Campaign Overview

Inquisitors have been called to the frontier world of Zarona, both after the same man but for very different purposes. The Puritans have found the suspect first, a self taught telepath (and therefore a heretic) called Vosis Pyel, and have him detained in a ramshackle jail in the small shanty town of Trojaan. The Radicals catch up with Pyel here and, after failed negotiations with the Puritans, try a frontal assault to capture the heretic. 

The Radicals need Pyel to exchange him for information from a disreputable trader known only as Forne. The Radical Inquisitor has no intention of handing over Pyel but needs him as a bargaining chip nonetheless. In any case, a mysteriously robed alien shoots Pyel just as he is about to give up the information. This sets off a climatic chain of events where the trader Forne is revealed as a powerful Chaos Magus. Will the Inquisitors put aside their differences to fight the common foe or will their animosity to each other put the whole sector in danger? 

Cast

As well as the Players’ warbands, you will also need an Eldar Ranger or another suitably mysterious figure, that can be used as a trader (Von Castellan or Jan Van Yastobaal would be excellent). A human sized figure (any Imperial Guard model) as the suspected heretic and accomplished Telepath Vosis Pyel, plus the Chaos Magus with accompanying henchmen. Keep these out of sight of the players for now. GMs should come up with the stats for these characters, as the trader is the Chaos Magus in disguise I wouldn’t worry too much about him. Make sure the Magus is hard and a challenge for the players’ characters; I recommend using some of the Chaos powers found in Phil Kelly’s article in Exterminatus 3. The rules for Eldar can be found in Exterminatus 4 but if you haven’t got this issue don’t worry as we don’t really want him being tackled by the players just yet, so just make him fast and good with his rifle. My suggestions are below.
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Vosis Pyel
38
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Equipment: Autopistol (right handed)

Psychic Abilities: Demoralise, Distraction, Mesmerism, Puppet Master
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Ranger 
68
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Equipment: Needle rifle, Needle pistol, refractor field, power sword (ambidextrous) 

Abilities: Acrobatic, Deadeye Shot, Dodge, Catfall, Feint, Lightning Reflexes
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Forne the Archheretic
95
85
73
65
90
95
95
95
95

Equipment: Daemon sword: Gnawing, bolt pistol (two reloads), power armour (except head) (right handed)

Abilities: Force of Will

Psychic Powers: Psychic Ward, Fleshcage, Daemonic Shield, Hatestorm (see Exterminatus 3 for descriptions)

Use the Desperado and Mutant randomisers to generate Forne’s three henchmen.

Preparations

Give the following briefing documents to the players. It would be cool to present these to your players on bits of parchment or even on your computer as if it’s an Inquisitional Access Portal, so have a think about the way you present information to your players as it will enhance their gaming. 

Puritan Brief: You have learned from your network of informers that an unstable Telepath called Vosis Pyel has the information you have been looking for. With haste you track him down to the frontier world of Zarona and have located him in the small shanty town of Trojaan. Having arrested Pyel, you have taken him to the local jail for further questioning. However, you have also heard that another Inquisitor is on Pyel’s trail…

Radical Brief: The trader known as Forne has contacted you saying he has the artefact and that he wishes to make an exchange. He needs a rogue telepath called Vosis Pyel who is currently being held by another Inquisitor on the frontier world of Zarona. Once you have the telepath in your custody he will meet you on-world to conclude the exchange.

Scenario 1 Capture

The Radicals assault the Puritan stockade trying to capture the heretic Vosis Pyel.

Setting: 

The shanty town of Trojaan. In the centre of the board there should be a large building with a fenced enclosure. More buildings are randomly dotted around to provide cover. The Puritans start inside the enclosure with the GM controlled Pyel. The Radicals start anywhere on the table as long as they are at least 15" away from the enclosure. 

Objectives: 

The Puritan player must fend off the Radical assault on the enclosure and remain in possession of Vosis Pyel. The Radical player needs to capture Pyel and escape.

Special Rules: 

The scenario begins with the Radical Inquisitor trying to parley with his Puritan counterpart for the heretic Pyel. Let the players act this out, so there should be a good amount of declared truces, empty bargaining and veiled threats. The GM should decide who wins this vocal confrontation, as they will get the first turn (the losing player may not move any of his characters in the first turn). The GM controls Pyel who is a coward and will not want to be in the middle of an Inquisitorial crossfire! He will try to escape at every opportunity but don’t let him get too far away as he is needed for future scenarios. There is a danger of him getting killed here so make it clear to both players that they need him alive (for now). If he does take a fatal shot, use your special GM ‘power’ to keep him alive (if barely). It will be up to the GM to decide when the game will end, obviously if the Radicals manage to capture Pyel and get him off the board then it ends there. If not, play for roughly ten turns – as night falls the Radicals retreat.

Scenario 2 Pursuit

With the Radicals now in possession of the heretic, the Puritans mount a pursuit.

Setting: 

On the outskirts of Trojaan. The Radicals are on their way to the rendezvous for the prisoner/information exchange with the trader, Forne. Aware that the Puritans will be pursuing, the Radicals set up an ambush. The Puritans enter the board from the south table edge. They may enter at any speed. The Radicals will already be on the board but out of sight. They may designate D6 2" square areas as booby-trapped and must show the GM where they are before the game starts (obviously with the Puritan player out of the room). 

