ABOUT THE ADVENTURE

Feast of Odoacer is a GURPS Horror / Imperial Rome adven-
ture, although it can be easily translated to other systems
(a Call of Cthulhu: Cthulbu Invictus version is available on
www. Ishotadventures.con). 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 con-
trol of Odoacer, a patrician who desperately attemped to keep
the remnants of the Empire intact. The adventure is suitable
for four-to-six ~150-point characters appropriate to be high-
level servants of King Odoacer; the end of the adventure in-
cludes 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 PCs, especially the pregenerated characters from this
adventure.

ADVENTURE SUMMARY

By 493 A.D., the Roman Empire had collapsed.
KING FLAVIUS ODOACER (pronounced 6-do-
oOker) rules the remnants of Italy. Once blessed by
ZENO, the Emperor of the eastern empire, Odoacer
is now considered a rival. Determined to remove Odo-
acer from power, Emperor Zeno has promised Italy
to a young Ostrogoth warlord, THEODORIC. After
seven years of war and many grievous defeats, Odoacer
has finally holed himself up in the walled, capital city
of Ravenna, desperate to cling on to power and survive
the long siege.

The PCs are members of Odoacer’s court. They have
served him willingly and honorably for years, even as
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he has grown more wretched. Knowing that the situation is
worsening by the day, Odoacer sends them to find SEVERI-
NUS, a mysterious monk who has written him increasingly-
frenzied letters insisting he has found something that can
help Odoacer resist Theodoric’s conquest. Severinus, how-
ever, 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 PCs to bring the cults
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 PCs 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
hope is at hand, and God himself has saved Ravenna and all
Italia from the betrayal of Zeno and the barbarian prince The-
odoric. Odoacer tells the PCs that he has received a series of
mysterious letters from a hermit monk for weeks now. The
monk, Severinus, claims he has discovered a relic that will
break Theodoric’s power. If asked, Odoacer shows the last let-
ter he received from the monk (see Handout A), which tells
the desperate monk’s tale of finding a “acon-old” relic.

Odoacer begs the PCs to find Severinus and bring back his rel-
ic, quickly, as the city’s army is decimated, its navy sunk, and
its reserves are empty. Furthermore, Odoacer tells solemnly,

PORTA §. LAURENTII

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 imminent entry.of
Theodoric’s army into the city. The date for Theodoric’s entgF
is not yet set, he explains, but is likely days away. '

King Odoacer prays that, no matter how insane the PCs be-
lieve Severinus to be, that they trust in God’s chosen, and do
this task quickly. A PsycHOLOGY 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 PCs 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, Calo-
gerus sent word to Odoacer that he had located the monk.
Odoacer tells the PCs that he doesn’t trust any spy, especially
in these times, but Calogerus has provided excellent service
for over two years, so his information is likely accurate.

[&] Odoacer keeps his spies secret and separate from each
other! If any of the PCs has a background in spycraft, such
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as Sidonius Astyrius from the pregenerated characters, they
vaguely know of Calogerus. Anyone else must make a Cur-
RENT AFrAIRS (PEOPLE) roll at -4! 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 emp-
ty nighttime streets of Ravenna. The PCs’ torches sputter and
smoke as they make their way through the rain. Even with the
torches, darkness penalties are at -4 (reduced from the typical

-3 penalty from torchlight).

Nighttime in Ravenna is a dark wasteland. The PCs see only
a handful of three-man military patrols as they move towards
the center of the city. The city’s population has decreased dra-
matically during the siege, as with the ports blockaded, food
has been scarce and disease has been rampant.

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 pipes, debris, discarded and rusted scraping knives,
and a leaking ceiling makes the tile floors slippery in
most areas (movement is halved, -2 to melee attack rolls,
-1 to active defenses).

Upon entering the baths, the PCs see torchlight com-
ing from the central chamber of the bathhouse. Standing
near a column are two cloaked men. If the PCs call out
to them, one of the men identifies himself as Calogerus,
a servant of Odoacer. The tall man by his side stays quiet,
but if asked, identifies himself as RICIMER, Calogerus’
associate. Two other men hide on the balcony above the
central bath chamber. A successful quick contest between

OBSERVATION or VisION (both at -7 due to darkness) vs. the
men’s STEALTH-12 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 PCs are close to Odoacer, closer than himself, and hopes
to convince them to murder their king.

Calogerus is eloquent, and first challenges the PCs’” knowl-
edge of what is happening. He reminds them that Theodoric
will enter the city soon, as negotiated by Bishop John the
month before. He implores them to be practical, that The-
odoric has the support of Emperor Zeno of Constantinople,
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 PCs how
Odoacer himself dismissed any ideas of co-rulership when he
himself ousted the Roman emperor Romulus Augustulus de-
cades 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 PCs into heroes in Theodoric’s eyes. If asked why
he, himself, does not carry out the assassination, he answers
that Odoacer is smart enough not to allow spies like himself
near his presence.
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If the PCs refuse, but Calogerus reacts generally well to them /
(average of Neutral reaction or better), he tells them that he i
is disappointed, but understands their loyalty. He will g»ﬁg

up the location of Severinus — for a small price




(50 denarri to cover his expenses) on a Neutral reaction, or for
free on a Good or better reaction. 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 PCs 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 or worse reaction to the PCs, 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 PCs, as he makes his escape through the dark baths.
The archers fire a couple of arrows, then follow Calogerus out
of the bathhouse. PCs can get to the balcony either through

SEVERINUS" BACKGROUND

stairs located in a side passage.

If the PCs fail to get the information about Severinus’ loca-
tion before a skirmish breaks out, the GM 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, thinking only of
his self, backtracks to the baths to sell the PCs the informa-
tion they seek.

If the PCs agree to the plan to murder Odoacer (truthfully or
not), Calogerus is thrilled. He hands the PCs a vial of viper
venom and gives them instructions for coating a blade (if
struck, 1d seconds later, the victim must make a HT roll or
take 1d toxic damage; a success reduces the damage to 1d-3).
However, he reminds them that Odoacer is wily and may
suspect a plot against him. Calogerus recommends the PCs
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 PC from the area knows the location of the once-thriv-
ing 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 AREA KNOWLEDGE
(RaveEnNa), +2 for anyone with SAILOR, FisHING, or MER-
cHANT skill, recalls that there was a set of inexpensive apart-
ments located just above the market.

Although a temporary truce has been declared between The-;

-

Severinus was a hermit monk who lived in the wilderness south of Ravenna. When Theodoric’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 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 Theodoric’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

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

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

though questioning both his sani
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and- his faith, he believed what he had seen was a sign from God, showing

redicament.
oy




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 enough oil, Werra

at h.e whole c1t:}g‘ including its two kings, can see, and thus let Teritus chﬁ

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 GM wishes to extend the
adventure with a perilous encounter with Theodoric’s soldiers
(see Extending the Adventure, p.14), a reasonable plan take
the PCs to the fish market without incident.

As the PCs approach the stalls of the market, they’ll smell a
putrid and potent stench emanating from the market. Soon
enough, they see the massive, loathsome carcass of a whale
lying in the middle of the market. Its skin is peeling back,
worms infest its orifices, and foul gas emanates at random
times. PCs must make a FrigHT CHECK at +1 upon seeing
the monstrosity up close. Additionally, any PC who wants
to get closer to the mass must make a HT 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
itselfl Any PC who manages to get close to it, however, sees
the remnants of a rusted chain wrapped around the accursed
thing’s tail.

THE MARKET APARTMENTS

A rickety set of wooden stairs leads to a balcony above an
abandoned storefront. A row of doors indicates a half-dozen
or so poorly-constructed, individual apartments above the
stores.

Upon making their way up the stairs, the PCs see an old man
huddled and wheezing outside a door, sleeping uneasily. The
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PCs notice one of his arms ends in a fresh-looking stump.

This man is TANCUS, a once-rich merchant who made his
living here. A MERCHANT or CURRENT AFFAIRS (RAVENNA or
PeoPLE) at -2 roll recognize him as a once-wealthy fishmon-
ger. If awakened, he rants in nonsensical gibberish, thinking
that the PCs 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.

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.

