GENEVIEVE DIEUDONNE
Owner of the Crescent Moon
3 Power Cards (Dread Gaze, Dark Kiss, Fangs and Claws)
The Image 

You are a beautiful, intelligent woman with disabling charm and hypnotic eyes. Your bearing and dress prove you have noble breeding and you are acquainted with some of Altdorf’s elite. Yet you remain unmarried as years pass, and own and run a hostelry often full of ne’er-do-wells – and you never discuss your past. This contradiction has inspired countless rumours, some more spiteful than others, but you are above such things. You simply smile and move on.
The Truth

No surprise: you’re a vampire. But unlike some you could name, you’re not obsessed with it. Vampires aren’t all evil, although the Dark Kiss does give you a very clear view of (and little tolerance for) humanity’s failings. Vampires aren’t all friends, either: you can’t stand most of them and they tend to be highly suspicious of you and what side you’re on. Of course, you’ve always been on just one side: your own. You know what you want and you tend to get it, with or without using your claws.
Costume Suggestions
Please note that Genevieve is a canon character in the Warhammer world. She is stylish but never overstated and often wears small rose-tinted glasses. Long brown hair, blue or white gown, simple jewelry, pale skin, red lips.
Possessions
10 Crowns

Background

You’ve been a vampire for a very long time. Centuries ago you were turned from a somewhat naive young Bretonnian maid into a super-strong predator with excellent connections. For much of your undeath you moved among the circles of the vampire elite and thus the nobility of the Old World. Eventually though, your fierce independent nature drove you away from the restrictions of both worlds. You carved your own path, traveling the world, seeing much and learning more. A century ago you settled in Altdorf, falling in love with the town and later, with an elf you met here called Kael Fardawn.
Back then, vampires were all-but unknown in the Empire, or thought of as a myth. You of course could spot the few in town, and became friends with them, and others of a “less traditional” nature. You bought the Crescent Moon as a place where such people could be themselves, if only for a few hours. Then came the vampire wars. Vlad von Carstein raised a gigantic army of the undead and put half the Empire to fire and the sword. Now only Altdorf is left untouched, and is no longer a place safe to be anything but human. All your friends have drifted away, but you refuse to leave until you absolutely have to. You may be a survivor, but you are also passionate about the things you love. And you love this city, and you love the Crescent Moon.
You also dearly loved Kael, though he was foolish, even for an elf. When you discovered him butchered and bled like a hog, you found another reason not to leave the city: not until you find the murderer, and make them pay. And tonight, it seems the murderer might have stumbled into your domain. Also here, you believe, are some agents of Count Vlad, and if you can make him suffer for destroying your beautiful city, that would be wonderful. Nobody would know of it, but it would please you to teach him that all vampires are not his loyal sheep. You have heard rumours about some among Vlad’s closest advisors who feel equally disturbed by the Count’s mad ambition. Finding them and allying with them would make all of you stronger.
Of course, some are here precisely because they want Vlad’s favour. Before the war, before vampires became a thing of terror, everyone knew that the Crescent Moon was the place to come to meet a vampire or a ghoul. Now that Vlad’s army is outside the walls, everyone thinks that your place is their escape route. And it may well be so – and you may well need that escape yourself. Because while you’re not Vlad’s subject, you are a vampire, and that’s all the humans will see when the fires are lit. If it came down to your life or your pride, you will side with your blood-kin for the time being.
Goals

· Be the perfect hostess. This may be wartime, but you are not a person who lets such things be cause for a slipping of standards. Introduce everyone to everyone and make sure everyone is enjoying themselves.
· Work with Astaran to find out who murdered your elven lover, and then make them suffer for it, either by turning them over to the authorities or convincing someone else to do things more directly. You can smell fresh elf blood here tonight. Somebody here is the killer. But there are so many other smells – fear, blood, the stink of the sewers – you can’t tell who.
· Feed! The red hunger is growing in you. You need to convince someone to let you feed off them (taking it by force is extremely tacky). Note that feeding off a human doesn’t hurt them; in fact they enjoy it. If you don’t feed by sundown, you will go into a frenzy and have to take it by force.
· Remain alive, which probably means leaving the city before Vlad attacks. This means making an alliance with either a powerful human who has some means of escape, or convincing one of Vlad’s subjects that you are on his side.
· If you can do it while remaining alive, compromise Vlad’s plans. Find vampires who are against his mad plan to conquer the world, and team up to frustrate your common enemy. He has spies here tonight so he must need something – something you can take away.
· Remain independent – you need to survive but you don’t want to promise someone your eternal gratitude to do so.
· Support other independent ladies, out of your general respect for sisterhood.
The Others

Finkel Tippeltwist, Halfling Barman: Your loyal second-in-command and “gopher” runs the Crescent Moon very well. You know he skims a bit off the top for himself but you pretend not to notice. In return, he guards your secrets: most importantly, he knows you’re a vampire, but doesn’t care. This is one of the reasons you like the Moon so much – you used to feel safe here, and he helped make it that way.
“Lord” Bucket, Mad Janitor of the Crescent Moon: Bucket is a harmless old madman you found on the streets. Well, harmless except for his smell. You enjoy his fantasies as he always gets the work done.

Count Fredo, a Tilean Fur-Merchant Out of His Depth: Is not a Tilean – the accent is false. He also doesn’t know that much about furs, and – oh yes - is a vampire. Who he works for, and why he’s here are questions you would like answers to very soon.
Lord/Lady Dunkelhaus, a Well-Dressed Noble Looking Out of Place: Would not give you the time of day if you saw them in the street, but here they are, “slumming it”, no doubt because they want to become a vampire and escape the city. Could be useful to manipulate.

Herr Fuegelbrant, Witch Hunter of Sigmar: This “black dog” would burn you at the stake if he only knew you were a vampire. Keep him busy so he doesn’t suspect, or find something to exchange for his protection.
Sergeant Stalagmeit, Brave War Hero: Fuegelbrant’s pup is much better looking than his master – but would likely view you any vampire as an enemy to his city. Still, a sergeant would offer good protection.
Father Pendersen, Dour-Faced Priest of Morr: The Priests of Morr have even more reason to hate the undead than Witch Hunters. Stay out of his way as much as possible.
Madame Rosalina, Strigany Seer: The seer working for Fuegelbrant is actually a vampire too. Like Fredo, she’s probably a spy for Vlad – and Fuegelbrant has no idea.
Runesmith Skeggi and Trollslayer Grimgul, the Dwarfs: A few years ago, you tried to move the Piglet Tossing tournament to a new date. The resulting blockade by Dwarf pride groups almost sent you broke. You know now never to stand in the way of dwarfs. Especially such regular customers. On the other hand, dwarfs hate elves – could one of them have killed your lover?
Crowbar Keller, Ratcatcher For Hire: You hired Keller a week ago to clean the rats out of the drains. Since then he keeps coming back with crazy stories about dead bodies and giant talking rats and demanding danger pay. He’s either as crazy as Bucket or pulling a scam – or worse, because he smells of elf blood underneath the muck. Beguile somebody with a sob story about Keller intimidating you until they solve the problem for you.

Astaran Seamist, High Elf Scholar: An old friend of Kael’s and a new friend of yours. He contacted you after hearing of Kael’s death and the two of you are united in your desire to find the murderer. Together, you may trap the beast tonight. But why won’t he show you the item he carries?
Klara/Karl von Gruppen, Astaran’s Budding Student: A merchant’s daughter trying to make something more of herself with an education. You support that, even if she appears to be a bit of a drip. And she stinks of the chemicals she uses in her concoctions.
Sir Barthof the Burly, Templar of Ulric: Much like the dwarfs, he’s happy if he’s drinking or throwing piglets. But he smells too much of blood and beasts to be just a wandering soldier.

COUNT FREDO MASTREVANNI
Tilean Fur Merchant Way Out of His Depth
3 Power Cards (Turn Invisible, Dark Kiss, Fangs and Claws)
The Image 

Is too bad: you-a came to Altdorf to make-a lot-a monies with the buyings and sellings of fine furs for to make capes and cloaks, but now you-a caught up in this-a terrible war. You lose all-a your furs and you lose all-a your monies. You still have som-a monies tho, and maybe if you pays a nice gentlemens lotsa monies they will helps you escaping the cities. Or at least, some nice ladies to helps you - how you say? – go out with the bangs?
The Truth

Behind the fake moustache you are none other than Count Manfred von Carstein, younger brother of Prince Vladimir von Carstein, the dark master of the army that stands outside Altdorf’s gates. Tonight, Vlad will almost certainly crush the city and rule the entire Empire – unless you have something to say about it, that is. You have no love of humans but Vlad is a man who lacks real vision and real strategy. You’d rather it was you who ruled the Empire, in your own way. And that means Vlad needs to fall. But of course, if you can kill some humans along the way it will only make your job easier later. And will also be tremendous fun.
Costume Suggestions
Black hair with a widow’s peak, outlandish clothing, cape, fencing sword, enormous moustache, ridiculous Italian accent
Possessions
30 Gold Crowns

Background

When Prince Vladimir first rose to power over the distant province of Sylvania, he created five vampires with his Dark Kiss. These “brothers” were to act as his advisors, his generals and his administrators – the claws of his mighty hand - as he sculpted his grand plan to conquer the entire Empire. In a few short years, Vlad has almost succeeded. City after city has fallen to his vast undead army. Altdorf is the last bastion of the humans and when it falls, it will all be over. 
Which is a problem because Vlad is an idiot with all the administration skills of a drunken dwarf. He wants to kill all humans, despite the fact that vampires need them for food. He’s fine when it comes to conquering an empire, but ruling it needs to be your job. You’ve managed to assassinate three of your brothers already (you’re an excellent swordsman) but Vlad isn’t entirely stupid and also happens to be completely immortal. While he wears his famous Carstein Ring, he cannot be killed. But, being the genius that you are, you’ve found a way around this too.
Last night, you snuck into the city and made a deal with the Grand Theogonist of Sigmar himself. He found you the best thief in the city, one Felix Mann, and you told him what to steal. In return, Mann was promised twenty crowns and his measly life. He succeeded in stealing the ring last night but the second and more important part of your plan involves you getting your hands on it, not Mann or the Theogonist. You’re here tonight to find Mann, get the ring, pay him off and if possible, ensure he never talks. If you can annoy Vlad in some other way while you’re here, so much the better.
Goals

· Get the Carstein Ring – a simple gold ring with a black stone. Through money, intimidation or blackmail, make sure Mann keeps quiet about the theft. Unfortunately Mann seems to be in disguise but you know it has to be either the Priest of Morr, the Sergeant or the Ratcatcher (all the others are too old or fat). When you find him, offer him ten crowns so you can meet in the middle at fifteen.
· Find out a secret about the pickpocket so you can ensure he never tells anyone about the job – especially now that Rosalina is poking around.
· Feed! The red hunger is growing in you. You need to convince someone to let you feed off them (taking it by force is extremely tacky). Note that feeding off a human doesn’t hurt them; in fact they enjoy it. If you don’t feed by sundown, you will go into a frenzy and have to take it by force.
· Find a suitable candidate to receive the Dark Kiss and become a vampire like yourself. A strong bodyguard would be useful, but a bride in darkness, like Vlad’s beloved Isabella would also be appreciated. Note that the Dark Kiss does not impart loyalty in any way so this is only useful to you if you already hold the person under your sway. (Tell the GM if you do this.)
· Use the fact that you can help people escape the sunset attack as a way to gain power over them. Ask for information or gifts in exchange for promising to help them escape. Sell the information to the highest bidder. If they prove interesting enough, make them a vampire and/or take them with you.
· Find the warpstone. You can smell the presence of this magical green gem inside the pub and it would be useful for your magical research.
· Discover Vlad’s plans and his agents and confound or mislead them as much as possible.
· Disguise your motives by pretending to be a stupid foreigner with more money than sense.
The Others

Miss Genevieve Dieuedonne, Owner of the Crescent Moon and Lady of MysteryTM : Like so many, you’re somewhat in love with Genevieve. She’s possibly the only vampire you’ve encountered with intelligence and cunning to match your own. She is unlikely to have allied herself with Vlad, so perhaps she can be convinced to aid you in your plans to destroy him. On the other hand, as an X-factor in your plans, she may instead need to be destroyed or constrained somehow. Find out where she stands and act accordingly.
Finkel Tippeltwist, Halfling Barman: Halfling blood tastes awful and they just get in the way. Still they make excellent servants and this one has the confidence of Genevieve. Befriend him and see if he will give you an edge over her.
“Lord” Bucket, Mad Janitor of the Crecent Moon: People don’t suspect stupid people. Pretend to treat this idiot with total seriousness to help convince others you are stupid.
Lady/Lord Dunkelhaus, A Wealthy Noble Out of Place: A noblewoman just brimming with frustrated ambition and hungry passion. A good target for seduction and/or feeding.
Herr Fuegelbrant, Witch Hunter of Sigmar: A fool that you enjoy bamboozling. But he’s much more dangerous now that he has his “seer” in tow.
Madame Rosalina, Fuegelbrant’s Strigany Seer: Fuegelbrant’s “seer” is actually a vampire in disguise. She looks familiar too: she’s probably one of Vlad’s spies. Find out for sure, then find a way to destroy her without being too obvious. At all costs, don’t let her find out what you’re doing.

