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Wir-Heal, 
Where the Titans Lie
There are many maps of Wir-Heal. They are available in 
Legions Fort, and even Bastion, for a price (One Guilder, 
usually). Available for free almost anywhere is the 
knowledge you really shouldn’t go to Wir-Heal because: 

• The shifting realities make Maps almost useless. 
•  The nightmares of the sleeping TiTans walk at night.
•  All men there are cursed to devolve into beasts.
The Shifting Realities
In Wir-Heal, relative space shifts unpredictably and 
invisibly. The landscape of the ancient past meshes 
and spumes with silent memories of a shattered future 
encoded in stone and wire. Leaving the same place 
in Wir-Heal and heading in the same direction will not 
always take you to the same place.

Yet, Maps are not completely useless. The paths in 
Wir-Heal have repeating patterns, and through practice 
and attention, those patterns can be learnt. Though the 
paths between each point do shift, the general makeup 
and relative arrangement of Wir-Heal persists. No matter 
what, Monks Ferry is always on the North-West coast, 
South Town is always close to the Southern Border, and 
so on. 

The Titans’ Nightmares
While, in daylight, realities shift; at night, the dreams and 
terrors of The sleeping TiTans bleed into the real. Empty 
buildings fallen through time are lit with bright electricity, 
empty motorways shimmer with passing headlamps and 
the warped horrors of each TiTan walk the earth in the form 
of terrible and inexplicable monsters and impossible 
anti-reality events.

The Sanctuary Settlements
There are a few points in Wir-Heal which, for unknown 
reasons, are immune from the shifting realities and  
TiTans’ nighTmares. Like steel pins through shifting black 
silk, they are ‘real’. If you go to sleep there, you wake up 
in the same place. 

This is where The mask-men of Wir-Heal build their small 
and fragile communities. These are the settlements 
shown on the Map.

If the PCs reach a settlement, 9 times in 10, the titan 
nightmares will not pursue them and either wait or 
evaporate out of existence on the border. Those that do 
pursue bleed existence, becoming less and less powerful 
with each moment, until they disappear like bad dreams.

The Rookeries
By time-paled tradition, every Map of Wir-Heal shows the 
resting places of its rOOks. At dawn and dusk, day and 
night, the black birds gather in their parliaments and talk 
amongst themselves.

The reason for this tradition is known only to a few.

The Curse of The Woodwose
There is one more reason not to visit Wir-Heal: the land 
is doubly-cursed. Any True-born human who stays there too 
long devolves into a green-haired, plant-eating beast.

The longer a human being spends in Wir-Heal, the more 
likely it is that they begin transforming into a Woodwose. 
The chance is a cumulative 1% each day. On the second 
day it is 2%, on the third 3% and so on. Further, the 
chance does not re-set once a transformation has been 
rolled. Thus, every Dawn spent in Wir-Heal: each Human 
PC rolls a d100 to determine if they begin transforming.

Outside of Wir-Heal, an individual does not devolve any 
further. Additionally, for every day they spend away the 
chance of them transforming while in Wir-Heal drops 1%. 
If the transformation is only partial, behavioural changes 
gradually revert during time outside of Wir-Heal.

d8
Effects of the Curse

(If a PC rolls a previously suffered effect, pick the 
closest un-suffered effect and apply that.)

