Scion: Love and Hatred – A Confess Scenario by Bon

Love and Hatred
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0. Blurb

My Child,

It is with a heavy heart that I write this note.  The war does not fare well.  The Titans gain ground with every passing moment and with the Tricksters on side, they have turned even more towards treachery.  Your eldest brother has fallen into their hands and I fear that he is lost to us.  Watch for yourself and your remaining siblings and take strength from each other.  When the Tricksters are at play, search for the hidden truth within the lies.  Know that I will be ever ready to stand by you in this final battle.  

With strength and honour,

Your Father.
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2. The Scenario in Five Minutes

Right, so you’ve just been handed this scenario and told that you have a table of nasty gamers who want you to run a scenario.  First things first.  This scenario is designed for three tables but can run with less, I’d suggest demi-gods if you have one table, demi-gods and gods if you have two.  There are crossovers and there are references to what other GMs have done but you can bypass them if you need to.  By the way, before you ask, yes I am mental.  But so are you for agreeing to run this scenario.

The scenario is designed to interlink the tables and allow interaction between them.  There should be three beads or coins on the table.  Each group gets three and only three divine favors.  The Heroes can call on their elder siblings to help them out if necessary and the Gods can call on their younger siblings should they need something from them.  Don’t mock because they probably will need something from them, even if it’s just access to their boons or a question and answer session with their siblings or their dad.  
The setting is the Dreamlands, a place between the realms that the Titans have discovered.  The Heroes have been kidnapped and are currently being held there and slowly drained of their powers so that the Titan’s can get stronger.  They have the alliance with the Tricksters to thank for that.  
The first scene is an introduction.  This is split up for each group as they need an interesting hook.  Basically, this will just get them involved and set the scene.
The second scene is a mechanism to enroll them in the fun and games and bind them to the Trickster’s spell.  During this stage, everyone who has sworn the oath will be affected.  Basically, this is what is happening to the missing scions.  Their energy gets slowly drained and the Titans and Tricksters are absorbing it.

The third scene is basically a series of encounters designed to make them use their knacks and boons.  Don’t go too easy on them, they should still be alive for the final scene.

The fourth scene is the most complicated to run and keep everything working.  Make sure you make people declare their targets early on.  The final scene is the big bag fight scene.  Traitors against groups.  The characters are fairly balanced, at least as well as they can be given specialties.  I don’t care who wins or loses, as long as it’s not a stale mate.  This should be interesting.

The final little bit is the explanation.  This is only broad strokes so fee free to improvise.  
Above all, the point of this scenario is for people to have fun and do something that they don’t do usually.  Feel free to change it on the fly if you have to.

Thanks for agreeing to run this.  Hope you enjoy it.

- Siobhan
3. Introduction for Heroes
Our heroes have been in a jail cell for the past couple of days, or rather, it’s seemed like a couple of days, but with no windows or doors, it’s hard to tell.  The cell they are in is basically just a stone room with straw bedding.  There’s a hole in the corner where they can… well, you know, but that’s it.  Think middle ages without the rats.
Each has their own story about how they got there but the long and the short of it is that each of them was kidnapped from the mission they were currently on and dropped into the cell.  They haven’t seen any of their captives, not even during the kidnapping.   
Give them a couple of minutes to make introductions and talk.  They’ll hear a low rumbling.  It seems to be coming from below them.  It’ll start to grow in volume until dust starts dusting down from the ceiling.  Another minute or so and the ceiling is starting to come in on the cell.  There are cracks starting to form down the walls.  A strength check will push enough rock out for a person to fit through.  
Beyond the wall there are green fields.  They’re on an outer wall of whatever keep they are being held in.  It’s a bit of a drop to the ground but it’s manageable.  They’ll have a couple of minutes of freedom before their first real encounter.  
In the distance, they will see a fight taking place.  It appears to be two giants taking lumps out of each other.  The average giant is rather scary for hero characters so they will want to keep a low profile.  If they move towards them, it will take a stealth check.  If they hesitate for too long, have them make an awareness check.  There are Fenris close to their location and where there’s a nest of Fenris, there’s an angry mommy (see Antagonists section at the back of this scenario for stats).
The idea behind his scene is to get them out and get them moving.  Attack them if you have to but more emphasis should be put on getting them out into the landscape, rather than getting them dead.  Give them an escape path if you need to.