Sergeant Stalagmeit, Fuegelbrant’s Muscle: This “war hero” absolutely reeks of fear. He may be willing to become a vampire to spare himself the battle to come. 
Father Pendersen, Priest of Morr: With his face hidden in his dark robes, a good candidate to be Mann. But if he isn’t, a Priest of Morr would not hesitate to kill a vampire. Probe carefully, or through an agent.
Runesmith Skeggi: Dwarfs can’t be turned, but you do admire their skill with construction. Ask the runesmith if he can teach you about his magical craft. 
Trollslayer Grimgul: See if you can hire this mad dwarf as a bodyguard before anyone else thinks to do it. Dwarfs will do anything for gold.
Crowbar Keller, Ratcatcher for Hire: Under the dirt and smell, this could be Felix Mann. If not, most ratcatchers are thieves, so watch your purse.
Astaran Seamist, Elven Scholar: Elves are very sweet, but delightful fizzy on the tongue, like good champagne. Plus they make delightful conversation.
Klara von Gruppen, Astaran’s Student: A merchant girl trying to put on airs. Could probably be convinced to let you feed on her. 
Sir Barthof the Burly, Templar of Ulric: The Ulrican would also make a good bodyguard, as long as he doesn’t stand too close to you. He smells like a wolf-buggerer.
FINKEL TIPPLETWIST

Halfling Cook and Bartender of the Crescent Moon

2 Power Cards (Pickpocket x 2)
The Image 

No worries, squire, eh? Halflings are generally reckoned to be jolly old folks and you’re not one to prove that wrong. Whether you’re filling a pint or collecting people’s gambling debts with a large ogre by your side, you always have a smile on your face and an off-colour joke on your lips. People appreciate a bit of a laugh, don’t they? That’s why they always come back to the Crescent Moon. Because nothing’s too much trouble for Old Finkel, and nothing gets him down.

The Truth

You do enjoy a good laugh, but you prefer laughing at other people’s expense. You have after all got fifteen children at home to feed, and it ain’t half easy doing that on a bartender’s wage. Of course, you skim off the top and you pretend not to know that Genevieve knows you do. What she doesn’t know is that you run an illegal smuggling ring in the sewers beneath the taproom, an operation that has currently put you in a small amount of financial difficulty.  But you have a plan, and you intend to have the last laugh.
Costume Suggestions
Walking on your knees, cushion as a pot-belly, sideburns, pipe, apron, polishing rag
Possessions
3 Gold Crowns
Background

You’re not a bad Halfling. You just have a good nose for profit and the good sense not to ignore it. Once, tending bar at the Moon was enough to keep you mostly in the style you are accustomed. Then the war started. Prices went up and business went down. And the city closed its gates to any sort of suspicious trade, making it very hard to get certain items of questionable legality. So when Tall Alfred asked if his smuggling barges could dock in the sewers under the Moon and make use of the wine cellars as a warehouse, you didn’t have to think very long about it. 
With new connections came new privileges. You were invited to Tall Alfred’s social clubs and business associate meetings. You enjoyed some very good quality pipe weed. You played a few hands of Tilean Queens. And then you found yourself in a bit of debt. And then a lot of debt. But Tall Alfred is not a bad Halfling. He knows he can’t get blood out of a stone. So he promised not to rip off your ears if you did a favour for his boss, the shadowy figure known only as “Herr Schmidt”. He wants one thing: to be owner of the Crescent Moon. Accomplishing this required a very careful forging of Genevieve’s signature on a Deed of Sale, right next to Herr Schmidt’s. 

Now all you need is for a notary to witness it. Or a Priest, or a Witch Hunter, or a scholar or just anyone noble or educated. The war will do the rest: by the time the siege lifts, Gen will probably have to move on or won’t ever have time to examine the finances. The only problem with this plan is that since last night you haven’t been able to find the Deed. It can’t have gone far, though.

Goals

· Run the Piglet Tossing Competition. Collect a crown for each toss and maintain a record of the high score. After an hour or so, take a “fair” percent off the top for you and give the rest of the pool to the winner (get Genevieve to announce the winner for some pomp and circumstance). Both dwarfs get +5 to any scores they roll. Obviously the more people who play, the more money you can skim, so try to encourage everyone to play.
· Find the Deed of Ownership for the Crescent Moon before Genevieve sees it and works out what you’re doing. Find ways to distract Genevieve as much as possible while you do. A good way to do this is to tell men she fancies them.
· Do what Genevieve tells you to, so she never questions your loyalty.
· Get a respectable authority (like a Witch Hunter, a Priest or a Soldier) to sign the Deed to the Crescent Moon. Offer cash or secrets in return.
· Find some way to compromise Genevieve to ensure she has to leave town when the siege starts, or gets arrested. Find out her secrets and trade them to parties who can do such things. You don’t want her dead, however.
· End the game with as much money as possible. Steal everything you can, sell everything you know, take bribes or payments wherever else.
· If you find any vampires, try to arrange for them to not destroy the Moon when they invade the city. Tipping them off about Gen might help.
· Make lots of bad jokes and dirty innuendo. Assure ladies and gents alike that once they try your enormous sausage they’ll never love another.
The Others

Miss Genevieve, Owner of the Crescent Moon and Lady of MysteryTM: By some miracle, your employer is actually fair-minded, good company and not at all prejudiced against Halflings. She is a skinflint though, and does put on airs sometimes. You also worked out a little while ago that she’s a vampire. And now that vampires are about to burn the city to the ground and kill everyone you love, being a fair-minded boss counts a lot less than it used to.
“Lord” Bucket, Mad Janitor of the Crescent Moon: It seems idiots make good bouncers (like Gutsikk the ogre) and madmen like Bucket make good cleaners. Try to make sure this madman doesn’t annoy the fine ladies and gennelmen too much with his mad ravings and crazed fantasies. Also, find out if he’s been down in the sewers, because he might have seen something he shouldn’t have regarding your smuggling.
Lady Dunkelhaus, A Wealthy Noblewoman Out of Place: Not her kind of tavern, so she keeps wrinkling her nose at everything. A perfect butt for practical jokes and veiled insults…or, to help her feel more at ease, you could offer to be her guide and “gopher” – for a price.
Herr Fuegelbrant, Witch Hunter of Sigmar and Sergeant Stalagmeit, his Hired Muscle: Free beer for all members of the constabulary and military, of course! And a toast to your endeavours! Nothing but good honest folk here, and no need to look in the basement at all, haha! Also, get one of them to sign the Deed. Soldiers are famously corrupt.
Father Pendersen, Priest of Morr: Priests of Morr stop people drinking with their dour looks and somber mood. But he’s not a Priest of Morr – you know a pickpocket when you see one. If you can catch him with something that isn’t his, you can perhaps get Stalagmeit to arrest him, or Gen to throw him onto the streets.
Madame Rosalina, Fuegelbrant’s Strigany Seer: Hello nurse! A saucy Strigany lass who looks like she would enjoy a game of Hide the Turnip.
Runesmith Skeggi and Trollslayer Grimgul: The only two dwarfs stubborn enough to play pig-tossing in the middle of a siege – but Skeggi is keen to repeat last year’s victory, and you know Grimgul’s pride wont let that happen. Egg them on so they keep gambling and making you rich.
“Crowbar” Keller, Ratcatcher: This mercenary bastard was hired to clean the sewers a week ago and since then keeps coming back looking for more money for “danger pay”. What this means is he figured out you’re smuggling stuff and wants a bribe so he can “forget” about it. Give him one, or get somebody else to deal with him.
Sir Barthof the Burly, Ulrican Templar: This hairy, sweaty lunatic may be the easiest mark in the place. Fighting men want women, beer and gold, and you can promise him all of these, for a small finder’s fee. And he likes to toss the pigs, too.
Astaran Seamist, Elven Scholar: Elves are even more stuck up than nobles. Make fun of his ears.
Klara von Gruppen, Astaran’s Student: A student of physic and anatomy and  regular customer who likes your jokes. You could give her some anatomy to study, eh? She also has some business sense – maybe you two could get rich with those creams of hers. After all, you’re a natural salesman.
LORD BUCKET
Cleaner, Dogsbody and Resident Madman of the Crescent Moon

2 Power Cards (Ooh, Shiny Thing!, I REALLY Want That)
The Image 

You look like an old man in rags who sleeps in the cellar and owns little besides a mop, a bucket and a lot of ground in dirt. You do a good job keeping the tavern clean and in exchange you get a place to live and some food. People seem to like your work and smile at you as you go by. Sometimes, you tell people you used to be a great lord with a huge fortune, and they smile once more, but a little more distantly.
The Truth

You are Sigmar Reborn Again! You think. Last week, you were pretty sure you were Mandred the Ratslayer Reborn, and before that you suspected you were Princess Katarina of Kislev. But you now know your true identity and your true destiny. The Gods have brought Sigmar back to this world to put the custard in the teapot with the little mice. No wait. Not that. You get confused sometimes. That’s right – to smite all the vampires and make Altdorf free again! And then have the custard. No mice.  Not even one.
Costume Suggestions
Torn rags, singlet, apron, mop or broom (aka Hilde, your trusty steed), long beard, grey hair
Possessions
A Deed of Sale, selling the Crescent Moon

1 Crown
Background

You don’t remember much of your life before a few years back. You know you were once a great lord, but you lost your kingdom. You couldn’t even find the secret place where you buried your treasure. Your mind stolen, you wandered the world until you ended up in Altdorf and were too tired to walk any more. The ratmen in the sewers ate your blanket and the last of your food, so you lay down and waited to die.

Then everything changed. The Crescent Moon opened and Miss Genevieve said you couldn’t sleep in the doorway any more. She said you could sleep inside instead! And all you had to do was clean the floor and the privies once a day. You think maybe Miss Genevieve is some kind of angel of Sigmar sent to direct you to your true path. Even if she yells at you when you break things or eat all the coal. Or when you tell her about the ratmen bothering you. She says the ratmen don’t exist, and she would know. She says the custard doesn’t exist either. She must be clever.
Now that you know you’re Sigmar, you know it is your duty to keep Miss Genevieve safe. Especially from vampires. You are on the lookout for them, and are ready to kill any you see with your magical scrubbing brush. Hilde, your trusty steed, whinnies when she can sense them close. Only you can hear her, of course – to the non-faithful, she appears to be nothing more than a simple broom. You also gather evidence of vampires and put them in your bucket. There is a lot of evidence here tonight. Just this morning you found some evidence with Miss Genevieve’s name on it. It looks very suspicious indeed. Before you show it to her, you should show it to others to find out what it means.
Goals

· Gather evidence and examine it carefully! Find all the items you can and get them any way you can. Find out things so you can trade your knowledge for items. Once you have inspected the evidence, give it to those who you think need it most. If you don’t understand something, ask others what it means.
· Find any vampires or evidence of vampires, and identify any threats to Miss Genevieve. Let her know about these things.
· Protect Miss Genevieve from harm at all cost.
· Find the shiny green stone you saw the ratmen holding. Something that shiny must be very important indeed.
· Tell everyone about the terrible things you see in the sewers: the giant talking ratpeople, the flesh-eating ghouls, and the people with strange purpose.
· Start amassing your new army to fight the vampires and free the Empire. Badger people until they swear allegiance to your flag and cause. In lieu of a pledged sword, financial support would also be useful – armies are expensive, you hear.
· Introduce everyone to Hilde. If they are polite, they may stroke her mane.
The Others

Finkel Tippeltwist, Halfling Barman of the Crescent Moon: Mister Finkel is not as nice to you as Miss Gen, and is not as respectful to Miss Gen as he should be. And he makes you work too hard. You don’t like him.
Klara von Gruppen, A Young Merchant Girl: You saw Ms von Gruppen putting some dead elves in the sewers a few times this month. You had a gnaw on them but they tasted bad, and then the ratmen came and ate them instead. Stupid ratmen.

Lady Dunkelhaus, A Wealthy Noblewoman: You saw Ms Dunkelhaus in the sewers too, talking to the ratmen in their own language while they held the shiny green stone. But nobody believes you!