1
Hair starts to turn green, you refuse to allow it to 
be cut.

2
Become hungry for plants, first chewing on them, 
then finally refusing all else.

3
Abandon clothes, first going barefoot, then ulti-
mately nude.

4
Abandon speech, descending into grunts and 
howls.

5
Abandon tools, first unable to manipulate, then 
unable to carry anything.

6
Lose memory, first of immediate personal history, 
ultimately of childhood.

7
Become quadrupedal, first occasionally, then 
compulsively.

8
Become feral, needing a WIL test to perform 
anything other than instinctive actions.
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Dementia Bomb!
The world blurs into shape. Wreckage like fractal diamond 
clockwork is swept into the time tornado which writhes 
like a bound snake in the centre of the Titan’s Tower.
You cling to the silver stairs.
you fools… a voice cries from above.
my demenTia bomb has Wrecked your very minds!
Far, far above you, the shape of a fat figure in a top hat, a 
black enormous ape and a GOlden dOOr. The time-storm is 
loud, but he is louder.
you have challenged me for The lasT Time!
hoW Will you defeaT me noW?
You have no idea who this is, where you are or how you 
got here. You have only vague and general memories
of your life. You don't remember the people with you, yet 
somehow, they seem oddly familiar…

1. Spinal Tornado
• A Bell tolls above you. 
• A living tornado of broken time.

• Ivory and onyx walls whirl.
• Open Bronze and Closed 

Ebony Doors.
• brain apes attempt to blast 

you from the stairs.
• DEX Save or fall into  

the Parasite’s Web.

3. PendulouS 
ShafT

• Floorless. 
• Anyone rushing 

through the 
Ebony Door falls.

• Off-kilter ticking 
fills the shaft.

4. The Clock
• Huge translucent 

clock-face. 
• Shadows move behind it.

5. Stylite hulk
• The Bronze Door leads to a 

Heaving Hulkship.
• Cave-black timbers squealing 

in the storm-tossed sea.

6. Bronze Bell
• The huge 

Bell swings.
• PCs can 

dive in and 
ride it to the 
other side.

• Unsafe; 
see Table.

2. Parasite’S WeB
• Anyone falling here is trapped in 
webs of trash!

• Those lost at sea can be pulled from 
a sump by the chronal parasite.

• It’s cool, calm and dark.

7. Mind of ChronoS
• Four big things:

• The Bone Fumerole
• The Big Brain
• The Big Sword
• The Web of 

Doctor Hog.

Do These Things
1. Go from player to player, ask them who they are and 
what they look like.
2. When everyone knows who everyone is, take some time 
to describe the situation. The PCs begin clinging to the 
stairs in the Spinal Tornado (opposite page).
3. Remind them they can ask about anything they can see, 
hear, or otherwise sense.

4. Take time to describe and re-describe 
whatever players look at. Answer all their 
questions until they are firm in where they 

are and what their choices are. Make sure 
everyone is fully informed before anyone 
starts taking actions or rolling dice.

12
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1. Spinal Tornado
• A titanic cylindrical tower with spinning walls of 

ivory and onyx.
• A silver spiral staircase runs up the interior wall.
• Closed Ebony and Open Bronze Doors
• The wind is extremely loud.

• It’s like a chained snake or gigantic spine.
• Chained by iron links to the walls and stairs.
• Flexes and bunches like huge vertebrae.

• Bronze Doors lead to the Stylite Hulk.
• The Deck sways like an alcoholic on the stormy sea. 

• Ebony Doors lead to the Pendulous Shaft.
• Running through causes you to fall.

Looking UP:
• At the top of the silver stairs is a Golden Door flanked 

by a huge Clock-Face and a big Bronze Bell.
• A huge black ape in a bOwler hat heaves at the door.

• Surrounded by more apes with thompson guns. 
• As many as there are PCs.

• a fat pig with a silver Mask, dressed like a Gentleman.
• This is doctor hog!

• “blasT Them!”
• His brain-apes try to blast you off the stairs.
• their full combat abilities are on pg 16.
• It takes a Turn of furious firing to converge their fire 

on-target (d4 damage at this range).
• Looking DOWN:

• The silver stairs descend into darkness. 
• Bordering the darkness: ropey strands of garbage.

• Like the lines of a Gigantic Web.

2. Parasite's Web
• Anyone falling winds up here.

• It’s cool, calm and dark.
• The roaring and rocking is muffled and low.

• webs! 
• Rope, tattered bags, extruded plastic and elastic 

• Wound from trash and flotsam.
• You are trapped in the Parasite's Web.