The worn door to Severinus’ apartment is locked, barred
from the inside. There is no answer if the PCs pound on the
door, though a HEARING roll (at -3 through the door) makes
out some muttering sounds from inside the apartment. The
old wood door is flimsy (DR 1, HP 29), and can be bro-
ken into with a well-placed shoulder (quick contest of ST or
Forcep ENTRy vs. the bar’s ST 14).

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 PCs, he explodes into joy, excited that they have finally
come, and thrilled that Odoacer has read his letters.




THE DISCIPLES
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Severinus happily shares his story, though he rambles and oc-
casionally 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
the oil from the carcass, in combination with the disciple’s
rite, will turn Theodoric and his men into the loyal servants

of Odoacer.

GM’s Note: Severinus’ thinking is only partially true. Indeed, the
Ritual of Teritus softens the mind of man. However, it also makes
them susceptible to the thoughts and whims of leritus itself, a
daemonic monstrosity that lives under the waves. See p.11 for
more details on the ritual.

If the PCs study Severinus’ apartment, they note a harpoon-

like, bony spine leaning against the wall. A closer inspection
and a MERCHANT, SAILOR, or BroLoGy (MARINE ZOOLOGY)
reveals it as an unusual type of whalebone. If the roll is made
by 3 or more, PCs 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, Severi-
nus says that he found it near the whale carcass. However, a
Detect Liks roll (vs. Severinus’ AcTING-13) reveals he is not
telling the full truth (see Severinus’ Background, p.4).

GM Note: For GMs who enjoy a Lovecraftian overtone, the bony
spine is actually a spine of Glaaki, a slug-like, water-dwelling
great old one — a HIDDEN LORE (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 (thr+2 imp, Reach 1, 4 lbs.), but anyone wounded
by the spine must make a HT roll an hour later, or else suffer
Sfever (-2 to all attributes) and weird, drowning dreams (lost 2
EP each night of sleep). The victim can make a HT roll each day
to recover from the sickness. Additionally, the Disciples fear this
weapon, as they have heard stories of Glaaki penetrating bodies
with bis spines, injecting them with fluids, and dissolving minds.

On the floor, scattered amongst garbage and ripped vellum,
the PCs see a wax tablet drawing of a creepy, masked figure
(see Handout B). If asked, Severinus simply says it is an im-
age 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 Dis-
ciples and prone to violent fits.

If the PCs 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, PCs who succeed at a HEARING roll
detects the rustling of men coming from the market below.
Looking out the door and making a Vision roll (-5 for dark-
ness and distance, assuming it’s still the middle of the night),
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 PCs 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 resuscitate, and
produce more oil for their plot.

The PCs have a few options here. They can confront the Dis-
ciples 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 before the
tides have washed it back out to sea. In the unusual event the
PCs 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 PCs intervene unless they somehow
fool him that they earnestly wish to help him. Otherwise, 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 PCs 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

PCs...)

If the PCs need to haul the creature from the canal, theyll
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 canal), which
requires a SWIMMING and DX roll to attach. They’ll also need
some strong draft animals or a device to haul it from the canal
(which requires a combined ST of 100; a strong work mule
or draft horse has ST 20-25). Acquiring such an animal in
the middle of the night requires some creative Contacts or
influence rolls!

A ScrOUNGING roll digs up a cargo winch near the port. Re-
pairing the winch to working order requires a few hours work
and an ENGINEER (CIviL) or SHIPBUILDING -2 roll. An hour
of pulling on the carcass gets it 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. An [Q-based FisHing . -
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 PCs will hack and chop at the thing for an hour before
making the same discovery. Those who participate suffer a
FrigaT CHECK +1 for the grisliness of the endeavour.

No matter how they dissect the creature, the PCs uncover
something terrible in the process. As they hack into the crea-
ture, putrid muscle and thick mucus tear open, they unseal
the nest of an alien, abyssal worm. The thing tries to sud-
denly swallow a PCs arm (or weapon), pulling 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 PC who
is either grabbed or spills the creature forth suffers a FriguT
CHECK -3; all others suffer an unmodified FricaT CHECK
for the horror of the event.

Soon after the first creature emerges, a HEARING roll reveals
a squelching, gassy sound coming from the carcass. Seconds
later, a second worm burrows out from the innards of the
carcass (FricaT CHECK +2 this time around).

As the creatures blindly lash out, Tancus howls in terror,
threatening to summon any Disciples or patrolling soldiers
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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 ad-

venture for a suitable encounter with a patrol of
Theodoric’s soldiers.)

Once the worms are dealt with, the PCs 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 |
PCs they only need to find the Rizual of Teritus to
cause the lamp to cast its effect. He urges the PCs
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 PCs).

THE NEXT DAY ~ MARCH 15TH

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

At this point in the adventure, the PCs likely know that the
abyssal oil, when fuelling a lamp, can softten 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. A CURRENT ArrAIRS (PEOPLE) -2 roll

recalls her enthusiasm for the occult once her merchant hus-
band, HELVIUS, perished from disease a year ago.

If the PCs ask around to find out more about potential oc-
cultists, a CURRENT AFFAIRS (PEOPLE), STREETWISE-2, or Oc-
currisMm roll recalls one or both of the individuals above (a
success uncovers the more well-known Andronikos; a success
by 3 or more uncovers Sophonisba’s name).

Calogerus will also know of Andronikos (he was hired by
King Odoacer to spy on the bureaucrat a month ago).

If the PCs capture and interrogate a Disciple from the fish

market, they will not know the details of the ritual, but will
explain it is some sort of incantation, and that it took many
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 PCs return to Odoacer, they will find their king in-
creasingly desperate and terrified. He'll only agree to meet
with the PCs 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 STREETWISE 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

GM Note: Even if the PCs do not intentioanlly seek Calogerus
out, if they originally left the spy considering his offer to assas-
sinate Odoacer, he will find them in the morning to make one

last plea.

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

Calogerus begs the PCs to use their close relationship with
Odoacer to assassinate before the feast. He says that he’s re-
ceived 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 PCs refuse the offer, Calogerus asks that they secure
him an invitation to the night’s banquet, so that he may at-
tempt 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 PCs ask for help finding a contact with knowledge of
occult rituals, Calogerus will likely share what he knows (like-
ly for a price, depending on his view of the PCs). 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 irritating letters to bishops, send
dull messages to a woman who lives by herself, and study old
parchments written in Etruscan,” he shrugs.

ANDRONIKOQOS" ABODE

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

The PCs find the door to Andronikos small, three-room
abode ajar. Inside, the place is wrecked, its sparse furniture
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 PCs try to determine more details, they’ll discover that
his tongue has been cut out and lies nearby (this causes a
Frigut CHECK for the discovery!). A successful CrRimiNOLO-
Gy roll at -2, SoLDIER roll at -2, or a D1agNosis roll identifies
the mortal wounds as those caused by swords, not knives or
other implements. A successful D1agNosIs or CRIMINOLOGY
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
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.

* 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 Ravenna’s surrender to Theodoric.

* A bronze brooch (Handout E). Finally, an investigation
of Andronikos” body, or a SEarcH roll, will find a bronze
brooch grasped in Andronikos’ bloody hand. An Area
KNOWLEDGE (RAVENNA)+2, SOLDIER+2, or HERALD-
Ry+2 roll will recall that the brooch is worn by Odoacer’s
personal honor guards.

If the PCs think to question others living in the apartment
area, only Very Good or better reaction rolls 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.

GM Note: Andronikos knew several of the Disciples of Teritus,

and in fact helped their leader, Tiro Werra, learn the Ritual of
Teritus by providing him with supplemental materials on simi-

lar pagan rituals. Andronikos was murdered by Odoacer’s men

after he sent Odoacer a letter saying the bureaucrats would be
better off under Thoedoric’s reign.

SOPHONISBA'S ABODE

Sophonisba lives south of St. Pullio, in a walled villa sur-
rounded by lemon trees. An AREA KNOWLEDGE (RAVENNA)
or CURRENT AFFAIRS (PEOPLE) roll at -2 locates her villa. As
the PCs walk or ride up, they notice that the grove is un-
tended and overgrown. A SMELL roll picks up a sour, rotting
scent that becomes more unsettling as they get closer to the
villa. Unknown to the PCs, the rancid smell is from strange
rituals Sophonisba has been toying with over the months.

