Warhammer: Sunset Claws
A Costumeried Entertainment for Fifteen Gentlemen, Ladies and Dwarfs of Sigmar’s Empire, wherein participants are encouraged to demonstrate High Drama and Low Morals

Welcome to Sunset Claws, a Live Action free-form event set in the world of Warhammer Fantasy. It can be played with anything from 10 to 15 people. This document contains the rules of the game, a summary of the setting and set up, a list of the characters and a page from the Altdorf Spieler to help set the mood. Also in your envelope will be your character and some small cards representing your character’s powers. There is a nametag, please wear it at all times! Finally there is also a survey the GM would like you to complete at the end of the game. Please write any comments you have on the back. If you have any questions, please ask the GM at any time, he is here to help!
The Rules of the Game:
Timing: The game lasts about two hours, followed by a debriefing. After one hour, you will be alerted to the fact that the lat bells are ringing. After another forty five minutes, you will be alerted that the sun is beginning to set. You will then have ten minutes to finish your plans and actions before sunset is called. When that happens, you will have five minutes to wrap up. At this last point, may use powers that are labelled ATTACK (and usually say “at sunset” or “after sunset”).  These are powers that can hurt or kill other characters, but please use them with decorum and politeness. Many of these cards state that they only work if nobody plays a card in response. If there are responses, adjudication of them happens in a “Last In, First Out” process.
For example: Bob plays a card to kill Bill. Bill’s bodyguard Ben plays a card to stop this, but seeing this, Bob’s ally Betty plays a card to kill Ben. Last in was Betty’s card, so Ben is dead. This means Ben couldn’t have played his card, so Bob kills Bill.

ATTACK cards can only be countered by other ATTACK cards. Even if you think you could use one of your other cards to avoid an attack, they don’t work. However, you may continue to use your other cards until game end. ATTACK cards almost always kill the target. Subsequenly you may examine the items on the dead person and take any or all of them. Those you do not take you may leave “on the body” for others to claim on a first-in basis. Note that if you take all the items, somebody will probably kill you to get the thing they need. Sharing the wealth is a good idea.
Finally, note that until sunset, nobody may enact any violence on any other character, even in the private areas – Gutsikk the ogre bouncer is just too good. However, a vampire bite (should it happen) is not considered violence. And as with most freeforms, do not touch the other players unless invited.
Interacting: Play is almost entirely conducted through roleplaying, but each player also has Power Cards which allow them to “force” other players to reveal secrets or give them items. Some have Power Cards which can countermand these cards. Power Cards are usually discarded even if their ability is prevented from working. Any exceptions to this will be noted on the cards themselves. If you have any disputes or questions regarding the implementation of cards, discuss it with the other player or talk to the GM. If the GM makes a ruling, his decision is final. Accept it and get on with the game.
Some cards require the target to reveal a “secret”. A secret is either something significant in your background or one of your goals (unless it is obvious, such as the Witchhunter hunting the Harbinger). If you feel the secret you got wasn’t exciting enough, appeal to the GM. Others require a favour of you, and the same rules apply. A favour is usually asking someone to talk to someone else for you, or steal something for you. In all such cases, the player of the card chooses the secret or favour they wish.
Possessions: There are nine “special” possessions in the game. These items are represented by the cards on strings. These cards must be worn visibly at all times, so everyone knows a character has an item, but players should keep them turned so people cannot see what item it is. Characters are assumed to have many other things on their person but only these special items can be “pickpocketed”, traded or otherwise passed around. A player may show his item to any other player at any time. If a player has multiple items and is pickpocketed, the “thief” may examine all the items and take the one he wishes (but only one).
Some characters have cards which can prevent the theft. If this doesn’t happen, it is assumed that the item is removed without the victim noticing. However, with hindsight (and by seeing a recent interlocutor suddenly carrying an item) a victim may quickly suspect who has their item. Allow five minutes before stealing it back, in other words.
Money: Characters also have money, which is represented by chips. A white chip represents one gold crown, a red chip represents five crowns and a blue chip represents ten crowns. Your character sheet indicates how many crowns you begin the game with, and you should collect these from the GM before the game begins. You can use these crowns to buy the favours of others, escape from the city or to have a turn at Piglet Tossing (see below).