The Parasite
• str 15, dex 6, wil 6, 12 hp, mouth guns (d6), stabbing 

limbs (d6), reassambly

• mouth guns (d6): inaccurate, roll under DEX to dodge.
• stabbing limbs (d6): clumsy, the parasite must roll under 

its DEX or be trapped in its web.
• reassembly: at HP 0 reassembles itself in 4 Turns 

unless you remove its Mask

• A rhino-sized spider assembled from composite trash.
• Limbs of stained glass shards, bio-mechanoid rapiers, a 

gigantic, dead woman’s white leg.
• Bulging thorax-belly hidden by ruined thermal foil 

and a judge’s tattered black cloak.
• Its face covered by a cracked and ruined silver Mask Of 

a saint’s sMilinG faCe.
• From its mouth thrust twin automatic rifle barrels 

dripping clear coolant fluid.

What is it doing? WhiLe…
1 Winding its web. Telling you it’s story.
2 Coming right at you. Asking what you are.

3 Picking trash from the web.
Humming some idiotic 
monotone tune.

4 Poised directly above you.
Screaming, laughing, 
then screaming.

What is this thing?
• A self-assembled, coagulated amalgamation of crap.

• Made of things which fell through cracks in time.
• Dwelling deep within the Mind of chronos, TiTan of Time.

What does it Want?
• It assembled itself and wants to expand itself.

• It plans to do this from pieces of you.
• iT likes To Talk — it never meets anyone down here.

• It won’t attack while engaged in conversaTion.

hoW to get aWay?
• Trick iT: It’s stupid and crazy.
• persuade iT: The TiTan waking up might be bad for it.
• pull Off the Mask: Reduce it to a mindless pile of trash.
• Climb Back Up: Towards a spot of light and the sound 

of wind. 
• Leap to the Pendulum: Catch one of the chains hanging 

from the Gigantic Clock. 
• Hook the Ladder: There is a tattered rope ladder that 

leads to the Hold of the Stylite Hulk.
• beat it up: Reduce it to HP 0 and flee as it reassembles.
• or Just make something up.’
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The Maze of Uriel
• Web-work tunnels with walls of shadowy glass Rooks.
• Hangs in a blazing otherverse beneath and clustered 

tightly around our strained reality.
• Reaches all over Wir-Heal (and perhaps lands beyond).
• The means of access are Carefully-traded seCrets.

• Within it huge distances can be crossed in relative 
safety, though at significant risk.

Getting In
• The Maze can be entered only at sunset.
• Seek rOOks roosting in lone ruins or dead wood forests.

• At dusk, thousands gather in a field beside the Roost. 
• The PCs must creep to the centre of this flock without 

disturbing the rOOks.
• Loud noises will frighten the birds, barring access.

• As the moon rises, the rOOks surge into the air as one in 
a torrent of black and go to their nesting places. 

• Anyone in the centre when it ascends is transported to 
the Maze of Uriel.

• Arrive in the Roost Room that corresponds to their 
point of entry.

What Is It Like In There?
• The tunnels are smooth ovals 10’ – 30’ across.
• The surfaces are countless glass Rooks frozen in flight. 

• The glass is very dark; nearly opaque.
• Unbreakable and immovable by mortal means.

• No one sane would try anyway.
• The light outside is very bright.

• Glimmering through like twilight kaleidoscopes.
• A faint roaring can be heard outside.

• Pure white noise, a waterfall of light.
• You can see the other tunnels.
• Peering through the Rooks’ wings, you can see:

• Dark forms of the other tunnels. 
• The shadowed shapes of other beings.

• Anyone looking out can also see you.
• With a moments attention, everyone in the Maze can 

see each other. It is hard for anyone to hide.

Getting Out
• Each Roost Room has an arch of glass Rooks with their 

wings extended, meeting in the middle. 
• These wings give way like real feathers if pressed on.

