O’Grady’s Farm: A Tale of Farmyard Fun. Oh, and Revenge. Don’t forget the Revenge.

Background information:

This game is written for five or six characters. The character of Sam the Mule is disposable.

This should be a very simple game. The basic premise is this: things are harder to do when you’re a farmyard animal. You are not naturally equipped to perform the kind of tasks that humans do all the time.

All of the player characters in this game are animals. There’s a mule, a pig, a sheep, a hen, a cow and a dog. They are all super-intelligent, by farmyard animal standards at least. The most intelligent is as smart as an above-average human – the least intelligent is as smart as Paris Hilton.

The plot is that O’Grady leaves the farm for a couple of days. While he’s gone, “something” starts killing the farm animals during the night. The PC’s are naturally incredibly upset and frantic: after all, it’s pretty much their family that’s being killed. So they have to find out what it is, and stop it. That’s the whole plot.

The blurb gives the basics:

Farmer O’Grady has a secret. He’s actually a retired wizard. After 40 years in the wizarding game, he got sick and tired of quests, demons, gods, planar travel and the generally stressful lifestyle of the adventurer. O’Grady settled down in the country of his birth. He bought a little plot of land and dedicated himself to a quieter life of raising livestock, where nobody knew he was a wizard. As far as his neighbours were concerned, he was just a man returning to the country of his birth for a life of rural contemplation.

However…

There’s a lot of work to be done on a farm for just one man. Being a wizard, O’Grady couldn’t help experimenting just a little, to make things more efficient. To make his livestock a little more self-reliant. So now, many years later, there are a number of unusual animals on his farm. Nothing outwardly obvious of course, but rumours spread nevertheless. Those animals are too damned smart, and too damned well-behaved. How does one old man run a farm on his own?

Here’s more information for you, the GM:

Farmer O’Grady (no known first name) retired ten years ago and bought a farm, deciding to trade the life of an adventure for a life of idyllic bliss. He wanted nothing more than to be on his own. He has reached a stage where he has no time for his fellow man: he wants only to be alone, to never be bothered by people again. He wants time to contemplate the mysteries. But he discovered that running a farm is a busy fucking life, and there’s little time for contemplating anything beyond mucking out, feeding and caring for the animals, not to mention the thousand little chores and repairs that have to be carried out each day.

Now, many of the little chores he could cheat on: a little magic goes a long way. But keeping his livestock in order using magic would require a huge amount of effort, so he decided the best way to go about it would be to have them look after themselves.

Accordingly, he altered one animal of each type he reared to be intelligent enough to care for the rest:

5 milking cows: Bessy is the intelligent cow. She’s actually a little smarter than your average human, and O’Grady sometimes plays her at chess. She’s quite bossy – she keeps her herd in line like a stern old matron. She genuinely wants the best for everyone, but her self-righteous demeanour prevents her from making friends easily. Bessy is the coolest and bravest of the animals, and is least likely to freak out or panic.

15 hens and one Cockerel: The hens are all as dumb as toast, but Brooster the Rooster is smart and sassy. Well, he’s sassy. He’s the dumbest of the PC’s – no matter how powerful a mage you are, you can only do so much with a chicken. Brooster is basically a pimp – he keeps his bitches in line, and he keeps ‘em layin’. In general he’s dumb and cheerful. He’s aware that the hens are killed for food when they get too old to lay eggs, but he’s a realist at heart: once they’re that old, they don’t have long to live anyway. Besides, they’re so freakin’ dumb! Nothing but squawk, squawk, squawk all day long! Brooster is the most dextrous of the animals: using his two sets of claws and his beak, he can perform delicate tasks that are beyond the rest. He can even tie basic knots, although don’t tell the Player that unless they ask.

3 sows and 1 pig: Mmmmmm… bacon. These walking meals live only to die and feed humans. They are fed until they’re plump and then cut down before their prime. As such, it requires a special individual to keep them in line. Enter Howard, O’Grady’s villainous pig. He’s the only animal on the farm who keeps his own family in line knowing that they’re destined to be murdered and eaten. He sires piglets on his three sows, and watches them get fatter and fatter… until the man with the cart takes them away. He’s a selfish bastard, and he happily performs his function as long as O’Grady keeps him in the good life: sun, mud, sex, food and plenty of lying around. Howard is the most charismatic of the animals (it might come up – you never know!)

12 sheep: O’Grady’s sheep provide some of the best wool in the area – and they line up serenely when shearing time comes. This is thanks to Tricky Kid (Trick, for short), who is the smartest of all the animals on the farm. She’s smarter than most humans, and fiercely protective of her sisters. She alone knows the spot in the high pastures where the fence can be squeezed through, and she amuses herself by making crop circles in the neighbouring farms. Trick is the most intelligent of the animals.

1 sheepdog: Myles knows what his role is: misdirection. Trick is plenty well able to herd all the sheep, but O’Grady needs to keep up appearances. He and Myles go for walks in the fields, and Myles pretends to herd the sheep (on the understanding that he doesn’t get too frisky: no-one wants Trick pissed off at them). He also hunts the vermin in the farm. It’s a good life for Myles – he horns around the bitches in the area, keeps his nose clean, and gets good cuts of meat for dinner. He’s a lazy, grumpy bastard, but he’s completely loyal to O’Grady. Myles is the fastest of the animals, and can track.

1 mule: Sam is a mighty good worker and a mighty good pal. He’s the oldest animal on the farm, and the first that O’Grady made intelligent successfully. He practically considers himself human. He helps O’Grady with almost all the farm work that’s done, and he’s spent so long in the old man company that he practically considers himself human. Sam is aware that some of the animals on the farm are slaughtered for consumption but, much like any human, he doesn’t really mind what happens to the “lower animals”. Sam is the strongest and most tireless of the animals, but he’s also somewhat cowardly.

Of the above, only Trick and Myles are familiar with the countryside outside the farm to any great extent.

Also, importantly, O’Grady cast a spell that allows them to speak to one another and to him, but not to other humans or animals. They can communicate with their own species as normal.