The land is fairly hilly, so it shouldn’t be too hard for them to stealth.  There is a forest to the west and a river to the east.  Behind them is the Keep.  It’s large, it’s imposing and it’s currently crashing down.  They won’t know where they are yet as there are no real recognizable landmarks and to be honest, the whole fact that there are hills and forests and a river isn’t going to narrow it down.  They’ll find out where they are in the next scene.
4. Introduction for Demigods

Each of the demigods has been contacted by a messenger from their parent.  They’ve been asked to meet at a certain place and time.  They’ve also been told that this is a mission of vital importance.  The tide of the War could depend on their participation in this mission.  The herald won’t be able to tell them any more at the moment but stresses that it will all be explained if they accept the mission.  See, suitably vague.  
The location is a disused plane between the mortal realm and the Halls of the Gods.  It’s totally secure, or so they think.  The realm turns thought into reality, so people will be able to make and mould things.  Nothing created in the realm can be taken out of the realm.  
God Scions of the demigods’ patron gods will show up (Sword’s Blade – Morrigan; Shadow’s Fall – Myrddon; Fyr – Hel; River - Manannan).  These are the older siblings of our characters, but not the same ones as will appear as God characters.  They will have messages from their Gods.  Several of their younger siblings have gone missing, later to be found dead in the mortal realm.  Not a mark on them and no sign of the cause of their death.  
According to their parents, they think that the Tricksters are involved.  They’ve recently sided with the Titans and Giants.  They’re turning the tide in the War.  Their parents send apologies for not being able to come, but they’re on the front lines and can’t afford to step back, even for a few hours.

The information that they have is limited but they’ve managed to piece together that they’re on the mortal plane and they have an artefact with them what should take them right to the scions, but they can’t guarantee it.  Current thoughts are that they scions have been kidnapped to distract their parents from the war.  Either that or to be used as hostages.  But so far, no ransom demands have been made.  The scions have been missing two weeks.  Previous scions kidnapped were missing just over two weeks before being found dead.
When you’re playing with a stacked deck, it’s hard to say for certain which way is up.  If they don’t find the scions immediately, the artefact should keep pointing them towards them.  They will also be given another artefact each which will allow them to summon help should they need it.
At this point, the Gods will receive an urgent summons from their parents in the form of a herald and have to leave.  One of the Egyptian Gods has fallen and they have to get back to the fight.
Give them a couple of minutes to discuss it, and then they should activate the relic to take them towards their siblings.
They’ll get dropped down just outside a small village.  They’ll see some people walking around.  To the east, there is a river and to the west there is a forest.  It’s fairly hilly.  If they move towards the village, they’ll be spotted.  Alternatively, if they stand out in the open too long, they’ll notice them and the shout will go up.  If they choose to stealth, give them a moderate stealth check.  
They’re going to get caught by the villagers eventually but knowing players, it’s going to be the hard way.  Leave them go towards the river or the forest.  There are patrols in there which will spot them.
5. Introduction for Gods
Unlike their siblings, the Gods will not have to listen to Heralds.  They are getting the information from their parents themselves.  As with all scions of the rank God, these characters were on the front lines or at least, somewhere close to the front lines, depending on what their skills turn towards.  Lower ranked Scions have been disappearing and turning up dead around the globe.  So far, there doesn’t seem to be any pattern or reason.  No ransom requests have been received.  The Scions involved have no strategic importance.  They aren’t confined to one pantheon.  About the only effect that these kidnappings and murders are having on the troops is a loss of morale.  
In recent times, since the war erupted full scale, the Scions have drawn together and are now almost family.  It was a blow when the Tricksters finally declared a side and went with the Giants and Titans but it’s a far bigger blow to have the lower ranks being picked off in such an underhanded way.  The Gods have been concerned since the first Scion went missing but accidents happen.  It wasn’t until they started talking during a lull that they compared notes and got an estimate of how many have gone missing.  Each God has reckoned that they have lost over ten Scions over the past year.  That’s over five hundred Scions in total when you do the math.
The Gods will pull their children aside and tell them that they need them to stand down from the war.  They need them to step back and join the quest to find the Scions.  Or rather, their younger siblings have been sent to find the missing Scions, their job is to make sure that all parties responsible for the kidnappings are dealt with.  The four Gods involved in this have taken higher casualties than their fellows, at least twenty Scions each.
The meeting will take place in a tent on the battleground.  The tent is cramped with clothes and armour and weapons and cots.  It’s not an officer’s tent or anything fancy.  It’s one of the men’s tents.  Quiet and out of the way.  It’s an unusually sombre mood.  Play this very serious and use the information outlined above.  They think that it’s the tricksters doing.  And they think that it might be a lot more serious than they’re telling anyone else.  They’ve been tracking several Tricksters who’ve been working in the mortal realm and there have been some anomalies with them.  They seem to have jumped in power, jumping from Scion to Demigod to God in a fraction of the time that it should take.  They’re not sure if the disappearances have something to do with this, or if it’s something else, but they’re not ruling out anything.
They will give the Scions an artefact and tell them that it should get them close to the missing Scions and their demigod siblings.  As they hand it over, a battle call goes.  An attack on one of the camps.  The Gods will rise and wish their children luck, and good hunting.  
Give them a couple of minutes to get ready and send them off.  They’ll drop down in a hilly area.  There’s a river to the east and woodlands to the west.  They’ll hear lumbering sounds from the woodlands but be unable to see anything.  A little exploring will lead them to a village.  If they decide to head towards the forest, they’ll run into a nest of Fenris attacking a small family (mother, two kids, one male, one female).  For stats, see the antagonists section at the end of this scenario.