Space: Apart from the main room there are two private spaces, representing the Cellar and a Private Booth. Characters in these areas cannot be seen by the rest of the characters but the doors cannot be locked. Characters entering should knock however, so those in the rooms aren’t interrupted without warning. Don’t monopolise the private rooms or the GM will come and move you along. Get in, do secret stuff, get out.
Note also that you cannot leave the Crescent Moon until sunset, even if you know a secret way out into the sewers from the Cellar. The city guards are patrolling all exits and it is simply too risky.
The GM: The GM will be walking around dressed as Gutsikk, the Crescent Moon’s bouncer. Gutsikk plays no role in the game, this is just scene-setting. He may also have some assistants as well. They are all lovely people and just adore being asked questions. If there’s anything you want to know about anything, anything you think your character would know, ask them. 
Piglet Tossing

While the game is going on, players can take turns playing the game Pass the Pigs (called “Piglet Tossing” in the setting). It costs 1 crown (a white chip) to play. For 1 crown, the player may toss the pigs and try to get as high a score as possible before tossing a “Pig Out” result. A player may pass at any time and bank his score, but only the highest score produced on a single toss will win the game (and gain all the money wagered). The scoring for each toss is:

Toss


Description




Score
“Pig Out”

One dotted pig, one plain pig, lying down
Back to 0

“Sider”

Two dotted pigs or two plain pigs, lying down
1

Trotter

Pig standing on its trotters



5

Razorback

Pig lying on its back




5

Snouter

Pig standing on nose and front trotters

10

Jowler


Pig leaning on angle on snout and ear

15

Double Trotter
Both pigs on trotters



20

Double Razor
Both pigs on back




20

Double Snouter
Both pigs on snout




40

Double Jowler
Both pigs leaning on ears



60

Mixed Combo
Two of the above results combined

varies

Character List

1. Genevieve Dieudonne, owner of the tavern and Lady of Mystery™ 

2. Count Fredo, a Tilean fur merchant, far from home and down on his luck 

3. Lord Bucket, old mad janitor of the Crescent Moon

4. Herr Fuegelbrant, pontificating Witchhunter of Sigmar

5. Father Pendersen, body collector and Priest of Morr

6. Klara von Gruppen
, a middle-class student of Astaran’s
7. Madame Rosalina
, a Strigany seer working with Herr Fuegelbrant 
8. Crowbar Keller, a ratcatcher cleaning the Crescent Moon’s privies 

9. Astaran Seamist, high elf scholar and old friend of Genevieve
10. Lady Dunkelhaus
, a noble out of place in the Crescent Moon

11. Sergeant Stalagmeit, heavily muscled soldier and lawman 
12. Skeggi Hadrissun, dwarfen runesmith and Piglet Tossing fanatic 
13. Slayer Grimgul, dwarfen trollslayer and Piglet Tossing fanatic 
14. Finkel Tippletwist, cheerful Halfling manager of the Crescent Moon