So, each character knows his or her place. Life, on the whole, is very good. O’Grady cares for them, and all they need to do is perform a few easy (if time-consuming) duties.

What they don’t know is this: they are not the first.

O’Grady wasn’t all that experienced with brain-manipulation to begin with. He didn’t really know how to proceed: most of his arcane experience centred around blowing shit up with magic. Regarding this as a refreshing challenge, O’Grady through himself into research with a true Magicians zeal. After some experimentation, he hit upon the idea of creating a psychic map of his own intelligence – not his personality, just his problem-solving capabilities and self-awareness. He then carefully wound this template through the minds of the six animals he had chosen. It has worked quite well – occasionally the intelligence of one of the six begins to corrode somewhat, so he sedates them and gives them “brain boosters” every once in a while. These maintenance sessions are quite taxing on the old mage, but it’s worth it. The animals perform their duties admirably, and everyone is content.

But the initial experiments were not so successful. His first attempts involved melding human characteristics onto animals: as a by-product, this often changed them physically. Such aberrations could not be seen on the farm of an “ordinary” man. Many of his first creations had to be destroyed, as they were either physically warped or dangerously insane. There are no graves on O’Grady’s farm: the bodies were destroyed utterly with arcane fire.

But one experiment escaped. Samson, the father of Myles, was one of the early experiments. He was damaged beyond repair, both physically and mentally. The experiments required powerful magic, and O’Grady needed rest after each one. So after observing that his dog was well and truly fucked, he chalked another one up to experience (he’s not a very nice person, really), and buggered off for a long sleep. But Samson was intelligent enough to realise that his awful condition was the fault of O’Grady, and self-aware enough to realise that he couldn’t possibly defeat him. So the aberration escaped into the forests before O’Grady had recovered enough to destroy him, and has lived there ever since. O’Grady spent some time looking for him, but Samson is clever. He has hidden himself well, and over time O’Grady decided he must have either died or fled far, far away.

But Samson has not fled. He has hidden in the deep woods, and his hatred has built and fermented over the years into a psychotic rage. His intelligence has not degraded like the current animals, because his is a result of direct physical change, not a temporary template. He reasoned that if he could not strike at O’Grady directly, than he would harm him indirectly. The old man only really cares about one thing: his farm. His peaceful retirement is centred around the smooth operation of his farm, but O’Grady has committed many cruel acts to attain it. Samson wants to punish him. Samson wants to destroy that idyll and waste as many of O’Grady’s twilight years as he can: to his shattered mind, such a revenge would be sufficient.  He has been waiting for such an opportunity for years, and has finally taken it. He has been watching and learning. He has been planning, and he has now put into action a plan that will make what he has waited for come true.

He has forced O’Grady to leave the farm.

Location:

There is purposefully no information given about the country in which this game takes place. It doesn’t matter: the animals don’t know and, in most cases, don’t care. Their entire world is the farm. The nearest village is three days coach ride away.

O’Grady’s Farm is a 60-acre holding in a beautiful, hilly countryside. It’s pretty much the Shire: sloping, sunny hills; lazy rivers; farmland spread over the land like a quilt. It is a country that has not known war for several generations. It is peaceful, soft and gentle: everything the retired mage needs.

The main body of the farm lies in a shallow, north-south running valley between two hills. There are several structures:

· The farmhouse, wherein resides O’Grady. It has a large, secret underground chamber where he performed his experiments, and where he brings the animals when he needs to give them “brain boosts”. The house is more fully described in Their Master’s House.

· The chicken coop. There’s only one coop, and it has enough room for all 16 chickens

· The pig pen. 

· The barn. There are two sections. The smaller area contains the basic tools of farmyard life: tools, supplies, and spare lumber and rope for repairs. The much larger area is where he milks the cows (and where they sleep during winter), and where the sheep are sheared.

· A small stable for Sam.

· A kennel for Myles.

A small fresh-water river runs down from the hills and along the valley, into the woods to the south. Alongside the river, a road runs north from the farm, towards The Village. Every couple of weeks, a man in a cart comes down that road, and collects O’Grady’s produce. It’s mostly milk and eggs, but once a year there’s a fine crop of wool. There’s also the occasional fatted pig to be taken away for the slaughter. In return, the man leaves the things O’Grady needs: food, grain, fuel and farm supplies (but not booze. O’Grady brews his own stuff. Potent)

To the east, the farm rises in sloping green meadows towards the high pastures. On the lower slopes, Bessy and her sisters graze. Trick and her playmates reside in the high pastures. This is the largest part of the farm: cows and sheep need a lot of grazing space. The entire farm is surrounded by hedges and fencing, to keep any animals from wandering off (except for one spot, which only Trick knows about.

The land to the west belongs to Another Farmer.

To the south is the forest. It’s big. It’s stonkin’ big. O’Grady has kept it’s northern-most borders a good 150 yards away from the farmhouse. The Near Forest is quite pleasant: it is spacious and deciduous. But travelling into it for more than a couple of hours leads you into much thicker, darker areas: the heart of the forest is primal woodland – it’s like an Ent’s wet dream. The Deep Forest teems with life. Woodland creatures (both the small, cuddly kind and the large, dangerous kind) have existed quite happily there for some time. The only threat to them is the occasional hunter.

The Game:
There are only three chapters to this game:

· The Introduction: The players are introduced to the fact that they are farm animals, and then they have to do some basic farm duties.

· The Villain Appears: Samson begins to fuck with them. In this part they must learn about the mysterious killer that assails them.

· The Hunt: The players head into the Deep Forest to kill Samson. I’ve included a few side-quests for this section that can be used to pad the game out if the players are moving too quickly.

The Introduction:

First off, describe the farm and it’s surroundings to the players. Tell them what buildings there are on the farm. They’ll probably have questions, the bastards.