By the time the PCs 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 PCs were remarkably careful, heard that
they were seeking her.

Sophonisba welcomes the PCs in an exotic outfit, an expen-
sive and unusual bronze flower in her hair (PCs with Klepto-
mania may find it hard to resist). She invites them inside her
house to enjoy some eggs and honey. She is lonely and happy
to share her knowledge with the PCs. 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 discuss-
ing 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 knowledge 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 Area KNOwWLEDGE (RavENNA) 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 PCs (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 Occutrism or RrruaL Magic roll not only supports So-
phonisba’s theory, and reveals that the nature of such a ritual
is extremely dangerous. If not performed right, it could sum-
mon additional abominations 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. A PsycHoLOGY roll
reveals that she is speaking too openly and with too little grief
about the matter. A D1agNosis 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.
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GM  Note:  Indeed,
Sophonisba murdered

during an argument |
over whether to flee the
city; she concocted the |

story of the pox to hide
the murder. Only her .
servant, Obor, knows
the details, as he buried
the man in the villas
groves. Although he feels
guilt about this deed,
Obor hesitates to reveal 8
this secret out of loyalty §
to Sophonisba.

If Sophonisba makes
a friendly connection ¥
with the PCs (a Good

or better reaction roll), she makes a plea. Her husband’s old
friend — and her occasional lover — ABDON, is consider-
ing helping her flee from Ravenna. Once a captain in Odo-
acer’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 Sophonis-
ba from the docks when he sees a blue flame lit ner the shore.
However, Sophonisba fears the Disciples (along with any sol-
diers) at the docks, and asks that the PCs 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. PCs who

have made a strong connection (Very Good or better) with .-
P

P

Sophonisba will be invited along in her escape.
[&] One of the pregenerated PCs know Abdon, this friend
of Sophonisba’s. Johanna Martinus was married to him, and
believed him dead after the last naval battle a year ago! Al-
though it is true that Abdon was wounded in that 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 PCs hear horns blaring from
beyond the city walls. This triumphant noise marks the be-
ginning 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 PCs should know a cou-
ple basic facts. First, they know that Theodoric will celebrate
with Odoacer that night. Second, they have obtained a ritu-
al, in conjunction with the ichor from the abyssal whale, can

A




make a man’s mind soft. However, Sophonisba has warned
them that they likely do not have all of the ritual, just the in-
cantation. They also likely know the location of the Disciples’
hideout.

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 met-
al lock. It can be opened with a successful LockpicKING or
Forcep ENTRy roll vs. the door’s ST 18. The original door is
tossed aside nearby, half-sunken in the marsh. An investiga-
tion of the original door (or successful Vision roll -3 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 CLiMBING roll at -3 to get started and reach the second
level; a second CLIMBING roll at -3 is required to reach the
roof.

If the PCs 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,
moving additional oil upwards into the tower, and preparing
the various elements of the final ritual.

The signal tower has three levels:

Level I — Ostium. The entry floor of the tower has been con-
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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
Will roll (and again every minute of exposure) else suffer
-3 Will. The victim also grows more serious, losing their
sense of humor, and becoming less empathic, especially
for anyone from higher status. Each week, the victim may
make a Will -3 roll to resist 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
victim may make a Will -3 roll to reduee the effect to the
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verted into a workshop. The entire room emanates an awful
rotting stench. PCs must make a HT roll to avoid gagging.
A few shoddy tables, empty barrels, and buckets filled with
blubbery viscera and ichor are scattered here. Sharp fish-
gutting knives, hooks, and discolored towels are tossed into
corners. A couple of unused lanterns can also be found here.

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 Disci-
ples 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 PCs can find some parchment on the table, which
hint at the full ritual, as well as its effects. A hint of a ran-
cid smell emits from the spiral staircase winding upwards.
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A wooden trapdoor (DR 2, HP 29, or ST 16 vs. a FORCED
ENTRY roll) 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.

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 tower
(likely the PCs and a couple hundred citizens of Ravenna near
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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 sacrifice is made, the intensity of the malignant flame
multiplies tenfold. This spectacle is easily seen by everyone in
Ravenna. Anyone within sight of the flame is subject to the
full Effulgence of Teritus.

GM’s Note: If the GM wants to play up the supernatural as-

pect 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 @ 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 FRIGHT CHECK
at -5/

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 PCs 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 PCs to
sneak into or scale the tower, ambush the Disciples, and ex-
tinguish 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 PCs 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. He reminds
the PCs that Odoacer has given away whole swaths of land
to rivals, who will no doubt grow powerful and bring more
war to Ravenna. Tiro pleads his case that Theodoric is no bet-
ter, another slave to Zeno, and a barbarian who will also lead
Ravenna and all of the remants of the Roman empire to de-
struction. 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 PCs stop the Disciples at the tower,
the planned feast between Odoacer and Theodoric occurs. If
the PCs defeated the Disciples well-ahead of the feast, they
may be granted one final audience with the despondent King
Odoacer.

Even if the PCs bring back some supposedly supernatural
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 PCs would bring back some mighty relic, not
a mere lantern. He will still half-heartedly agree to whatever
plan the PCs propose at the feast.

If the PCs 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 PCs have insulted Odoacer in some way,
they are invited to the feast at the Laurel Palace of Honorius.

Unless the PCs decide to refuse the invitation and abandon
Ravenna (perhaps escaping with Sophonisba), or pursue some
other plan, the final scene of the adventure occurs at Odoacer
and Theodoric’s feast. Held in one of the larger rooms in the
old palace, the feast starts at sundown, attended 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 PCs lie:

*  If the PCs attend the feast and do nothing, the feast plays
out as it did in history: After Odoacer toasts Theodoric,
Theodoric summons the king over to him to share in his
own toast. But in a brutal betrayal, Theodoric instead
draw his sword and slice Odoacer open from the col-
larbone down, leaving him to die horribly on the floor.
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“Where is God?” Odoacer gasps, staring at the PCs in
seeming accusation. Thinking it a question for himself,
Theodoric cries, “This is what you did to my people.”
After Odoacer perishes, Theodoric kicks the body and
exclaims to the room. “Look — as I thought, this wretch-
ed man was indeed boneless.” With that, Theodoric ges-
tures to his generals and guards to draw their swords and
massacre Odoacer’s friends, family, and servants. The
GM can play out the PCs’ last stand, or draw the curtain
on this grim ending.

e If either of the kings willpower is weakened due the
light of a lantern, history may play out differently. If
Theodoric’s will is weakened, he hesitates as he pulls his
sword, and grow fearful. This gives the PCs 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 Status. A brutal and bloody skir-
mish 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 histo-
ry, the PCs can take matters into their own hands. They
may decided to assassinate Odoacer themselves, saving
themselves from Theodoric’s murder of Odoacer’s fol-
lowers. 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 PCs flee Ravenna in
hopelessness, the adventure is concluded.

For completing the adventure, surviving PCs should receive
2 character points. They should receive an additional 1-2
character points for good roleplaying or excellent perfor-
mance (i.e., defeating the cultists or saving Odoacer). What-
ever happens in the finale likely earns the PCs a Reputation
(+2 or more for saving one of the kings, -3 or worse for a
grand betrayal or showing cowardice).



EXTENDING THE ADVENTURE

There are several moments in Feast of Odoacer where the PCs
must travel outside the safety of the walled city of Ravenna.
GMs can easily extend the adventure (and increase the dan-
ger) by adding one or more encounters outside the walls:

PATROLS BEYOND THE WALL

While a temporary peace has been brokered, patrols would
have still been occurring around Ravenna. As the PCs travel
outside the city walls, the GM can trigger an encounter with
one of these patrols (especially if the PCs are not taking care
to avoid patrols, which can be accomplished with a successful
STEALTH, AREA KNOWLEDGE, or SOLDIER -2 roll vs. the leader
of the patrol’s Per.

