:

PHOBIAS & MANIAS:

gpends compu|si\/c|9

ARCANE TOMES, SPELLS, & ARTIFACTS:

ENCOUNTERS WITH STRANGE ENTITIES:

GEAR & POSSESSIONS

200 denari

QUICK REFERENCE RULES

SKILL & CHARACTERISTIC ROLLS
Levels of Success:
FUMBLE | FAIL |REGULAR| HARD [EXTREME|CRITICAL
100/96+ | >Skill | <Skill | % Skill | s Skill 01
Pushing Rolls: Must justify reroll; Cannot Push Combat or Sanity Rolls

WOUNDS & HEALING
First Aid heals +1 HP + Medicine heals +1D3 HP
Major Wound: Loss of > %> max HP in one attack
Unconscious: Reach 0 HP without Major Wound
Dying: Reach 0 HP with Major Wound; First Aid can stabilize,
then requires Medicine
Natural Heal Rate (Not Major Wound): +1 HP/day
Natural Heal Rate (Major Wound): weekly healing roll

It is an easy Time o be a spy, bif a Terrible fime To be a bad onel The last Three

010 King Odoo\cer’s imoormers dld not lmst buT you know emcﬂg w’ng ~ ﬂr\eg made ﬂr\e
mistake of making enemies with Theodoric’s men Buf having served The king for fiffeen
years, you know That success during This siege is To befriend everyone And in the last
few morihs, that plan has even etended To Thoedoric’s own son, who foolshly believes you
To be his own agent: King Odoacer pays you wel for the information you bring from his
foes But should Ravenna full you know you're |09mﬁg maiters liffle, and 901,4’" need a new

|0|0\V1... PMST.




HIT POINTS

UNCONSCIOUS

[00] 01 02 03 04 05 06
07 08 09 10 11 12 13
14 15 16 17 18 19 20

MAGIC POINTS

[T 0o

05 06 07 08 09 10 11
12 13 14 15 16 17 18
19 20 21 22 23 24

SANITY

INSANE
02 03 04 05 06 07 08
09 10 11 12 13 14 15
16 17 18 19 20 21 22
23 2425 26 21 28 29
30 31 32 33 34 35 36
37 38 39 40 41 42 43
44 45 46 47 48 49 50
56
62

57
63 64
65 66 67 68 69 70 71
72 73 74 75 76 17 718
79 80 81 82 83 84 8
86 87 8 89 90 91 92
97 98

TEMP. INDEF.
INSANE . INSANE

LUCK

OUT OF LUCK
02 03 04 05 06 07 08
09 10 11 12 13 14 15
16 17 18 19 20 21 22
23 2425 26 271 28 29
30 31 32 33 34 35 36
37 38 39 40 41 42 43
2

44 46 47 48 49 50
51 52 53 54 55 56 57
58 59 60 61 62 63 64
65 66 67 68 69 70 71
72 73 74 75 76 77 718
79 80 81 82 83 84 &
8 87 8 89 90 91 92
93 9% 95 9% 97

CANDIDUS CRESCENTIUS AFER

D Accounting (10)

D Appraise (05)
D Art/Craft (05)

[ ] FastTalk(05)

PLAYER:
OCCUPATION: Bodyguard To the King's Famiy
SOCIAL CLASS: Freedman
BIRTHPLACE: Tlnuringm (in Cermmnim)
RESIDENCE: Ravenna

D Empire (25/15/01) |:| Library Use (05)

I:B |:| Listen (25)

SKILLS

EB |:| Fighting (Brawl) (25)

Animal Handling (10) - Natural World (15/30) Ride (05)
FlgH'mg {gwom‘)

\:B |:| f |nJﬁn (g mv‘) D Navigate (10)

EB [ ] FirstAid (30)

D EB D Insight (05)

D I:B |:| Intimidate (15)

D Charm (15) D Jump (25)

EB D Occult (05)
D Oratory / Rhetoric (01) D
EB D Other Kingdoms (01) D Shield (Varies)

D Medicine (01)

EB I:] Persuade (15)

[7] climb(20) [] greueee otenion [] PiotBoat(01)
D Cthulhu Mythos (00) I:B |:| EB D Ranged Weapons EB D Status/Infamy (01)
[ ] Dodge (DEX/2) ﬁ [] EB [] EB [[] Stealth(10)
D Drive/Teamster (20) EB |:| Language(Own)(EDU)EB D I:B D Swim (25)
EB D Read/WriteLang.(lO)EB D Thow (10)
(O [(Bows