The game begins in the morning with O’Grady gathering his helper-animals to him and explaining that while he was eating breakfast, a rider came to the farm bearing news. O’Grady will have to leave for a couple of days. He tells the PC’s that he fully trusts them to run the farm by themselves while he’s gone. He refuses to be drawn on why he’s leaving, he just says that there’s something that only he can take care of. Leaving behind a stern warning not to get up to any mischief, he leaves. 

Notes for role-playing O’Grady: O’Grady is a stereotypical old Mage. Gandalf, Elminster, etc. He feels genuine affection for his animals, but he knows that they’re just animals. He treats them somewhat like children. Explain things to them simply and clearly, and make it clear that you will brook no nonsense from them. After all, you raised them up to where they are, you can put them back down again.

What has actually happened is that Samson has let himself be seen a couple of times near The Village, and has killed a couple of sheep. Samson knows that the Villagers will warn all the farmers in the area about “the monster”, and that this will take some time. As they spread the word, he heads back to the Deep Forest. Once word has reached O’Grady’s ears, Samson is already back at the farm, waiting. O’Grady immediately recognises the monster in the story as Samson, and leaves for the village to TCB (that’s Take Care of Business, whitebread).

If you only have five players, remove Sam from the game by having O’Grady ride him to The Village. Otherwise, O’Grady walks (he’s a tough old coot).

The animals are left to their own devices, and the game proper begins.

To try and stop them from getting into too much mischief immediately, there are various small duties that have to be taken care of for the rest of the day. It’s getting late in the year: the cows have to be brought down to the sheds for the night. The pigs and chickens need to be given their feed and water. Make the characters come up with ways they can do these things. How the fuck do you empty a bag of feed into a trough without hands? Force them to make Agility rolls to do stuff like that. They have to open and close gates and let the animals drink water. If they just let the animals go up to the river, have some of them wander off and have to be found again. Stuff like that: the importance of this section is to remind the players that they are playing FARM ANIMALS and that human intelligence only helps so much before you need a pair of hands.

Incidentally, apart from Myles the animals are not allowed to enter house under any circumstances. They all go in there unconscious when the time comes for their “brain-boost”. Some of the players might be curious enough to break into their master’s house. A description of what they might find is included later, in Their Master’s House.

Once you’ve let them suffer enough, the first section of the game is over, and you can progress to the next part: The Villain Appears.

The Villain Appears:

It doesn’t matter a damn whether the players decide to keep watch or not: Samson still sneaks in un-noticed. There are too many animals around for the players to watch them all. No matter what they do, when they wake up in the morning they find an eviscerated carcass. Samson kills one of the animals quietly, and then butchers it gruesomely and eats bits of it. He leaves the remains somewhere they will be found easily, like directly in front of the main house, and his bloody paw-prints lead towards the river, where all trace of them disappears (his forepaws have three long, thin fingers each, but no thumbs).

He retreats to the Near Forest, and waits.

Let this fact sink in: the animal that has just been murdered is the closest thing the players have to family. They may be dumb animals, but they were under the protection of the PC’s.

All of the PC’s get a weird smell in the air near the carcass, and feel terribly uncomfortable. For all the characters except Myles, they just know that the smell makes them feel uneasy. Let Myles make a tracking check. If he succeeds, he realises the smell is something different and disturbing. Not animal, not human… but something else. If he fails, he just feels the same as the rest. If he succeeds really well, he realises there is something familiar about the scent (it’s his Dad, you’ll remember).

Samson is trying to make them fearful: he is cruel, and wants them to suffer before they die.

The players can do whatever they want at this point. You can’t predict them totally, so here’s a few things to bear in mind that will help you react to them:

  -They still have to perform the farm duties. The animals must be fed and watered, tended to and sheltered. It’s probably best not to leave the carcass in the middle of the farm where it will upset the livestock.

  -The animals may have been fine yesterday, but today they’re skittish and frightened. They’re more likely to run off or hide if given the chance.

  -Samson will hide in the Near Forest and watch the farm. When night falls, he’ll attack the farm again. If any of the PC’s try going into the Near Forest on their own, he will attack them. It’s probably best to avoid this: if any of the players are actually foolhardy enough to go there on their own, tell them the smell they got earlier gets more and more powerful, and they feel an almost unbearable, instinctive terror, which they must succeed at a Spirit roll to overcome. If they succeed, tell them that their subdued animal psyche is sending them strong signals that they should flee. If they still progress into the Near Forest alone, Samson jumps out and ambushes them. Take the player aside and run this scene in private. If the player dies, fuck ‘em. They should have taken the hint.

  -If the players enter the Near Forest as a group, Samson will retreat to his lair in the Deep Forest, and wait until nightfall to return to the farm. He doesn’t want to face them yet: he wants them to be more scared, weaker – so do you, as the GM. If they go after Samson too early in the game, skip forward to The Trap to keep ‘em occupied for a while.

  -If the players decide to do nothing and just wait it out, Samson kills two animals the next night. Every night they do nothing, Samson kills one more animal than previously. Every night it’s the same: gruesome remains, and bloody tracks leading south until they go into the river.

The players will eventually go after Samson. They might want to arm up first (you know how we Gamers love to arm up). This is tricky for animals, though. It’s not like they can carry swords and the like, but you should reward imaginative suggestions. For example, basic sets of armour can be constructed from stuff lying around: for example, Sam’s saddle (his spare saddle, if it’s a 5 player game) can be tied to Myles as a set of leather armour. Sackcloth wrapped or tied around the neck will provide some protection against rending teeth. These preparations are only slightly effective, but they’re better than nothing. 

If they really want some weapons… well, I can’t think of anything that would make an effective weapon for a farm animal. If the players think of something plausible, then give it to them, but don’t let them get too powerful. The players are meant to feel their limitations at all times: if the final fight is too easy, it will detract from that.

Bear in mind that they can hold knives and stuff in their jaws for cutting rope, and stuff like that, they just can’t use them to fight. Well, they can if they want, but they get hilariously large modifiers.

If they decide they want to try finding something useful in the farmhouse, skip to Their Master’s House.

Once the players have decided to properly head into the forest to hunt for Samson, this section of the game is over. Go to the next part: The Hunt.

