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Adventure Outline

Our adventure is set in the town of  Schwerte in Wissenland, the breadbasket of the Empire. 

The origin of the events that unfold begin when a local Millers daughter; Merga Bien, took a 

position in the kitchens of Lord Dalbergs castle. A pretty but naive girl, Merga was seduced by 

Lord  Dalbergs  son;  Rudolph.  Infatuated,  her  love  turned  to  murderous  hate  when  she 

discovered that not only was Rudolph a notorious womanizer but that he was engaged to the 

daughter of a wealthy Merchant House; Maria Von Plotho. Merga swore she would pay any price 

for her vengeance and unfortunately for all, something heard and answered. Her new “friend” 

whispered to her of hidden places and dark secrets, guiding her in the Arts of Dark Magik. At 

first  she turned her burgeoning talent on the townsfolk with petty curses and hexs. As her 

power & skill grew she crafted  revenge, practicing on the girls who had thrown themselves 

willfully at Rudolph. With the ground bones of dead men, her own blood and stolen locks of 

their hair she fashioned dolls of dough that  the girls began to resemble as she slowly baked 

them. Once perfected she turned to Rudolph and from a lock of hair given as a keepsake, she 

fashioned his doll. Only one person eluded her; Maria Von Plotho. For the woman Rudolph had 

spurned her for, she desired something more visceral and so crafted Simulacrum's to aid her in 

enacting a bloody toll.                     

Unknown to her though a Witch hunter and his followers have been summoned to the Town of 

Schwerte by the local Priest of Sigmar; Father Muller. He had noticed the strange occurrences 

that had begun around the town and then several local girls were struck by a mysterious illness. 

Unknown to him Rudolph is similarly afflicted, as his father has hidden the affliction for fear of 

breaking the arranged marriage. Local gossip and Rudolph's friend; Charles Von Hugel, connect 

Rudolph and the afflicted girls  between the sheets and give the clue that  Merga might be 

responsible.  This is not before the true horror of Merga's actions become clear. A visit to her 

family's Windmill finds her alone, but attempts to question her are met with dumb responses. 

In fact only a Simulacrum in her likeness this then attacks her interrogators. Whats more below 

the Windmill they find evidence of her intent to kill Maria Von Plotho. The adventure concludes 

with a desperate battle to stop Merga and her Simulacrum's before they kill Maria Von Plotho 

and the Witch Hunters themselves!



Scene 1: Doom & Gloom

Synopsis: In which the PCs arrive in Schwerte, meet Father and learn of Witches.

Description: Schwerte

The Sun scorches your backs as ye ride through the  golden fields encompassing the small 

fortified town of Schwerte. The sails of the Windmills, islands among the sea of Wheat, turn 

lazily as a gentle breeze stirs waves among the rows of grain. The shadow of the castle gives a 

brief respite from the heat as ye enter the streets of Schwerte, filled with dust and the hacking 

coughs endemic of the locals. The streets empty into the main square, faced by a squat, dust 

stained Temple of Sigmar. 

NPC Description: Father Muller

You’re first impression of Father Muller puts you in mind of a somewhat decrepit Bird of Prey. 

His aquiline nose is flanked by watery, beady eyes, his remaining hair, now white, swept back 

from  his  bald  pate.  Stooped,  his  threadbare  robes  drag  behind  him,  sleeves  hanging 

dismissively from spindly arms. He walks with the aid of a black oak cane which he uses to 

“impress” his  barked orders  on scurrying Acolytes.  Consequently  many walk around with a 

slightly dazed expression bearing black eyes, bumps or bandaged temples.    

Key Points

● Strange occurrences began around the town a month or two ago. All the ale in the local 

tavern soured overnight, a local baker woke to discover his kitchen full of rats, a widows 

roof  caved  in  for  no  apparent  reason  and  other  occurrences  in  a  similar  vein  of 

misfortune.  

● Then several local girls were struck by a mysterious illness, one after the other. They 

were all young, pretty things. Or were, until they fell sick. They have fallen into a fever 

from which they haven't recovered. Five girls have been struck down thus far.

● Lord Dalberg at first ignored his warnings but not long after the girls fell ill he sent word 

that he would support Father Muller's inquiries and sealed the Keep as a precaution.

● Father Muller of course rounded up all the likely suspects; the old widows, the Jezebels, 

a couple of girls he had seen smirking during his sermons, and so forth. So far, no luck.