\:B D Science (01)
==

EB [ ] Steightof Hand (25)
I:B D Spot Hidden (25)

I:B D Repair/Devise (20)

5[

&

|
O
FF)

EHE

2

P

HEN

ARMOR
Armor Type Value Helmet Type Value Shield Type % Damage Value  Absorb/HP
Chainmai D8 Medium D2 Medium Buckler 5 14 6125
/
WEAPONS COMBAT
Weapon Regular ~ Hard  Extreme Damage Range Attacks Ammo | | AMAG - — ‘,,‘
UNARMED 50 75 § 1D3+DB  — 1 - 7 DBONU.’E; i /
Spatha broadsword S 21 0 D8+DB - -




BACKSTORY

PERSONAL DESCRIPTION: TRAITS:
A sTmrﬂinglg sTM\ppmg sololier, nof ncmrlg as cxpcrianceo] as lnc looks Cv‘egmrious, mo\l(es Priends emsi@
rq born sololier (Tlnougln can be impulsive)
Cv-eoﬂ' (ool|mncq cspecim”g in Toung boﬂ'ﬂeﬂdo] condﬂ'ions

IDEOLOGY / BELIEFS: LIFE EVENTS:
Beheves so|o]iev-s slnouH |oe lomve mnd |nonom|0|a (To al"ies)

Takcs ﬂm worol op ﬂqe l(ing sewous@
Know—iT—a" (and compd’iﬁv& wiﬁh oﬂncrs Too)

SIGNIFICANT PEOPLE: PHOBIAS & MANIAS:

Sworn To ponccT Annia FausTma, the l(ing’s niece Loves dirTg)ol(cs, buit Terrible dt Tc"ing ﬂr\cm

KCC(DS Lmis gear ClCMH Wld SPOﬂCSS

MEANINGFUL LOCATIONS: ARCANE TOMES, SPELLS, & ARTIFACTS:

TREASURED POSSESSIONS: ENCOUNTERS WITH STRANGE ENTITIES:

GEAR & POSSESSIONS

Father’s brass ring
Swea cloth

Mao]ium bucHer (mT mpmv‘fmenﬂ

BY‘OH&C COYY][O

QUICK REFERENCE RULES You have come From genemﬁons of fierce Roman soldiers, and noﬁhing gives you gremTer
|o|w\swe than PigH’ing on The field (o\mnough gou’ve onlg done if Twice). BuTJusT weeks
SKILL & CHARACTERISTIC ROLLS :
Levels of Success: ag0, ﬂr\e new CCHTIAV‘iOV] Remi in\liTed you To)oin Inim as one OP King Odomcev‘s (oersonad
fgoﬂggﬂ:g;h Ri%‘ihf‘ﬂ TR0 [FXTREME|CRITICAL servarits. Although you didnT Think much of the dify, you didn™ ask why he picked you
Pushing Rolls: Must justify reroll; Cannot Push Combat or Sanity Rolls The role - bodggumd To the king’s niece fnnia - sounded more inTemsﬁng than sTmnding
o WOUNDS & HEAllNG on The walls of Ravenna al dmg sTmring at Theodoric’s bavbarian army and occmsiono\"g
First Aid heals +1 HP + Medicine heals +1D3 HP
Major Wound: Loss of 2 %2 max HP in one attack shouTing Taurits To Tlne scoufs ﬂwﬂ' circle ﬂne ciTg. s been Five monﬂr\s of noﬂningness, food
Unconscious: Reach 0 HP without Major Wound
Dying: Reach 0 HP with Major Wound; First Aid can stabilize, is geTﬁng scarce, and disease is hﬂ'ﬁng the popu|o\Jﬁon You pray To God that T%eodoric)usT
then requires Medicine :
Natural Heal Rate (Not Major Wound): +1 HP/day alfacks the C'TU ard ends the boredor
Natural Heal Rate (Major Wound): weekly healing roll




HIT POINTS

UNCONSCIOUS

[00] 01 02 03 04 05 06
07 08 09 10 11 12 13
14 15 16 17 18 19 20

MAGIC POINTS

|10 Joo o1 02 03 0

05 06 07 08 09 10 11
12 13 14 15 16 17 18
19 20 21 22 23 24

SANITY

04 05 06 07 08
09 10 11 12 13 14 15
16 17 18 19 20 21 22
23 24 25 26 27 28 29
30 31 32 33 34 35 36
37 38 39 40 41 42 43
44 45 46 47 48 49 @
51 52 53 54 55 56 57
58 59 60 61 62 63 64
65 66 67 68 69 70 T1
72 73 7475 76 11 718
79 80 81 82 83 84 85
86 87 88 89 90 91 9
95 9 97 99

TEMP.
INSANE .