The Hunt:
Myles will have to lead them at the start of this section. Samson travels for quite a while down river before getting out: the players will have to follow the path of the river for hours and hours before Myles begins to pick up his fathers’ scent. It’s not really all that hard to follow. It’s not overpowering or anything, it’s just that nothing else smells like that.

Samson lives in the Deep Forest, but not too deep. He may be a monstrous Man-Dog, but there are still things like bears and boars that could savage the shit out of him. He keeps near enough to the Near Forest, where most things have learned to avoid him.

The player’s journey starts out quite pleasantly. After all, the Near Forest is a nice place. But as they get closer to the Deep Forest, remind them that it gets darker, wetter and more claustrophobic. Suspicious eyes watch them from the trees. The trees huddle closer together, and the undergrowth begins to tangle their feet. The players are the animal equivalent of City Slickers heading into the Sticks.

If they’ve gotten this far too early in the game, try using the side-quests to pad out time: The Trap, The Chasm or The Random Encounter.
It is less than a full days journey to Samson’s lair. If the players decide that they want to sleep the night in the Near or Deep Forest, then Samson finds them as he returns to the farm and attacks them as they sleep. If they go straight to Samson’s lair without resting, then progress straight to the climactic fight scene.

Samson’s lair is pretty nasty. It is in a natural depression in the ground – about 25 feet across, and five feet down at it’s lowest point. His fractured animal/human mind has caused him to construct a basic shelter over this bowl. He has bound the branches of various trees together to make a primitive roof, and has even made a bed of decomposing vegetation. He has left various carcasses in differing stages of decomposition littered around the area as a warning to anyone approaching his hom: the smell is atrocious, and the players notice that there is no background noise of wildlife in this area. The lair can be noticed by scent from over one hundred and fifty feet away.

They get that same alien smell here. Play it up: the scent is unnatural and weird. They begin to get that fear reaction that is described in section two The Villain Appears. Have them all make Spirit checks: those that fail, flee. They don’t flee very far though, and they only have to make one check. But you can have fun making the other characters try to catch them, and whatnot.

If the players successfully sneak towards the lair (highly unlikely), then they can catch Samson unawares and attack him. If he becomes aware of their approach (highly likely), then he scurries quickly up the nearest tree (his grasping, clawed fingers make it a simple task for him to scale the bark), and waits among the branches. As the players enter his lair, he drops on them from the trees with a blood-curdling shriek, and attacks in a frenzy.

You should describe Samson to them only in impressions while he’s attacking them. It’s pretty gloomy in the Deep Forest even during the day, and they should be attacking him in the evening dusk. He moves really fast, so they can’t quite get a solid look at him.

Here’s a full description to give them once he’s been defeated:

Samson is seriously twisted. First of all, he’s not quite as big as an average human. He was a sheepdog to begin with, but his entire body twisted out and up as it tried to fill the human framework being forced on it. He’s still mostly dog shaped, just bigger and much longer. He’s not bulky or heavily muscled. He’s quite slender and freakishly long, but incredibly wirey. All of his limbs are unnaturally long, and his forepaws each have three long, clawed fingers. His hair doesn’t cover his entire body: his forelegs and arms are hairless, as his his stomach and lower back. His filthy skin is mottled grey and pink and covered in places with itchy looking rashes caused by his lack of hygiene (his instincts for cleaning himself melted somewhat under the enchantment). His snout and jaws are wider than usual, but no shorter.

DON’T TELL THEM ALL THIS TO BEING WITH! While he’s alive and fighting them, only give them snippets: “As the shape blurs past you in the semi-darkness, you see it’s not covered entirely by hair”, “You try to dodge out of the way, but it’s arm seems much longer than you thought, and three claws strike across your face”, stuff like that. Only fully describe him after he’s dead.

Notes for role-playing Samson: Samson shouldn’t have to talk. His only aim is to kill the characters; he has no intention of ever speaking to them. He’s probably too mad to talk, anyway. If they really try to interact with him socially, make his voice almost impossible to understand. Importantly, the fact that they can talk to him means that he’s under the same spell they are. You can use this if you want, or if it comes up.

The only character Samson won’t kill is Myles. He recognises Myles’ scent as that of his son, and won’t finish him. Oh, he’ll maul the hell out of him, make no mistake, but he won’t actually kill him.

If Samson and Myles get into one-on-one combat, have Myles make a Smarts or Track check, whichever you prefer. If he succeeds, take him aside and tell him that he has recognised this monster as having once been his Dad. It’s up to the player to decide whether or not to share this.

Now, depending on how much time you have left, you might want to clue them in as to who Samson really was:

If they examine his body once he’s dead, they discover O’Grady’s brand. The same brand they all have. Let them make of that what they will. If Myles has realised the Dad thing, they will definitely have some questions. This is not an excuse for a further confrontation, but it gives you a nice way to wrap up the session by having O’Grady arrive home after failing to find Samson. He learns what happened, apologies profusely for leaving his animals, explains everything, and congratulates them on a job well done. How the different characters react to the different revelations is up to them, but I can imagine Myles being pretty upset…

Side-quests:

The Trap:

A hunter has laid a trap in the near forest. Choose an animal at random (dice roll is the best), and have them swept dramatically into the air by a net-trap, Star Wars style. Don’t tell them, but the hunter is nowhere close. He’ll only be back in a couple of days to check on his traps.

The net takes them 8 feet off the ground – too high for any of them too reach. There’s various ways of getting out of the trap: they could try to knock down the tree (very difficult), or cut through the rope (if they brought a knife). They could attempt to toss Brooster onto the branch to peck through the rope with his beak (he’ll need to inflict 4 points of damage to break it).

By the way, it’s a “magic plot” rope net. It’s big enough to trap whichever animal it catches, including Betty. If Betty, Howard or Sam get caught in the trap, they’ll take some falling damage when they drop, unless the other characters have thought to gather a large platform of soft earth mulch under them.