• You fall through into the next dawn after entering 
the Maze, arriving at the corresponding Rook Roost.

• You can jump forward in or freeze time by spending 
varying amounts of time in the Maze.

• This can be good or bad, depending on your situation.
• Someone surviving in the Maze for a thousand years, on 

leaving, would emerge the dawn after they entered.
• Time blurs in the Maze.

• PCs could meet with others from their future or past.
• Potentially gain infOrMatiOn abOut the future.
• Could send MessaGes baCk in tiMe by giving them to 

someone from their own history.
• This would be insanely difficult to adjudicate; only 

allow it if you are certain you can handle it.

Encounters In The Maze
the WoLVes

• str 7, dex 12, wil 10, 3 hp.
• loathsome aspect: Requires a WIL Save to not attack.

• appearance: Low, feral figures loping through the crystal 
maze like shadows, part man, part wolf.

• acTually: Starved orphans of the English Civil war.
• Found their way into the Maze.
• the prismatic demon 'gifted' them masks which bestow 

a loathsome aspect, claiming that they would frighten 
away enemies.

• It would amuse the demon if they were killed.
• Their true nature is revealed if their masks are 

removed, but they are too afraid to. 
• Follow the PCs, avoiding direct contact with anyone.
• aim: Steal food and supplies.
• Some Names: Thomas barebones, John WhiTley, elizabeTh 

oddingTon, chariTy cheese, Thou-Would'sT-be-damned-if-noT-
for-chrisT WakeWheel, Temperance hullenholme.

the knights 
• str 13, dex 8, wil 10, 8 hp, sword (d6), armour 1.

• invulnerable to entropy: Always take half Damage.
• If ‘destroyed’, they do not die but are reduced to a 

hideous crystal statue draped with decayed flesh.
• appearance: Bold figures in shining GOthiC plate.
• acTually: Beneath their visors are faces wracked with 

pustules, terrible crystal osteocytes erupt from their 
flesh like spurs of bright glass.

• Sought the Maze to cure their terrible plague.
• Struck an unwise deal with the prismatic demon.

• Horribly immortal, riddled with plague and 
continually growing tumours of crystallised time.

• Granted arMOr that magically renders them invisible, 
while standing still, to those elsewhere in the Maze.

• Attempt to intercept the PCs but avoid the feared apes.
• aim: Serve the prismatic demon by bringing him the PCs.

• After that depends on the demon’s evaluation of them.
• Some Names: sir hugh madverville, sir cheTain de la porTe, 

sir engurrard von sTum, sir micheal of The WhiTe company, 
sir John de-fuel, sir James good-Wynne

42
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the apes

• str 11, dex 10, wil 15, 8 hp, longsword (d6).
• scholarly: Can usually identify magical or 

otherworldly objects. Communication is 
difficult — their bestial mouths cannot form words.

• appearance: Hunched subhuman figures draped in 
curtains of purple crystal like monstrous chandeliers.

• acTually: Apes wearing Crystal ClOaks, attired like high-
status Romano-British war leaders of the 5th century.

• apes of merlyn, transformed by magic so the curse of 
the woodwose cannot affect them.

• Wearing purple Crystal ClOaks to move through  
the Maze of Uriel while avoiding its dangers.

• Magically renders them invisible, while moving, to 
viewers elswhere in the Maze.

• Try to place themselves between the PCs and  
the knights while avoiding the demon at its centre.

• aim: Recovery of the pentanGle shield.
• Some Names: palode of The pale eye, gyrave The good, 

rolano acuTo, iggris of The immediaTe arm, donaldan le forT, 
mideon The minoan.

the nuns
• human: str 8, dex 12, wil 10, 6 hp, knives (d4).
• lupine: str 15, dex 12, wil 10, 24 hp, claws (d4/d4).

• silver: Only take lethal damage from silver.
• appearance: Slight young women in reliGiOus rObes.
• acTually: Teenage Celtic Werewolves in reliGiOus rObes. 