“Crowbar” Keller: You saw this smelly man in the sewers too – disguised as a doggy and now he was holding the shiny stone! Then he asked you questions about the fictional ratmen. Probably a vampire – they can change their shape, and that black-gemmed ring he wears is a sign of evil!
Madame Rosalina, A Strigany Seer Working For Fuegelbrant: Such a noble lady will of course not be asked to serve in your army, but will be reassured to hear of your plans to protect her. 
Herr Fuegelbrant, Witch Hunter of Sigmar: A man of Sigmar may recognize your divine nature, even if it is yet clouded to the rest of the world. Should he prove of true faith, reveal your divine mission and recruit him to your cause.
Father Pendersen, Priest of Morr: Another man of the Gods, who also carries an evil black-gemmed ring! Is he a vampire, out to hurt Miss Gen? If not, a man of Morr would be useful in your crusade.
Sir Barthof, Templar of Ulric and Sergeant Stalagmeit, War Hero: Soldiers will help you in military matters. Ask for their help with strategy and tactics, and compare horses and fighting techniques. Allow them to ride on Hilde, so they can see how excellent a steed she is.
Astaran Seamist, Elven Scholar: Elves are famous for their skill with the bow and their magical powers – but can they be truly trusted to remain loyal to a human cause? Examine his faithfulness!
Runesmith Skeggi and Trollslayer Grimgul, the Dwarfs: Dwarfs are known for their courage. Recruit them immediately.
Count Fredo: The men of Tilea are cowards and thieves, and have little place in Sigmar’s armies. But this one has mice in his pockets, oh yes.
KLARA von GRUPPEN

A Merchant’s Daughter Driven to Be More

2 Power Cards (Disarming Charm, Brush of the Arm)
The Image 

Even in this enlightened age, women are supposed to be seen and not heard. You don’t like that. You are descended from nobility and are determined to raise yourself back to such heights, although not if it means sacrificing your independence or your drive to learn. You’re clearly in the market for a socially mobile husband, but he would have to be one who can help you get out of the city, not to mention willing to be dominated by your unrestrained tongue and your questioning mind – and your powerful business drive. Money is, after all, the real power in this new world.
The Truth

Money is the route to all power, and the thing people want more than anything is immortality – or at least, immortal beauty. You found a way to sell that in your miracle potions. Unfortunately, making them does involve a fair bit of elven blood, taken from the jugular vein. Death follows quite quickly, but you’ve gotten very good at removing the mess and hiding the bodies. But demand keeps rising and some people have begun to notice the disappearances, even with the war. Tonight, you really need to cut your loose ends, and then get out of the city.
Costume Suggestions
Simple gown, hair in plaits or a bun, glasses, books, stylus
Possessions
A blade covered in Dwarfen runes

2 bottles of von Gruppen’s Miraculous Youthful Restorative Creme
11 Crowns
Background

Three centuries ago, the von Gruppens were a proud noble family among the elite of the city of Middenheim. But times change. After some disastrous military financing, the money ran out and your great great grandfather solved the problem by selling his title and his daughter to a wealthy silversmith. But this newly titled merchant family was never accepted by Middenheim’s upper class.  Soon, people forgot the title even existed.
But times change, and money can buy a new kind of nobility. The silver and jewelry business grew, and by the time the von Gruppen’s moved to the gold-laden streets of Altdorf, they were among the mercantile elite. Now you have the money and a chance to marry into nobility yourself. You never wanted to have the choice made for you, however, so you worked hard to gain your independence. You mastered both the craft and the financial aspects of the family business, and used your own allowance to fund further education at the Altdorf University. You studied more on metals, mastering alchemy, then phylactery and herbalism. You studied everything you could, even the forbidden fields of anatomy and physiology. You learnt from a dozen scholars, even the most learned of elves, like master Astaran.
It wasn’t difficult to see the potential profit in crèmes and potions to make people beautiful. But it was sheer accident that your master’s Astaran scratched his hand and bled into the powder of unicorn horn. But when you rubbed it on your skin, the effect was immediate: every wrinkle smoothed, every blemish gone. You obtained more under the ruse of learning blood-letting and practicing surgery. A bit of powdered warpstone made the crème complete.  You sold the first batch for a crown a bottle, but word of mouth soon drove demand up to five crowns.  Then demand went crazy.  The crème worked, but only for a few days.  And people wanted more.
Your daddy had a saying: the customer is always right. They demanded, you provided. First a fresh corpse, then a failing surgery you helped along. But then you couldn’t wait any longer – and fate played a hand. Last month, at this very tavern, you found a Dwarfen blade. You knew enough dwarfish to translate the runes: it said “Elf-Slayer”. And indeed, one strike from the blade and their heads came off. You killed one a week since then, draining their blood and hiding their bodies in the sewers. Unfortunately when the city was besieged the bodies floated up again and too many questions are now being asked. And then Astaran invited you along to the Crescent Moon, a place all-too linked with your crimes. You couldn’t say no to the chance to meet a vampire, but the longer you spend here, the more in danger you become. You need to plant the blade on someone, get them arrested by the Witch Hunter and slip out of town. There are still lands untouched by vampires that need beauty products, and still money to be made.
Goals

· Plant the knife on someone immediately. Then make them or somebody else into your patsy. Start rumours that you saw them in the sewers and so on. If possible, get the patsy arrested or killed.
· Find any vampires here tonight, and befriend them. See if you can be made into one so you can live forever. Either should ensure your safety if the city falls.
· In lieu of a vampire consort, find a husband to protect you. He needs to be of decent rank and income to support your lifestyle, or at the very least good with a sword if he’s going to help you escape the siege. Make him a vampire if it helps.
· Sell everyone you can bottles of your marvelous crème. They normally go for five crowns but you can haggle. Women will want it for their skin, men will want it for gifts to give to women.
· Improve your education. You are always keen to learn about the world, so ask everyone about who they are and what they know about the world. That will help you spread rumours, too.
· Find the warpstone. You can sense this magic green rock here tonight and it would be very useful for making further concoctions.
The Others

Miss Genevieve, Owner of the Crescent Moon and Lady of MysteryTM: A merchant like yourself, yet she insists on putting on airs and acting above everyone else. She would be worth taking down a peg. Since you found the knife at the Moon, you might be able to implicate her – turns out she knew one of your victims, after all. Failing that, you can hand the knife to her as “lost property”. You have much in common and she might be a useful ally.
Finkel Tippeltwist, Halfling Bartender of the Crescent Moon: Halflings are so vulgar. But this one seems to be very good with money. He may have much to teach you.
“Lord” Bucket, Mad Janitor of the Crescent Moon: You think perhaps this madman saw you in the sewers last week, when you were hiding a body. Luckily nobody listens to a word he says, but perhaps he should be committed for his own safety – and you know a doctor at university that would be happy to take him in. Ask the authorities and his employer (Miss Gen) about making this happen.
Count Fredo, A Tilean Fur Merchant: A dashing and wealthy man from foreign climes.  And almost certainly an idiot. A delightful possibility for a husband (or a human shield).
Herr Fuegelbrant, Witch Hunter of Sigmar and Madame Rosalina, his Strigany Seer: Witch Hunters are not exactly nobility, but this one is clearly well-off and well connected. And he is fat and old, so likely easily seduced. A fine second choice for a husband. First though you’ll have to poison him against his current consort, so find a way to convince him she is a traitor or a heretic.
Sergeant Stalagmeit, Brave War Hero: Ooh, such big, firm muscles. And sergeants do get promoted. And probably can get fast horses out of the city.

Lady Dunkelhaus, A Weatlhy Noblewoman Out of Place: She views you as the enemy, trying to infiltrate her social class. And rightly so. Spread poisonous rumours about her, and ensure she doesn’t get her hands on any of your men.
Father Pendersen, Priest of Morr: The Morrians bury the dead of the city. He may be investigating the murders. Try to expose him to danger and suspicion.
Runesmith Skeggi and Trollslayer Grimgul, the Dwarfs: Perfect targets for patsies. The blade is dwarf-made and dwarfs hate elves. And one is a mad trollslayer! Become their best friends so they don’t suspect you are setting them up.
“Crowbar” Keller, Ratcatcher For Hire: Another sewer man who looks at everyone suspiciously. It’s getting so you can’t hide a body these days.
Astaran Seamist, Elven Scholar: One of your main tutors at the University and your consort for the evening. You’ve since surpassed his intelligence but you continue to play the earnest young ingénue to flatter him. Ask him to explain the wonders of magic to you, and any other questions you can think of. Also a good candidate for a frame-up, because elves inexplicably killing elves suits most human prejudices.
Sir Barthof the Burly, Templar of Ulric: A wild warrior, so another perfect patsy. But he smells so awful. Still, he claims to be a knight, so with a few baths he could also make a decent husband. A girl is spoiled for choice, tonight.
HERR FUEGELBRANT

Witch Hunter of Sigmar

2 Power Cards (Was That Heresy?, Protection of the Gods)
The Image 

Witch Hunters are famed for their piety and their cruelty. Your reputation hangs more on the former. Indeed, few in Altdorf have not heard your preachings in the squares or heard the clang of your bell as you search random houses for infernalism and heresy. All tremble under your watchful eye because to face the wrath of the Witch Hunters is to surely be burnt at the stake. Tonight, although surrounded by heresy, you have another quest as well: to find the murderer the peasants call the Harbinger. And by Sigmar’s Hammer, find him you will!

The Truth

There tend to be two types of Witch Hunters. The kind that ride out across the land burning peasant witches and the kind that stay in Altdorf and make connections and grow fat.  You much prefer being the latter kind. You go through the motions but have only burnt one heretic in the last decade. Unfortunately, your superiors have noticed your lack of zeal and have threatened to send you to the city walls to battle the vampires if you can’t prove your worth some other way.  So tonight you really need a big, solid win. Or else you need to run away and become someone else, somewhere safer.
Costume Suggestions
Fur coat over all black, wide-brimmed black hat, leather boots and black leather gloves, sign of the Hammer/sign of the comet, religious tattoos, gold rings or chains
Possessions
A Marriage License
13 Crowns
Background

You were never really cut out to be a Witch Hunter: all that running around, finding heretics, collecting firewood, turning the rack, heating up hot-pokers - it’s exhausting! You much prefer a quiet night in with a good book. But your gift for reading and scholarship propelled you through the church and when all the ranks for Abbot and Annointed Priest were filled, you decided Witch Hunting would be an equally good way to gain prestige and power at the Altdorf court.
And you were right. Everyone was terrified of you and quickly told you everything you needed to know. You traded this information and the sparing of lives for great prestige. Soon, you made yourself a very comfortable life, and it became enough for you to simply appear to be a Witch Hunter, with the odd hot-poker now and then to keep up appearances. Then the war started and undead were thought to be hiding everywhere. Suddenly you were up to your armpits in people to torture and burn. It was work for a younger man. You let things slide and get buried in paperwork and went back to more comforting things.

But then your supervisors in the Church found out about all the torturings you’d been skipping and somebody whispered “sympathiser” and somebody else whispered “spy” and you saw which way the wind was turning and it smelled of burnt flesh – your flesh. To allay suspicion you boldly declared you’d catch the Harbinger AND investigate the nest of vampires suspected to be hiding in the Crescent Moon. Quite a stroke of luck then, that your trusted seer Rosalina assures you that the Harbinger is probably a vampire and probably in the Crescent Moon tonight. Grabbing a sergeant to handle the heavy stuff, you went off to flush out a killer.
Of course, exposing a vampire in a bar full of vampires with a vampire army outside the walls isn’t exactly safe. Your superiors promise they’ll protect you if you prove yourself, but you might also want to make your own arrangements. Fortune favours the fastest runner, after all.
Goals

· Find evidence of vampirism, murder or anything else that seems illegal, and then build a case. Ideally, you need a witness who will swear to the guilt of the prisoner and an independent judge to hear the witnesses and then agree with your decision (ahem). Get these and you can have Stalagmeit chop their heads off in a completely legal fashion (and its also much quicker than burning). Then you can scurry back to the temple and have a good chance of them protecting you during the siege.
· Start the evening with a bang: announce loudly that you have tracked the Harbinger to the Crescent Moon and intend to unmask this vampiric fiend. That should throw a cat among the pigeons. 
· Employ Rosalina to find any other threats against you. You never know what enemies abound.
· Don’t become too big a target for said enemies. Make sure your deputies take all the risks, and acquire some more allies to protect you. 
· Find a wife. It is no good for a man of your station and wealth to still be a bachelor. There are several good candidates here tonight.
· Remind everyone of their duty to Sigmar and check everyone’s actions for heresy or deviancy from the scripture. Preach a little. You deserve it.
The Others

Madame Rosalina, Your Faithful Seer: The Strigany people are all gypsies, tramps and thieves, but their women are known for their gift of prophecy. Rosalina has that talent, and for the past year has been a great ally of the Witch Hunters of Altdorf, uprooting traitors and heretics left and right. Her sight isn’t perfect, but when it works, you have never known it to be wrong. Send her out to be your eyes and ears tonight, finding out the secrets people hide from a man of God.
Sergeant Stalagmeit, Brave War Hero: You grabbed the first stout-looking sergeant you could find to handle the rough stuff. Make sure he knows his duties and that he answers to you, because if there is any rough stuff, he better be standing next to you (and if he proves to be unreliable in such matters, replace him with someone else good with a blade). 
The Lady Genevieve, Owner of the Crescent Moon: The real reason you decided to come to the Moon is the Lady Genevieve. Ever since you met her you’ve been madly in love with her. Tonight, on the verge of your triumph, and with an offer to protect her within the Temple of Sigmar, you at last have a dowry worthy of her. You intend to woo her and propose to her.  You even have the license with you to make it official (Father Pendersen or even your Sergeant can officiate).  A few gifts, favours or overtures will help prepare the way, of course.
Finkel Tippeltwist, Halfling Barman of the Crescent Moon: The Halfling spends half his life with Genevieve. He’d know how to approach the beautiful lady with your request. Bend his ear for advice.
Lord Bucket, Mad Janitor of the Crescent Moon: The lunatic spouts heresy but burning madmen is not really a crowd-pleaser.
Count Fredo, Tilean Fur Merchant Out of His Depth: A foreigner, and therefore, suspect (and an excellent scapegoat for any crime). Interrogate him regarding his intentions. He carries a sword though so if he isn’t a spy, could make a good replacement for Stalagmeit.
Lady Dunkelhaus, A Woman of Court: A noblewoman of great standing and some beauty. If Genevieve will not take you, she would be a fine second choice. 
Astaran, High Elf Scholar and Wizard: Throughout the vampire wars, the elves have yet to act to aid the Empire that they call their ally. Perhaps this particular pointy-eared fellow would like to explain this cowardice to everyone here tonight.