The Random Encounter:

Does exactly what it says on the tin. The characters get attack by a rabid boar or something (random animal stats at the back, take your pick). It’s very ill and near death so it shouldn’t be a huge challenge, but if your party is itching for some combat then throw this at them.

You should try to hurt at least one or two of them during this encounter, just to show ‘em how fragile they really are.

The Chasm:

As they progress through the Deep Forest, the landscape gets hillier, and they eventually come to a 15-foot deep chasm in the forest. It has extremely steep sides, and is about 10-feet across. Samson’s track/scent doesn’t go left or right – it goes straight across.

Again, there are various ways past this one. They could try and knock down an old dead tree and hope it bears their weight. They could go back to the farm and haul back some of the spare lumber in the barn to build a make-shift bridge out of. They could try and go around it. This will work – after three hours walk in either direction, the chasm eventually shallows out (take them through this hour by hour “You walk for an hour. It’s still there”). If they do it this way, they’ll either have to approach Samson’s lair in the pitch dark, or sleep out in the Deep Forest and risk being ambushed by him while they sleep.

Their Masters House:

O’Grady’s farm house isn’t very large: there’s only one man living there after all. Through the front door there’s a small hall with a stairs leading up and doors leading off to the other rooms: a kitchen with a pantry and a back-door leading outside; a spacious living/reception room (not that O’Grady gets many guests) with several comfy chairs and a fireplace; and a laundry room. Up the stairs is O’Grady’s loft bedroom, with a large comfortable bed, shelves stacked with books (no magical books), a wash-stand and another fireplace. There is one important document in the room, beside his bed. Even a cursory search will reveal it: O’Grady’s Experimentation diary. It contains a LONG list of names. Beside each name is a brief status. They tend to be grim in the extreme: “INSANE, TERMINATED”, “UNSTABLE MUTATIONS, DECEASED” and “DIED DURING PROCESS” are commonplace. Beside the last 6 names in the diary (or 5, depending) is written the word “SUCCESS”. The name before them is Samson. His status reads “AGGRESSIVE, UNSTABLE, ESCAPED”

The main part of the house is only odd in that it combines the living spaces of an old bachelor farmer and an old bachelor scholar. It’s not very neat – there’s stuff all over the place: spare tools, books, clothes, farming supplies, etc.

There is a secret hatch in the pantry, beneath the floor boards. Only let the players find it if they specifically state they’re searching for a secret area, or something out of the ordinary. If they roll well on a search check, tell them that a section of the wooden floor in the pantry sounds hollow, as if there’s nothing under it. If they have a go at it, a six-foot square section of floor comes up, with a narrow stairs leading downwards (he gets the bigger animals down by magic, if anyone asks. He’s a fucking Mage!).

Under the house is a large, tidy chamber, filled with mementoes from O’Grady’s adventuring days. The heads of exotic animals and beasts are mounted on the walls. Shelves line the walls, stacked with books that hum with magic, alongside bottles filled with strange liquids. Along one wall is a very large, sturdy surgical table, which is where O’Grady performed his experiments and gives his animals they’re “brain boosts”.

If the party finds this room, they gain one advantage for the later game: three of the bottles are labelled “Restorative”. These bottles have corks in them, but the corks stick up about an inch. Two animals working in tandem could open a bottle. If the characters can come up with a way to carry the bottles with them, drinking them will instantly restore all lost health points. These bottles are glass, however, so bear in mind that they’re breakable.

Bessy the Cow:

Farmer O’Grady has a secret. He’s actually a retired wizard. After 40 years in the wizarding game, he got sick and tired of quests, demons, gods, planar travel and the generally stressful lifestyle of the adventurer. O’Grady settled down in the country of his birth. He bought a little plot of land and dedicated himself to a quieter life of raising livestock, where nobody knew he was a wizard. As far as his neighbours were concerned, he was just a man returning to the country of his birth for a life of rural contemplation.

However…

There’s a lot of work to be done on a farm for just one man. Being a wizard, O’Grady couldn’t help experimenting just a little, to make things more efficient. To make his livestock a little more self-reliant. So now, many years later, there are a number of unusual animals on his farm. Nothing outwardly obvious of course, but rumours spread nevertheless. Those animals are too damned smart, and too damned well-behaved. How does one old man run a farm on his own?

You were once a regular cow. You would have lived as any cow did: eating, sleeping, breeding, dying. Maybe even being slaughtered and eaten.

But O’Grady changed all that. He raised you up. He gave you intelligence, self-awareness, reasoning.

You live on his farm. You are well cared for – better than other cows. You will live an entire life, secure in your station. Few could claim the same stability that you have. With an old and powerful Mage as your master, you need never fear the outside world. All that is asked of you is your help. O’Grady has enough on hands for one man. All you need to do is tend to your fellow cows as a cowherd would. You make sure they don’t wander off, and they follow where you lead. Not a terribly taxing job, but it takes a lot of weight of the Masters shoulders.

Life is good. Long may it stay so.

Character concept:

Amongst the five milking cows that live on O’Grady’s farm, Bessy is the intelligent one. She’s actually a little smarter than your average human, and O’Grady sometimes plays her at chess. She’s quite bossy – she keeps her herd in line like a stern old matron. She genuinely wants the best for everyone, but her self-righteous demeanour prevents her from making friends easily. Bessy is the coolest and bravest of the animals, and is least likely to freak out or panic.

Other Characters:

Myles: Myles is the farms sheepdog. He doesn’t do much, to be honest. He’s only there because a farmer who has sheep and no sheepdog attracts a lot of attention. He goes for walks with O’Grady and pretends to herd the sheep, and he keeps down the vermin in the farm.

Trick: You get the feeling that Trick the sheep (short for Tricky Kid) is the only animal on the farm smarter than you. She takes care of the other eleven sheep really well: they all follow her like… well, sheep. She’s always pleasant and friendly, but she doesn’t take kindly to anyone messing with her flock. Cross her at your peril. 