6. Leading to Hostility - Heroes

The Scions will have to travel a little, but will shortly come across a small group of people.  They’re armed but don’t take up an aggressive stance.  If the Scions decide to attack, or think that they are connected to the Keep, then the people will defend themselves but they won’t make the first move.  They don’t speak English, but the Celtic Pantheon characters will need a wits roll to figure out what the language is.  It’s Ancient Gaelic.  Once they do this, there should be one of the characters who can do a translation charm or similar.  
The small group of people is led by a warrior by the name of Bran.  He’ll tell them that he’s on a hunting trip to bring food back to his village.  Their village is about a mile or so to the south.  If they ask about the Keep, they’ll be told that that place feels bad so they stay away from there.  He’ll invite them back to the village for food and shelter.  It’s getting late in the evening so it’s either that or try to take shelter in the forest.  Bran will council them against that.  There are beasts in the forest who hunt at night, silent as the breeze.  
If they decide to shelter somewhere other than the village, they will spend the night dodging Fenris and Giants.  Close to morning, after a night of being harried, they will be supported by a group of warriors, led again by Bran.  He’ll say that he went straight back to the village elders and told them of you and that the elders could not in good conscience leave them out to be picked off by the wolves and giants.  
They’ll get asked again if they want to go back to the village, to regroup, to get something to eat.  Remember they have no food, no water, nothing but the clothes on their backs.  They might have been able to forage but that’s about it.  Fenris meat doesn’t taste too good and any flame used to roast it attracts the attention of more of them.

When they get back to the village, and eventually they will, they’ll be treated as honoured guests, especially the children of the Celtic gods.  They’ll be given the best tent, the best food, the best alcohol.  Everything will be perfect.  And it actually is.  There’s no ulterior motive here.  The village really want to take care of the Scions.  To them it’s a great honour.  They’ll get to sleep and eat and everything will be good.
They’ll get given maps and told that they are in Tir Na nOg.  <check details>  This is the ancestral home of the Celtic gods and these are the Tuatha de Danann.  Legend has it that when the world changed, to protect their people, the Gods brought their children to this blessed land to keep them safe.  They’ll give them maps, crude but enough detail, and point out where the gateway back to the mortal world.
While they are doing this, a scout will run into the village shouting for the elders.  They’ll report that there’s a hostile force coming towards them, armed and baying for blood.  From the scouts reckoning, they’re Avalonians.  The elders will subtly bring a couple of warriors into the tent.  The Avalonian member of the group will be surrounded.  
Allow the rest of the group to react, either through anger or through pleading.  If they decide to attack, they’ll face a village full of warriors.  They’ll eventually be overpowered and forced in front of the elders again.  The elders won’t want to kill them but will give them a chance to change their minds.  If they take this, they will be asked for their bond not to take up arms against the village and not to injure any of the villagers.  
If they plead, then the elders will ask them to swear to their bond to their parents that they will not take up arms against the villagers.  Their help will not be demanded, but if they do not help them fight the attackers, then they must remain in the village.
They need to give their bond.  It’s through that bond that all the fun stuff happens.  They are told that when asked, they must answer that they agree in whatever tongue is their native tongue.  The bond is declared in an old language, one that none of the Scions understand it.  If they inquire, then they will be given a translation which will read: “On my life, on my father’s life and on my blood, I pledge myself to these people as brother and as friend.  My soul will travel along the same paths walked by my brothers from this land and no harm will I visit upon them.”  They will also be told that the only way the elders can do this is in the old language.
What they are really pledging is this: “On my life, on my father’s life and on my blood, I pledge myself and my power to the ones who created this realm.  My life and my possessions are theirs upon my death.  May they use them for the destruction of all who stand against them.”