Klara von Gruppen, Astaran’s Student: A merchant’s daughter. Being of middle class, she is beneath you as a wife, but not beneath consideration for a knee-trembler.

Father Pendersen, Priest of Morr: As a burier of the dead, knows a lot about this Harbinger business. Pick his brain for the details so you know what kind of evidence to find/place on someone.
Runesmith Skeggi and Trollslayer Grimgul, the Dwarfs: Stout fellows, friends of the Empire! Well, drunks, really. But like Stalagmeit, you’d like them on your side if trouble starts. Except maybe not that Runesmith. He has a lean and hungry look. 
“Crowbar” Keller, Ratcatcher For Hire: A ratcatcher, so probably a thug and a brigand. Might also be the Harbinger, since the bodies were found in the sewers.  A prime suspect.
Sir Barthof the Burly, Templar of Ulric: A filthy Ulrican “knight”. The Ulricans worship wolves because they know no better, and this one seems to take the worship so far as to sleep in a kennel. Remind him as to the weaknesses of his barbaric, out-dated faith. Of course, if he could see his way to admitting Sigmar’s supremacy, the two of you would be an unstoppable force against the enemies of mankind.
SERGEANT MIKAEL STALAGMEIT

Brave Empire Soldier

2 Power Cards (Intimidating Flex, You’re Nicked, Son)

The Image 

The enemy is literally at the gates, and nobody has suffered more in their dread advance than the Empire’s brave soldiers. Nobody knows more the true horror of what is outside the gates than the warriors that remain in Altdorf. Nobody is braver than they, for despite knowing the terrible nature of the enemy, they stand vigilant on the walls all night and day. Blessed with warrior’s muscle and a heroic chin people see hope in you, and you let them, for people need hope to survive this. With only a little prodding you’ll tell them about the medal you won, and the men you saved. And then you will assure them that Altdorf will endure.

The Truth

We are so screwed. You’ve seen what’s out there. Every man in your unit was killed the last time you fought Vlad’s army, and you got a medal, presumably, because you ran away the fastest. That got you all the way back to Altdorf, away from the fighting, but that safety was an illusion. The Harbinger prowls the streets and now the army is right outside the wall. The wall guard will last four, maybe five hours, before those left alive will run. Then everyone dies, slowly and painfully. But not you, mate. You’re getting out of here. Whatever it takes.
Costume Suggestions
Leather or metal breastplate, helmet, pike or sword, shield, puffy shirt in state colours, medal, five o’clock shadow
Possessions
13 Crowns
Background

You joined the army for the travel and the women. You figured you could get well clear before any real danger. Not that you mind killing people, its people trying to kill you that bothers you. Sigmar gave you a handsome face and you don’t want anything to happen to it. But then the war started and skipping battles by pretending to be sick wasn’t tolerated any more. And then everyone just died. Vlad’s army is unstoppable. You kill them and they get back up again. Then they kill your buddy, and the he gets up to join them. Nobody can fight against that. At the Battle of The Confluence, you managed to figure this out before everyone else, and ran like crazy to tell your Captain down river. They gave you a medal for being the sole survivor of that massacre. Makes as much sense as anything else that happens in the army.
But you thanked Sigmar for it, because it got you off the front lines, and far away in Altdorf, working to police the streets and keep the curfews. If Sigmar did save you, He has a cruel sense of humour though, because within months the army was outside the city, and they were going to put you back on the walls, with all the youngsters looking to you with your shiny medal to show them how they were going to win. And you didn’t want them to see the fear behind your eyes. Then came another miracle: the fat fool Fuegelbrant knocked on the watch door and tells you he needs some back up because he’s found the Harbinger. You don’t believe Fuegelbrant could find his arse with both hands but when he mentioned the Crescent Moon, you grabbed every cent in the paychest (not much) and bolted out the door. If the rumours are true, there are vampires in there and you may just be able to buy yourself out this city. You don’t want to have to become a vampire, but if it’s that or become a walking corpse, you know what you prefer. Or maybe you can just carry some vampire lord’s hat and cape, or fill their wine goblets. Or be a spy: surely you know something useful?

Surely?

Goals

· Try to find a way to get out of Fuegelbant’s detail. Emphasize your lack of subtlety and point out the virtues of other candidates. Pay those candidates to take over for you.
· Find a vampire and try to buy or extort your way out of the city. If they won’t take money, find out what they want and get them that instead. If you can’t find a vampire, maybe a rich person has an escape route worked out. 
· If neither of those work, try to raise, borrow or steal eleven more crowns. You know there are three men on the aft gate, each of which will need an 8 crown bribe to let you out of the city. You might win it on the piglet tossing. Otherwise, sell your information and services to anyone you can find.
· If that doesn’t work, talk to Finkel or the Ratcatcher about the sewers under the Crescent Moon. Maybe you can slip out into the river and swim to safety.
· Failing that, get some muscle on your side. The trollslayer will be nuts but he will also be an unstoppable killing machine. Dwarfs love gold, maybe you can pay him (and/or his friend) to kill your way out. 
· As a back up, find a plausible way to pretend to injure yourself in front of Fuegelbrant and other witnesses, so you can be excused fighting on the walls tonight. When death does come, you’d rather be in the hospice with some friendly nurses and a big jar of mandrake pills.
· Until you shake him, do what Fuegelbrant says so he won’t suspect all you care about is getting out of here.
The Others

Herr Fuegelbrant: For a Witch Hunter, he seems relatively sane. Except for the fact that he’s dragged you into a nest of vampires to try and find a killer. He might as well have hung a target around his neck, and you don’t intend to get hit with any loose fire.
Madame Rosalina, Strigany Seer: Fuegelbrant’s “seer” seems like a big fraud to you and everybody knows the Strigany people are best friends with vampires. She may be a spy, but Fuegelbrant seems to trust her naively. Find out the truth and then blackmail her into telling you where the vampires are.

Miss Genevieve, Owner of the Crescent Moon and Lady of MysteryTM: She runs this place full of vampires, so she too probably knows which ones they are.  Also, she’s extremely beautiful. If you have to go out with a bang, you’d want it to be in her company.
Finkel Tippeltwist, Halfling Barman of the Crescent Moon: A good barman knows all the secrets, and probably loves a bit of cash. See what he knows
“Lord” Bucket, Mad Janitor of the Crescent Moon: Madmen make good scapegoats. If Fuegelbrant needs a Harbinger, this guy will do nicely and you can wrap up the case in a few minutes. Try and plant something on him.

Count Fredo, Tilean Fur Merchant and Lady Dunkelhaus, Wealthy Noblewoman: Two nobles in a place like this is suspicious. They’re probably both vampires. Ask around.

Father Pendersen, Priest of Morr: More than anyone else, a Priest of Morr knows the threat of the undead. So he might make a good ally in escaping the attack tonight.
“Crowbar” Keller, Ratcatcher for Hire: Find out if he knows a way out through the sewers. Then make sure he doesn’t tell anyone you asked.
Trollslayer Grimgul and Runesmith Skeggi, the Dwarfs: Dwarfs like gold, and beer, and gambling. Become their best buddies so you can count on their axes to protect you.
Astaran Seamist, Elven Scholar: Elves are all spies, and this one walks like a trained killer. He would be a good candidate for the Harbinger – he might even BE the Harbinger. Spread the word among the crowd.

Klara von Gruppen, Astaran’s Student: You know a husband-hunter when you see one: they always hang around the barracks looking at officers. Might be worth a bit of fun though. And a man with a wife would receive mercy when trying to escape…
Sir Bartof the Burly, Templar of Ulric: A fellow soldier is always a good friend, even if he’s crazy.  If he’d lay off the heresy, he’d make a good replacement for you with Fuegelbrant, allowing you to concentrate on escaping.
LADY SIGISMUNDA DUNKELHAUS
A Woman of High Rank and High Virtue
2 Power Cards (Copious Undergarments, Ratmen Allies)
The Image 

Some would call you high and mighty, suggest that you are stuck up or superior. The truth is you are simply acutely aware of the real burdens of nobility, and are not foolish enough to believe that simply anyone can handle them. A noblewoman must be above reproach, and act as a moral guide to those beneath her station. She must be a hostess, a saint, a scholar and in times of war, a beacon of hope and a master strategist. Some would say all hope is lost now that Vlad’s army is here. You shake your head at such lack of patriotism. The Empire shall never fall, not while we are stouthearted. And not while you have a plan…
The Truth

You are a master strategist: you’ve had to be ever since your family’s money collapsed and title began to fall into ill repute.  You’ve held the family together and kept up appearances for a long time, and aren’t prepared to let a little war stop that. You are smart enough, however, to realize that desperate times call for desperate measures. Some time ago you discovered that the mythical “ratfaced bogeymen” of the Altdorf sewers were in fact real. They are the SKAVEN, an intelligent and brutally cunning race of sorcerers. They have no great love of humans, but they loathe vampires. You cannot save the city but with their help, you certainly intend to save yourself. And if you can make some alliances or cash into the bargain, so much the better.
Costume Suggestions
Fine gown, large amounts of jewelry, tiara, fan, small symbol of a rat or a triangle (the skaven’s symbol)
Possessions
23 Crowns
Background

The Dunkelhaus name is a very old one, one of the most prestigious in Altdorf. Getting to that position, and staying there in the cut-throat world of Empire politics is no mean feat. It requires high intelligence and low cunning. Not something the Dunkelhaus men have a lot of: they tend to be warriors, and in this time of war, most of them have ridden off and gotten themselves killed. Indeed your father did that just a month ago, promoting you to head of the household and, leaving you with all the responsibility of keeping up both the finances and the appearances. Not that you were idle beforehand: your position and wealth allowed you access to certain books and certain groups in Altdorf. From these you taught yourself the forbidden art of magic and learned of the skaven. These ratmen are dangerous, but they are the true masters of magic, and from their under-empire, the true rulers of the city. Thanks to your connections with them and their human allies, you have found new and unstoppable ways to remove your rivals and ensure the ascendancy of your househould. This wasn’t easy, because your father had more than his fair share of mistresses. You think you’ve managed to dispose of all the illegitimate claimants to the title, but you can never sure.
When the fortunes of battle turned and you realized the city would fall, you made a bargain with the skaven to get you out of the city through their underground tunnels. However, the little bastards have reneged on the deal. The ratmen have a love for the magical rock known as warpstone beyond that of any human wizard, and claim that a large piece of it has been stolen from them. Apparently it was taken from the sewers into the Crescent Moon. All you have to is find the stone and slip through the secret door in the cellars to the sewers and you’ll be able to escape the city come sunset. An easy task for someone as clever as you.