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

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

1: Dead patrol. The PCs encounter the fresh bodies of a re-
cently 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 ignor-
ing the orders, believing a sack of Ravenna is imminent. Upon
spotting the PCs, they’ll set upon them as easy targets.

5: Messengers. The PCs 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 PCs, the fleeing citizens will be hostile (be-
lieving they are being set upon by Odoacer’s men), and per-
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haps even looking to rob the PCs so as to be better equipped
for their journey south. GMs should use the statistics 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, si-
phoning the abyssal ichor from the carcasses that emerge
from the canals, and then producing more oil for Tiro back
at the signal tower. The PCs will run into Mevius in the fish
market, and then — assuming he survives — again at the
signal tower where he will stand to the end with his brother.

If the GM wants the cultists to be more outwardly ruthless in
the plot of the adventure, Mevius will become a more active
player. After the encounter at the fish market, he’ll escape
(rather than sending one of his men to bring reinforcements)



and confer with his brother Tiro. Fearful that the PCs intend
to interfere with their plot, Tiro and Mevius concoct a plan to
bring the PCs under the influence of the Effulgence of Teritus!

The following day, Mevius and three to four Disciples will
stalk the PCs back to Ravenna (assume Mevius has a SHAD-
owING-14 skill). They will look for an opportunity to strike
when the PCs are alone — perhaps inside Andronikos’ apart-
ment, or at a time when the PCs are using Contacts to find

help.

When the Disciples strike, they attempt to engage the PCs
at close range, and shine a lantern effused with the full Efful-
gence of Teritus (p. 11) into their eyes. Any PC within a yard
of the lantern light must make a Will roll or be subject to the
full Effulgence effect; PCs 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 PCs are
under the sway of Teritus, they will quickly retreat, hoping
that the Effulgence of Teritus will distract the PCs’ 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 dur-
ing the feast, or even forcing them to cut down their own king
in the adventure’s final moments!

REMOVING THE SUPERNATURAL

GMs who prefer a more realistic, historical tone can easily re-
move 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 foolishness,
nothing more than random old words strung together. They
have no hope of actually affecting the final days of Odoacer’s
Ravenna.
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In this 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 PCs (although will still cause Fright

Checks!).

HISTORICAL NOTE

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

“There certainly wasnt 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 GURPS system from Steve Jackson Games.
This material is not official and is not endorsed by Steve
Jackson Games. GURPS is a registered trademark of Steve
Jackson Games. All rights are reserved by S] Games. This
material is used here in accordance with the S] Games online
policy. If you're not familiar with GURPS, a free lite version
of the rules can be found here.




HANDOUTS

HANDOUT A - The Letter from Severinus, shown to the PCs 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



PORTA . LAURENTI

PORTA S. VICTORIS

POSTERULA OVILIONIS

PORTA TEGURIENSIS
VENNA AMPHITHERTRE

PORTR RURER

BONUS HANDOUT - Player Safe Map of Ravenna
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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 PC 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 ~

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 PC who comes under the full Effulgence of Teritus during the
adventure - and fails a Will -3 roll during a dramatic moment.
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Name Qemigius “Remi” Petiro Player Point Total 15/
Ht 510" Wt I/5  Size Modifier O Age 52 Unspent Pts -

Appearance Sulen mno] dmrk—e@ca‘ cenlurion, scmw'ed bg his grim years of wmmomwe

CURRENT

HT| 21 FP|12] |

1. REACTION MODIFIERS

BASIC LIFT (stxsts _5) [ps DAMAGEThr __1d  Sw__ 24
BASIC SPEED __ 6.75 [ (' ] BASIC MOVE 6 [01 \
T eYAppearance +0
ENCUMBRANCE ACTIVE DEFENSES_(/ hix \’\;\ Status +|
None @ =BL (D ["Dodge | [ Pary | [ Block | JRepuaton -
Light (1)=2xBL  _78 + i k
Medium (2) =3xBL _18 ]O ﬂ 9 :Z_Emm_&pﬂmﬁnn, when in effect . —| l’/ )
Heavy (3) =6xBL 7% Yy
X-Heavy (4) = 10 x BL_30_ (Shield) /,
ADVANTACES ¢ PERKS SKILLS
Com[ooﬂ' Qcﬂcxcs (never surpriscol\ +Z T ngl'ﬂ' Clqccks) [ ]| |Name
nghfm Threshold [ 111 Area Knowledge (Ravenna) 0 1 1
Mi|ing Rank +2 (Circifor - buf Tempomrdg a Cenfurion) [ ] Bmwhng 4 [ ]
Stalus 1 [ 1 Qmmw [ | 1
[ ] Cmrpenfm 10 [ 1
[ 1]|Cooking I 1 11
[ 11 | Curverit APfairs (Ravenna) 0 1 ]
[ 1 Hiking I 1
[ ] |nJﬁmido\Jﬁon (+2 ¢ Qeyﬂafﬂon is in effect) ]O [ ]
[ ] Qdmg (Equinas) 12 [ ]
[ 1| | Samr-Eare (Mitar) 01 1
[ | Shield (-4 due To severed hand, or -2  shield modified) 4 [ ]
DISADVANTAGES ¢ QUIRKS Shorfsword 41 1
Chummy [0 1] Sobie 0.1 71
L@N’ Q|N{new [ ] SMV‘ || |
One Hand (=4 t tasks that usuall require fwo_hands) [ 1 [ Streetuwise 9 1 ]
ion - n) [ 1] lacties 9 1 1
gﬂCV‘CT (MW‘ACY‘C(A a commm CCY]TW‘IOH) [ ] [ ]
[ 1 [ 1
Chews on cork when nervous [ ] [ 1
Profective of chidren [ ] [ 1
Tevvifled of svamg olwing the siege. hoards food [ 1 [ |
Underpws his baflefield skils and exploﬂ's [ 1| [Languages Spoken Written
J bweams of weTp\kmg APrica Prom the Unndals [ 1 Latin Nafive Nitfve [0]
[ 1 [ ]
[ 1 [ 1]




mD WEAPONS
on
DMage
\ e SRS - Re
C N Cladius (Shorfsword) T ach Parry Notes C
H A . E cu ost Wei
RACTER SHEET Sal Kufe 1241 imp % T M $400 eight
RANGED WEAPONS d'—s ol C 2 b
Weap0n 'l -] ImP C 8 gl<l” “ (Agpmﬂj_ qs%o >
Damage Acc Ran V Z |b
ge RoF Shots ST Bulk
Notes
C
ost Weight
SPEED/RAN
GE TABL
F E
or complete table, see p. 550 HIT LOCATION =
' ARMOR & POS
Speed/ Modi Tt SESSIONS
Lin odifier Locati em
Ran ear ocation }
Modiigie Measurement 0 Torso C’bﬂm—mm] SHI{‘T (DR 4 * Location
er ( 2 4 %2y Cost
range/speed) 3 Iérm/Leg 3 ' ‘5 Wst) Torso %900 Weight
; a dz C
Close 0-5 yds 0* 4 chl)ll(ril &NZMMJ - Pockef 47 15 lbs
-5 T ") Feet Q25 1— lbs
Short  620yds -3 7 Skull Neck | & /2 o
) t Imp or Pi attacks can s
. ar .
Medium ~ 21-100 yds =~ -7 fre te;::tsaist at -3 (x3 dmg)
-9 (x4 dmg)
Long 101-500 yds 11 MONEY
Extreme 501+ yds -15 ET\DO
:;::’;;ijiegé;(Y’?;ha’: ranged attacks suffe
'y equal to Bulk of the wea’,::,f/w
CHARACTER
NOTE
Take nofes h S
s here. AR e T
Qiy worlhs age, Y4 were C e best ?ig\n’ﬁng [
. man You were the cenTwion’s sTamz)o\wo\ beaver = s
“ circilor ~ mnd you \ca T \M\Amd p‘lg‘f\)ﬂr\g buce\m -
on the bp\me?\e\o\ o\go\'\nsf( the bm‘omm T\neodom B\AT
the o\eowY “naf( do\tﬁ WS Tm‘i\o\c, mno\ you (J\ca \oo\c\< o
e dys wils with & severed Land and 1 Jondard. ——
\ gfi\\, the nedt Ao\tj you v‘cTwmd 1o the \o\oo&g batfle.
B\ATM n\g\nt Calisdus cm\\e& you craven for nt ——
recovering T\ne sJYo\no\M “nof( Pa\\ on J(\r\c (“'\e\o\. \20\95
ouerTook you and you sTmng\e& im wih & s\ng\c
- \no\no\. You ‘o\o\me’o\ fhe o\co\“n on & so\d'\er fhd \no\o\
)'usT per'\s\r\ed from i wownds, saying you \M\a dan
- T\ne man in “\e o\c)f oP mwécv‘ing \n\s cenJYw'\on \(mg .
- Odoacer \ncmro\ of your “\mm\sm” and insTm\\w\ yu —
- as Vis mt\f(mwj advisor = and eveculioner of feaflors.  —
- Totals;
$_
18 Lbs.