Yes, there’s a bit of a difference.  As they use their powers from this point on, they will start to feel consequences for their actions.  The characters will get weaker as they progress on.  For a description of what happens, review section 1 of this scenario.  

It is up to the players what course of action they choose.  They can side with the villagers or stay with the women and children.  They can help plan the mission or they can step aside.  They can even volunteer to leave the village.  It’s completely up to them.  The main focus of this was that they give their bond.
7. Leading to Hostility - Demigods

The players will be surrounded in quick order.  These are hardened warriors with bows, arrows and large swords and the ability to use them.  They’ll speak in Olde English.  It’ll take a bit of effort, but people should be able to understand.  They’ll be ordered to surrender.  If they fight, use the Avalonian Troops stats in the Antagonists section at the end of this scenario.  Eventually, they’ll separate one of our players and threaten to kill them there and then if the rest don’t drop their weapons.  They’ll be taken into custody.  Our newly captured demigods will be dragged back towards the village that they saw previously.  
They’re in Avalon, it’s a bit medieval but what do you expect, it’s a fantasy setting.
At this point, they’ll be accused of being enemy agents scouting for an attack.  After all, what else could they be given the war between Avalon and Val Halla.  They’ll want to know whether they are on the side of Val Halla or on the side of the Tuatha, whom they are planning on going to war with next.  What happens next depends on what the characters say.  
There will be one of the elders, the youngest, who advocates just splitting them open and letting the vultures at them.  They’ll have to do some real convincing here to get around the elders.  Eventually, they’ll be offered a choice, take an oath that they are not spies or scouts otherwise they will face the consequences – torture and death.  Not much of a choice, right?  Great.  They’ll be given a few minutes to choose which course of action they will follow.  

This part you’ll have to play a little bit loose because this is where they are going to throw a spanner in the works.  At some point, each of them is going to be taken out on their own and talked to by the elders.  They’ll be offered the bond again.  They’ll be told that the bond doesn’t mean that they have to take up arms in the war or do anything like that.  The bond just ensures that they aren’t sided with their enemies.  
Only one of the characters won’t be asked to take the bond.  Instead, the elders will bow down to them.  It’s the elder brother/sister that they met before.  This character will meet with an older sibling, the one from before.  He’ll apologise for the deception and tell him that it was necessary.  The others must not find out about this meeting.  They’ll get more information on the situation.
First things first, the Tricksters must not take the oath.  But they should pretend that they did.  They can use whatever explanation they want but they must pretend that they took it.  It’ll make it easier for the rest to take the oath.  The oath will slowly strip their powers from them and redistribute them among the scions of the tricksters.  The goal of the tricksters is to beat their fellow gods and then turn on the Titans and win the world for themselves.  You may have to help them come up with a plan for what to tell the others.  Also, any and all attempts to get their brethren to use their powers after the oath has been taken will be appreciated by their father.
Let them have a bit of a chat and talk and then send them back to the rest of the group.  At this point, the trickster scions should go through and try to convince their fellows of the benefits of taking the oath.

Information about the oath:  They are told that when asked, they must answer that they agree in whatever tongue is their native tongue.  The bond is declared in an old language, one that none of the Scions understand it.  If they inquire, then they will be given a translation which will read: “On my life, on my father’s life and on my blood, I pledge myself to these people as brother and as friend.  My soul will travel along the same paths walked by my brothers from this land and no harm will I visit upon them.”  They will also be told that the only way the elders can do this is in the old language.

What they are really pledging is this: “On my life, on my father’s life and on my blood, I pledge myself and my power to the ones who created this realm.  My life and my possessions are theirs upon my death.  May they use them for the destruction of all who stand against them.”

Yes, there’s a bit of a difference.  As they use their powers from this point on, they will start to feel consequences for their actions.  The characters will get weaker as they progress on.  For a description of what happens, review section 1 of this scenario.  

Once they take the oath, they will be welcomed into the village and given food and drink.  The warriors will still not be totally at ease but they’ll stay a little back from them.  If they ask for information on scion spotted around the area.  Apparently, Loki has been abducting people from the mortal world and holding them in a village on the outskirts of Val Halla.
They’ll also tell them that there has been an influx of giants and Fenris on all the mystical planes, so if they want to track down their brothers, they should be careful of the giants and beasts.  It’s the reason that they attacked the neighbouring villages in Val Halla.  There used to be Scions in the village but now, there are just normal Avalonians.
That’s about all they can tell them unless they want to join into the war, which they shouldn’t want to do.  
If they hold on for too long, a runner will come into the camp and tell the elders that the first strike has started.  Avalon is currently attacking the Tuatha.  At this point, they’ll be put on the spot about whether they want to join the second wave warriors.  They’re welcome to but they do have a mission.
8. Leading to Hostility - Gods