Goals

· Find the warpstone and hold onto it until sunset.  If you have the warpstone at sunset, you may leave the city and take one other person with you if you desire. Alternatively, you can try and sell the warpstone to the highest bidder and find another way out. 
· Hide your association with the skaven. Be sure to point out to everyone that these ratmen are figments of their imagination.
· Protect your reputation. Scurrilous rumours abound in a place like this and the Dunkelhaus name must be above suspicion – as must your position as primarch of the family. Many people would like to take away your position but you’re not about to let them.
· Find a consort or loyal servant. You’re not looking for marriage but going on the run will require a man or dwarf nearby to do the heavy lifting and bodyguarding and so on. A good salary and escape from the city should be promise enough to attract someone.
· If you can’t get the warpstone, you’ll have to get some more cash, because after you pay for a bodyguard you won’t have enough to bribe the guards on the wall to let you escape (you need 24 crowns). This is a rather common escape route, but needs must.
· Improve your knowledge of sorcery. Rumour has it that Genevieve is a witch, and all elves are magical and the runesmith is a master of dwarfen magic. Pick their brains.
· Improve your station. Make connections, collect gifts, money, power and influence. Do favours for others to gain these things or power over them. You have heard the Moon is up for sale and while you cannot abide being a merchant, property is always valuable. Offer to buy it, or to seal the deal (with your signature) in exchange for a cut.
· Remind everyone else that you are better than them, and provide an example for them all to model themselves on.
The Others

Genevieve, Owner of the Crescent Moon: For some reason, men fawn over this pale-faced whore. She pretends to be noble but owns a common tavern – which probably also doubles as a brothel. Make sure everyone at the party knows how common and loose-moraled she truly is – without saying anything directly, of course, because you would never be so indelicate.
Finkel Tippeltwist, Halfling Barman of the Crescent Moon: Halflings make excellent servants, but like servants, they should be seen and not heard. Still, he will know if his mistress is interested in selling the place.
Lord Bucket, Mad Janitor of the Crescent Moon: This lunatic haunts the sewers below a lot: he probably stumbled onto the warpstone and picked it up because it was shiny. Find him something else shiny to replace it and your main task should be over for the evening.

Madame Rosalina, Strigany Seer: You can’t understand why they let those gypsies in the city, let alone in a place like this where there are civilized people. Convince Fuegelbrant to get rid of her (or get Gen to throw her out).
Herr Fuegelbrant, Witch Hunter of Sigmar: Probably a fool but anyone in power in Altdorf must make friends with a Witch Hunter. Make sure he thinks you are his most trusted ally, and someone to whom he owes at least one favour. He might even make a good consort or husband.
Sergeant Stalagmeit and Sir Barthof: A soldier would make an excellent bodyguard. Find out what they’d require as pay to escort a lady of breeding. Obviously, both will need baths and some training in polite behaviour, but you are up to the challenge.
Count Fredo, Tilean Fur Merchant Out of His Depth: Foreign, but undeniably a man of breeding. If he can handle a blade, might be an excellent consort. See if you can find out his real background. Rosalina seems to know him – she almost fell over when she saw the Count arrive. An old lover, perhaps?
Father Pendersen, Priest of Morr: The Priests of Morr are only of interest to the dead. But he too, seems to know Count Fredo – and is afraid of him. Find out how.
“Crowbar” Keller, Ratcatcher for Hire: Another filthy peasant. Try to accidentally set him on fire or something. Or have the soldiers beat him up for some crime you invent.
Trollslayer Grimgul: Dwarfs aren’t as stupid as Halflings, but they smell worse. But few opponents of any race can stand up to a trollslayer. Try and make him your bodyguard.
Runsemith Skeggi: The skaven have told you that a mysterious dwarfen runesmith runs much of the organized crime in Altdorf. Such a person would need to make a deal with vampires and come to the Crescent Moon. That might be useful information to many people here tonight. And although he isn’t noble, a crime lord would be a very useful ally to you too.
Astaran Seamist, High Elven Scholar: Elves are the most noble, cultured and handsome of all the races. Ingratiate yourself with this fine young gentleman and monopolise his time. Learn all about his fascinating culture and art and then make sure to tell everyone what you know. That way, everyone will know how special you are, as an “elf-friend”. Remind others of how special this makes you.
Klara von Gruppen, Astaran’s Student: A shop girl with delusions of nobility. Be sure to put her in her place, and explain to everyone else in the room how lower class she is.

FATHER ALDO PENDERSEN

Soft-Spoken Dark-Cloaked Priest of Morr

2 Power Cards (Pickpocket, Vision of Morr)
The Image 

Morr is the god of the dead: silent, unmoved and uninterested in the living. His faithful are much the same: they hide their faces in deep hoods, hide their bodies under dark cowls, stay away from people and keep silent as the grave. By Morrian standards, then, you’re the life of the party. Although you keep your face shadowed and never talk about yourself, you are quite happy to pass the time chatting with the living. For death is all around now, and the dead themselves walk the earth, and the living need a wise and brave word. Morr’s garden is all-but empty and although you must tend to it by sending the dead back to Him once again, your duty is also to counsel the living. If they are to aid you in serving Morr, you must aid them by giving them courage in this time of strife.

The Truth

Priest of Morr is the best cover ever invented. Of course, you’re a good enough pickpocket and hustler that you normally don’t need a cover, but in a dark cloak you can hide your face and all anybody sees is a priest. And this time you need a cover because you are in it up to your neck. Through powerful magic, you were caught by the Grand Theogonist, the high priest of Sigmar, and taken to his private chambers. There a dark voice explained that you could perform a special act of theft and in return you would get twenty crowns and get to live. You had to steal a very famous ring from a very deadly person and get back to town with it alive. You managed to do so but you know how these games usually end: with the higher-ups eliminating all the loose ends. But you didn’t survive this long by being easily eliminated.

Costume Suggestions
Dark cloak or cape with hood, black clothing underneath, whitened face and skin, religious symbols (the rose or the raven), holy book, staff
Possessions
A gold ring with a black stone. The inside bears the letters ‘DUNKEL…’
2 Crowns
Background

Your real name is Felix Mann. You’re probably the best cat burglar, sneak-thief and con artist in the city. You’ve never been caught, at least not long enough to be held. You’re a rumour, a ghost, a legend. You’re so good at ferreting out ways to make money some have even called you the Terrier. And you never would have ended up in this mess if the priests hadn’t turned the very Gods themselves against you. It must have taken them weeks to spin the rumours about the statue and how much it was worth, and even then they couldn’t be sure you’d take the bait, or be the first. You wonder how many others they caught – and how many others died trying to steal the ring. 
It doesn’t matter. You broke into the church library, grabbed the statue, and then the magic went off, crushing you under an invisible force. When you could wiggle your fingers again you realized you were in a different room, with two esteemed gentlemen. One was the Grand Theogonist of Sigmar, the pope himself. The other remained in shadows but spoke with a dark voice that could only have come from a vampire. He said his name was Manfred. He told you that you could save the city and your life. All you had to do was sneak out of the city, sneak into the vampire encampment, sneak past all the guards, find Vlad’s personal quarters, sneak in there, inch a magic ring off the vampire lord’s finger and then get all the way back home again.

It’s a good thing you’re a genius.

Of course, you had help. The vampire who hired you took care of most of the guards and ensured Vlad was sleeping like a baby. No doubt he’s one of Vlad’s most trusted allies – you’ve heard he has a bodyguard of “brothers in darkness”. It comes as no surprise to you that vampires are as untrustworthy as humans. Which is why you know the end of this story. Your employer told you to deliver the ring to him here tonight, in exchange for the money, but you know he’s going to try and kill you. So you turned up in disguise. The first thing you’re going to do is give the ring to someone else to hold, before the vampire finds you (or vice versa). With the package stowed, you’ll name YOUR price, and make a proper arrangement. One which leaves you richer and much more alive.

(Note: Your “Vision of Morr” power is not a religious miracle, just a cover story for you doing a cold read on someone while bamboozling them with banter. Feel free to ham this up as much as possible.)

Goals

· Give somebody the ring as quickly as possible, so your employer can’t just steal it from you.
· Stay alive, and get out of the city. There are three men at the east gate that will need eight crowns each to let you pass, so you’ll need at least twenty four crowns by sundown to get out that way. The vampire said twenty, you intend to haggle him up to at least twenty five for the location of the item. If you can’t get it all from him, steal, borrow or extort the rest.
· Find out something about the vampire to get some leverage on him so you can trade for your guaranteed safety. If you can’t get leverage, try and get some protection from a warrior or somebody else nasty – maybe even another vampire, one more loyal to Vlad. That way, Manfred won’t just kill you when he has his prize.
· Probably the best way to keep the vampires off your back is to frame one of them as the Harbinger. When stealing your priestly robes, you saw some of the bodies killed by this lunatic and you don’t think a vampire did it (why would a vampire cut off their heads?) but if you can get or invent some evidence, it makes a pretty good fit.
· If you can’t get twenty five crowns, there must be others here tonight with escape routes planned. Find them and try to buy or extort your way into their plans.
· Judging by the newspaper, somebody else is going round the city calling themselves the Terrier and trying to fight organized crime (see below). You’re leaving the city anyway but this annoys you. See if anyone knows anything about this false Terrier and if there’s anyway you can hurt his plans before you leave.
· Help the authorities with their goals so nobody ever thinks you are anything but a loyal servant of the law.
· Help the “runesmith” (see below) with his goals so he knows you are nothing but a loyal servant of crime.
· Use your “Vision of Morr” scam and your general charm to find out secrets about everyone, so you can cover your ass. You can also probably sell these secrets for more money. 
The Others

Runesmith Skeggi: Underground rumour has it that the shadowy master of most of the city’s organized crime is a Dwarfen runesmith (who goes by the nickname “Herr Schmidt). There can’t be many runesmiths who would come here, now. He must be planning something. See if you can find out what it is and help out, so he knows you’re not the Terrier that’s working against him.
Miss Genevieve, Owner of the Crescent Moon: Some say she’s a witch. Other says she’s a vampire – and she’s beautiful enough for it to be true. Even if she’s not, she might know a vampire when she sees one. Befriend her somehow so she can point you towards your employer.
Finkel Tippeltwist, Barman of the Crescent Moon: A con knows his own. This Halfling’s working some angle on Genevieve, you can just smell it. Try to find out what and then tell Gen to get her confidence. Or get a cut for yourself for staying quiet.
Lord Bucket, Mad Janitor of the Crescent Moon: This idiot may not be as stupid as he seems, or maybe there’s some truth in his ramblings. There’s something more there. Listen to him and sell his secrets to others.
Count Fredo, Tilean Fur Merchant: The accent seems fake, so he’s hiding something. Another scam for you to uncover and get a share of.

Herr Fuegelbrant, Witch Hunter of Sigmar and Sergeant Stalagmeit: The authorities. Help them out where you can – Morrite priests are known for helping to solve murders. It protects your secret and lets you point them at your enemies.
Madame Rosalina, Strigany Seer: Fuegelbrant’s gypsy flunky doesn’t fit. A woman that beautiful and powerful doesn’t work for a man like Fuegelbrant without her working an angle – or him having a hold over her. Explore with caution.
Lady Dunkelhaus and Klara von Gruppen: Unmarried noblewomen with more money than sense. You can probably talk them out of some of their cash, if only to “help your holy mission”.
“Crowbar” Keller, Ratcatcher for Hire: Ratcatchers always know the score. Find out what he knows, because it’ll be more than everyone else here.
Trollslayer Grimgul: Would make an excellent bodyguard, and dwarfs will almost always work for gold. You may have another option though: many years ago you saw Grimgul kill another dwarf called Hadriss Kalgurssun in cold blood, a crime that was never solved. You wonder if you can hold that over him in return for his assistance.
Sir Barthof the Burly: If you want muscle to protect you from the vampires, he is as good a candidate as the dwarf. He needs money to gamble, so he should be easily swayed.
Astaran Seamist, Elven Scholar: Or so he claims. You know an assassin when you see one. But who is here to kill? 
MADAME ROSALINA 

Strigany Seer, Spymistress and Lady of MysteryTM
2 Power Cards (Let Me See That, Wyrdsight) 

The Image 

Beside the roaring dragon sits the crouching spider. Fuegelbrant stamps and chafes, preaching his fury and spreading his piety, and keeping everyone distracted. Meanwhile his spider creeps around, finding the hidden enemies, and biting them without being seen. With your gift for prophecy and seduction, no secrets are safe around you – and with your skill with poison, no man either. You don’t just work for Fuegelbrant, of course: you keep your own counsel and have your own agenda. Your mystical powers may even be for hire – for the right price. 
The Truth

You’re a vampire, one Rosalina von Carstein, one of Prince Vlad’s most trusted spies. Pretending to be one of the suspect and hated Strigany is a good cover because people only look for one lie, and they trust the vicimtised. A poor Strigany woman has no choice but to work for the Witch Hunters, to try and prove she is no threat and save herself from prison or the pyre. In your disguise you’ve provided Vlad with a great deal of information on the city and its weaknesses, but now you have a more important job. Vlad suspects his brother, Manfred, is working to betray him. You’re here tonight to find out his plans and stop them however you can.
Costume Suggestions
Gypsy top, headscarf, flowing skirt, bangles, large earrings, mysterious tattoos, occult jewelry
Possessions
8 Crowns
Background

