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Players
Information

Legend

“ An alliance with Ord has always been one of
Cygnar’s most prized political goals.

Of course this doesn’t sit too well with Khador, since
not only would it reduce their ability threaten Cygnar,
it would also provide the southerners with a launching
-point a mere stone’ s throw from Korsk!

Perhaps it has been to allay Khadoran fears that
Cygnar has never pushed the matter of an alliance
strongly, although not all southerner’s share the belief
that Ord remain separate. Who knows?

Anyway, it was a nobleman from Khardov who sought
to take matters into his own hands, and be the one to
approach Ord about a treaty with his own country.
However, Sir... | forget his name, began and ended his
mission in the “Fingers, robbed of all the gold he had
brought to win over the poor people of Ord, who never
saw a piece of it.

The guards who were protecting him never heard or
saw a thing, and he was dead the next morning. The
wizards and priests who tried to help could find out
nothing, except the assassins, and there was a few, had
used white bladed daggers!

Of coursethat’s all it took before stories about a
bunch of Cygnaran assassins spread like brushfire,
and they got a name — Whiteblades.”

- Urban folklore of the Five Fingers

Cygnar in the Five Fingers

Although Cygnar holds no claim to any part of the city proper in
Five Fingers, they would be within their rights to make a challenge
for the land that lies past the middle of the serpent river, namely
the South Island and Thurs'isle.

It isfairly common knowledge that Cygnaran spies conceal
themselves amongst the hundreds of merchants that cross the river
daily, traveling between the two countries.

Itisalso fairly well accepted that amongst these spies will be
assassins, and the Whiteblades may well be only one amongst
many.

Cygnaran military vessels are allowed to take port in Five Fingers,
as are Khadoran vessels, although the harbour masters have been
known to refuse shore access to both fleets if they feel there are too
many sailorsin town for the peace, such asit isin the ‘Fingers, to
hold.

Khador in the Five Fingers

Aslong asit maintainsits ‘unofficial’ alliance with Cygnar, Ord
will remain a difficult area for Khadoran spies to operate.

Most Khadoran spies arrive by ship, or overland from Midfast
(which isitself not easy for them to pass through), and their
primary objectiveis usually to foil the plans of their Cygnaran
counterparts in the city.

At present there are no hints or indications that a Khadoran
assassins are operating in the “Fingers, although that could change
at amoment’s notice if the actions of the Whiteblades cause any
more ripplesin the political water!

Other interests

Traders and pirates from the Scharde Islands often put into port in
the “Fingers, although they tend to stay on board their shipsif they
wish to avoid legal or military entanglements.

Although the Whiteblades appear to front for Cygnaran concerns,
Scharde fixers have put the word out in the streets that they would
like to hire the services of the Whiteblades.

Stories about slave merchants from the Isle of Cryx echo through
city taverns, although none have ever actually ever been seen.
Doubtless though, Lord Turok appreciates the relatively easy
access the “Fingers give him to both Ord and Cygnar.

Ordic Control

The "Fingersis under direct Ordic legal and military control, and
the country maintains a moderate army and a strong navy.

Local rumour has it that almost any Ordic officer who chooses to
sign on in the “Fingers can be bought, although the priceisn’t
alwaysin gold.

That a Khadoran nobleman was murdered, and his killer not
brought to justice, has kindled speculation of ties between the
Whiteblades and the Ordic military, and at the very least of Ordic
duplicity and corruption.



Storyteller’s
Information

(No PC’s Allowed)

The shadow threat

Although not openly acknowledged in Cygnar, one of the greatest
threats to nation’s security comes from the damned Isle of Cryx
and Lord Turok. While unable to threaten the security of the
empire, Cryx remains a constant drain on western Cygnaran
resources, and a potential invader should Khador or Menoth ever
cross the border.

The unwillingness of Lord Turok to field an army or navy, and the
official peace that exists between Cryx and Cygnar, make it very
difficult to keep Cryxan spies, and Cygnaran traitors apart.

Making matters worse is the knowledge that any secret sold to the
Cryxans will eventually be sold on to the Khadorans.

Forging of the Whiteblades

It was a predecessor of Scout General Rebald who conceived the
idea of a spy ring with the ability to assassinate Cryxan operatives
in Ord. However it was the General himself, with his experience
and background in Highgate, who was able to find the right people
and the right methods to make the scheme work.

Rebald recruited the most loyal but independent soldiers who had
served with him, gave them a boat and free reign to choose a crew,
and the money they would need to pose as Cryxan pirates.