The Scions will come across the village as all the others did but this one is a little different.  It’s still a medieval village but it looks like it’s been recently decimated.  They can go straight to the village or head towards the forest or river.  If they choose forest or river, they’ll find a small family being attacked by a pack of Fenris.  Now, Fenris shouldn’t cause our Gods much of a problem but they should be annoying enough to keep them busy.
If they go straight towards the village, they’ll meet one or two people before they meet an old man.  Curious thing about this village is that there are no prime aged men.  Women, children, boys under 13 and old men.  That’s it.  The old man will welcome them to the village, or rather, he’ll tentatively welcome them to the village.  They’ll be able to spot kids moving into positions around them along with women.  They seem to be taking up defensive positions.  They can see that the kids and women are holding things like rocks and in one or two cases, homemade spears.  
The village is a wreck.  There doesn’t seem to be a single roof without a hole in it.  There are knocked buildings.  Everything is in ruins.  Play it up.  Even the old man, he walks with a limp, leaning heavily on a staff.  You’re looking at a village that is trying to defend itself but without any resources.  If our characters take on a non-aggressive stance, the villagers will start to come out and the old man will welcome them.  They’ll be invited to a ‘feast’.  It’s the normal dinner for the entire village.  If they accept, they’ll be the guests of honour.
Half way through the meal, one of the scout kids will rush into the centre of the village.  He’s panting and out of breath.  He’ll get comforted and asked what the problem is.  He’ll say that some of the villagers were out in the woods gathering firewood and then there were Fenris.  Then he heard some screams for help.  He ran straight for the village to get help.  The village will start putting together teams of women and kids to go out into the woods.  They don’t hold out much hope.  This should put the characters in a bit of an ethical quandary.
Hopefully, they will volunteer and help them out.  They’ll hear the Fenris the second that they enter the forest.  They growl quite a lot and they’re not quiet about running through the undergrowth.  The way that they work is divide and conquer, like all good predators.  It shouldn’t be a huge thing, but what we’re going for is the Avalonian to be separated.  
Once he’s separated, there’ll be four visitors, the scions that gave the briefing to the demigods.  The other two visitors are Merlin and Manannan.  They’ll get a complete briefing on what’s happening.  But unfortunately for our characters, there’s no chance to get their bond the same way as the other characters, so they’re going to have to be a little more inventive.  
Their father will hand over two amulets and two fake amulets.  If they put them on voluntarily, then they will act the same as an oath.  Feel free to work through a believable excuse.  They should have the charm skill so possibly given them a detection device for titan touched creatures, like Fenris.  Advise that they don’t give it to the characters until after they leave the village.

Eventually, the scions will be successful and rescue the kids and their mom from the Fenris and head back towards the village.  The villagers are overjoyed about the whole situation.  They can’t offer much, but they will praise the Scions.  Anything they ask of the villagers, they will bend over backwards to do.  This is a good time to remind them of their mission.  The villagers advise them that the lands are full of scavengers.  There’s Titan spawn, Giants and Fenris all around.  
The villagers will offer them everything they have (not much) to stay in the village to protect them.  If they take the opportunity, then more fool them.  If not, the villagers will provide them with directions and give them some supplies for the road.  
They’ll not know much, but they have seen Scions before.  None have stopped before, but they’ve headed North.  That’s the way towards the gateway back to the Mortal realm.  They’ve heard rumours that there are forces of giants that way, getting ready to invade the world but they haven’t gone that way to check things out.  They’re only a village of children and women after all.  
9. Grinding for Divinity 

Now that our intrepid explorers have found the village and given their bond, things can start getting interesting.  What happens in this scene are a number of encounters moving closer to a final showdown.  
Beware, there is going to be a bit of a crossover in this section, plus the opportunity to call some of the other characters in should the need arise.  Have a quick meeting with the other GM’s so that they know what’s happened in the previous section.    There are three encounters in this section.  Scale the antagonists accordingly for the section.  Remember that this world isn’t real.  It’s all a grand creation so any threats that they face will be a challenge.  Also, if they call for help, scale the fight up in intensity.  
First Encounter – First Run Through

The first is the story of the changelings.  They will come across a single person, who beseeches them for help.  She’s being chased by some soldiers.  They’ll appear on the scene fairly quickly after you see the girl, Laura.  They’ll demand that the girl is handed over.  If asked why, they’ll be told that she’s a changeling and that she’s responsible for the death of livestock from their village.  They’ll add that she’s caused a sickening as well, including several children.  They’ve tried all the local remedies but nothing has helped.  They’re convinced that the only way to save their village is to sacrifice the girl.  
It’s up to the group what they want to do about it.  They can ignore it and keep going.  If that happens, then treat it as if the girl dies for the next run through of this section.  Play this one with the girl shy and quiet and desperate.  Work with what they do but remember that the soldiers think that by killing the girl, they’re saving their village.  There are three soldiers and two archers.  Stats are available at the end of the scenario. 
Give details of how this ended to the other GMs.