Sam: Sam is the farms work mule, and probably O’Grady’s closest friend. He was the first of you to be made intelligent, and he has spent so much time with the old man that he practically regards himself as human. He tends to act a bit superior, but his hearts in the right place.

Howard: There’s something not quite right about Howard the pig. He seems a pleasant sort, but he’s the only animal on the farm who takes care of a group that are killed in their prime. His own piglets… they get fattened and taken away for the slaughter. But he and his three sows seem to cope well enough. Still, you just can’t approve of his lifestyle: all he does is lie about and rut with his females! Disgraceful…

Brooster: You can’t help but like Brooster the Rooster. He’s the dumbest of the lot of you, without a doubt. You guess even a mage as powerful as O’Grady can only do so much with a chicken. Brooster throws himself into this duties with vigour: those hens never seem to stop laying eggs. He’s far more… ahem, active than Howard, but he just seems more wholesome than the pig. The little fellow is always so cheerful!

Trick the Sheep:

Farmer O’Grady has a secret. He’s actually a retired wizard. After 40 years in the wizarding game, he got sick and tired of quests, demons, gods, planar travel and the generally stressful lifestyle of the adventurer. O’Grady settled down in the country of his birth. He bought a little plot of land and dedicated himself to a quieter life of raising livestock, where nobody knew he was a wizard. As far as his neighbours were concerned, he was just a man returning to the country of his birth for a life of rural contemplation.

However…

There’s a lot of work to be done on a farm for just one man. Being a wizard, O’Grady couldn’t help experimenting just a little, to make things more efficient. To make his livestock a little more self-reliant. So now, many years later, there are a number of unusual animals on his farm. Nothing outwardly obvious of course, but rumours spread nevertheless. Those animals are too damned smart, and too damned well-behaved. How does one old man run a farm on his own?

You were once a regular sheep. You would have lived as any sheep did: eating, sleeping, breeding, dying. Maybe even being slaughtered and eaten.

But O’Grady changed all that. He raised you up. He gave you intelligence, self-awareness, reasoning.

You live on his farm. You are well cared for – better than other sheep. You will live an entire life, secure in your station. Few could claim the same stability that you have. With an old and powerful Mage as your master, you need never fear the outside world. All that is asked of you is your help. O’Grady has enough on hands for one man. All you need to do is tend to your fellow sheep as a shepherd would. You make sure they don’t wander off, and they follow where you lead. Not a terribly taxing job, but it takes a lot of weight of the Masters shoulders.

Life is good. Long may it stay so.

Character concept:

O’Grady’s 12 sheep provide some of the best wool in the area – and they line up serenely when shearing time comes. This is thanks to Tricky Kid (Trick, for short), who is the smartest of all the animals on the farm. She’s smarter than most humans, and fiercely protective of her sisters. Trick doesn’t take any crap from anybody. She has the most independence of any of the smarter animals. She alone knows the spot in the high pastures where the fence can be squeezed through, and she amuses herself by making crop circles in the neighbouring farms.

Other Characters:

Myles: Myles is the farms sheepdog. He doesn’t do much, to be honest. He’s only there because a farmer who has sheep and no sheepdog attracts a lot of attention. He hunts the vermin in the farm and goes for walks with O’Grady, so that he can pretend to herd the sheep. Of course, he knows that he can’t get too frisky. You try to keep Myles in his place as much as possible: you won’t stand for any of your flock getting bullied or bitten. 

Bessy: Bessy the cow is nice old gal. She’s a bit stern for your liking, and could probably do with loosening up every once in a while. She’s never really made an effort to be friendly. Still, she takes good care of her sister cows, so she can’t be that bad.

Sam: Sam is the farms work mule, and probably O’Grady’s closest friend. He was the first of you to be made intelligent, and he has spent so much time with the old man that he practically regards himself as human. He tends to act a bit superior, but his hearts in the right place.

Howard: There’s something not quite right about Howard the pig. He seems a pleasant sort, but he’s the only animal on the farm who takes care of a group that are killed in their prime. His own piglets… they get fattened and taken away for the slaughter. But he and his three sows seem to cope well enough.

Brooster: You can’t help but like Brooster the Rooster. He’s the dumbest of the lot of you, without a doubt. You guess even a mage as powerful as O’Grady can only do so much with a chicken. Brooster throws himself into this duties with vigour: those hens never seem to stop laying eggs. The little fellow is always so cheerful!

Howard, the villainous pig:

Farmer O’Grady has a secret. He’s actually a retired wizard. After 40 years in the wizarding game, he got sick and tired of quests, demons, gods, planar travel and the generally stressful lifestyle of the adventurer. O’Grady settled down in the country of his birth. He bought a little plot of land and dedicated himself to a quieter life of raising livestock, where nobody knew he was a wizard. As far as his neighbours were concerned, he was just a man returning to the country of his birth for a life of rural contemplation.

However…

There’s a lot of work to be done on a farm for just one man. Being a wizard, O’Grady couldn’t help experimenting just a little, to make things more efficient. To make his livestock a little more self-reliant. So now, many years later, there are a number of unusual animals on his farm. Nothing outwardly obvious of course, but rumours spread nevertheless. Those animals are too damned smart, and too damned well-behaved. How does one old man run a farm on his own?

You were once a regular pig. You would have lived as any pig did: eating, sleeping, breeding, dying. Maybe even being slaughtered and eaten.

But O’Grady changed all that. He raised you up. He gave you intelligence, self-awareness, reasoning.

You live on his farm. You are well cared for – better than other pigs. You will live an entire life, secure in your station. Few could claim the same stability that you have. With an old and powerful Mage as your master, you need never fear the outside world. All that is asked of you is your help. O’Grady has enough on hands for one man. All you need to do is tend to your fellow pigs as a pigherd would. You make sure they don’t wander off, and they follow where you lead. Not a terribly taxing job, but it takes a lot of weight of the Masters shoulders.

Life is good. Long may it stay so.