Never a person to quibble over details, the General arranged for his
operatives to learn the travel times of a Cygnaran merchant vessel
which was laden with southern wines for the port of Berck in Ord.

Taking on a crew of cutthroats in Ceryl the operatives boarded the
merchant vessel as it passed by Henge Hold (Westgate), looted and
pillaged it, and sank it, leaving the crew an uncertain swim to sure.

Flying a Cryxan flag and changing the name on the boat, they took
theloot and their miscreant crew to Blackwater, where they earned
areputation asfirst rate pirates and thieves, calling themselves the
“Sea Snakes’.

Slowly the operatives dismissed their old crew and took on new
operatives each time they returned to Ceryl or the "Fingers. Within
two years the ship was fully crewed by Rebald’s people, and had
achieved a reputation for ruthless piracy in Cryx.

The Cryxan ‘authorities' then approached the operatives on behal f
of Lord Turok, and requested some specia services, namely the
transportation and infiltration of spiesinto Five Fingers.

The operatives completed their missions, and dutifully informed
General Rebald of the names and identities of the new Cryxan
spies, most of whom Rebald let work unmolested

However, when Rebald heard of the first Cryxan assassin that his
operatives were transporting he gave them new orders. They were
to assist the assassin to land and settle in (posing as a Khadoran

nobleman in town to win support for an alliance), then to kill him
under the guise of a Cygnaran assassins called the “ Whiteblades’.

The “ Sea Snakes” have operated as the “ Whiteblades” several
times over the past year, and Rebald has had to provide them with
much gold to keep their pirate cover working (they buy rare goods
and carry them back to Blackwater where they tell everyoneitis
loot from piracy).

The '‘Blades’

The format used to describe each character is as follows:
<Name in Blackwater>/ <Name in Five Fingers>
(<Real name and Commission)

<Class and Level>

Captain D’'Gru / Captain James Furan
(Commander James Furan, Cygnaran Navy)

Scout (naval) 5, Spy 2

Apart from being afine sailor and one of the original recruits,
Furan is aman with a knack for making new friends. Whether
imasquarading in Blackwater as the crew of the * Sea Snake”, or in
the “Fingers as the crew of the ‘Rusty Hook’, Furan is the leader
and deal-maker for the group.

When operating as the Whiteblades he hands control of the group
over to ‘Celina’, and because of this dual relationship the pair often
find themselves at odds over the smallest things.

(Anonymous) / Gaunt
(Sailor Gaunt, Cygnaran Navy)

Rogue 5, Rifleman 3

Gaunt never uses hisreal name when in Blackwater. Heisa
paranoid assassin who does not even trust his own leaders, and
literally sleeps with one eye open.

He enjoys working as a Whiteblade, and sending Cryxan cutthroats
off the meet their grisly afterlife, but he equally enjoys the freedom
of Blackwater. He harbors thoughts of killing both Furan and
Celina and becoming a pirate in his own right, thoughts he has
shared with Cragg his ‘sworn’ Ogrun enforcer.



Red-beard’ / Redmond
(Redmond of Orven)

Wizard 8

Redmond is the youngest recruit amongst Rebald’ s operatives,
signed on to provide all the magical assistance the group requires.
The fact that Rebald befriended and nurtured this sorcerer has
ensured his loyalty to Cygnar and the group’ s leaders.

Redmond’ s red beard is a warning sign amongst the scum of
Blackwater, some of who he has blasted to pieces. He shaves the
beard during trips to the “Fingers, and grows it on the way back.

Cragg / Cragg
(Cragg of Wyrmwall)

Barbarian 6

Silent and forboding as the Wyrmwall mountains where he was
recruited by Rebald, Cragg acts as an enforcer for the group. He
keeps close to the shadows and ship while in the "Fingers, but
walks openly in Blackwater. Heis ‘sworn’ to Gaunt for once
springing him from an Ordic prison and is not adverse to the idea
of becoming an independent pirate.

In open combat he wields either his tribal Cleft Two-Handed
Sword, or a Khardic Shortbow, both of which make good use of his
strength.

Sneaky Pete / Coves

(Peter Cove, Cygnaran Scouts)

Scout 2, Rogue 5

Peter was an orphan from Clocker’s Cove who ran away to join the
Cygnaran army when he was under-age. The fact that his parents
were killed by Scharde pirates and that he was seeking revenge was
what drove himto it.

Rebald noticed a recommendation by his superiors for excellent
evasive skills, so the General pulled him out of the Scouts and
made him a spy. Since them Pete has become a master of stealth.