First Encounter – Second Run Through

Option 1:  The girl dies

The planes are going to roll with thunder and lightning.  Storms, rain, everything is going to hell.  Standing on a hill overlooking the valley, there’s a group of four people.  They’re looking in the opposite direction to the characters.  If they go forward a bit, they’ll see a village burning.  At this point, they can help the village or tackle the people on the hilltop.  Choice is up to them.  
If they go after the village to help, then brilliant.  It’ll be an easy clean up.  Pretty much everyone in the village is dead.  Well, apart from one dying person.  They’ll say that everything went to hell after they killed the changeling – proof that it was a changeling but that they waited too long.  Four strangers came to the village asking for her and when they saw her body hanging outside the town, they started to destroy the village.  Leave them to deal with the four strangers, who will get a couple of good shots in before a whirlwind encompasses the hill where they can be found and then they are gone.
If they go after the people on the hill, they’ll find them being rather maniacal.  They’re laughing as they watch the village burn.  Give our characters a bit of a free reign before letting them deal either.  Give the details of how many survive and what action was taken to the other GM’s.

Option 2: The Girl Lives

They will come across several serfs in the fields and may try to talk to them.  The Serfs won’t acknowledge their presence.  They won’t answer any questions.  They look under nourished even though the fields are full to overflowing with food in various stages of being harvested.  They look as if they haven’t slept in years.  Men, women and children are working.  If they investigate, they’ll find only one conscious and active person in the village being waited on hand and foot by the serfs.  Again, let them deal with this as they see fit.  Everyone is under a spell which can be terminated only by the choice of Laura or by her death.
Give the details of any actions give to the other GMs.
First Encounter – Third Run Through

Option 1: The girl dies and there are some remaining changelings

The characters will find the portal to the next level.  In front of it are the remaining changelings.  They’re going to put up a hell of a fight.  Any injuries sustained will be visible here.  The characters should win, but if they can use their powers a bit, that would be good.  The changelings should be dead at the end of this.  Have their bodies grow and revert to giants once dead.
Option 2: The girl lives 

The characters will find the portal to the next level but she is standing in front of it.  She’s a little pissed at having to give up her chance at world domination and wants to take it out on them.  She reckons that once she’s dealt with them, she can go back to the village and pick up where she left off.  She’s powerful and will put up a hell of a fight.  At the end of this, she should be dead.  Once dead, she should revert back to a male form, have the scions of Myrddon recognize it as an elder sibling.  Hide it behind an INT roll.

Second Encounter – Run Through 1
At the first encounter, it’s fairly simple.  They’ve encountered a fire giant close by a River.  He’s been told to stop everyone from crossing.  It’s not a terribly fast moving river but it’s going to be a challenge enough to cross.  Have the fire giant put up a bit of a fight but ultimately, it has to die.
Second Encounter – Run Through 2

The dead fire giant will fall and his body will slowly turn to fire.  The fire will spread to the grasslands, the river but not beyond the river.  The main task of this section is going to be saving the world.
Second Encounter – Run Through 3

Because their brother has been killed, to get through the portal, there will be multiple (2 or 3 depending on how our characters are getting on) Fire Giants and they will be out for revenge.  These are older adults and have a little more intelligence.  Fight with them or reason with them, but they have to get past them to get to the portal.
Third Encounter – Run Through 1

This is your classic Robin Hood story.  Robin will be nicking from the evil Bishop.  Play up the action and the drama.  The Bishop is evil and stealing dues from the people.  Robin is trying to help the people out.  Let them make their own decision on this one.  
Third Encounter – Run Through 2

If they side with Robin, they’ll start to see a couple of ‘examples’ around the countryside.  People hanging from trees, people nailed to posts, even the odd head or two being used as a perch by Ravens.  It’s your typical down-trodden people haven’t paid their taxes, haven’t paid the church and the governing bodies are after them to pay their taxes/dues again.  Not the most ideal.  Again, given them an encounter where soldiers are in the process of killing a nice innocent villager.
If they side with the Bishop, they have a band of Merry Men who are out for their blood.  Pick out the antagonists (Trained Fighters from the end of this scenario).