   

Outlined below are the three most likely courses of action by the PCs. These are namely:

● Seek out the afflicted girls – see Shrine of Shallya

● Seek out  Lord Dalberg – see The Castle

● Seek out information among the townsfolk – see The Playful Mermaid



Scene 2: Of Warts & All

Synopsis: In which the PCs learn of promiscuity & warts. 

Description: Shrine of Shallya

Tucked away in a narrow alley conspicuously free of refuse, the Shrine of Shallya is a modest 

building  free  of  ornamentation.  Within  every  surface  is  immaculately  clean,  although  the 

sounds of pain and dying leave their own stain in the air.   

NPC Description: Sister Ebner

At  first  appearance,  a  matronly  figure  with  a  kind  smile.  Upon  closer  acquaintance  a  no-

nonsense administrator with ironically militant opinions on such issues as trudging dirty boots 

through the shrine, badgering patients and being tight with charitable donations.   

Key Points

● Sister Ebner tended to all the girls and never saw the like before. She is loathe to agree 

with Father Muller but even she admits that something evil was behind that affliction. 

She has questioned those she could when they arrived if  they had shared anything, 

which they had, though the thing in this case belonged to the young lord Rudolph.

● Sister Ebner is well aware of the young lords reputation but not of the particulars. She 

suspects that the connection between himself and the girls is no coincidence.   

NPC Description: The Patients

The Infirmary is like a oven, sweating acolytes tending to the young girls. A sickening smell of 

fresh bread hangs in the air. Altogether eleven girls lie on cots, their features all puffed and 

swollen. Disturbingly the stifling heat and the smell seemingly originate from them.

Combat: Dough Walk

As the acolytes recoil in horror, the girls visibly swell, their skin turning a rich brown. Slowly they 

rise awkwardly from their cots, theirs mouths open in silent screams. An acolyte, petrified by 

fear, cowers in a corner as one reaches for her. Her screams are cut short as its hands wrap 

around her throat. See NPC Stats



Description: Castle Dalberg

The Castle gates are closed but repeated entreaties, demands and threats eventually procures 

a Man-at-Arms who reluctantly ushers you in. The Keep offers respite from the heat but not of 

the dust which the servants seem simply to herd through the corridors. From a spiral staircase 

the cries of a man in agony echo up and to this you are led. 

NPC Description: Lord Dalberg and Rudolph 

Lord Dalberg stands in the cellar of his Keep, arms crossed over a pot belly. Probably once 

powerfully built, age and a domain with a penchant for distillery has taken its toll. In the centre 

of the floor two burly servants hold his son up in a barrel of water. The two servants glisten with 

sweat and steam rises the barrel. Rudolphs body is bloated and distorted, his agony evident 

with every hoarse scream.

Key Points

● Rudolph fell ill not long after the local girls. With Maria Von Plotho en-route to meet her 

betrothed, Lord Dalberg feared that if word of his affliction reached her she would end 

the engagement. He used the girls affliction as an excuse to close the Castle and keep 

Miss Von Plotho away until his son recovered. She is staying with cousins at a nearby 

Manor but by all accounts her patience is wearing thin. 

● If the PCs haven't spoken to Charles Von Hugel already then Lord Dalberg points them in 

his direction.

● If the PCs have spoken to  Charles Von Hugel then on question Lord Dalberg does recall 

once seeing one of the Kitchen girls in the corridor outside Rudolph's room. He didn't 

think much of it at the time but the girl left their service not long after. He recalls she 

was of the Bien family.

Description: The Playful Mermaid

Although dust  has  obscured the taverns  sign,  you can still  discern  the figure of  a  woman 

apparently drowning violently. Inside the tavern is bustling, serving girls weaving through the 

packed tables with heavy platters and sloshing tankards. Unusually, the taverns patrons seem 

more intent on eating than drinking but as the kitchens aroma assails your nostrils you start to 

appreciate why.   

NPC Description: Charles Von Hugel

Tunic stained by grease and wine, the young lordlings apparel complements his girth. Happily 

he is also blessed with the affability that only a man who has finished a good meal can express. 

Since some morsel is never far from his hand, his good nature is a near constant. 



Key Points

● Rudolph and he had both enjoyed the company of the Mermaids serving girls and a few 

other besides but it was always in good sport. He had being horrified when some had 

fallen ill but his physician insists that he is in perfect health.

● The girls  that  fell  ill  were all  favorites  of  Rudolph's,  but  he had rather  curtailed his 

wanderings with the betrothal and all. Rudolph had hinted though that he still  had a 

little dainty at the Keep, but he kept hush as to who.