He is known as a man with afoul temper by the scumin
Blackwater and the “Fingers, but few realize that they are its target.

Siren / Celina

(Captain Celina, Cygnarian Regular Army)

War Bard 6, Spy 3

Celinawas assigned to the group because of her |eadership abilities
and allegiance to Cygnar. Her greatest hero is Warcaster Victoria
Haley, whom she tries to emulate in devotion to Cygnar.

When in Blackwater ‘Siren’ is wisely avoided by the locals (like
most of the other Sea Snakes) but she keeps alow profile. When
working as a Whiteblade she directs the group to its targets, often
being responsible for gaining them access, and isruthlessin
carrying out her assignments.

Celina abhors her white dagger “ Quiver” (see description) and will
only useit if she thinks amission would fail otherwise.

The White Daggers

The white daggers used by the Whiteblades are linked magical
items. All the daggers but one are +2 magica weapons made of a

hard white (Meteoric) metal from Rhul. The craftsmanship is
exquisite, and features the finest Rhulic iconography.

The Whiteblade leader’ s (Celina) dagger is aso of Rhulic origin
andis called “ Quiver”. Quiver has several magical abilities, which
can each be used once per day when the blade is drawn and held :

Screen (Level 15)
Silence (Level 15)
Slay Living (Level 15)

Unfortunately, the magic placed into the blade has made it sentient
(Neutral Evil) and it communicates with its wielder by emotive-
imagery. If it draws blood but does not take a life (or participate in
the act) then it will refuse to work again until it has!

Linked daggers : If any of the other five daggersis drawn and held
within spell range when one of Quiver’s powers is activated, that
dagger may then carry some of that power ‘away’ by moving out
of spell range (applies only to Screen and Silence). In doing this
the departing dagger removes 1/5" of the spell function
(Area/Duration/etc) from Quiver and any other remaining daggers,
taking it withiit.

The Rusty Hook, Captain James
Furan

When in the “Fingers and posing as smuggler/merchants the
group’s ship is known as ‘ The Rusty Hook’ (thanks to Redmond’'s
Arcane Mark and Erase spells), and they travel under their Ordic
names (Captain James Furan, Gaunt, Redmond, Cragg, Peter and
Celina).

Ordic authorities have heard rumours of them being pirates, but
since the group actually does not engage in piracy they have had
little luck finding any proof for a conviction, and the Rusty Hook is
tolerated in port.

When on shore the group acts up tough, and curses the
Whiteblades as a pack of bilge-drinking-maggots, claiming that the
assassins will be dead as soon as the crew of the Hook finds them!

In my campaign the group prefers to frequent the Scarlet 1sland
(see my overview map, location C3), because this is where most
pirates and smugglers hang around |ooking for work and
entertainment.

The Sea Snakes, Captain D'Gru

The Sea Snakes are known across Blackwater as ruthless pirates
who never leave a single survivor (becase they have had almost
zero victims). Their ship is named after their gang (again,
Redmond' s work), and they have sent some of the meanest cursin
Blackwater to their graves.

In Blackwater they go by their Cryxian names (Captain D’ Gru,
(Gaunt doesn’'t use a name), Redbeard, Cragg, Sneaky Pete, and
Siren).

The Snakes are given a wide berth in the town, since most people
have heard that they do some kind of work for the God/King of
Cryx and his minions.



Adventure Hooks

As Friends

A Cheap Imitation

An enterprising group of Cryxian pirates has decided to cash in on
the fearsome reputation of the Sea Snakes and has looted several
Cygnaran ships under their flag and name. Due to the imitator’s
sloppy nature survivors of the attacks have been providing the first
eyewitness accounts of the Sea Snakes' piracy to the Ordic
authorities.

In an attempt to salvage their cover, and stay operating in the
“Fingers, Captain Furan will hire the PCs to track down the pirates’
hideaway near Caves Beach and put them out of commission,
preferably bringing them to trial before the authorities.

Whiteblade for a day

The Cryxian authorities want to know who has been killing their
people, and the Sea Snakes are not above suspicion. If they know
they can trust the PCs Celina will approach them and offer that
they use the White-daggers to slay the Cryxian Cleric(/Assassin)
who has come to the "Fingers to investigate.

During this time the * Sea Snakes' will stay in Blackwater,
pretending to do what they do best. Even if they fail to slay the
Cleric the PCs will have diverted attention from Celinaand her
crew (unless the PCs are captured and tortured!)

Double Un-Cross

Another way the PCs would be able to help the * Sea Snakes’
maintain their cover would be to have the PCs ‘spoil’ an attempt at
piracy by the ‘ Snakes, and then chase them back towards
Blackwater.