INDEF.
INSANE

LUCK

OUT OF LUCK
02 03 04 05 06 07 08
09 10 11 12 13 14 15
16 17 18 19 20 21 22
23 24 25 26 27 28 29
30 3132 33 34 35 36
37 38 39 40 41 42 43
44 45 46 47 48 49 50
51 52 53 54 55 56 57
58 59 60 61 62 63 64
65 66 67 68 69 70 Tl
(RN ® YORAC:
79 80 81 82 83 84 85
86 87 88 89 90 91 R
94 95 9 97

OCCUPATION: King's niece and socialfe
SOCIAL CLASS: Equesfiian
BIRTHPLACE: Ravenna

RESIDENCE: Ravenna

SKILLS

Accounting (10) Fighting (Brawl) (25) Medicine (01) Repair/Devise (20)
O L H0O L Ho L Ho

Animal Handling (10) - Natural World (15/30) Ride (05)

Flgh ing (Knife)
D Appraise (05) |:| EB D Navigate (10) \:B D Science (01)
ft N~
D ?)%Sia (05) |:| First Aid (30) % D Occult (05) D
D Oratory / Rhetoric (01) D

[] EB [ ] insight (05)
D I:B |:| Intimidate (15) EB D Other Kingdoms (01) EB D Shield (Varies)

251

R

D Charm (15) D Jump (25) EB I:] Persuade (15) EB D Sleight of Hand (25)
[] climb o) EB [ groee otenon [7] PilotBoat 01 I:B [] spottiddenzs) | 4()

D Cthulhu Mythos (00) I:B |:| EB D Ranged Weapons EB D Status/Infamy (01)
[ ] Dodge (DEX/2) ﬁ [] EB [] EB [[] Stealth(10)
D Drive/Teamster (20) EB |:| Language (Own) (EDU)EB D I:B D Swim (25)
. ! Read) Write Lang, (10)
D Empire (25/15/01) |:| Library Use (05) D m D Throw (10)
D Fast Talk (05) I:B |:| Listen (25) 50 D EB D Track (10)

ARMOR

3 |wY
“NEEEE

AN
&|8]3]5|

o

Armor Type Value Helmet Type Value Shield Type % Damage Value  Absorb/HP
/
/
WEAPONS COMBAT
Weapon Regular ~ Hard  Extreme Damage Range  Attacks  Ammo DAN!AGé = ‘,,‘
UNARMED 75 7 5 ID3+DB  — 1 - S BONUS:
Fine smal knife %5 17 7 1D4+DB I 5y BUD,DE _




BACKSTORY

PERSONAL DESCRIPTION:

Qcpined socimIiTc mnd TL]W”scckmg niece OP King Ooloacer
gkinng

IDEOLOGY / BELIEFS:
Emveso]roppmg gives lner TLm 9Y‘CMTCST T|nri||

guspicious 0\0 peop|e stc docsnT a\|rcm0|g |<n0w

SIGNIFICANT PEOPLE:
Hcr unc|e, King Odoo\ccv' (wlqo s’ne Pinols Tiv'ing)

MEANINGFUL LOCATIONS:

TREASURED POSSESSIONS:

ool cloak

Fine sik go\rmchs

COH ano\ce, si|ver ring

Wax Tablef and bronze sTglus
Cloth safchel

Estia daggar in folds of c|0ml<

[\]OT V‘M\”g IOW\| TO WMOHC blAT L)CY‘SCho (ano] CSPCCW\”% HOT L\CY‘ unc|e)

TRAITS:

Dm\edevd (mnd i usua"g |ucl<g)
Short afferiion span

Sfubborn

LIFE EVENTS:

PHOBIAS & MANIAS:

Loves pocfrg (cspecm”g Cweck), offen quoTcs it
Has a slqophpﬁng haloit

ARCANE TOMES, SPELLS, & ARTIFACTS:

ENCOUNTERS WITH STRANGE ENTITIES:

GEAR & POSSESSIONS

1000 denarii

QUICK REFERENCE RULES

SKILL & CHARACTERISTIC ROLLS
Levels of Success:
FUMBLE | FAIL |REGULAR| HARD [EXTREME|CRITICAL
100/96+ | >Skill | <Skill | % Skill | s Skill 01
Pushing Rolls: Must justify reroll; Cannot Push Combat or Sanity Rolls

WOUNDS & HEALING
First Aid heals +1 HP + Medicine heals +1D3 HP
Major Wound: Loss of > %> max HP in one attack
Unconscious: Reach 0 HP without Major Wound
Dying: Reach 0 HP with Major Wound; First Aid can stabilize,
then requires Medicine
Natural Heal Rate (Not Major Wound): +1 HP/day
Natural Heal Rate (Major Wound): weekly healing roll

Your pmrenTs fled Ravenna years aqo, buif you refused o 9 with Them Whie you never
mdmﬂ' IT, you regv-aT ﬁhmT decision. Now, 9ou’v-a Tmploeol in a horriﬂc siege op ﬁha ciTg, your
uncle the l(ing is growing more fired and despamTe, the food is roffen, and you mreh geT
1o leave the palmca excepT when mccompanieol bg one of your uncle’s [oodggumro]s. Af least
six months ago, the lom|mce was flled with [ooeTs, HsTov‘iolns, and soldiers That” would |o\ug[n
and share wine with you Now, lome|9 anyone is left To Talk To, and Terrible dreams about
what is coming To Ravenna are Pogging your brain at nigW[




HIT POINTS

UNCONSCIOUS

[00] 01 02 03 04 05 06
07 08 09 10 11 12 13
14 15 16 17 18 19 20

MAGIC POINTS

2 oo o

05 06 07 08 09 10 11
12 13 14 15 16 17 18
19 20 21 22 23 24

SANITY

04 05 06 07 08
09 10 11 12 13 14 15
16 17 18 19 20 21 22
23 2425 26 21 28 29
30 31 32 33 34 35 36
37 38 39 40 41 42 43
44 45 46 47 48 49 50
51 52 53 54 55 56 57
58 59 60 61 62 63 64

66 67 68 69 70 T1
72 73 74 75 76 17 718
79 80 81 82 83 84 8
86 87 8 89 90 91 92
95 96 97 98

TEMP.
INSANE .

INDEF.
INSANE

LUCK
OUT OF LUCK
02 03 04 05 06 07 08
09 10 11 12 13 14 15
16 17 18 19 20 21 22

23 2425 26 21 28 29
30 302 BUE3®
373839 40 41 4 43

44 45 46 47 48 49 50
51 52 53 54 55 56 57
58 59 60 61 62 63 64
65 66 67 68 69 70 71
72 73 74 75 76 77 718
79 80 81 82 83 84 &
8 87 8 89 90 91 92
9% 95 9% 97 9

OCCUPATION: Bishop of Ravenna
SOCIAL CLASS: Freedman
BIRTHPLACE: Nicomedia (Greece)
RESIDENCE: Ravenna

SKILLS

EB |:| Fighting (Brawl) (25) D Medicine (01)

D Accounting (10)

I:B D Repair/Devise (20)

D Animal Handling (10) I:B D \:B D Natural World (15/30) D Ride (05) ZO
[ ] Appraise (05) \:B [] EB [ ] Navigate(10) \:B (] Science (01) 0

D Art/Craft (05)

Architecture I:I First Aid (30)
D EB D Insight (05)
D I:B |:| Intimidate (15)

EB D Occult (05) D
D Oratory / Rhetoric(Ol) D
EB D Other Kingdoms (01) EB D Shield (Varies)

o

D Charm (15) D Jump (25) EB I:] Persuade (15) EB D Sleight of Hand (25)
[7] climb(20) EB ] L:a”g”age‘omer)(m’ [] PiotBoat(01) I:B [] SpotHidden (25)

5

D Cthulhu Mythos (00) I:B |:| EB D Ranged Weapons EB D Status/Infamy (01) 4
[ ] Dodge (DEX/2) g [] EB [] EB [[] Stealth(10)
D Drive/Teamster (20) EB |:| Language (Own) (EDU)EB D I:B D Swim (25)
D Empire (25/15/01) |:| Library Use (05) D Read/ Write Lang. (10) D Throw (10)
D Fast Talk (05) I:B |:| Listen (25) EB D EB D Track (10)