• From the City of Viriconium, capital of the Cornovii at 
the height of Roman Britain.

• ‘Viriconium’ means ‘City of the Were-Wolf’ and all 
of these young women are were-wolves who are not 
currently in full control of their powers.

• Excitement, fear, or sexual arousal could cause 
them to transform and attack. Old Cornovii 
customs also treat head-taking as a favored hobby.

• Move randomly, following the Referee’s whims.
• aim: Entered the Maze as part of a coming-of-age rite 

which requires visiting British sacred sites.
• Some Names: aiThne, gWyniTh, caoilfhinnn, deva, 

lyonesse, mavelle.

Playing the Maze as a Sub-Game
The Maze is an unusual space, a labyrinth where every 
possible path is visible and everyone can see each other.

“hoW do We find our Way, and WhaT Will We encounTer?” becomes 
“WhaT paTh do We choose, and WhaT do We WanT To encounTer?”

Run the Maze as a sub-game where the Players navigate 
this clearly-visible, but still-unknown space.

a Map Of the Maze, usable as a gameboard, is printed on 
the inside of this bOOk’s dust-jaCket. Use different tokens to 
represent PCs, Wolves, apes, knights, and nuns.

Every Turn, each group moves from a chamber into a 
passage or vice versa — whether the PCs do or not.

moVement summary
Wolves — Follow the PCs, avoiding contact with anyone.

knights — Attempt to intercept the PCs, avoiding The apes.

apes — Try to place themselves between the PCs and the 
knights while avoiding the demon at its centre.

nuns — Move randomly.
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Urizen, the 
Prismatic Demon

• (bound)  str 17, dex 12, wil 17, 32 hp, claw (d10) 
armour 1, regenerates d6 hp per round.

• omnipresence: Largely responsible for creating the 
spectrum of light and its awareness reaches wherever 
the full spectrum is found.

• Inside rainbows, crystals, bright paintings, Raven 
wings, the sheen of oil, stained-glass windows, and 
drops of water hanging in the air or beading on leaves.

• It can see from the perspective of these phenomena. 
• Has a global, if particular, awareness of events and 

can use this information for its own purposes.
• urizen is deaf, and though its preta-natural senses 

compensate somewhat, it cannot discern what you are 
saying if it cannot see your mouth.

• illusion: Can make anything immediately present look 
like anything else. 

• Roughly constrained by mass and form.
• Unwilling targets may make a WIL Save to avoid 

having their appearance changed.
• The power ends when the target leaves the immediate 

area, unless they swear fealty to urizen.
• Its servants maintain this change in appearance until 

the demon dispels it.
• urizen uses this power to confound attackers by 

swapping the images of everyone in the room so they 
do not know who they are attacking. 

• The first time each target is attacked, roll the actual 
target attacked randomly.

• bestow immortality: Renders an object or person 
invulnerable to time, illness, entropy and harm.

• Displaced time condenses into a crystalline cancer. 
• Shining osteocytes pierce the skin and crystalline 

sarcomas encrust them like chandeliers.
• Since the flesh is impervious to time, they cannot die. 

• Unwilling targets are allowed a WIL Save to avoid it.

• a rainbow blade: Can provide a sinGle Crystal feather, 
usable as a sword, to its knights.

• Can cut intangible or spiritual foes.
• Its wounds inflict terrible colourlessness.
• Damages WIL each time it damages Hit Points or STR.

• Bound in the centre of the Maze.
• Writhing like Gulliver. 
• Bound in shadow chains made of rOOks’ dreams.

• Bound as long as there are rOOks to dream in Britain.
• The Maze groans as the demon struggles fruitlessly. 

• Long-fallen Angel.
• Chimera of Woman, Lizard, Lion and Wolf composed 

of shattered crystal, wings bowed and broken.
• Head yanked side-on to the floor like an abused dog.
• Burning with blood like polychromate fire.