Name J0|nmnno\ MmrTinus

CURRENT

STI1IL-1 HPI1O [
DX| 1 {[-1WL| 13 [
Q151 Per |13
HT| N1 {{- 1 FP|T [

Player Point Total 150
Ht 54’ Wt 150 Size Modifier 0 Age 3 Unspent Pts -

Appearance A sTrikmg, buT gugmlcol woman, w’r\o h@s w\rneol Lw p|_aLce on ﬂne king’s war counci|

BASIC LIFT stxsns 20 s DAMAGE Thr_ 1l-2  Sw__ 1

1. REACTION MODIFIERS

BASIC SPEED _ 5.75 [ (] BASICMOVE __ 5 [0] _
7 CTosNAppearance 4
ENCUMBRANCE ACTIVE DEFENSES_(/ i ,\\’\\\ Status +3
None (0) = BL ( 20 ] Dodge Parry Block | JReputation )
Light (1)=2xBL 40 1 Prom Social Sfigma
Medium (2) =3xBL _60 8 8 _ -] from Callous, To Those with Empaﬁhtj or pmsT vic:ﬁms J
Heavy 3) =6 xBL _120_ Y
X-Heavy (4) = 10 x BL_200 (Knife)
ADVANTACES ¢ PERKS SKILLS
Appcgmncc (Affractive) [ 1| |[Name
) [ © 1||Ading 21 1
Fit (+1 1o all HT volk) [ 11| Area Knowledae (Ravenna) (<3 ]
Mﬁ' Ulsion +3 [ 11 | Bow I ]
Patron (Magi in,_andther aduisor of the king [ 11| Curreerit APirs (Polfics) (<3 | ]
Stafus +3 (widow of a presfiged equesfiian) [ 11 { Curvent APfirs (Ravenna) ¥ I ]
[ 11 | Defect Lies 2 1 1
Aleohol Tolerance [ 1 |Dpbmacy 71 1
Pience. of oo (gnore dtractions. on long tasks) [ 1]]|FastDeaw (Knfe) 0 11
[ 11 |Kafe Ba 1
[ ] Knife chhniquc (Thust to Utals) NI ]
[ 1{ | Natuedlist /| 1
DISADVANTAGES ¢ QUIRKS Phagmacy (Herlboal) Z 1 71
Callows [ 1 ]%gﬁmﬁ B[ 1
Fearfulness =2 (-2 Ez’gbt Checks and Wtimidation [ 1 o]mg (Equmes) I ]
Misenliness [ 1 SMEE&ML(MM@M) [0 1
SQM Sg_mﬂ Sgggﬂd-g@ﬁﬁ (: izen) [ 1 SJ&QESMLOW‘ 1 ]
Vow (Never kneel before a non-Roman) [ 1 Soldier: 2 1 ]
[ 1| Steath Lt 1
Uses formal tiles; @|Wﬂgs ga"s Odoacer “‘Dominus Nosfer” [ 1 %@9 (Land) I 1
ervfied of pofertial assassi [ 1| Hackes 721 1
Qufkﬁ_mdgmmnga_ﬁmnd_m_bﬂ_ﬂmﬂwﬂ [ 1] [ ]
Opfen Travels with 4 hood 1o conceal her wlchTq [ 1| |Languages Spoken Written
' Onh ever her real self around soldiers [ 1 Lain Naiive Natve [01]
[ 1 [ 1
[ 1 [ 1]




M AN z{v/:aN D WEAPONS
oo N - pon
: _ HO P Damage R
CH g RROR Fine, Smﬂu knife 07 each Parry Notes Cost
ARA — —5-1mp C Weight
k CTER SHEET homp G & SdD 150 :
RANGED WEAPONS VA"
apon
Heirbom bo Damage
A
. ld-1 imp zc Range RoF Shots ST
' AR
- Cost
- Weight
SPEED/RANG
E TABLE
For complete table, see p. 550 HIT LOCATION
?{I;eedl Linear Modifier Locati Item ESSIONS
i ion | |tioded uod chak (DR 1 e v
Mo di%i‘::r l(weasurement g Torso Location | Cost
rangespeed) i %mmlurﬂhcuﬂam L Bak | 330 Weight
Close 0-5 vd -4 roin naats (DR 1 = 7 2 lbs
yds o H
y 0 5 F ;Cléd Emfmjﬂl bracelet \S&d’ 475 V—Z||o|s
7 Qluer ring .
Short 6-20 yds R Skull T c pisf 2200 3 "Db
Im » . Pi L S ﬂg|nnnn| lnn\,u A [ngf’y‘s %75 ”DS
) . f) 7 attacks can P j] - s
Medium  21-100 yds -7 tar(;grte;:alst at9-(34(xj dmg) %SO (2 HOS)
S at - X m g)
Long 101-500 yds -1 MONEY
Extreme 501+ yds -15 ET\DSOO
* in melee combat. rang.
a penalty é’l/uu/}m :B“1;(&27[;‘1’;fii§2]‘”/’/797
CHARACTER
NOTES
Take notes h
ere. e B
\ Your \nus\oamd Aodon was Idled @ year 49°
“ A\“noug‘n he was @ Mnowmo\ Equesva\o\n, and an
‘ eyperT co\vo\\wj commo\r\o\er, K\ng Qdoacer o\ss'\gmo\
Lim 1o The Pleel that wos 1 break Theodoric's
\o\oc\mo\a’[ The action ?mi\eo\, your \r\us‘oo\nd’ s s‘dx\o g
] som\() mno\ you Pc\\ 'mJYo 9Ne(" Howeves we,e,ks \aTev; L
- Odoacer summonea you 1o bis court He sang of
bis 9%0{( respeoT for Advon, and dt he bad o ——
\r\w\\ro\ WJY you \M\A \eo\w\ea muc\r\ 09 Hs wisAom ——
w\ni\e Tvo\va\mg wﬂ’h \n‘mn on oo\m\oo\'\gn fe a way © I
a\TonemenT, Odoacer mu‘ffeo\ you 1o his war cour\c’\\. i
While winning the wcspeoT of Odoacer's coud
WAS A'\P("icu“ a ('\'w'st you Powno\ your voice AN
lhave won e king's FousT —
Totals;
$_
2 Lbs.