Unfortunately a Satyxis buccaneer and her Commander will run
across the PCs as soon as they begin the chase, and they pose a real
threat to the PCs. The Sea Snakes will pretend to limp off toward
Blackwater, and the PCs can choose to either run/and or fight. A
good adventure for anyone who wants to try sea based combat.

As Foes

A Tragedy of Errors

Captain D’ Gru (Commander Furan) and his crew play their roles
so well (some more enthusiastic than others) that Colonel Thurson
of the Ordic Army has singled them out as the most diabolical
pirate threat in the area and, lack of evidence be damned, has
decided to have them eliminated.

PCs loyal to Ord/Cygnar are recruited to deal with the * pirates’
once and for all. When faced with a deadly challenge like this
Commander Furan will argue that they threaten the PCsinto
backing down, and if that fails Captain Celinawill lead themin an
assassi nation mission against the PCs.

Which Blade?

The Khadoran spy network didn’t take long to realize that the
noblekilled in the “Fingers was in fact afake. However, they still
want to know who the Whiteblades are, and what they are up to.

If the PCs are known as either ‘independent-thinkers’, or Khadoran
sympathizers, they will be approached by a Khadoran Officer with
aproposition to track down the Whiteblades. If the PCs learn what
the ‘Blades are up, their next job might be to find evidence and
black-mail the ‘ Blades into doing some work for them (similar
work, only for the Khadorans).



Appendix A — The Sea Snake / Rusty Hook

The Sea Snake/Rusty Hook is a steam-capable vessel built for piracy and smuggling. It combines traditional sail power with a powerful but
limited Steam-Eng that can boost the vessel up to incredible speeds over short bursts — making it ideal for surprising sailing ships and evading
capture.

The Steam-Eng is not the usual paddle-wheel variety, but a through-flow design that its engineer based on the workings of a squid. The ship
carries enough coal to run the engine for only sixty nautical miles (just over the length of the Bay of Stones), and it can boost the vessel’s speed
by up to twelve nautical miles per hour — this means the ship is capable of over twenty nautical miles per hour (with a strong wind behind it)
over short distances.

Being an imitation pirate ship, the Sea Snake/Rusty Hook is outfitted with the usual assortment of grapnels, and hand-cannons (purely for self-
defense, of course!). The ‘smugglers hold' is underneath the anchor bay, requiring considerable work to access it, and a Spot check rolled against
the concealer’s Hide skill (in the case of the Whiteblades Sneaky Pete/Coves is assigned to run the hold).

Asardatively small vessel the Sea Snake/Rusty Hook is capable of evading capture from larger vessels by maneuvering through shallow water,
and it draws only five feet unless overloaded.

smokestack i

For scale

Captain's
Cabin

Smugglers
Hold

Cargo & Crew Steam Engine =




Appendix B -Sea Snake / Whiteblade Stats

Captain D'Gru / Captain James Furan
(Commander James Furan, Cygnaran Navy)

Scout (naval) 5, Spy 2

Male human (Thurian) : CR 7; Size M (6 ft. 1 in.
tall); hp 42; Init +2 (+2 dex); Spd 30 ft.; AC 17 (+2
dex, studded leather, +2 ring of protection); Atk +7
melee (Broadsword +2, 1d8+5/crit 19-20/x2 Shark),
(Dagger +2, 1d4+5/crit 19-20/x2); +6 ranged
(Heavy Crossbow 1d10/crit 19-20/x2); Fav.Enemy -
Undead, Fav.Enemy - Trollkin, Track(ships), Dodge,
Expertise, Mobility, Fabricate identity, Cover Identity,
+1d6 Sneak Attack; AL NG; SV Fort +3, Ref +10,
Will +6; Str 16, Dex 14, Con 12, Int 13, Wis 15, Cha
15; age 25; Notable skills: Seacraft +19, Navigate
+13, Diplomacy +15; Traits: Direct, Honest, Brave;
Languages: Ordic, Cygnaran, Molgur

(Anonymous) / Gaunt

(Sailor Gaunt, Cygnaran Navy)