• Some of its powers remain.
• a treasure it is unwilling to release.

• Held in its talon and pinned to the ground.
• Grasped and refracted in the prisms of its claws.

• A knightly heater-shaped red shield.
• Emblazoned with a five-pointed gold star bound in 

a single line, an endless knot.
• What it wants:

• If The ouzel (pg 40) exists mainly to aid the Players yet 
seems like a foil, urizen is the exact opposite. 

• Wishes to foil and pervert the PCs.
• Empowers the wicked.
• Ensures the good remain weak. 

• Friendly, considerate, polite, superficially helpful.
• Wishes to degrade, enslave and destroy the PCs.
• Corrupting the PCs’ souls trumps killing them.

• Distracting and deluding them is almost  
as much fun.
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Tasks for Willing PCs:
• Kill rOOks

• “birds are Thieving beings. agenTs of unreason. riddling 
shadoWs faT WiTh lies and sTupid supersTiTion.”

• Smash Masks

• “They are noT True men, if you reTurn Them To The sTaTe god 
made Them, can ThaT be a sin? self-aWareness is a prison of 
despair, Who Would noT Wish To be freed from iT?”

• Burn Churches
• “faT parasiTes, priesTs suckling off The poor, kepT slaves by a 

perverse and shame-ridden doctrine. free The people from 
Their shackles. liberaTe their hOarded treasures and dedicaTe 
iT To more socially useful ends.”

• Create Ruin
• “The Windings of civilisaTion are a laughable bloT upon a 

dangerous and unconTrollable landscape. They delude people 
inTo danger. The soul of The land inclines naTurally To ruin. 
is mere Wildness noW a crime?”

• Eat Woodwose
• “They are no more Than beasTs, are They noT? beasTs Were puT 

here To be eaTen and, besides, beasTs eaT beasTs.”
• Free Me.

• “i am imprisoned as unJusTly as yourselves.”
• “all ThaT you desire can be yours. i knoW your hisTory, The 

secreTs you seek and The ansWers To your QuesT. free me 
and i Will reveal all.”

• “kill the rOOks! kill all the rOOks in Britain! kill The 
ouzel! kill The black bird of cilgWri! kill him!”

Getting the Shield
• It should be very difficult to get the shield, some plans 

that might work:
• force: A total of 50 STR pries the shield from its grasp.

• the demon resists any efforts to unite such strength.
• Trickery: A startlingly brilliant thief might manage it.

• Requires an epic diversion and staggering cunning.
• persuasion: Requires extremely compelling arguments.

• urizen demands an irrevocable oath of loyalty and 
engaging in some scheme to its long-term advantage.

The Shield Itself
• Leather over bands of willow.

• Drawn inside, in fine but sparing hand.
• Mary, mother of Christ.

• Positioned so that anyone with the shield upon their 
arm can see her staring back.

• its pOwers:
• Provides every PC with an extra pOint Of arMOur.
• Roll with advantaGe tO avOid supernatural effeCts.

• However, this power exists only when the group is:
• Together.
• Actively protecting each other, and…
• Acting in the cause of right, not self-interest. 
• If any are not, it acts simply as a normal shield.

• There is a scrap of paper on the inside with a message;
• “if my friends and noble sQuires should by any means recover 

This, my shield;”
• It addresses the group by name.

• Thanks them for their help.
• Tells them one important thing they need to know.

• “if you seek me, Travel…”
• Information leading the Characters where you wish 

them to visit next.
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On Brunan
lord of sWarms. The maker of peace.  he Who makes 
drones of men.
brunan was made to shatter armies in the field making 
their flesh his own. his swarms are the swarms of war. 
he delivers physical force.
Made to police and protect mankind, the final defence 
against the outer dark, or other titans, should they fall. 
he is the greatest of traitors.