Name Sidonius ASTlJAV‘iMS Player Point Total 15/
Ht 58 Wt 15 Size Modifier 0 Age %5 Unspent Pts -
Appearance LongTime imoormer To ﬂqe king,ﬂh a Prieno"tj Pmce‘ s|t51 stle anol Thougﬂ% worols

CURRENT

CURRENT

HT| (-1 FP|] [ ]

BASIC LIFT stxstys 24 lbs DAMAGE Thr __ld-1  Sw __lg*]
BASICSPEED _ 5./5 [ (] BASICMOVE __ 5 [ 0] _
- ~YAppearance

ENCUMBRANCE ACTIVE DEFENSES \\ Status +]

1. REACTION MODIFIERS

None (0) = BL ( 24 Dodge Parry Block | - %putation )
Light (1) = 2 xBL 4B + isma
Medium (2) =3 xBL _/2 8 9 _ +2 Prom Overconfidence (moung and naive Deop|e)/ 'v'
Heavy 3)=6xBL ¥4 =2 from Ouerconfidence (esperienced people) ~ 4~ 2 Jpr”
X-Heavy (4) = 10 x BL 240 (Shorfsword) +1 Social Chameleon (Hhose. who demand respef)) - & 7/
ADVANTACES ¢ PERKS SKILLS ey R
Cb@risma + [ 11 |Name Level
Corifact (Thorismund, Theodoric's son, skil 15,9 or less) [ 1| | Acfing [ 1
&@er Sense [ 1 Adminisfiration I |
Social Chameleon [ 11 | Area Knowledae (Ravenna) 2 1 1
Stalus 1 [ 11 AseMace [ ]
[ 1||Brawling B 1
[ 1 Connaisseur (Wine) I ]
[ 1| [ Counterfi ing 0 I 1
[ 11 | Curvent Affirs (pcop|c) 21 1
[ 11 | Bast=Deaw (Sword) Bl 1
[ ] Cambhng NI ]
[ 1] | Carrote (43| 1
DISADVANTAGES ¢ QUIRKS l{nﬂgm@ B 1
Co|orlo|ino]ncss [ 1 Eolfﬁcs | [ 1
' [ 1 prolmg_o\ndm 2 1 ]
Ouerconfidence [ 1 Esgdﬂqgmj 2 1 1
Secret (Freguenty taks o Theodone’s spies, risks mprisonment) [ 1| | R ines) I 1
[ 1 Savoie=Faice (Hi_gh gocicfg & MiliTalrg) || 1
[ 1] Scrounging M1 1
Ckoosce his womzls CW'CP A”g knows TL\@ \ﬂue oP si|enT bauses [ ] &"WIOM 12 [ 1
Never Turns down a cup of wine [ 1 Shorfsword B ]
guloﬂg clnmnges his_acceni with sTmngers [ ] SMQLM 2 1 |
FirsT Tactic 1o gl what he warifs is always To pay peop|e off [ 1| |Languages Spoken Written
" 'hpprecidfes Pine|g| dressed individuals [ | Ltin Naiive Nefe [ 0]
[ 1 [ 1]
[ 1 [ 1




HAND WEAPONS
Weapon Damage Reach Parry Notes Cost Weight
wq|@mannizn storTswowd H‘% el 1] 9 g[q" 15 %400 2 |bs
-£ imp
MA knfe 1d-2_imp C / 0 (deful) | $150 12 1
CHARACTER SHEET Garrote special C - ddH (Y -
RANGED WEAPONS
Weapon Damage Acc  Range RoF Shots ST Bulk Notes Cost Weight
SPEED/RANGE TABLE HIT LOCATION ARMOR & POSSESSIONS
For complete table, see p. 550. Item Location | Cost Weight
Modifier Location | |\l chak (DR 1 Prom rear) Back 150 2 lbs
Speed/ Linear 0 Torso Q i tohel _ 47 - s
Range Measurement -2 Arm/Leg q
Modifier  (range/speed) -3 Groin Sandals (0R 1 Eee 2O UZ o
4 Hand Light ledther armor (OR 2) Torso $20 15 bbs
Close 0-5 yds 0* -5 Face Bmmxz_mg,_efmmpcd_wﬂi\ﬂm&_&.ce Fingfm 25 - lbs
-7 Skull Liglotlﬂmﬂa!;Lglh\/es (9/28)] Ha,nr)s %15 12 b
Short 6-20 yds -3 Imp or Pi attacks can
target vitals at -3 (x3 dmg)
Medium  21-100 yds -7 oreyes at -9 (x4 dmeg)
MONEY
Long 101-500 yds -11 $Z1O
Extreme 501+ yds -15
* in melee combat, ranged attacks suffer e L B — e
a penalty equal to Bulk of the weapon E “i*@@ f be A 5\0\5 \0 \AT QA TCV‘V‘\UC’

CHARACTER NOTES

TO use ﬂ)ﬁ gowofe GCT mTo IOOSIT on mﬂd TolmeT MOMV‘ PO&S V]CC[( ( )

\m(’, TO

UICTVY\S can DW‘VM MT 3 or '7 IID ﬂ’\eUI dOﬂ)T L\MVC COMBMT pﬁPlCXCS'

MMEMMMMMLM@M_

since MOIA are Tﬂl ﬂ]ﬁ ncck \)ICTVY\S mgm TV‘(A TO lDV‘CMl( PV‘CC

exacly why -

[Alla!
WITL] a QMIC‘( COHT&gSﬁ ST 5 or \/\JY‘&SM 5 VS, MOMY‘ CMV‘V‘OT& Sl(l"

e \a ¢ few

\Y s an easy T\me To
be a bad ond
-~ Odoncer's informers did
‘“ﬂ&lﬁ mﬂdc
leodoric's men B
know
%Cmv‘ﬁ ‘ﬁO\A
\OC{JV‘\U\O\ C\JCV‘thV\e Ana in L
Hhat plan has even o tonded ——
900\\5“ be\\C\JCS \50\)\ —

enemies wih T
e king for fffeen
* during this siege 1 o

TO —U(\OC(AONC s 0w
TO ‘06 \r\\s own O\QCV\T ng
POV‘ “\C lY\?OV‘mMT\OV\ 150\A bV‘lV\Q
SL\O\AA QO\\JCN\M Pﬂ\\\
T&V‘S \\Jﬁ\c o\no\ KjOlA nee.o\ a

monﬂns

n son, who

| The loet tvee of Ving
ot st i you koo ———
Hhe misTake L mking ——

OAOO\CCV‘ Pﬂ\ljs lﬁO\A wel -
?V‘OW\ HS gOCS L
lﬁO\A \(Y\O\N le\A re \Oljﬂ\“’lﬁ W\U\T‘ .
ew PO\Y\ Po\sT

7 ‘M\\IW\@ sewco\

Totals;

$_

70 Lbs.




Name Cmndidus Crescenﬁus rqpcr

MAN

Ht 6T

<&
~

ST|13|[] HP|Y [
DX 12 [0 I1WmL | [
QM1 Per|T|
HT| 11 |[-1 FP|1] [

Player
wt 210 Size Modifier O

Point Total 155
Unspent Pts -

Age 74

Appearance A sTgrﬂing@ sTmppmg soldiexy_nof newltj as experienceo] as he._looks

]

BASIC LIFT stxstis 54 s DAMAGEThr 1] Sw_ 24-] IN REACTION MODIFIERS
BASICSPEED _3./5 [ (] BASICMOVE_ > [ (] 7 reeXAppearance *Z or +4 (dtfracted folk)
ENCUMBRANCE ACTIVE DEFENSES_(/ 7 \’\\\ Status
None (0) = BL < 34 Dodge Parry Block | JReputation )
Light (1) =2xBL  _68 +| Prom Born Soldier (other soldiers)
Medium (2) =3 xBL _102_ 9 ’n 'IO + rom Honesy (£ known], +3 on malfers of Lmo?or 'v'
Heavy (3) =6 xBL 204 80574
X-Heavy (4) = 10 x BL _240_ (Spatha) (w/Shield) ‘/ 4
ADVANTACES ¢ PERKS SKILLS
Acule He@wng +2 [ 1| |[Name
dsome) [ 11| Area Knowledge (Ravenna) T 1
Born Soldier 2 [ ] Bmwhng BI ]
Com[oﬂ' Qelqe;xes (+Z To Fv‘iglrff C|necl<s +6 1o recover Prom mchd sTun) [ ] Mswewﬂ ]‘4 [ ]
Eif (1 fo all HT rols) [~ 1]]|Climbing r 1
Hard o Subdue (11 ol HT vols 1o sfaw conscious) [ 1| | Cesfure 2 1 ]
[ 11 | Inferrogation 0 1 ]
g’nl'ﬂ|0]-\/\)m" Tv‘alining_(mcwplcc your Block fo block an adicent m"g) [ 1 Knipe 7 [ ]
Sure-Foofed (Sand) [ 11 | Law_(Ravenna) 9 1 ]
[ 1 Lmolewship [ | 1
[ 11 Public gpco\kmg 0 1 1
[ 1| | K ines) 11 1
DISADVANTAGES ¢ QUIRKS Souoir-Faire (Hgh Sociefiy & Mifary) B 1
Code of Honor (Soldiers) [ ] gcroungm 1B ]
Gregarious (Q-based skl -Lin o group four or lss, or 2 done) [ 11| Search [ 1
HonesTg (never breaks the low) [ 1 Shield 13 [ ]
MMness [ ] Shorfsword [ ]
[ 1] Solder B 71
[ 111 Seear I 1
Koow-it-all (and competfive with clhers Too) [ 1 |Suiming Lt 1
Doesn't work very hard, unless i's soHiering [ 1 Tnclics 1 ]
Mﬂg eflicient in combat_wasfes no energy [ 1 [ 1
Loves dirfy Jjokes\ but Ternible af teling them [ 1| |Languages Spoken Written
‘ iecps his gear clean and spoﬁcss [ 1 Latin Native Nefe [ 0]
[ 1| | Cermanic Accented literate [ 71
[ 1 [ 1