Third Encounter – Run Through 3

If the first group sided with Robin, the characters will find the portal in the castle.  Cue lots of sneaking about and lots of dodging guards.  They’ll eventually find it in the church behind the alter.  There will be a mass going on at the time so either they can burst through or they can wait for it to end.  Remember those days where mass was over two hours long…  Yeah, that’s what this one is.
If the first group sided with the Bishop, then the characters will have to brave a village of nasty people who aren’t on their side.  Most will be normal people but there will be a few trained fighters in there.  Probably best to leave this one for the heroes.  
12. Voices of Creation

By now, all the characters have made it through the portal.  Let them wander around for a while.  The setting is a Castle.  Lots of corridors and doorways.  It’s a maze basically that will keep them entertained until they have finally all arrived in the castle.  

Eventually, they will come into a large room.  Do this in stages.  At the back of the room stand three people, people will recognise them as Myrddon (Merlin), Manannan and Loki.  The three Trickster gods that have been pulling their strings all along.  There’ll be a bit of bantering and then they will disappear.

Also, on the back wall, there is an hourglass type container that is filled with Emeralds.  They’ll notice that as they use their knacks and boons that the emeralds will slowly trickle into it.  This is a big fake.  If they break it, which is very hard by the way, it will shatter and emeralds will spill out over the floor.  Feel free to add in a -2 dice penalty to anyone who is close to it as they try to avoid stepping on the gems.
This scene is relatively freeform.  Mainly because there is no way to tell what they are doing.  GM’s confer with each other if there is anything that could cause problems or benefits for other characters on other tables.

Loki will add two demi-gods to the mix so that the good characters are slightly outnumbered.  Use them when you have to.  They’ll be tricky but not too bad.  Should provide a bit of opposition but won’t go for killing strokes.  

Let the fight play out and see where you are from there.  
13. Tell me dearest - Who are we?

If the powers of good win, then they’re in a bit of a quandary.  They will need to blow a favour to get back to the mortal world so that they can warn their parents.  Alternatively, if one of them dies, the gods will show up.  If one of the evil Scions is killed, their patron god will show up and depending on how they play it, the God may decide that he’s had enough and dump them back in the world.  This is particularly the case with Myrddon or Manannan.  

Once the rest of the Gods find out, they will be outraged and will cast the Tricksters out.  The war will stalemate and eventually some act of heroism/stupidity will resolve it.

If the tricksters win, their parents will come back and reward them and tell them to gather the next lot of Scions.  The tricksters will eventually win the war.  
This is going to be an interesting one.  Let the players guide you on how to write this up.  After all, they’re going to do something stupid anyway so might as well factor that in.
Hope you had fun running the scenario and thanks again for running with this.

- Siobhan
14. Antagonists
General Mortal

Attributes: Strength 2, Dexterity 2, Stamina 2; Charisma 2, Manipulation 2, Appearance 2; Perception 2, Intelligence 2, Wits 2
Abilities: Academics 1, Athletics 1, Awareness 1, Brawl 1, Control 1, Fortitude 1, Marksmanship 1, Science 1, Stealth 1.

Join Battle: 3

Attacks:

Clinch: Accuracy 3, Damage 3B, Parry DV —, Speed 6, P

Unarmed, Heavy: Accuracy 2, Damage 6B, Parry DV 0, Speed 5

Unarmed, Light: Accuracy 4, Damage 3B, Parry DV 2, Speed 4

Soak: 0L/2B

Health Levels: -0/-1/-1/-2/-2/-4/Incap

Dodge DV: 1 Willpower: 4

Other Notes: Generic mortals are almost always extras. Each dot of Followers is equivalent to 10 generic mortals. A generic mortal with appropriate Abilities and influence might work as a one- or two-dot Guide. Such a Guide would most likely not be an extra.

Mortal Fighters

Attributes: Strength 2, Dexterity 3, Stamina 2; Charisma 2, Manipulation 2, Appearance 2; Perception 2, Intelligence 2, Wits 2

Abilities: Athletics 2, Awareness 2, Brawl 2, Control 1, Fortitude 1, Larceny 2, Marksmanship 1, Melee 1, Stealth 1, Survival 1

Join Battle: 4

Attacks:

Clinch: Accuracy 5, Damage 3B, Parry DV —, Speed 6, P

Unarmed, Heavy: Accuracy 4, Damage 6B, Parry DV 1, Speed 5

Unarmed, Light: Accuracy 6, Damage 3B, Parry DV 3, Speed 4

Soak: 0L/4B (Biker’s gear, +0L/2B, -1 mobility penalty)

Health Levels: -0/-1/-1/-2/-2/-4/Incap

Dodge DV: 2 Willpower: 4

Other Notes: Generic thugs are almost always extras. Each dot of Followers purchased is equivalent to five generic thugs.