● Lord Dalberg closed the castle when the girls fell ill, no doubt paranoid about Rudolph's 

betrothed catching it. The  bride-to-be is shacked up with cousins until the sickness has 

left the town.

Most likely the PCs will  attempt to seek out Merga Bien and head to her family's Windmill 

although they may decide to  head to  the Manor  first.  However  Scene 3 can be effectively 

skipped if you wish.



Scene 3: Witch

Synopsis: In which the PCs believe they meet the Millers Daughter, then learn otherwise the 

hard way.

Description: The Mill

The sky darkens as storm clouds build on the horizon, the earlier breeze now a steadily building 

gust. A rutted track leads through the fields of grain, stalks now battered to and fro by the wind. 

Oblivious to the tumult around it, the Mill rises from a low hill     

NPC Description: Papa Bien & Mama Bien

The interior of the mill is utilitarian bar an austere shrine to Sigmar. Papa & Mama Bien are 

devout Sigmarites, driven to despair by the depravity and excess of the Empire. They shun the 

frivolities  of  the townsfolk,  spending their  days in prayer  and work.  Their  daughter;  Merga 

nearly strayed from the path; talking to young men, dallying at the back of the Temple, even 

showing off  her ankle like a hussy! They set her though and now she has taken a Vow of 

Silence to show her devotion.   

NPC Description: Merga Bien

While a little on the scrawny side, she is pretty after a fashion. Her vivid blue eyes match her 

blond locks and she has a pretty smile as long as one cannot see her teeth.   

Questioning her however results in a dumb look. Physical violence results in her starting to heat 

up and her jaw distending into a horrifying maw.

Combat: This is not Merga Bien, but a Simulacrum created in her image. Consequently while 

capable of  carrying out simple,  everyday tasks unfortunately for  the PCs where it  excels is 

releasing its inner rage in bouts of brutal violence. It feels no pain and knows no fear (though 

they do react badly to heat as they start to bake) See NPC Stats

Key Points

In  Merga's  room the PCs  can discover  the six  dolls  she used to  curse  the local  girls  and 

Rudolph. If the PCs injured/killed any of them then the doll bears similar wounds.

They  also  discover  a  letter  from Maria  Von  Plotho's  father  to  Lord  Dalberg  discussing  the 

impending  marriage  and  her  plans  on  arriving  in  Schwerte,  including  visiting  her  cousins 

Manor.   

From here it should be apparent that Maria Von Plotho is the next target and that the PCs need 

to get to her as soon as possible.



Scene 4: Here comes the Bride

Synopsis: In which the PCs meet the Witch and fight for their lives.

Description: The Manor

Light spills from every window of the fortified Manor and from within the sound of merriment & 

music  resound.  A troupe of  entertainers  seem to  have set  up camp outside,  their  colorful 

wagons drawn up between its gates and the surrounding fields of wheat. 

Out of the cornfields figures shamble, maws open in silent howls. They are crude, only roughly 

worked into the forms of men. No less they convey an unmistakable intent, a lust for the blood 

and death from which they were created. In their midst Merga stands on the back of a cart 

drawn by two of her creations.

NPC Description: Maria Von Plotho

Reclined on a low couch, resting her petulant face on a hand, Miss Von Plotho is a picture of 

bored  disinterest.  Dressed  in  the  height  of  Nuln  fashion,  blonde  hair  artfully  curled,  face 

carefully powered and rouged, she is indeed a beauty. Unfortunately her sycophantic cousins 

ran out of original conversations days ago, the minstrels are repeating the same tunes and 

every trick the performers possessed have been played out. What she wouldn't give for a little 

excitement!

Combat

The finale is a small battle comprised of three phases. See NPC Stats

1. Outside the Walls: The gate is still open and the PCs are engaged with Merga and her 

Simulacrum's  outside the Manor  walls.  The PCs can have arrived  to see the attack 

taking place and are fighting their way in or they can have sallied forth from the Manor. 

The entertainers wagons can be used to the PCs advantage if they take advantage of 

them, either by using them to block the gate or setting them ablaze – Simulacrum's 

repelled by fire.

2. On the Walls: The number of Simulacrum's force the PCs back, closing the gates and 

taking the fighting to the walls. The Simulacrum's attack the gates if possible, otherwise 

they smash at the walls.

3. The Manor: The Simulacrum's breach the wall and the PCs are forced to make a stand in 

the Manor. Cue bitter close quarter fighting and the scene for  climatic showdown with 

Merga. The adventure ends with either the PCs bloodied but victorious or dead. Simple 

really!