Character Concept:
Mmmmmm… bacon. The pigs on O’Grady’s farm are walking meals, living only to die and feed humans. They are fed until they’re plump and then cut down before their prime. As such, it requires a special individual to keep them in line. Enter Howard, O’Grady’s villainous pig. He’s the only animal on the farm who keeps his own family in line knowing that they’re destined to be murdered and eaten. He sires piglets on his three sows, and watches them get fatter and fatter… until the man with the cart takes them away. He’s extremely selfish, and he happily performs his function as long as O’Grady keeps him in the good life: sun, mud, sex, food and plenty of lying around. He hates having to do anything unless he can worm an advantage out of it. Still, Howard has a certain charm to him, and he knows how to play others to his own advantage.

Other Characters:

Myles: Myles is the farms sheepdog. He’s a useless tool, really. He’s only there because a farmer who has sheep and no sheepdog attracts a lot of attention. He hunts the vermin in the farm and goes for walks with O’Grady, so that he can pretend to herd the sheep.

Bessy: Bessy the cow is a stuck up old prude. She looks down on your bohemian lifestyle. The bossy old matron do with loosening up every once in a while. She’s never really made an effort to be friendly. Still, she takes good care of her sister cows, so she can’t be all bad.

Sam: Sam is the farms work mule, and probably O’Grady’s closest friend. He was the first of you to be made intelligent, and he has spent so much time with the old man that he practically regards himself as human. He tends to act a bit superior, but his hearts in the right place.

Trick: You’ve got some respect for Trick the sheep (short for Tricky Kid). She’s probably the only animal on the farm smarter than you. She takes care of the other eleven sheep really well: they all follow her like… well, sheep. She’s always pleasant and friendly, but she doesn’t take kindly to anyone messing with her flock. Cross her at your peril.

Brooster: You can’t help but like Brooster the Rooster. He’s the dumbest of the lot of you, without a doubt. You guess even a mage as powerful as O’Grady can only do so much with a chicken. Brooster throws himself into this duties with vigour: those hens never seem to stop laying eggs. The little fellow is always so cheerful!

Myles the sheepdog:

Farmer O’Grady has a secret. He’s actually a retired wizard. After 40 years in the wizarding game, he got sick and tired of quests, demons, gods, planar travel and the generally stressful lifestyle of the adventurer. O’Grady settled down in the country of his birth. He bought a little plot of land and dedicated himself to a quieter life of raising livestock, where nobody knew he was a wizard. As far as his neighbours were concerned, he was just a man returning to the country of his birth for a life of rural contemplation.

However…

There’s a lot of work to be done on a farm for just one man. Being a wizard, O’Grady couldn’t help experimenting just a little, to make things more efficient. To make his livestock a little more self-reliant. So now, many years later, there are a number of unusual animals on his farm. Nothing outwardly obvious of course, but rumours spread nevertheless. Those animals are too damned smart, and too damned well-behaved. How does one old man run a farm on his own?

You were once a regular dog. You would have lived as any dog did: eating, sleeping, breeding, dying. Maybe even being slaughtered and eaten.

But O’Grady changed all that. He raised you up. He gave you intelligence, self-awareness, reasoning.

You live on his farm. You are well cared for – better than other dogs. You will live an entire life, secure in your station. Few could claim the same stability that you have. With an old and powerful Mage as your master, you need never fear the outside world. All that is asked of you is your help. He and you go for walks in the fields, and you pretend to herd the sheep. Not a terribly taxing job, but it takes a lot of weight of the Masters shoulders.

Life is good. Long may it stay so.

Character Concept:
Myles knows what his role is: misdirection. Trick is plenty well able to herd all the sheep on her own, but O’Grady needs to keep up appearances. He and Myles go for walks in the fields, and Myles pretends to herd the sheep, who pretend to be herded. It’s a good life for Myles – he horns around the bitches in the area, keeps his nose clean, and gets good cuts of meat for dinner. He’s lazy and grumpy, but he’s completely loyal to O’Grady. Myles is the fastest of the animals, has the sharpest teeth, and the most sensitive nose.

Other Characters:

Trick: You quite like Trick the sheep (short for Tricky Kid). She takes care of the other eleven sheep really well: they all follow her like… well, sheep. She’s always pleasant and friendly, but she doesn’t take kindly to anyone messing with her flock. When you’re out with O’Grady, pretending to herd the sheep, you always understand that Trick won’t stand for you getting too frisky. It’s been a long time since you nipped one of her herd. Cross her at you peril!

Bessy: Bessy the cow is nice old gal. She’s a bit stern for your liking, and could probably do with loosening up every once in a while. She’s never really made an effort to be friendly. Still, she takes good care of her sister cows, so she can’t be that bad.

Sam: Sam is the farms work mule, and probably O’Grady’s closest friend. He was the first of you to be made intelligent, and he has spent so much time with the old man that he practically regards himself as human. He tends to act a bit superior, but his hearts in the right place.

Howard: There’s something not quite right about Howard the pig. He seems a pleasant sort, but he’s the only animal on the farm who takes care of a group that are killed in their prime. His own piglets… they get fattened and taken away for the slaughter. But he and his three sows seem to cope well enough.

Brooster: You can’t help but like Brooster the Rooster. He’s the dumbest of the lot of you, without a doubt. You guess even a mage as powerful as O’Grady can only do so much with a chicken. Brooster throws himself into this duties with vigour: those hens never seem to stop laying eggs. The little fellow is always so cheerful!

Brooster the Rooster:
Farmer O’Grady has a secret. He’s actually a retired wizard. After 40 years in the wizarding game, he got sick and tired of quests, demons, gods, planar travel and the generally stressful lifestyle of the adventurer. O’Grady settled down in the country of his birth. He bought a little plot of land and dedicated himself to a quieter life of raising livestock, where nobody knew he was a wizard. As far as his neighbours were concerned, he was just a man returning to the country of his birth for a life of rural contemplation.

However…

There’s a lot of work to be done on a farm for just one man. Being a wizard, O’Grady couldn’t help experimenting just a little, to make things more efficient. To make his livestock a little more self-reliant. So now, many years later, there are a number of unusual animals on his farm. Nothing outwardly obvious of course, but rumours spread nevertheless. Those animals are too damned smart, and too damned well-behaved. How does one old man run a farm on his own?