Navigating
• Roll two d6, combining the results from both columns. 
• This determines where the PCs currently are and the 

choices presented.
• It takes d4 hours to get somewhere. 
• If the PCs force another option, in d4 hours roll on 

vthe table again.

you Find yourseLF in (Leads to) mixed inCoherentLy With (Leads to)

1
Close-looming dark-leaved forest filled 
with chattering birds.

Wood 
Church

Fields of wrecked agricultural machines 
bordered by gates, hedges, barbed wire 
and cow traps. 

Brims 
Stage

2
A deep close-forested valley with wooden 
bridges over slow streams.

Hessel 
Welle

Perfectly preserved suburban homes. 
Lights flicker through opaque windows.

Spital

3
A slender packed earth trackway running 
under broken bridges. Trees close in on 
each side.

Wood 
Church

A river of overgrown barred parallel iron 
rails entwined  like tentacles.

South 
Town

4
A forest levelled by absent machines, bare 
tree trunks stacked on track-marked mud.

Broms 
Burgh

Empty park, topiary, cut grass, clean 
gravel or tarmac paths. Fenced-off play 
areas.

Spital

5
Slim fox-haunted greenway framed by 
rails, tarmac thrumming with traffic 
ghosts.

Hessel 
Welle

Escher-maze of cracked concrete steps 
leading to impossibly long  tunnels.

South 
Town

6
Neat, open woodland with packed-earth 
tracks marked by indecipherable signs.

Broms 
Burgh

A maze of narrow paths squeezed be-
tween dense nettles, thorny bushes and 
chain-linked fence.

Brims 
Stage

Encounters
Every time the PCs travel to a new place, roll a d6.

Day. Night.
1-5. Nothing Happens. 1. Nothing Happens.

6. Random Encounter, roll below: 2-6. Random Encounter, roll below:

1. The ouzel (pg 40).
2. the court of the wapentake (pg 34).
3. The courT of Wassail (pg 38).
4. the wreckers (pg 30).
5-6. an avatar, roll on the ‘Night’ Column.

1. wreckers (pg 30).
2-3. staggering drones.
4. buzzing drones.
5. targeted individuals.
6. cyberneticised animals.

People on Brunan
1 badulf boar-Woe.
2 elfy sTag-maiden.
3 sTaTer deer-Joy.
4 amos Wolf-sainT.
5 sodrica coW-Queen.
6 gurguiT sTar-pig.
7 azariah moon-goaT.
8 keredic sun-bull.
9 regan bear-king.
10 penessil fool-sheep.
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Wood Church
• An ancient stave church dedicated to sT. brigeT. 
• Hedges full of hawthorn.

• Locals wear this flower in their hair.
• Those approaching by water, spontaneously sing:

“They that in ships with courage bold
O’er the swelling waves their trade pursue;

Do Gods amazing works behold,
And in the deep his wonders view.”

• [MEMORY FLASH: Oldest or most appropriate PC. 
They were aboard a sinking ship, people pulled them 
from the surf and singing this.]

• Travellers can stay here for free. The floor is rush 
covered, save one stone near the doorway which reads:

“Here lies I at the church door;
Here lies I ‘cause I is poor.

The further you go, the more you pay;
Here lies I as warm as they”

— Silence Glegge”

Hessel Welle
• A tiny hamlet gathered round an ancient well. 
• Hovels thatched with heather and rushes.
• Spurge and Sea Holly grow from cracks in the walls.
• Every Morning:

• Half a mile away, on the sand-banks of the Rood-Die, 
barnacle geese form a huge, bluish mass, take flight 
roaring and vanish into the sky in a mile-long string.

d6 peopLe perpetuaLLy smoke herring and disCuss:
1 Ancient burned bodies washed up on shore.
2 Barnacle geese: where they go, why they return.
3 Hiring out the village WoodWose.
4 ghosts in Wir-Heal, (assumed to be everywhere).
5 the herrinG: quality, numbers, inner meaning.