You were there on the Night of Blood, that famous night when Prince Vlad performed the dark ritual and turned all the noblemen and women of Sylvania into his willing slaves or his prey. You thrilled when his agents chose not to devour you but to grant you the Dark Kiss. You sang as the warm new blood filled your veins and the dark new power danced at your will. You became stronger, faster, smarter than ever, and you gained a brand new gift as well: the gift to see what others could not. When Vlad realized your talent, he elevated you even higher, to become one of his most trusted agents. You were loathe to leave his side when the time came, but you knew that gaining information on the enemy was more important than being near your great prince.
For a year now you have worked amongst the Witch Hunters and priests of Altdorf, pretending to help them hunt down spies and heretics and necromancers. You learnt their techniques, their strengths and their weaknesses, and also eliminated any competition Vlad might encounter. Nothing you learned was truly critical, however, until last week. You heard a rumour that the Grand Theogonist, the highest priest of Sigmar in all the land, had been seen talking to a spirit. With some careful trailing you realised the spirit was in fact a vampire cloaked in an invisibility spell. Vlad told you he suspected a traitor within his own ranks but you never believed him – and you certainly never believed it would be Manfred, the prince’s own brother. Yet you saw him with your own eyes entering the Grand Theogonists’ chambers, along with a human thief.
You now know that Prince Vladimir’s magic ring, the ring which makes him truly immortal, has been stolen, presumably by the human thief. You tracked Manfred when he came back to town and found him at the Crescent Moon. You ran back to the Witch Hunters and convinced fat old Fuegelbrant that he needed to expose some vampires in that particular tavern and that you could help. That got you inside and hopefully enough cover to keep Manfred off your back long enough to intercept the thief, get the ring, and get out of their before Manfred kills you. Because nobody you’ve ever met is more dangerous than Manfred von Carstein.
Goals

· Find the Carstein Ring – a gold ring with a black stone - and hold onto it until sunset. If you manage to do this, you can get it back to Vlad and Altdorf will surely fall during the night. The ring was stolen by the human thief, but humans all look the same to you. He was male though, and quite young.
· Find out any other plans of Manfred and try to confound them. Expose him to his enemies (ie all humans) and find ways to aid them in destroying him.
· Feed! The red hunger is growing in you. You need to convince someone to let you feed off them (taking it by force is extremely tacky). Note that feeding off a human doesn’t hurt them; in fact they enjoy it. If you don’t feed by sundown, you will go into a frenzy and have to take it by force.
· Hide your vampiric nature from those on whom you don’t feed. Distract those authorities looking for vampires by pointing them in the wrong directions.
· Spread chaos in general to provide cover from Manfred.
· Find the Terrier and if possible, eliminate him. This “freedom fighter” is an X-factor in Vlad’s plans to crush the city and Vlad hates X-factors. 
NOTE: Although you have the power to create a new vampire, such a cause of action would be disapproved of strongly by your master, Prince Vladimir – unless it was extremely to his and your advantage.

The Others

Count Fredo: Actually Count Manfred von Carstein. Here to betray Prince Vlad. He must be stopped.
Herr Fuegelbrant, Witch Hunter of Sigmar: A fool and a noisy one but extremely useful for your purposes. He trusts you so you can carefully point him at your enemies and let him do his thing.

Miss Genevieve, Owner of the Crescent Moon and Lady of MysteryTM: A vampire, and not one of Prince Vlad’s allies. Could be one of Manfred’s allies, or playing her own game. Find those who know her secrets and get those secrets. Find out what game she’s playing, and if it will be a problem for Vlad. 

Sergeant Stalagmeit: Not as foolish as Fuegelbrant and knows how to use a sword. Probably too big to be your thief, but you never know. If he’s not, bamboozle him with the gypsy routine, or swoon in his arms. That should keep him docile.

Sir Barthof the Burly: Same as above.

Finkel Tippeltwist, Barman of the Crescent Moon: If he’s worked at the bar as long as he says, he must know a fair bit about Genevieve. Unhook those secrets.
“Lord” Bucket, Mad Janitor of the Crescent Moon: You see what others don’t: this old fool was once something much more than that. Curious. Might be your thief, in a clever disguise.
Father Pendersen: The Priests of Morr have a special hatred for the undead, but you don’t think this one’s a priest – it’s all just an act. He could very well be your thief.
“Crowbar” Keller: Could also be your thief – ratcatchers know how to sneak around and most of them moonlight as criminals.
Trollslayer Grimgul: The trollslayer is full of grief like they all are, but also falsehood. He has more secrets than just the shame of his crime. Find them and use them to get him working for you.
Runesmith Skeggi: Vlad wants to make sure there are no wizards in town to oppose him. Runesmiths don’t use real magic, but they have deep power. Get inside his head and find out where his loyalties lie and what you can use to control him. 

Astaran Seamist, Elven Scholar: Elves are inscrutable, and always superior, but there’s something even more superior about this one. He looks at humans like a hawk looks at rabbits.  Much better to have this one as an ally than an enemy.

Klara von Gruppen, Astaran’s Student: She acts the demure student but she stands like a predator. Not someone you want as an enemy, so try to befriend her quickly.
Dunkelhaus: A woman of power, and hungry for more. That could be useful indeed to you and Vlad.
CROWBAR KELLER 
Ratcatcher To the Gentry and Poor Folk Alike

3 Power Cards (Pickpocketx2, Powerful Aroma)
The Image 

Ratcatchers all tend to look the same: covered in muck. Nobody looks past the smell much, but your worth is judged by the rat corpses you pile up at the end of the day. And your huge piles of dead rats are known across the city. You get the job done, and you don’t charge too much, either.

The Truth

Ratcatcher by day. By night, you prowl the streets as The Terrier, a shadowy figure dedicated to saving the city from its countless enemies. Along with the rest of the League of Altdorf, you’ve been working like crazy of late to root out vampire spies and protect refugees. And things are getting worse. Last week you found a nest of the skaven – the hideous ratmen everyone likes to pretend are just a myth - right underneath the Crescent Moon. You could not fight the hideous ratmen alone, so you’ve come to the Moon to warn its owners and find help in facing this new menace. Because even if the vampires are held back, Altdorf has many more enemies, and all of them are hungry.
Costume Suggestions
Blackened face and skin, face scarf, gloves, goggles, gumboots, cages or traps, dead rats
Possessions
A fist-sized chunk of warpstone

A gold ring with a black stone, a heirloom of your true father. The inside bears the letters ‘DUNKELHAUS’.
3 Crowns

Background

Ranald, God of Luck, is a cruel dealer. To some he deals a winning hand, to others, nothing. You father was Lord Dunkelhaus, one of Altdorf’s most wealthy nobles. But he had a penchant for ladies of the evening, so while your half brothers and sisters were raised in incredible wealth and privilege, you were raised in the gutter by whores. You did have an advantage, however: a few times a year a man in a footman’s livery would come and give your mother some money. After she died, you got the money yourself. It didn’t go far, especially as you used a lot of it to help your friends, but you saved and scrimped the rest until you had enough to afford entry into the Respectful Guild of Ratcatchers.
They say ratcatchers know the real dirt of the city, and it’s true. You soon discovered there were worse things than just the cruelty of the rich and the savagery of poverty. You discovered the Skaven, the hideous ratmen, building an empire under the streets, and the depraved humans who helped them for profit. You discovered vampires and their agents, feeding on humans and plotting to destroy the city. And you also discovered the League of Altdorf, the few, shadowy heroes devoted to stopping all this, and joined them immediately. They call you the Terrier, because you dig through all the dirt to find the truth. You’ve killed madmen, destroyed villains and saved lives. Now you’re on a new trail.
You offered to clean the Moon’s drains and sewers but that was just a cover. You were tracking a skaven nest and you found it in the sewers below. You managed to steal a nugget of warpstone from the site – that mutating magical stone they love so much. When you came back this morning, you got lucky: you heard them talking to a human ally, demanding that this agent return the warpstone to them or die. You never saw the agent’s face, but they exited the sewers into the cellar of the Crescent Moon, and according to your urchin spies, nobody has left since. He or she is still in there. It’s up to you to flush them out.
And there’s more: while you were down in the sewer last week you found the bodies of several elves, their heads severed with a single cut and all the blood drained. You pulled them into the river to make sure the authorities found them, but they immediately put the blame on vampires. Vampires wouldn’t take heads, so you think the Harbinger has other motives. And serial killers work where they feel comfortable, so they’re probably a regular at the Moon. Two villains to uncover: a busy night’s work.

Goals

· Find the skaven agent and find a way to compromise them – get them arrested by the Witch Hunter or killed or left to the mercy of the vampires.
· Find the Harbinger, and similarly find some way to expose or compromise him.
· Find any vampires you can and do the same before they conspire to destroy the city.  So many enemies, so little time.
· Get rid of the warpstone before it starts mutating your flesh. A scholar or a wizard will know what to do with it.
· Reconcile with your half-sister (see below). She has no reason to want to talk to you – she may even view you as a threat – but you’d like to show her you hold no grudges and offer no threat to her station. Hopefully she believes blood is thicker than water, whatever your social class.
· Stay alive and stay free. Whether the city falls or not, there will be huge amounts of work for the League to save as many lives as you can.
· Save people worth saving. You know a way out of the city – it involves swimming through the sewers and holding your breath for a long time, but it works. You’ll risk telling one or two people about it – find the deserving ones, the ones who can go on to do more work. Maybe you could offer an escape to your sister as a way of building a bridge.
The Others

Herr Fuegelbrant: The Witch-Hunter doesn’t know it, but you’re his biggest ally, and he yours. He’ll need you to find his targets, and you’ll need him to bring them to justice. Get him away from his companions (they can’t be trusted) and explain to him that you can do what he can’t, and vice versa. He would also know what to do with warpstone – assuming he doesn’t just arrest you for having it!
Sergeant Stalagmeit, Brave War Hero: Witch Hunters care more about justice than they do about law but you can’t say the same about soldiers. They like easy solutions they can beat up. Stay out of his way.
Madame Rosalina, Strigany Seer: She claims to support Fuegelbrant, but when he isn’t watching, she stares at him like she wants to tear his throat out. You should warn Fuegelbrant.
Lady Genevieve, Owner of the Crescent Moon and Radiant Beauty: In another life, if you had your father’s title, you’d propose to this amazing woman on the spot. But there’s no time for what-ifs. Right now, you need to convince her that there are skaven beneath her establishment and their agent is here tonight. You need to inform her that the Harbinger is here as well. She seems an intelligent woman and could be a powerful ally – unless the rumours are true and she’s a vampire herself and you have to destroy her.
Finkel Tippeltwist, Halfling Barman of the Crescent Moon: He thinks you’ve come to extort more money for cleaning the sewers and even swung a fist at you the first time you came back. Was he trying to stop you uncovering his relationship with the skaven? You don’t think Gen can trust him as much as she seems to.
“Lord” Bucket, Mad Janitor of the Crescent Moon: A madman, but he spends most of his time in the sewers. He probably saw something you missed. Or he was driven mad by the skaven. You’ve asked him questions earlier today but he was evasive. Find a way to make him tell you more.
Lady Dunkelhaus, Esteemed Noblewoman of the Altdorf Court: Your half-sister, and if the rumours are true about the death of your father in the war, the new heir of the Dunkelhaus line. Approaching someone of that rank will require finesse, and maybe an introduction through an intermediary. You could send or show your ring to her to prove you are who you say.
Klara von Gruppen, University Student: Quite an attractive woman, and intelligent to boot. If Genevieve won’t listen, she may be smart enough to believe you about the skaven – and know what to do with the warpstone. Of course, scholars are often seduced by the skaven too.
Father Pendersen, Priest of Morr: The League keeps tabs on the major thieves of the city, and you recognize this face: that’s Felix Mann, notorious con artist and cat burglar. Why he’s pretending to be a priest isn’t clear but he’s clearing running some scam, and his true nature will be useful news to someone.
Trollslayer Grimgul: Dwarfs aren’t as foolish as humans: they understand the skaven are real. And there’s likely no better ally than a trollslayer. On the other hand, a dwarf would want to kill elves and a runic blade would leave wounds just like those on the victims of the Harbinger. 
Runesmith Skeggi: For years the League has been tracking a notorious crime lord known only as “Herr Schmidt”, and last week you finally heard a rumour that he’s a dwarfen runesmith. There cannot be many of those in the city. And he also would have access to a runic blade and a hatred of elves. Are the Harbinger killings part of some grand criminal conspiracy?
Astaran Seamist, Elven Scholar: Elves are very smart and usually wizards. He may know what to do with the warpstone, and also have some ideas for defeating skaven and vampires.
Sir Barthof the Burly, Templar of Ulric: Again, a soldier is not necessarily your ally, and this knight will have no love for peasants. And he stinks of beasts – is he the skaven agent?
Count Fredo, Tilean Merchant Out of His Depth: That accent’s probably fake…but he’s definitely from far away. Which suggests he could be a vampire, or one of their spies. Be on your guard.
SIR BARTHOF THE BURLY 