You were once a regular rooster. You would have lived as any rooster did: eating, sleeping, breeding, dying. Maybe even being slaughtered and eaten.

But O’Grady changed all that. He raised you up. He gave you intelligence, self-awareness, reasoning.

You live on his farm. You are well cared for – better than other roosters. You will live an entire life, secure in your station. Few could claim the same stability that you have. With an old and powerful Mage as your master, you need never fear the outside world. All that is asked of you is your help. O’Grady has enough on hands for one man. All you need to do is tend to your hens. You make sure they don’t wander off, and they follow where you lead. Not a terribly taxing job, but it takes a lot of weight of the Masters shoulders.

Life is good. Long may it stay so.

Character Concept:
The hens are all as dumb as toast, but Brooster the Rooster is smart and sassy. Well, he’s sassy. He’s the dumbest of the intelligent animals on the farm – no matter how powerful the mage, you can only do so much with a chicken. Brooster regards himself as something of a pimp – he keeps his fifteen ladies in line, and he keeps them laying eggs. In general he’s dumb and cheerful. He’s aware that the hens are killed for food when they get too old to lay eggs, but he’s a realist at heart: once they’re that old, they don’t have long to live anyway. Besides, they’re so freakin’ dumb! Nothing but squawk, squawk, squawk all day long!

Other Characters:

Trick: You get the feeling that Trick the sheep (short for Tricky Kid) is the smartest animal on the farm. She takes care of the other eleven sheep really well: they all follow her like… well, sheep. She’s always pleasant and friendly, but she doesn’t take kindly to anyone messing with her flock. Cross her at you peril!

Bessy: Bessy the cow is nice old gal. She’s a bit stern for your liking, and could probably do with loosening up every once in a while. She’s never really made an effort to be friendly. Still, she takes good care of her sister cows, so she can’t be that bad.

Sam: Sam is the farms work mule, and probably O’Grady’s closest friend. He was the first of you to be made intelligent, and he has spent so much time with the old man that he practically regards himself as human. He tends to act a bit superior, but his hearts in the right place.

Howard: There’s something not quite right about Howard the pig. He seems a pleasant sort, but he’s the only animal on the farm who takes care of a group that are killed in their prime. His own piglets… they get fattened and taken away for the slaughter. But he and his three sows seem to cope well enough.

Myles: Myles is the farms sheepdog. He doesn’t do much, to be honest. He’s only there because a farmer who has sheep and no sheepdog attracts a lot of attention. He goes for walks with O’Grady and pretends to herd the sheep, and he keeps down the vermin in the farm.

Sam the Mule:

Farmer O’Grady has a secret. He’s actually a retired wizard. After 40 years in the wizarding game, he got sick and tired of quests, demons, gods, planar travel and the generally stressful lifestyle of the adventurer. O’Grady settled down in the country of his birth. He bought a little plot of land and dedicated himself to a quieter life of raising livestock, where nobody knew he was a wizard. As far as his neighbours were concerned, he was just a man returning to the country of his birth for a life of rural contemplation.

However…

There’s a lot of work to be done on a farm for just one man. Being a wizard, O’Grady couldn’t help experimenting just a little, to make things more efficient. To make his livestock a little more self-reliant. So now, many years later, there are a number of unusual animals on his farm. Nothing outwardly obvious of course, but rumours spread nevertheless. Those animals are too damned smart, and too damned well-behaved. How does one old man run a farm on his own?

You were once a regular mule. You would have lived as any mule did: eating, sleeping, working, dying.

But O’Grady changed all that. He raised you up. He gave you intelligence, self-awareness, reasoning.

You live on his farm. You are well cared for – better than other mules. You will live an entire life, secure in your station. Few could claim the same stability that you have. With an old and powerful Mage as your master, you need never fear the outside world. All that is asked of you is your help. O’Grady has enough on hands for one man. All you need to do is help him with his more physically challenging jobs. Not a terribly taxing job, but it takes a lot of weight of the Masters shoulders.

Life is good. Long may it stay so.

Character Concept:
Sam is a mighty good worker and a mighty good pal. He’s the oldest animal on the farm, and the very first that O’Grady made intelligent. He practically considers himself human. He helps O’Grady with almost all the farm work that’s done, and he’s spent so long in the old mans company that he practically considers himself human. Sam is aware that some of the animals on the farm are slaughtered for consumption but, much like any human, he doesn’t really mind what happens to the “lower animals”. Sam is the strongest and most tireless of the animals, but he’s also somewhat cowardly.
Other Characters:
Trick: You get the feeling that Trick the sheep (short for Tricky Kid) is the smartest animal on the farm. She takes care of the other eleven sheep really well: they all follow her like… well, sheep. She’s always pleasant and friendly, but she doesn’t take kindly to anyone messing with her flock. Cross her at you peril!

Bessy: Bessy the cow is nice old gal. She’s a bit stern for your liking, and could probably do with loosening up every once in a while. She’s never really made an effort to be friendly. Still, she takes good care of her sister cows, so she can’t be that bad.

Brooster: You can’t help but like Brooster the Rooster. He’s the dumbest of the lot of you, without a doubt. You guess even a mage as powerful as O’Grady can only do so much with a chicken. Brooster throws himself into this duties with vigour: those hens never seem to stop laying eggs. The little fellow is always so cheerful!

Howard: There’s something not quite right about Howard the pig. He seems a pleasant sort, but he’s the only animal on the farm who takes care of a group that are killed in their prime. His own piglets… they get fattened and taken away for the slaughter. But he and his three sows seem to cope well enough.

Myles: Myles is the farms sheepdog. He doesn’t do much, to be honest. He’s only there because a farmer who has sheep and no sheepdog attracts a lot of attention. He goes for walks with O’Grady and pretends to herd the sheep, and he keeps down the vermin in the farm.