Rogue 5, Rifleman 3

Male human (Sulese) : CR 8; Size M (6 ft. 3 in. tall);
hp 31; Init +4 (+4 dex); Spd 30 ft.; AC 16 (+3 dex,
studded leather); Atk +9 melee (Short sword
1d6+1/crit 19-20/x2), (Dagger +2, 1d4+3/crit 19-
20/x2 white dagger); +11 ranged (Rifle, Military +1,
2d8/crit 19-20/x3, Range 200, Seeker); +2d6 Sneak
Attack, Uncanny Dodge; Evasion, Point Blank Shot,
Weapon Focus (Rifle), EWP (Small Arms), Far Shot,
Rifle Mastery, Sniping Shot x2, Rifle Melee ;AL NG;
SV Fort +3, Ref +10, Will +6; Str 12, Dex 16, Con
11, Int 13, Wis 13, Cha 15; age 22; Notable skills:
Craft (small arms) +19, Climb +14, Hide +15, Bluff
+13; Traits: Sharp, Aggressive, Greedy; Languages:
Ordic, Cygnaran, Molgur

‘Red-beard’ / Redmond

(Redmond of Orven)

Wizard 8

Male human (Midlunder) : CR 8; Size M (5 ft. 9 in.
tall); hp 31; Init +0; Spd 30 ft.; AC 14 (+1 dex, +2
ring of protection); Atk +4 melee (Dagger +2,
1d4+7/crit 19-20/x2 white dagger); Dodge, Mobility,
Metamagic - Silent Spell, Metamagic - Maximise
Spell; AL CG; SV Fort +2, Ref +3, Will +8; Str 10,
Dex 12, Con 11, Int 17, Wis 14, Cha 14; age 20;
Notable skills: Spellcraft +16, gather Information
+18, Move Silently +14; Traits: Stubborn, Steadfast;
Languages: Ordic, Cygnaran, Caspian

Cragg / Cragg

(Cragg of Wyrmwall)

Barbarian 6

Male ogrun (Wyrmwalls) : CR 6; Size L (7 ft. 11 in.
tall); hp 68; Init +0; Spd 40 ft.; AC 17 (+2 natural,
breastplate); Atk +11/+6 melee (Cleft Two-handed
Sword 2d6+5/crit 18-20/x2), (Dagger +2,
1d4+7/crit 19-20/x2 white dagger); Rage 2/day,
Uncanny Dodge+, Cleave, Mighty Cleave; AL CN; SV
Fort +7, Ref +2, Will +1; Str 20, Dex 11, Con 14, Int
9, Wis 7, Cha 9; age 19; Notable skills: Intimidate
+14, Hide +11, Move Silently +11; Traits: Sworn,
Savage; Languages: Ordic, Molgur

Sneaky Pete / Coves

(Peter Cove, Cygnaran Scouts)

Scout 2, Rogue 5

Male human (Thurian) : CR 7; Size M (5 ft. 9 in.
tall); hp 31; Init +4 (+4 dex); Spd 30 ft.; AC 17 (+4
dex, studded leather); Atk +5 melee (Short sword
1d6/crit 19-20/x2), (Dagger +2, 1d4+4/crit 19-
20/x2 white dagger); +9 ranged (Heavy Medium
Crossbow 1d10/crit 19-20/x2); Track, Fav.Enemy -
Ogrun, Evasion, Dodge, Blind-Fight, Skill Focus
(Hide), +3d6 Sneak Attack, Uncanny Dodge; AL NG;
SV Fort +3, Ref +10, Will +6; Str 14, Dex 18, Con
11, Int 15, Wis 13, Cha 12; age 20; Notable skills:
Hide +21, Spot +13, Move Silently +18; Traits: Shy,
Curious, Honest; Languages: Ordic, Cygnaran,
Molgur

Siren / Celina

(Captain Celina, Cygnarian Regular Army)

War Bard 6, Spy 3

Female human (Caspian) : CR 9; Size M (5 ft. 5in.
tall); hp 42; Init +3 (+3 dex); Spd 30 ft.; AC 17 (+3
dex, studded leather, +1 ring of protection); Atk
+7(+10 Rapier) melee (Rapier 1d6/crit 18-20/x2),
(Dagger +2, 1d4+2/crit 19-20/x2 Quiver); +10
ranged (Heavy Crossbow 1d10/crit 19-20/x2); Bardic
Music, Weapon Finesse (Rapier), Dodge, Skill Focus
(Bluff), Fabricate Identity, Feign Skill Expertise,
Cover Identity, Expert Impersonation, Escape; AL
NG; SV Fort +3, Ref +10, Will +6; Str 13, Dex 16,
Con 13, Int 16, Wis 14, Cha 16; age 23; Notable
skills: Leadership +14; Bluff +13, Sense Motive +15,
Perform +13; Traits: Driven, Cunning, Loyal;
Languages: Ordic, Cygnaran, Khadoran
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