:/{v/:ND WEAPONS
apon
DMage
i SN Rea
C 2 Smﬁ'm (Broadsword) T ch Parry Notes .
HAR — w ] ost Wei
ACTER SHEET [ Skt “1;21 mp E— HH %600 e
Nomon | TONS mp (6 S 2
on (X0
Damage ACC Ran ,I/ Z "0
ge RoF Shots ST Bulk =
Notes
C
ost Weight
SPEED/RAN
GE TABL
F E
or complete table, see p. 550 HIT LOCATION =
’ ARMOR & POS
Speed/ . Modi Tt SESSIONS
Range  Me Linear °%lﬁer e QJ;LMBLML@MJ_@
Modifier  (r asurement 5 Torso ) ‘ k) Location | Cost
ange/speed) - ArmLeg gmmmmg s Torso 4900 Weight
Close  05yds 0 3 tond w2 ) Frgee | 10 b s
o 5 Cocale’ Feef q - |
Sh -7 [P BY‘Ona, cornb = ) M I( )25 VZ "z
ort 6-20 yds Skull . oL 1y '
yd
vds 3 Ipor? MMMM@&&D&LBM&JZ)_QMEI;H;@ Q7 = lbs
or P attacks can — b
Medium 21-10 target vitals at -3 (x3 d %120 -
0 yds -7 or eyes at -9 (X4de;)ng) ”4 ”05)
Long 101-500 yds 11 MONEY
Extreme 501+ yds -15 ET\DO
a Z:’;;Zj[li"e‘;7'7zlha,l ranged attacks suffe
'y equal to Bulk of the u,vea}::;f/”
CHARACTER NOTES
You have come from genm\’ﬁons of Pierce Roman i
| sldiers, and othing gives Y 9mo\Ter \o\emswe fhan
“ P\g\&ﬂng on the _P‘\e\a (m“\rmg\n ypulve only done T L
Yuice). Buf )’\AsT weeks a9, the new Cexfurion Remi —
invled you fo pin lim as one of Ving Odoscer's per™
; sondl servarls A\\Momg\n you didnt Hirk much fthe —
 duly, you didnT ak w\ng he pid ed you The voe -
\oodtﬁg‘uwd o \’\nc \<\n9’s niece Annin = sour\deo\ more
inferesting Hoan anding on Hhe wals of Ravenna _
m\\ Aa\\g sT(mng on T\neodowc’s ‘om\oo\v‘io\n army an
sccasionaly shotling Taus 1o e scods fdf cincle i
the oy s been five morths of rothingness, food s
9&%@ SCANCe, and disease © iffing the popu\ofﬁon. L
You pray 1o God d Theodoric )\AJ Aadks the oy —
and ends The boredor _
Totals: -
$_
19 Lbs.




Name fAnnia Galeria Fauslin Player Point Total 146
Ht 5/ Wt 120 Size Modifier 0 Age 2l Unspent Pts -

Appearance Refined soci@m'e zmol quri“seeking niece of King Oolop\cer

CURRENT
9 ]
0 [ ]
’l’l CURRENT
HT|1Z|[[ 1 FP|IZ [ ]
BASIC LIFT stxsms I8 s DAMAGE Thr _ -2 Sw__ -] IC REACTION MODIFIERS
BASICSPEED 6.2 [ (1 BASICMOVE_ 6 [ (] 7 reeXAppearance *Z or +4 (dltracted folks)
ENCUMBRANCE ACTIVE DEFENSES_(/ i .\’\\\ Status +7
None (0) = BL ( B Dodge Parry Block | JReputation )
Light (1) =2xBL  _36 =1 Prom Social Sfigma
Medium (2) =3xBL _%4 9 8 _ -1 from Stubbornness
Heavy (3) =6 xBL  _108
X-Heavy (4) = 10 x BL_180 (Knife)
ADVANTACES ¢ PERKS SKILLS
ﬂpmmncc (Beauiiful) [ 1| |[Name
Daredeul (+1 1o skil rolls when Iak'ng Innecessary pisk) [ 1 Animal Hmndhnq (Equines) 10 [ ]
Bt (+110 all HT rolis) [ 11| Area Knowledge (Ravenna) I ]
F|exibl'|i1'g ignore pcn@"’ics in Tlng spﬂccs) [ 1 C@ro Asing 12 [ |
_l‘uakimuoﬂ_uuumipe every hour) [ 1 Connoisseur (Dance) 0 [ ]
Status 2 [ 1 Cookmg 0 1 1
Wealth (Comfortable) [ 1 Curvent APRirs (Ravenna & Poliics) (7| |
[ 1 Dmn(ing B 1
[ ] Esc 14 (mcluolcs +3 Pwom HCMM) 14 [ ]
[ 11| Elch B3I 1
[ 11| Birst Aid NI ]
[ 11 | Kaife Boa 1
DISADVANTACES ¢ QUIRKS Qecultism 01 1
M&ivenes& [ 1 poeij (| 1
i [ 1] | Puisons 0 1 ]
Sl(mn(j [ 1 | Savie-Faie !High gocie@ 21 1
' ' fizen) [ 11 Sex APPM' (inchudes +4 Prom Appearance) (S ]
Stubbornness [ 1 SM I 1
Eepﬂ'@ﬁgn -2 (Earned every L\mg hrgggb nepgﬁsm! [ 1 Stealth A1 1
[ ] Swimming [ ]
Has @ shoplfting habt [ 1| Theown Weapon (Knife) B 1
Emvesolrop!oing#ives her The gremTesT Tl [ 1 \/\Jrﬂ'ing 01 |
NoT rem”mj |og1m| o anyone buf herself (and especim”m nof her uncle) [ 1| |Languages Spoken Written
' guspicious of peop|e she_doesn alremdg know [ | Ltin Naiive Natve [01]
1 Loes poeij (cslloecia"g Greek), offen q'uoTcs if [ 1| Creek Accerited Uterale [ 1
[ 1 [ 1