6
If a swan was spotted. (Some say yes, some say 
just a goose.)

Brims Stage
• A village built around an ancient earthen amphitheatre. 

• Fields of ripe corn and clover.
• Hedges of wild flowers: silvery blue-bells, pale pink 

woodbines, white wild rose and small bronzed bushes.
• The courT of Wassail:

• If not previously encountered they are here.
• If encountered before, 3 in 6 chance.

Spital
• rooks gather at dusk nearby.

• Just across the fields.
• You hear bees buzzing (even at night or in rain).
• A small and medieval building with gothic arches. 

• Like a church, without a cross.
• hooded beekeepers tend to the hives.

• These friendly mask-men, invite the PCs inside.
• They will feed and provision you for free.

Lepers
• Hidden beneath their hoods, warped and diminshed 

faces and bodies.
• Even their Masks are changed, with strange rots and 

corrosion replacing wasted flesh.
• If anyone mentions The penTangle knighT, they offer up 

his reliCs.
• Left long ago for the pure hearted entering brunan. 
• An ancient wooden box, cracked and warped.

• Inside, three Haywire Grenades (pg 4).
• A Vellum sheet with a lOnG-faded Map. 

• Three rooms of brunan are visible. 
• The handwriting is similar to that of one of the PCs.

the Lady oF the merCians
• Bees move in and out of the chapel.

• Windows left open to the air.
• Inside, an ancient statue of a woman in Anglo-Saxon 

dress weeps honey.
• Bees fly in and out of her mouth and her robe’s folds.

• The entrance to brunan is beneath the statue.
• A grate leads down to honey-slick hexacombed stairs.

57

Sam
ple 

file



Hilb's Avatars
Most of hilb’s creations are:

• Force-grown within 24 hours.
• Dumb, with only basic instincts
• Massive, fast-growing teratomas in unstable flesh.

• Epidermis tears as easily as plastic bags.
• Turgid, white ichor oozes from their wounds.
• Muscles rupture like soggy paper stacks.

Crippled Woman (1 present)
• str 18, dex 6, wil 6, 34 hp, grab, smash (d12),  

chew (2d6), slow.
• Giant, naked, disfigured and crawling.

• Pale hair entangled with twigs and filth.
• Move silently, save sporadic subvocalized pained 

moans.
• sometimes hidden underwater or beneath loose earth.

• Swollen bellies.
• Pregnant with carcinomas that spill out on death.

• Ravenously consume all they can

Drone Clones (4d6 present)
• pc clone: identical str & dex; ¼ wil; 1d6 hp,  

tooth and nail (d6).
• White, hairless, dripping, mindless clones of any PCs 

stung by hilb’s insects upon entering her space.
• Which is all of them.

• Unless observing effective anti-mosquito 
precautions.

• They rush their victims like a starving horde.

Foetal Carnivores (6d4 present)
• str 8, dex 8, wil 6, 3 hp, bite (d3), fast.
• Failed, or perhaps playfully improvised, drone clones. 

• Blind carnivorous vat-grown babies with the hideous 
aged faces of sampled PCs, and sharp teeth.

• Horrifically adaptive and intelligent.
• They remember absolutely everything they experience 

in their short lives.
• Will use and re-purpose language, tactics and 

concepts they are exposed to.

Ogre Teratoma-Men (d3 present)
• str 13, dex 9, wil 6, 13 hp, envelop (see below).

• Randomly Slow or Fast each turn.
• horrific: Disadvantage on any WIL Saves related to the 

ogre-teratomas. 
• envelop: consume prey by enfolding it like a massive 

antibody for d6 damage. Additionally make a WIL Save 
or d6 wil damage from the harrowing experience. 

• An active, intelligent, ambulatory Teratoma.
• A malformed cyst larger than an adult human.
• Assembled of teeth, skin, hair, brains and body parts.

• Irregularly spasms, flowing like an electrified jellyfish. 
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