Ulrican Knight Of Nordland

2 Power Cards (Powerful Aroma, Ulric’s Boon)

The Image 

Ulric is a war god! Ulric is a winter god! Ulric is a wild god! Ulric is a wolf god! Ulric makes Sigmar look like a big sissy girl! Like Ulric, you live the wild life. You do not cut or comb your hair or beard, and you rarely bathe. You have ridden all day every day for the last week, trying to outpace the vampire army and complete your quest, so that a son might know his father’s last wishes.
The Truth

Unlike perhaps everyone else here – damn city folk! – you are exactly as you appear. In fact, you have sworn not to tell a lie, for lies are the ways of Ranaldites and betrayers. Even more, it is your duty to expose liars and betrayers, for Ulric demands truth and plain-speaking. He also demands destruction of mankind’s enemies, like vampires. It may be a busy night.
Costume Suggestions
Beard, long hair, armour and shield, backpack, wolf furs, wolf symbols
Possessions
22 Crowns

Background

You’ve always been an Ulrican. You were an orphan, raised in an Ulrican monastery and groomed from the age of eight to take up the sword and shield of a knight. Your order is the Winter Wolves, who prove themselves by enduring great cold. Each knight aspirant must stand naked in the freezing Sea of Claws for a night and a day and not fall. After that, you fear no cold, nor no blade either. The Winter Wolves also live rough, shunning all comfort and hearth when they could live like the wolf instead. It does make you a bit smelly but it also makes you strong, and it makes Ulric proud. 
Despite their strength and courage, the Winter Wolves fared badly against the vampires. The north lands fell a few months ago, before the vampires turned south towards Altdorf. Your regiment survived by hiding in the woods and joining up with Sigmarite allies further south. At the Battle of the Confluence you met a brave captain called Lord Dunkelhaus. The two of you fought side by side for two days and gained a bond beyond blood. As he lay dying, he made you promise to take his purse and last wishes to his illegitimate son. His daughter would be the eldest but he wished instead for his estate to go to the boy, for he had watched him grow and seen he was a man of great strength and honour. You don’t know what the boy looks like but Dunkelhaus said he would be of low means and carry a gold ring with a black stone, the sign of his title. You don’t know if he’s here tonight, but it would explain why the daughter is in such a common tavern – she is seeking out her sibling.
And in the meantime, there are vampires to find and truths to expose – and beer to drink. And most importantly of all, a Piglet Tossing tournament to win. After you were bested by a dwarf last year, you swore you’d return to the Crescent Moon in a year to reclaim your honour. And war or no war, you intend to do just that!

Goals

· Find the illegitimate Dunkelhaus son. The daughter is here tonight but would probably not like to har she is about to be deposed as head scion of her family. Find out if she knows of her brother without tipping her off (but without lying). Otherwise, look for the ring.
· When you find the owner of the ring, give him twenty crowns and his father’s wishes. Tell him about the courage his father showed.
· Win the Piglet Tossing competition and Chaos take any dwarf who tries to stop you!
· Find a wife to sire you some wolflings. If you are to die, there must be sons to avenge you.
· Arrange for your new wife to escape the city somehow. No doubt the noble women and children have somewhere to flee to. Or if you can acquire 25 crowns, you can bribe the city guards.
· Explain to everyone why Ulric is the greatest of all gods!
· Expose and work to destroy any vampires you find, and find allies in this quest.
· Find and expose the known Ranaldite who calls himself the Terrier, for Ranaldites are enemies of truth! After all, he wears a mask!
· Expose and countermand any secrets or lies you uncover.
The Others

Herr Fuegelbrant, Witch Hunter: A man of Sigmar. Sigmar is fine up to a point, but some believe him to be the ultimate warrior and the hope of the Empire. You need to explain to Fuegelbrant (and others) why they are wrong. Sigmar cannot stop the vampires and the sooner their church realizes this and hands things over to the Ulricans, the sooner things will get better. Once you get Fuegelbrant on side, you can team up to destroy the vampires together!
Sergeant Stalagmeit, “Brave War Hero”: You fought with Stalagmeit at the Battle of the Confluence. Well, fought is not the word for it. You saw him piss his pants and run screaming the moment the enemy appeared. And now this filthy coward wears a medal for courage? He must be exposed and disgraced by his true nature.
Madame Rosalina, Strigany Seer: She works for a Sigmarite, but such a pretty lass needs to learn that Ulricans are REAL men. She also looks at the room like a hunting spider, a sign she will birth blood-hungry sons. Good birthing hips.
Miss Genevieve, Owner of the Cresent Moon: A little more reserved than you like your women, but it’s the quiet ones that are the wildest, or so they say. She views the room like a patient hawk, a sign she will bear skillful warriors. Slender, but an excellent bosom.
Klara von Gruppen, University Student: A scholar but she views the room like a starving wolf, mad for slaughter. You know she has killed often, and recently. She will bear sons who know no fear. 

Lady Dunkelhaus: A woman of great pride and arrogance. You respect that, but you also know her father’s wishes. As a consolation for losing her primacy, you could offer to father her sons. Her bosom is undeniably ample, and she has good shoulders.

Finkel Tippeltwist, Halfling Barman of the Crescent Moon: Halflings are known to be liars and cheaters, and barmen doubly so. Watch him like a hawk so no extra coins go in his pocket. Catching him stealing would of course impress Genevieve, his mistress.
“Lord” Bucket, Mad Janitor of the Crescent Moon: Madmen sometimes see secrets Ulric hides from others. Others are just loons. Some are both!
Father Pendersen, Priest of Morr: Morr is the God of the Dead – or rather, those dead who were not brave enough to join Ulric at his feasting table in the heavens. A God of weaklings then. Make sure his priest and all others know this.
Count Fredo, Tilean Merchant: Tileans are all cowards or worse – MERCENARIES. Merchants are all liars too. A combination of both is too horrible to imagine.
“Crowbar” Keller, Ratcatcher for Gire: A man who walks the sewers of Altdorf is a brave man indeed. That impresses you mightily!
Trollslayer Grimgul: Dwarfs are proud, which is good, but also arrogant, which is bad. You shall teach them humility by besting them at pig-tossing, but hopefully in good spirits, as you can’t imagine a better ally against vampires than a Trollslayer.
Runesmith Skeggi: Dwarf wizards are still wizards, and not to be trusted.
Astaran Seamist: All elves are wizards, and tricksters. Ideally, they should be expelled from the Empire. Or killed. 
TROLLSLAYER GRIMGUL  

Battle-Scarred Veteran of a Thousand Goblin Wars

2 Power Cards (Don’t Make Me Angry, Axe to the Face)

The Image 

For the dwarfs, there is no greater sin than suicide, and there is no greater virtue than honour. When a dwarf loses his honour – when he breaks an oath, brings shame to his heritage or commits a great crime – he takes the oath of a Trollslayer. He spikes his hair and tattoos his skin and pledges himself to his own destruction by fighting unbeatable foes and unwinnable odds. Of course, Trollslayers have so much fury they frequently win those battles. Anyone who sees you can tell you are a terrible opponent looking to pick a fight. And anyone who listens will hear you tell of how you killed your own brother in a training exercise. Then they can join you to toast his memory, and get well and truly drunk.
The Truth

You didn’t kill your brother. You did something much worse. When a runesmith crafted you a beautiful elf-killing blade and then charged a fair price, you were overcome with the greed that has consumed you your whole life. You killed the dwarf and stole the blade. You took the Slayer oath immediately after, but the guilt hangs on you like an ague, eating you from inside. And so far, nothing has ended your miserable life. You’ve given up trying, and come to Altdorf hoping either the beer kills you or the vampires do.
Costume Suggestions
Long beard and moustache, orange Mohawk, bare chest, tattoos, enormous axe

Possessions
6 Crowns

Background

All Dwarfs love gold. Wealth is a sign of skill, of wisdom, of building a legacy for your descendants. But for you, it went deeper. You wanted gold like a vampire wants blood. And you did anything to get it. You gambled. You stole. And you drank most of it away to try to forget your crimes. When some traveling elves scammed you out of all your money, you commissioned a blade that would slice their heads off with a single blow. And when the craftsman charged a price you could never pay, denying you your revenge, you snapped, and smashed his skull to pieces.
To this day, you carry the blade with you to remind you of what you did. You can never get that image out of your mind, of that dwarf with his skull smashed to pulp, the blood and the brain soaking your hands. The image haunts you so much that despite the Slayer oath, you soon gave up trying to kill yourself in battle. You could barely hold an axe without shaking. You turned to drink to kill yourself instead, with drink-addled stupor also helping you not just start fights, but get through them without freaking out. But drinking requires gold, so you had to gamble again, and…well, every barfly knows this story. Right now, you owe the Halfling crime lord Tall Alfred twenty five crowns of he’s going to cut your legs off. Not kill you – just leave you broken and crippled and even more pathetic. 
Piglet Tossing is your game of choice – a game of skill, tactics and low cunning. Two newborn piglets are grappled, one in each hand, and tossed to the sky. How they land and the noises they make determine the score, and you can then choose to bank that score, or push your luck. You tend to push your luck a lot. That’s why you win. And you intend to win tonight. Not just twenty five crowns to cover your debt, but enough extra to drink yourself into oblivion so when the vampires do come through the walls, you won’t feel a thing.

Goals

· Win the Piglet Tossing competition, and win it big. Not just for money, but because it’s the last bit of pride you have left – last year that damn Skeggi took your title and you want it back! You may need to borrow or steal as much cash as you can so you can keep betting. You also want the prize to be as high as possible, so you need to encourage everyone in the room to play. Note that because of your experience at the game, you may add 5 to any total score you toss.
· Get twenty five crowns so your legs don’t get cut off. You want to go down fighting vampires, and that requires legs.
· Find Elf-Slayer, the rune blade that started all the problems. Somehow you lost it when you were here last week. You need that blade, to remind you why you need to suffer. You also don’t want anyone to know you have an elf-killing blade when there’s an elf-killer in town.
· Hide your true crime. Tell everyone your usual lie and scare off anyone who asks too many questions. 
· You can smell skaven, the hideous ratmen that are the sworn enemy of all dwarfkind. Somebody here has been near them very recently. Find that person and make them tell you where the skaven are, and then kill them and then go kill the skaven. Even when everything is doomed, it’s always worth killing skaven.
· Explain to everyone that the city is doomed, and the world is doomed, the vampires will win or Chaos will win, so there’s no point doing anything except drinking and gambling.
The Others

Runesmith Skeggi: You appreciate a dwarf who truly understands honour. Twelve dwarfs swore last year to meet here for next year’s tournament, and only you and he returned. This is a dwarf you can trust. He shames you with his great sense of honour.  You’re still going to beat him though.
Herr Fuegelbrant, Witch Hunter and Sergeant Stalagmeit, his hired muscle: Little men trying to make themselves important by hunting one killer in a city full of death. It would be good if they didn’t link your blade to their investigation though.
Madame Rosalina, Strigany Seer: She sees all things. She might see the truth about you if you’re not careful. Keep away from her.
Lady Genevieve, Owner of the Crescent Moon: God bless her for allowing the Piglet Tossing to go forward, and for her wonderful tavern. Toast her beauty and charm and kind heart whenever you can.

Finkel Tippeltwist, Halfling Bartender: Every Halfling has some scheme at work. Find out his so you can influence him to give you credit on your tab.
“Lord” Bucket, Mad Janitor of the Crescent Mon: Stinks of the skaven – is his madness an act to cover his spying ways? You must know!
Astaran Seamist, Elf: Elves are cowards and betrayers who butchered the defenseless Dwarf High King during the War of Vengeance. No dwarf forgets that. And you also don’t forget the elves that stole all your money. Maybe when sundown comes you’ll show him you haven’t forgotten.
Klara von Gruppen, Univeristy Student: You have no time for readers. And she stinks of elves.
“Crowbar” Keller, Ratcatcher for Hire: She reeks of skaven and the sewers – very likely an agent of the ratmen. Sharpen your axe!
Count Fredo, Tilean Fur Merchant: Rich men know nothing of suffering. But they have purses that can be emptied if they can be convinced they need a bodyguard.