Trained Fighters

Attributes: Strength 4, Dexterity 4, Stamina 4; Charisma 3, Manipulation 2, Appearance 3; Perception 3, Intelligence 3, Wits 4

Abilities: Academics 2, Athletics 4, Awareness 3, Brawl 4, Command 3, Control 3, Fortitude 3, Integrity 3, Investigation 1, Larceny 1, Marksmanship 4, Medicine 2, Melee 4, Presence 2, Stealth 3, Thrown 1

Join Battle: 7

Attacks:

Clinch: Accuracy 8, Damage 5B, Parry DV —, Speed 6, P

Unarmed, Heavy: Accuracy 7, Damage 8B, Parry DV 3, Speed 5

Unarmed, Light: Accuracy 9, Damage 5B, Parry DV 4, Speed 4

Soak: 2L/6B (Armour, +2L/2B)

Health Levels: -0/-1/-1/-2/-2/-4/Incap

Dodge DV: 4 Willpower: 6
FIRE GIANT

Attributes: Strength 6, Dexterity 3, Stamina 5; Charisma 2, Manipulation 2, Appearance 2; Perception 2, Intelligence 1, Wits 2

Virtues: Ambition 2, Malice 2, Rapacity 1, Zealotry 3

Abilities: Athletics 3, Awareness 4, Brawl 4, Fortitude 4, Melee 3, Presence 4 (Intimidation only), Survival 4

Supernatural Powers:

Eitr: All giants, regardless of the pantheon with which they are associated, have magical blood called “eitr” that confers the equivalent of three dots in the Jotunblut Purview, regardless of the giant’s Legend rating. To grant these benefits to a mortal or an animal, the giant must feed his eitr to the recipient. A being enhanced by eitr is called a “thrall” (see p. 285). Eitr has a significant drawback not associated with Jotunblut: Any mortal enthralled by a giant’s blood loses one dot of Intelligence (to a minimum of 1).

Epic Attributes: All giants have Epic Strength and Stamina ratings equal to their (Legend – 1). The Knacks associated with each Epic Attribute dot vary from giant to giant.

Join Battle: 6

Attacks:

Clinch: Accuracy 7, Damage 7B, Parry DV —, Speed 6, P

Unarmed, Heavy: Accuracy 6, Damage 10B, Parry DV 3, Speed 5

Unarmed, Light: Accuracy 8, Damage 7B, Parry DV 4, Speed 4

Soak: 2A/5L/7B

Health Levels: -0/-0/-0/-0/-0/-1/-1/-1/-1/-1/-2/-2/-2/-4/Incap

Dodge DV: 5 Willpower: 5

Legend: 3 Legend Points: 9
Young Fenris

Attributes: Strength 5, Dexterity 4, Stamina 5; Charisma 2, Manipulation 2, Appearance 2; Perception 4, Intelligence 2, Wits 3

Virtues: Ambition 2, Malice 1, Rapacity 3, Zealotry 1

Abilities: Animal Ken 3, Athletics 5, Awareness 3, Brawl 5, Fortitude 4, Integrity 2, Presence 3, Stealth 4, Survival 4

Supernatural Powers:

Epic Attributes: Epic Dexterity 1 (Lightning Sprinter), Epic Perception 1 (Predatory Focus), Epic Stamina 2 (Damage Conversion, Self-Healing), Epic Strength 2 (Holy Bound, Holy Rampage) 

Boons: Animal Communication (Wolf), Battle Cry 
Sense Legend: Fenrir have amazing tracking abilities, particularly where Scions are concerned. A fenrir can detect the presence of a Scion within a range of one mile with a successful (Perception + Awareness) roll. If the Scion is from the Norse pantheon, the fenrir gains two bonus dice to the roll. Once a fenrir has the scent of a Scion, he never loses it and gains three bonus dice on all attempts to track the Scion. These benefits stack with the benefits of Predatory Focus. 

Join Battle: 6

Attacks:

Bite: Accuracy 10, Damage 7A, Parry DV —, Speed 5

Soak: 2A/9L/11B (Tough hide, +4L/4B)

Health Levels: -0/-0/-0/-0/-1/-1/-1/-1/-2/-2/-2/-2/-4/Incap

Dodge DV: 7 Willpower: 6

Legend: 3 Legend Points: 9
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