Objectives:

The Radical player must remain in control of Pyel and disable the pursuing Puritans. The Puritans must regain control of Pyel. 

Special Rules: 

As the first of the Puritan warband gets to the centre of the board, have Pyel scream and break free of his captors, running in a random direction, preferably one that will force the warbands into confrontation. Pyel will also try to use his psychic talents to aid his escape. If a character walks into a booby-trapped area then he must make an Initiative test (with any modifiers the GM sees fit based on his speed, awareness, etc). If failed, then treat it as if being hit by a frag grenade. The game will end when either warband gains control of Pyel and takes him off the board. The Radicals must take Pyel off the north side of the board, although they may not do this until after turn 4, the Puritans must take him off the south side. North and south sides are designated by the GM before the game starts.

Scenario 3 Interrogation

The Radicals try a more stealthy assault, while the Puritans torture Pyel for the needed information.

Setting: 

Back at the Trojaan shanty jail. It is now dark. The Puritan Inquisitor is in the central enclosure with Vosis Pyel. The remaining warband members will be on sentry duty around the enclosure’s boundaries. They must be set up within 5" of the enclosure. The Radicals must set up, out of sight, and at least 20" from the compound. 

Objective: 

The Radicals must capture Vosis before the Puritans force the information from him.

Special Rules: 

The Radicals may only send three members of their warband within 20" of the compound. The others are there as support if it all goes wrong. The three Radical characters are equipped with alien teleporter rune stones which will allow them to teleport themselves and Pyel, once they are within 3" of him. The teleporter rune works exactly like the Teleport psychic power, with the Difficulty test being against the character’s Sg instead of his Wp. As this is not psychic power it may not be nullified. Once successfully passed, it will transport Pyel and the character. The characters on sentry duty will circle the facility at walking pace in either a clockwise or anticlockwise direction (choose which direction for each character). This is all they may do until they have been alerted. The characters will become alerted through the normal Awareness rules on page 52 of the Inquisitor rulebook, remember it’s night time so their line of sight is reduced to one tenth. Once a character has been alerted, he may break from his sentry routine and act as normal (possibly trying to alert his colleagues to the danger). The Radicals will only have four turns after a character has been alerted before they are forced to withdraw.

Scenario 4 Exchange

The Puritans attack during the exchange of the heretic, while a mysterious figure makes sure any information Vosis has will never leave his mind.

Setting: 

The outskirts of Trojaan. The Radicals should be placed in the centre of the board. Facing them about 10" away is Forne in his trader disguise with his henchmen. As GM you will be playing Forne so feel free to act out a tense vocal discourse with the Radical player as seen in any western movie or cop thriller. Start off with a terse “Have you got the Telepath…”. If the Radical player plays along, reward him by allowing only half the Puritan warband on in the first turn.

Objectives: 

The Radicals wish to gain the artefact and the Puritans need the information inside Pyel’s mind, but when the true enemy is revealed will they fight each other?

Special Rules: 

Vosis will make a run for it on the third turn, the Eldar Ranger will appear (maybe placed on the roof of a building) and shoot him in the head, killing him instantly. If the shot misses, use your GM ‘power’ to make the shot hit, Pyel must die this scenario! The Eldar will then catfall to the ground and make good his escape. Forne is using his powerful psychic powers to disguise himself as the trader. The players are unaware of his true identity so this cannot be nullified. When Pyel is killed a booming cry of “No!” will escape from Forne’s lips, his concentration severed with rage, Forne’s true identity will be revealed! Replace the trader model for the Chaos Magus and end the scenario with the words “to be continued…” Luckily, this isn’t a TV show so go straight to Scenario 6 for the conclusion.

Scenario 5 Escape

With the Radicals close behind the Puritans, attempt to transport Pyel 

off-world.

Setting: 

Trojaan Spaceport. This consists of a small landing pad sparsely surrounded by prefab buildings. The Puritans may be placed 10" from the starting board edge. The Radicals may come on from turn 2 onwards.

Objectives: 

The Puritans need to get Pyel to the waiting shuttle by getting him off the other side of the board (this isn’t going to happen thanks to our pointy-eared friend but the players don’t know that!). The Radicals must stop Pyel from leaving the planet at all costs!

Special Rules: 

As Vosis gets two thirds across the table he will attempt to escape. The Eldar Ranger will once more be strategically placed to blow a hole is his head as he runs for freedom. The Eldar will then make good his escape, hopefully before any reprisals. A turn after this, Forne (in his true form) will appear with his henchmen on the opposite end of the table (the one the Puritans were heading for). He will demand to know where Pyel is. Fade to black and proceed to the climax, Scenario 6.

Scenario 6 Truth

The telepath Pyel is dead and Forne has revealed his true identify, so will the rival Inquisitors now work together? Or will it be a three-way battle?

Setting: 

This depends on the previous scenario. Either way have all three warbands start roughly the same distance apart.

Objective: 

Kill the bad guy and possibly each other.

Special Rules: None really, this is a straight shoot out. Forne is your typical movie villain and is quite powerful so play him to maximum effect, but as with all villains, when he looks the most powerful have him do something stupid so one of the good guys(!) can win.
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