Lady Dunkelhaus, Wealthy Noblewoman: Human females aren’t your type, but she’s rich enough to help fill your pockets. And she seems to fear Keller – who also seems to look a bit like her. Perhaps they are related, and the noble lady knows of her cousin’s secret alliances with the ratmen?
Father Pendersen and Sir Barthof: Priests and godsmen are for those who still have hope. You discard them.
RUNESMITH SKEGGI HADRISSUN 

Master Craftsman of Luidpoltstrasse
2 Power Cards (Runecasting, Underworld Figure)

The Image 

All dwarfs care about is gold and fighting. And they need picks to get the gold and axes to do the fighting. That’s why they have the best smiths in the Old World. You may have lived in Altdorf all your life but you’re still the best smith in the city, using the skills you learnt from your father which he learnt from his father, and so on back to Smednir, God of Smithing, and Thungni, god of runecrafting. Yet despite your skill, you still lose business because of racism. Your father was blackballed by the guilds, and your mother and you went hungry after he died. So you fit both the dwarfen stereotypes: a brilliant craftsman, and a grumpy old bastard with a grudge.
The Truth

You are a master craftsman, but you don’t restrict yourself to blacksmithing and runecraft. After seeing your family go hungry time and time again because of the guilds, you decided the only way to make money in this city was to do it illegally. So you set to work crafting one of the biggest crime networks in the city out of nothing. Now you’re a big cheese, with fingers in almost every pie, yet you remain a shadow behind your fall guy, a Halfling called Tall Alfred. Alas, you’re coming close to being compromised thanks to this mysterious “Terrier” and Alfred knows your name and face. Tonight then, you need to close some big deals, cover your arse and get some last-minute revenge.
Costume Suggestions
Long beard and moustache, plaited hair and beard, leather apron, hammer, tool belt, runic decorations
Possessions
9 Crowns

Background

You’ll never quite understand what prompted your grandfather to leave Karak Azgaraz and move to Altdorf to live amongst the humans. It was not a good decision. All the Empire’s talk of honouring its ancient sacred debt to the dwarfen race, all Altdorf’s claims of being an open, multicultural society…it was all worth nothing. Your grandfather never got any work as a smith and had to work as a stevedore. Your father barely managed to eke out work as a smith, but only because he had the gift for crafting magic runes. Then he was murdered and things were back where they started. You always assumed he was murdered by one of his business rivals – a rich blacksmith ensuring the new kid on the block didn’t grow into a real annoyance – and that’s why you first took up crime, to find the killers and make them pay.
You found many bad men, and eventually you crushed them, in the name of dwarfen pride and dwarfen freedom. There are hundreds of dwarfs in this city now that owe every cent of their successes to you. There are still borders to expand and enemies to destroy but you are a success – wealthy, respected, feared, and in control of a large percent of every crime that happens on the streets. You never stopped honing your father’s gift to you either, becoming a minor runesmith yourself, although you never came close to your father’s skill. Only one thing eluded you: the true identity of your father’s killer. Until last month, when after a friendly preliminary pig-toss at the Crescent Moon, the Trollslayer Grimgul dropped a blade from his belt. It was a blade of your father’s craftsmanship, the one stolen by his killer. Before you had a chance to grab it, a young lady picked it up, but you knew the blade for sure.
Thankfully, Grimgul already has a large gambling debt to your organization. As long as he doesn’t win the Piglet Tossing competition, you can make him suffer immeasurably without exposing yourself in the slightest. You still want to make him afraid though, so spreading around the fact that his true crime is known would be good. Let him stew. You’ll have time for a more full revenge after you save the city, and that’s the more important business of this evening. Your agents have discovered that Manfred von Carstein, Vlad’s second-in-command, has been seen inside the city, doing business with the city’s leaders. You think Manfred wants Vlad to fall so he can take over, and is ensuring the armies of Altdorf have what they need to make it happen. A crime lord needs a city to rule, so this interests you very much indeed. At the same time, you’ve arranged for Finkel to sell you the Crescent Moon as a part of your retirement nest egg. So in one night, you can repay the past, save the present and plan for the future. Now that’s good work.

Goals

· Make sure everyone knows Grimgul’s true crime was killing an innocent craftsman, not what he claims about an “accident” in a training exercise. 
· Win the Piglet Tossing so Grimgul can’t get out of debt, and you have more money to throw around. Note that because of your experience at the game, you may add 5 to any total score you toss.
· Find Manfred von Carstein or his allies. Explain to them what you can offer as an ally (a criminal network and a tavern they can meet in, for starters). Find out if Manfred needs something and help him get it.
· Ensure that Finkel’s scam to sell the tavern to you goes through. Hint to him that his creditors are watching, and help him with any part of his scheme.
· See if you can find the Terrier, if he is indeed here. Then try and get him to suffer a terrible accident.
· Get your father’s blade back. Perhaps someone has turned it in to Genevieve, or the lady who picked it up is here tonight.
· Make connections with the rich and powerful. Learn secrets about them or do favours for them so you have them in your sway. Make pledges on your “Dwarfen honour” never to call them on such things.
The Others

Trollslayer Grimgul: It’s even worse that your father, so great a dwarf, was killed by this pathetic drunkard.
Finkel Tippeltwist, Halfling Bartender of the Crescent Moon: Keep him scared so he works hard to seal the purchase. Watch him like a hawk so you notice when he steals and threaten to tell Genevieve so he pays you off. His greed is your strength.

Miss Genevieve, Owner of the Crescent Moon: A vampire temptress, but your agents tell you she has had no contact with Vlad’s forces. Perhaps Manfred would seek her out as an ally then? She would certainly know where to look – vampires can always spot their own.
“Lord” Bucket, Mad Janitor of the Crescent Moon and Sir Barthof the Burly, Ulrican Templar: Madmen don’t interest you, because they can’t be conned or extorted.
Father Pendersen, Priest of Morr: This man is no priest. That’s Felix Mann, a reliable second-story man and con-artist. Find out his angle, and ask him for a bribe in exchange for keeping quiet about his real identity.  Or get him to run errands for you for the same. Or if he’s pulling something big, make sure you get a taste.
Herr Fuegelbrant, Witch Hunter of Sigmar and Sergeant Stalagmeit: Stay away from the authorities – although Fuegelbrant looks fat enough to be the kind of Witch Hunter who enjoys a bribe. And you heard he knows who the Terrier is. You want to pull the Terrier’s thumbs off, so see if you can pick the Witch Hunter’s brains.
Madame Rosalina, Strigany Seer: A witch. In a perfect world, you’d cut her head off with an axe. The Strigany are vampire allies, so she may work for Vlad – or for Manfred. Could be a way in.
Klara von Gruppen and Lady Dunkelhaus: Human females are so repulsive.
Count Fredo, Tilean Fur Merchant: Tileans are all cowards or worse – MERCENARIES. But you respect a mercantile man. And something about him seems off – maybe he’s pulling a con of his own. You can at least respect that, as long as you get a taste.
“Crowbar” Keller, Ratcatcher for Hire: A man brave enough to walks the sewers of Altdorf is someone you want in your organization, but you prefer to employ people after they owe you a favour. Find his secrets, then make him an offer he can’t refuse. You already know he is the illegitimate son of a nobleman – that may be useful.
Astaran Seamist, Elf: Godsdamned elves are worse than humans. You can’t kill him tonight, but you can try to make his life miserable.
ASTARAN SEAMIST 

Elven Loremaster of Far Ulthuan

2 Power Cards (Master Assassin, Enchanting Song)

The Image 

The High Elves of Ulthuan are unparalleled scholars, musicians and diplomats, and you fit the mould perfectly. Your chief passion is scholarship, and you enjoy teaching even more than learning. Someone of your scholarship easily gained a position as tutor at the University of Altdorf, where you tutored some of Altdorf’s best and brightest – and richest. From there you gained entry to the upper classes, but you are a still a wanderer at heart: a friend to everyone, a stranger to none.
The Truth

The High Elves are stout allies of the Empire. Their cousins, the Dark Elves, are less so. They are a pragmatic race who only ally with those who can give them strength, and will betray anyone if it gives them an advantage. You would know: you are a Dark Elf, and one of their greatest spies. You’ve been in Altdorf’s upper classes for the last two years precisely to observe the progress of the vampire wars. You have no love for vampires but if they conquered the entire Old World they would become a terrible enemy to the High Elves, your sworn enemies. That seems useful. And meanwhile, you also have a pattern killer to find.
Costume Suggestions
Fine features, accentuated cheekbones, pointy ears, fine silken robe or gown, pony tail, musical instrument
Possessions
Am amulet bearing the symbol of Khaine, the Elven God of Murder, chief patron of the Dark Elves

7 Crowns

Background

Not all High Elves are blinded by history. A hundred years ago, you sailed the Southern Seas as a corsair with a high elf called Kael Fardawn. You called each other blood-brothers, a bond beyond the understanding of any mere human mind. Each of you saved each other’s lives many times before your pirating days ended. It was wonderful when you discovered him living incognito, just like you, in Altdorf. Then a week ago, he was butchered like a hog. 

At first you suspected his girlfriend, the notoriously unpredictable vampire Genevieve, but when you investigated you discovered more deaths. In the last month, four elves have been killed. Just like Kael, their heads were severed and all the blood drained from their bodies. Vampires might take the heads to hide their involvement, but why only focus on elves? From all reports, elf blood doesn’t taste as good as human. This is something more sinister. You saw the wounds and they were a single cut: only a blade of elven or dwarfen construction could cut so well. Did Kael have enemies amongst his own race? Amongst yours? Or is a dwarf out there trying to settle the score for the War of the Beard, four thousand years later? Or is it vampires not drinking the blood but using it for some foul sorcery? Elven blood is full of potent magic that lets elves live for hundreds of years.
Whatever the reason, you want revenge. You’ve met Gen, she’s sharp as a knife and will be helpful to you. And she can smell elven blood in this place, quite fresh. You have a few hours before the sun falls and you need to make your escape. Turn the screws. Find the killer. Then hand them to the authorities, or kill them yourself. Make Kael proud.

Goals

· Find Kael’s killer and have them arrested or killed. Genevieve will help you with this, since she seems to have really loved Kael. Find the blade that did the killing and find the owner. Get Gen’s blood-senses to confirm it.
· Find the vampires here tonight that aren’t Genevieve, the ones that work for Prince Vladimir, and assure them that Malekith, High King of the Dark Elves is their ally in their struggle, and you are too. Present them with the symbol of Khaine to prove your allegiance. Ask for diplomatic immunity for bearing such a message.
· Mingle with the rich folk here tonight using your elven charm. If the vampires won’t offer you sanctuary, the rich folk must have some escape plans of their own, and rich people like elves.
· Confound those who oppose Prince Vlad and any plans of theirs you discover. You’d really like the vampires to win the day. Spread chaos and rumours to divide the humans.
· Keep your Dark Elf heritage a tight secret.
· Explain the mysteries of science and magic to your keen student, Karla von Gruppen. (Feel free to extemporize as much as you wish.) Tell others you meet how good a student she is.
· Embarrass the dwarfs by winning their silly Pig Tossing game.
The Others

Lady Genevieve, Owner of the Crescent Moon: Vampires can smell secrets in blood, tell which race it came from, how fresh it is. She’s also charismatic and has many allies. If you’re going to get revenge, you’ll need her help. On the other hand, she has no love for Prince Vlad, you suspect. 
Herr Fuegelbrant, Witch Hunter of Sigmar: Desperately wants the Harbinger, and is clearly in love with Genevieve. The combination of the two means whomever you decide is guilty, it will be easy to convince Fuegelbrant you have the right man.
Madame Rosalina: Always whispering in the Witch Hunter’s ear and may be telling him too many things. You might need to convince her as well, so Fuegelbrant doesn’t get confused by conflicting voices.
Sergeant Stalagmeit: A soldier probably knows who to bribe to escape the city, and you still might need that. Ask him. Pretend you could run together, watching each other’s backs, man and elf adventuring together. Everyone falls for that line.
Klara von Gruppen: One of your prize students at the University. You have taught her a great deal about alchemy and phylactery over the last two years. You offered to escort her here tonight as a way to shore up your cover as an educator. You also enjoy teaching her stuff, and she seems very intelligent and keen to learn. If only she’d give up on constantly trying to sell you those damn crèmes.
Finkel Tippeltwist, Halfling Bartender of the Crescent Moon: Gen’s loyal ally, perhaps he can also help find the murderer.
“Lord” Bucket, Mad Janitor of the Crescent Moon: Stinks of the sewers…and of elven blood. Is he your killer? Insanity is a powerful motive, and a good cover story.
Lady Dunkelhaus, Wealthy Human Noble: One of your upper-class acquaintances from the Altdorf Court, so why she’s here in this lower-class pub is unclear. Seduce her with your charm to find out why.
Count Fredo, Tilean Fur Merchant: A stranger to you, but rich people are always your friends. You enjoy mocking his accent though.
Father Pendersen, Priest of Morr: Morrians are all po-faced mopers. Your elven frivolousness demands you mock them.
Sir Barthof the Burly, Templar of Ulric: Ulricans are all mad fanatics. They also really need to be mocked for the wolf-lovers they are.

“Crowbar” Keller, Ratcatcher for Hire: Like Bucket, he stinks of the sewers and elves. Are they in it together?
Trollslayer Grimgul and Runesmith Skeggi, the Dwarfs: Dwarfs all look the same to you, and all they do is drink and gamble. You enjoy showing them up though.





