RS

ARMOR
Armor Type Value Helmet Type Value Shield Type %  Damage Value  Absorb/HP
/
/
WEAPONS COMBAT
Weapon Regular ~ Hard Extreme Damage Range Attacks Ammo | | D M ﬁG S ’,,‘
UNARMED 35 '|7 7 1D3 + DB = 1 _ 3

- sonds




BACKSTORY

PERSONAL DESCRIPTION:
A clev‘ggmo\n Wiﬂ’] A piercing gace, stwp Tonguc, and broken |ooolg

His voice is non[ob oleep mnol can bc lnemml Prom Pmr disTmnces

IDEOLOGY / BELIEFS:
Hesifafes 1o use violence of any sor

CashglnTs ﬂhe no[oilﬂ'«j 'nc doesrﬁ' ||'kc wiﬂh «Clnwch wrﬂ'mgs»

SIGNIFICANT PEOPLE:
Logod To ng Odoaccr

Jeo\|ous of Bishop Jo'rm, ﬁhe younger and more inﬂucvfﬁd [oighop

MEANINGFUL LOCATIONS:

TREASURED POSSESSIONS:

TRAITS:
Hﬂs CL]Y‘OniC bﬂcl( Pﬂm

Hmv-d 010 Inemrmg
gnmps bolck mnol Pov-ﬂ'm Prom ca|m nnd Pafherlg To p|ain mole

LIFE EVENTS:

PHOBIAS & MANIAS:

Obsessao] wiﬁh bcing mo\r@md info sminﬂ'}ood

gecrcﬂg hidcs money undcr a sTonc in Lmis chch
Insisfs on [oeing called “your holiness”

ARCANE TOMES, SPELLS, & ARTIFACTS:

ENCOUNTERS WITH STRANGE ENTITIES:

HMS PiTS OP prccognfﬁon, blAT never sees L]iS own 0]601‘“1

GEAR & POSSESSIONS

ool cloak
Bishop's gmmchs
Brass pmkg ring, shows anchor and a dove

gimp|e woodcn Cross ncc[(lmce

800 denarii

QUICK REFERENCE RULES fls @ young man, you were a skiled artilerist in the Roman navy However, a misfining

CMT#(PM'T Mﬂﬁl"lg CV‘IASlﬁﬁd 901,47‘ L)Odg, W\d 901,4 SOOH)OinCd ﬂ’\ﬂ CL\MV‘CL]. Veows |0\T€V,‘ 901,4 are
SKILL & CHARACTERISTIC ROLLS

Levels of Success:
FUMBLE | FAIL |REGULAR| HARD [EXTREME|CRITICAL
100/96+ | >Skill | <Skill | % Skill | s Skill 01
Pushing Rolls: Must justify reroll; Cannot Push Combat or Sanity Rolls

WOUNDS & HEALING

First Aid heals +1 HP + Medicine heals +1D3 HP
Major Wound: Loss of > %> max HP in one attack
Unconscious: Reach 0 HP without Major Wound

Dying: Reach 0 HP with Major Wound; First Aid can stabilize,
then requires Medicine
Natural Heal Rate (Not Major Wound): +1 HP/day
Natural Heal Rate (Major Wound): weekly healing roll

@ [oishop of Ravenna, and other than the Bis%op )o%n, you are one of King Odoacer's

C‘OSCST MdViSOV‘S. HOW&\ICV,‘ gOM are Y)OT P|Cﬁl5€0{ ﬂ)MT L}C LW(S SMV‘POMHdﬂd L]iVY\SC'P Wlﬂ\ com—

moners on the coumci|, inc|uding that woman, who PreTends To know aboul so|o|iering, and
the one-handed cenfurion who bmrdg [ouTs five words Togeﬂnan Wlng does he lisfen To them
when God has given you visions of wh is coming.7 You know there is a purpose o this

Tcrri[o|e siegc.,. mnol you on|g pray iT wi" end wiﬂn you olT Cool’s side.




REMI PETRO

CENTURION

JOHANNA MARTINUS

ADVISOR ON THE WAR COUNCIL




SIDONIUS ASTYRIUS

KING ODOACER’'S INFORMER

CANDIDUS AFER

BODYGUARD TO THE KING’S FAMILY




ANNIA FAUSTINA

THRILLSEEKING SOCIALITE

BISHOP BASIL

HIS HOLINESS OF THE SEE OF RAVENNA