15. Sir Barthof the Burly, an Ulrican knight from the north 
The Times and The Mores:
It is the year of our Lord Sigmar 2051. For years now, the terrible undead armies of the Vampire Lord, Vladimir von Carstein, have marched ever northward. Almost all of the Empire has fallen to his forces, with each battle only increasing his zombie legions. Now Vlad’s enormous army lays siege outside the walls of Altdorf, the Empire’s capital and mightiest city. If the city falls, then the Empire is surely lost, and many are convinced the city cannot help but fall. They say Vlad wears a ring that makes him invincible and immortal. In the face of that, many have considered flight or surrender. After all, being a vampire means you get to live forever, and hang out with the rich and beautiful. And of course not get murdered by the army outside the city.
Somehow Vlad must have sensed these thoughts, because at sunrise there came a proclamation from the vampire camp: all those who left the city before sunset would be spared. Minutes later, another proclamation came from the city’s criers: anyone found attempting to leave the city would be shot on sight. And anyone found on the streets after midday would be put on the walls to fight. Immediately, people dashed to find hiding places or escape routes. Rumour suggests that for twenty five crowns you can bribe the guards at the west gate and escape, but getting there before dark without being stopped is impossible.
The city was already primed to explode from fear before the army even arrived, with the “pattern killer” known as the Harbinger slaughtering elves across the city. His name came from the belief that the killer is a vampire, heralding the assured doom of the city from Vlad’s approaching army. After all, vampires can look completely human when they want to, and their plans are deep and their agents are many. Others think the Harbinger is in fact the crazed anarchist who dubs himself “The Terrier”. The panic of the curfew has ignited the rumour mill anew. Everyone is jumping at shadows, sure that nothing is as it seems.
The general affection for vampires is probably why the city allowed a place like the Crescent Moon to exist, even after the war began. Rumour has always indicated that this tavern is a home to vampires and other creatures of darkness. If there is any hope to escape the city or join the enemy, it has to be here. And at least it is safe: even if it could be considered treason to be there, Genevieve has one unbreakable rule: no blood can be shed in the Crescent Moon, on pain of having a nine-foot-tall ogre rip your arms off before the steel leaves your scabbard.
But there are still dark deals to be made and violent plans to set in motion. And at sunset, all bets are off – and claws will be unsheathed, hungry for blood…
Vampire Lore: What the average citizen of the Empire knows about vampires is gleaned from myths, legends and romantic verse, so is often inaccurate, if not completely false. The legends say that the creatures feed on blood, but this act is said to be exciting and intoxicating. Becoming a vampire means receiving the Dark Kiss, a privilege reserved for only a (lucky) few. According to the teachings of the churches, vampires are unholy creatures, and thus vulnerable to holy relics. They are also cursed to be unable to endure sunlight or running water, to lack any reflection and to be repelled by garlic. Vampire powers include turning to mist, turning invisible, becoming a bat or a wolf, mesmerising with a gaze and controlling the undead.
ALTDORF SPIELER
For the newes behind the newes

The Truth on the Streets of the Great City of Altdorf, in the Year of Sigmar 2051



Game Survey

My character was ______________________ (leave blank if you prefer)

I thought my character was:  
⁬ awesome






⁬ pretty cool

⁬ kinda lame

I thought my character dossier was:  
⁬ totally clear







⁬ mostly clear

⁬ all over the place

I thought my character background was: 
⁬ way too detailed








⁬ about right

⁬ vague as all hell

I thought my character’s goals were: 
⁬ too confusing







⁬ too numerous

⁬ too specified

⁬ too vague

⁬ about right

I thought my character’s goals were: 
⁬ too difficult







⁬ about right

⁬ way too easy

I thought the game was: 
⁬ too long





⁬ about right

⁬ too short

In the game I had: 
⁬ too much time and not enough to do

⁬ too much to do and not enough time

⁬ plenty to do without feeling rushed

I thought the game was: 
⁬ totally awesome





⁬ pretty fun

⁬ better than a punch in the face

The best thing about the game was:__________________________

______________________________________________________

______________________________________________________

The thing I would change about the game is:___________________

_______________________________________________________

_______________________________________________________
INSIDE: UNIVERISTY SCHOLAR CLAIMS RATMEN ARE REAL – PHEW WHAT A LOOONY!





ELF-RISK: HARBINGER SLASHES ANOTHER ONE!