ESMAN o=
- =\ on
_HOR Ol Damage R
" N 3 each
CHAR\ 4 ROR Uﬂl"lj fine, gmﬂu knfe Tomm : Parry  Notes Cost
~ i W .
ACTER SHEET Dagger (concealed) ] d—-] af i 8 B : eight
RANGED D imp 690
Weap WEAPONS | - 8 JdB V2l
on $20
L Daase e Range Ror 213
rown -£ imp oF Sh
agger 2 imio 8 2 I : ]Ots ST Bulk Notes
‘ /9 | -1 - Cost
] _ Weigh
-] ~ ght
SPEED/RANGE
TABLE
For complete table, see p. 550 HIT LOCATION =
' ARMOR & POS
Speed/ , Modi Ite SESSIONS
Ra'}ge MeaI:near ’ Olﬁer ) Mazjn_dmlg@g_]_ﬁmm_mm Locati
Modifier  (r urement 5 Torso _ ) ocation | Cost
ange/speed) 3 Arm/Leg E@kjWMenTs Back a0 Weight
Close 0.5 vdls M ﬁrom Fine sandals (DR 1) = 4200 2 bbs
yas 0* 5 F;CI;d COH Y\Pr[(lm('( FCCT C)75 — |L)S
Short  620yds -3 ! Skull Wy Tablef and bras FNMI( 3200 1{2||o|b
Imp ot Piattack Clih st ss sl ngers | $15 S
Mediu target vital racks can thel ’ Salchel o) = lbs
m  21-100yds -7 or eyes :t "“9(14()(3 dmg) _ 0 12 b
L mg) 12 1
ong 101-500 yds 11 MONEY
EX[Feme 501 o yds _1 5 $]O6O
* in melee combat. rar
a penalty é’l/uu/}m JBuligs;ilf;zz{iif;lsu/]w
C 1
€5 nere.. e TP e S
\ Your \oo\mnTs fled Ravenna years a9, ot you |
1 refused To 90 wih Them \Whle ypu never g
i, you mgréf Yol decision Now, you're Tm\o\oed L
in & \nowi@lc siege o(" Jﬂne o , your unc\e Jf\he, \(’mg EE—
s gv'ow'\ng more Jﬂrw\ mno\ aespcmTe) J(\ne Pooo\ .
s volfen, and you ro\wc\g 9@’( 1o leave the \oo\\o\ce,
' wce\oT when mccompmmed blﬁ one of your UNC el
‘ooo\gguo\rds £ least six morths a9, the \oo\\o\ce -
WAS 9\\\00\ w'\“r\ \ooeTs, HsTowio\ns, o\na so\d\crs T\M\T ——
would \o\ug\n and share Wine wih you Now, \oo\m\g I
anjone i left o To\\k To, o\no\ Tewi\o\e dreams = -
Aol wndl is coming o Ravenna are (“ogg'mg L
your Yrain & nlg\nT. —
Totals: S
$ -
4 Lbs.




Name BisL\OP Basi of Nicomedia Player Point Total 13)
Ht 5T Wt 180 Size Modifier O Age 58 Unspent Pts -

Appearance A c|crgt9man wiﬂm a piercing gace, stwp Tongmc‘ mnd broken boolg

CURRENT

N

2 [ ]
[Q|12|[ ] Per|12*
HT| N[ 1 FP|T [ ]

BASIC LIFT stxsts 24 lbs DAMAGE Thr _11-2  Sw g+l
BASIC SPEED 5,75 [ ] BASICMOVE __ 5 [0]

1. REACTION MODIFIERS

Appearance

ENCUMBRANCE ACTIVE DEFENSES_(/ 28 \;\\\ Status +7
None (0) = BL ( 24 Dodge Parry Block | - %putation )
Light (1) =2xBL  _48 + ical lnvestment
Medium (2) =3xBL _77 8 _ _ +2 from Uoice (when heard)
Heavy 3)=6xBL 144
X-Heavy (4) = 10 x BL_240
ADVANTACES ¢ PERKS SKILLS
Clerical lvesfment [ 1| [Name
Cortact Group (Church, skil 12, 12 or less, someuht relable) [ 10 1| | Adminisfiafion 721 71
L_orgevfﬁj [ 1 Archifecture [ ]
precogniﬁon (You get glimpses of the Pufure. b can't see own deafilse [ 1| | Area Know|ea|ge (Ravenna) [CEN| 1
ECJ@-M_QM 3 Bis’nop) [ 11 Ardilery (Coﬂ'mpm”’m) [ ]
Status 3 [ 11 | Curvert APirs (Ravenna) BI 1
Woice. [ ] qugmﬂcgl (inchudes +2 Prom Vsice) 15 [ 1
Honest Face [ 1 ia) 1T ]
[ 1||Hsfory (Roman) 21 1
[ 1| | imidation B3I 1
[ 1| | laferrogafion 5 [ 1
[ 1| | Neturalist [ | 1
DISADVANTAGES ¢ QUIRKS Qcculfism BI 1
Chyonic Back Pain (9 or less, lasfs 2 hours, -2 DX_and 1Q) [ 1 B&gabgbgg I 1
Curious (Severe, vesist on a 6 or less) [ ] BAHE_SPLALM@ (includes +2 Prom Unice) (SO | ]
Hard of Hemng (41 Hewingr_o"s) [ 11 | Research [ | ]
' ' infhood) [ 1 Qio]ing (Equmes) 9 1 ]
Prcifism (Reluctant Killer) [ 1 Smmmm’nip 21 1
[ 1] Suimming Lr 1
Obsessed with the lives of sainfs [ ] Eﬂb@%—@b@m‘@ B[ 1
gccrcﬂg hides money under a sfone in his church [ 1 Wleather Sense T ]
Cjﬁﬁs the nobim'g he doesn't ke with ‘Church wriings” [ 1 Wwfﬁng 121 |
 nsisfs on being called “wour holiness” [ 1| [Languages Spoken Written
‘ gnmps back and forth from calm and Pp\ﬂner@ To p|o\in rude [ 1 Latin Aecertted Uerde [ 4]
[ 11| Greek Nafive Nafive [ 01
[ 1 [ 1]




SMA
9 : N HAND WEA
PONS
5 o : Weap0n
i : g D
\\HORROR Punch amage Reach Parry Not
‘ - . H'B cp e Cost
CHARACTER SHEET (9 9D Weight
WP“WGED WEAPONS
eapon
DMage
Ac
¢ Range RoF Shots ST Bulk
Notes
Cost
Weight
SPEED/RAN
GE TABL
F E
or complete table, see p. 550 HIT LOCATION 5
' ARMOR & PO
Speed/ . . I SSESSION
Ronge M Linear M"%lﬁer Location mdmngﬁmmw S
Modifier  ( easurement 2 Torso » ) Location | Cost
range/speed) Arm/Leg &mmmmum—%ﬁ_ Weight
Clos -3 Groin SﬂﬂdﬂLﬁ (DQ ‘n q\DSO Z |b
oo 05 4 H 95 S
- " g Bmm_mng,_sbmm_m_mlamm -
_; Face X ) d do‘m FFCCT C)ZO :'/Z|L)|E
short  620yds -3 i Skull iy s s 5 -
yas _ 0du — DS
Imp or Pi attacks can ’ $50 - b
Medium  21-100 yd target vitals at -3 (x3 dmg) S,
yds = or eyes at -9 (x4 dm
8
Long 101-500 yds -1 MONEY
Extreme 501+ yds -15 $86O
* in melee combat, ra
a penalty eq “uZ}IOIJB“;2327[?111“L‘/<.§ suffer
e weapon
CHARACTE
R NOTE
Toke ncfes h S
€5 hnere.. TP R
fs & ypung mAD you wert: dled allerist |
“ in J(‘ne Roman navy However & mis?’w"mg cmTo\pu“ _
u“er\tj cms‘neo\ your ‘ooo\g, and you S00N )o'mco\ the
c\nwc\n. Years \O\Tw, uou are & bis\r\op 0? Ravennat, —
and dther Hhan the B‘\s\nop John, you are one AT
| Uing Odoacer's dosesT advisors However you are L
' noT p\emsaa J(\(\MT ‘(\e \nﬂ\s swromn&e,d \n’\mse\? wf(\n -
commoners on “ne covmc’\\, '\nc\uo\'mg T\M\T woman,  ———
w\no préfeno\s o know 0\\00\1\)( so\d'\wing, omo\ e
0ne-\r\o\no\ea cenTw'\on w\r\o \oo\m\lﬁ pu\Ts Pive, words
Toge’(\new \/\)\ntj does e ligfen 1o them when Cod i
has g’men you visions 0(" w\(\mT is coming? You know s
J(\nem- s A pw\oose o J(\r\is Tew"\\o\e siege.- ano\ yu  —
only proy t wil end wih you i Cods side
Totals:
$_
7 Lbs.




REMI PETRO

CENTURION

PER 10

JOHANNA MARTINUS

ADVISOR ON THE WAR COUNCIL

PER 13




SIDONIUS ASTYRIUS

KING ODOACER’'S INFORMER

PER 14 - DANGER SENSE

CANDIDUS AFER

BODYGUARD TO THE KING’S FAMILY

PER 11




ANNIA FAUSTINA

THRILLSEEKING SOCIALITE

PER 11 - LUCK

BISHOP BASIL

HIS HOLINESS OF THE SEE OF RAVENNA

PER 12* - PRECOGNITION - BACK PAIN (9-)
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