DOCK WATCH REMAIN “BAFFLED” BY MURDERS


Another HIDEOUSLY DISMEMERED body was found in the river Reik this morning. Like the three previous corpses, it too was that of an elf, and its head had been severed completely at the neck and all the blood drained from the corpse. Dock Watch Captain LEON BRISSCHOW told Spieler Report JANNA PFERJESSON today that they still have no leads on the identity of the mysterious “pattern killer” dubbed the HARBINGER. It is of course the opinion of this reporter that the killer is a VAMPIRE infiltrating our fair city to spread chaos and confusion even before the enemy reaches our gates. City officials urge everyone to REMAIN CALM and to absolutely not form into LOCAL MILITIAS to deliver street justice upon suspected vampires or their shadowy agents, wherever they may lurk.





PIG-TOSSING TOURNAMENT TO GO AHEAD AS PLANNED


Despite complaints from city officials, high ranking military leaders and local residents, High Priest of Verena ANYA MUSSERTUW ruled today that there were insufficient grounds to cancel the Annual Altdorf Pig Tossing Tournament. The Tournament has been held each year in the city since 2044 and is considered sacred to the several dwarfs who regularly attend. The event is often critcised for leading to drunkenness and debauchery although with dwarfs it is a moot point perhaps. Lieut. GERHART VON GERHART added extra voice to the protests this year, fearing that the event would lead to security risks in this time of war. City officials urge everyone to abide by the decision and not to form LOCAL MILITIAS to deliver street justice upon any uppity dwarfs they see. The tournament will be held this year at the notorious Tavern of the Crescent Moon, run by a Miss GENEVIEVE DIEUDONNE, who was unavailable for comment.





UNABLE TO FIND A HUSBAND? WHY NOT TRY VON GRUPPEN’S MIRACULUS YOUTHFUL RESTORIFYING CRÈME! ONLY 5GC/bottle! GUARNATEED SUCCESS!





TERRIER TERROR GRIPS CITY!


Last night saw more actions by the vigilante dubbed “THE TERRIER”. Witnesses on Luidpolt-strasse informed the ALTDORF SPIELER that a mysterious figure clad in a dog-eared-mask appeared on the street and attacked several citizens who were trying to perform a citizens’ arrest on noted criminal and ne’er-do-well KLAUS MUNCHAUSEN. Munchausen had stayed his arrest by the watch by claiming he had knowledge of “HERR SCHMIDT”, a probably mythical underworld figure. City officials are offering 20 CROWNS for the capture of the Terrier, dead or alive, but as yet have not urged citizens to form LOCAL MILITAS and deliver street justice to this agent of anarchy.





PAGE 3: VLAD VON CARSTEIN: WILL HE BE OUR MAN OF THE YEAR?





THE WARHAMMER WORLD EXPLAINED FOR STUDENTS AND TRAVELLERS


For those of you new to the Empire, here is a brief summary of the setting. A fantasy analogue of 17th century Germany under the Holy Roman Empire, Warhammer is a strongly historical setting, with all the sordid bits highlighted. With this comes a level of grim and grittiness and a grounding in reality. Life is cheap, death and disease are common and heroes are few.  The Empire was united under Sigmar, now the Empire’s patron God, two thousand years ago when Sigmar allied with the dwarfs to crush the orcs. Other gods include Ulric, god of war, Morr, god of the dead and Shallya, goddess of healing. The capital of the Empire is Altdorf, a massive city where ratcatchers live alongside nobles, and crime and business thrive. The greatest threat to the Empire is Chaos, and because Chaos powers magic, magic is illegal. Witch Hunters of Sigmar prowl the landscape looking for wizards to burn. The beautiful and enlightened elves are the exception. Many sciences are also illegal, lest they lead to necromancy and the horror of raising the dead, a crime that only vampires, being sexy and noble, can get away with. Another threat are the rat-like skaven, but everybody knows there’s no such thing as skaven.











� Or Karl, if male


� Or Agent Orsino, if male


� Or Lord





