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Game Master Reference

( Freeform Timetable
4:15 (
Begin setting up freeform area

4:30 (
Hand out characters, allow reading time

4:45 (
Introduction

5:15 (
Stage One of main plot

5:45 (
The Grand Ball of the Masquerade

6:00 (
Stage Two of main plot

6:45 (
Stage Three of main plot; conclusion

7:00 (
Wrap-Up

Character
( Fighting (
( Magic (
( Thievery (
( Will (

Alisohn Nilesia
5
8
0
12

Asdrus Shan
15
3
1
8

Auganst Zee
9
8
0
7

Barius Sharpsplinter
5
5
8
8

Blazara Lightmaker
12
5
0
15

Captain Damion
10
6
0
2

Captain Severi
12
0
0
10

Chiryn
4
11
3
10

Cromlich the Ratmaster
6
5
16
13

Dranek Fiquesh
1
17
3
4

Flamen Pontifus
5
8
0
16

Flamen Therma
4
5
2
12

Flamen Tollus
8
3
0
11

Gabberslug
14
11
0
9

Hecathalee
7
4
4
14

Herfik the Silent
3
2
9
6

Herod Fiquesh
5
0
0
15

Karo Jantar
14
3
3
11

Kas’rarlin Ivlium
13
5
1
8

Lesaen Ivlium
5
0
7
8

Lord Dilfar
13
0
0
10

Lord Fiquesh
9
0
0
6

Lord Flamen
5
8
0
16

Lord Ivlium
6
9
3
8

Lord Quentill Paracs
13
15
4
15

Lord Shan
3
0
9
10

Malphas
16
10
2
12

Morgen Fiquesh
11
0
0
9

Nagaro
15
2
0
8

Nethia Ivlium
7
0
14
5

Passion of the Seven Spiritors
6
8
4
8

Rebeka Dilfar
6
0
0
12

Romas Shan
11
0
8
5

Sara Shan
3
6
3
10

Shandrala
3
9
7
9

Sharimdeous
6
3
9
6

Surefoot
8
0
5
11

Thought of the Seven Spiritors
4
8
3
9

Trejos Dilfar
2
0
11
7

Judge Ziste
6
6
0
6

( Rules

The rules used in this freeform are designed to be quick to use and flexible. They are a simplified version of the SAGA rules that are used in the Dragonlance: The Fifth Age and Marvel Super Heroes roleplaying games.

Whenever a player wants to do something in the freeform that is resisted by another character, both players involved draw a random card from a deck carried by the Game Master, and add the value of that card to a relevant Ability Score. The player with the highest total is successful.

There are four different Ability Scores: Fighting, Magic, Thievery, and Willpower. Each of these Ability Scores is fairly self-explanatory: Fighting enables a character to attack and defend, Magic allows him to use rituals, Thievery is used for actions like stealing, spying, and escaping notice; Willpower is used as a “default” Ability if the Game Master is unsure which is appropriate.

Trumps

Each Ability Score has a suit of cards associated with it. This is called the trump suit. Whenever a player draws a card that belongs to the trump suit of whatever Ability he is using, the value of the card is doubled. This makes is possible for characters to succeed at actions even when their opponent has an Ability Score more than 10 points higher!

Game Masters can also grant an “automatic trump”. This means that the value of the card is automatically doubled, regardless of the suit drawn. Automatic trumps may be granted when a player makes a special effort to roleplay their actions, or during dramatic moments (in this case, grant it to both players). An automatic trump should be a special bonus!

In some cases, the player will forfeit any trump bonus. This is usually because the player is using a character’s special ability. In this case, just ignore the suit of the card drawn.

Best of Three?

Occasionally a player will want to take an action that is fairly dramatic or significant – for example, killing another character, stealing an artifact without being noticed, or so on. It may seem a bit unfair to other characters to allow such actions to succeed based on a single card. At the Game Master’s discretion, such actions can be broken down into three parts; the acting player must succeed at least two out of three actions. If the acting player only gets one success, he might achieve a lesser result, if appropriate. 

( Main Plot Summary
It is commonly available knowledge that when a city near a gate grows too much like the plane on the other side, the whole city slides into that plane. It’s a shift that requires the prevailing attitude of the city to mirror almost exactly, the philosophies of the neighbouring plane. When the two have become exactly parallel, the city vanishes through the gate.

Lord Quentill Paracs has fought to prevent Ribcage from sliding into Baator for years. By fostering a hostile attitude towards the Baatezu, he has kept control of the city. However, keeping the Baatezu out of Ribcage is not enough. Lord Paracs’ rule is characterised by the same Law and Evil as Baator itself. The slide of Ribcage is inevitable.

Once it has begun, Ribcage’s slide through the Accursed Gate can be stopped only if the prevailing mood of the city swings far enough from the lawful evil that characterises Baator. If this happens, then the city will probably return to the Outlands. However, there is a slight chance that it will end up in the Abyss, especially if the freeform descends into chaos.

Stage One

Ribcage begins to slide. The Accursed Gate to Baator slowly takes on greater prominence. It seems to expand in all directions, engulfing the Citadel.

Stage Two

The city enters a gray limbo while the balance of Ribcage’s alignment tips one way or another. Magical methods of escape are closed off, and even walking out of town isn‘t an option, as the only thing beyond the city walls is gray haze. No matter how long a character walks out into it, the city gates are right behind him when he turns back.

Stage Three

The events of this stage depend upon whether Ribcage slides into Baator (most likely), the Abyss (less likely), or returns to the Outlands.

· If Ribcage slides into Baator, the sky turns to blood, and iron mountains rise up around the city, leaving Ribcage at the bottom of a huge chasm. The Baatezu armies waiting outside seize the city walls with military precision, while flights of winged reptiles strafe the streets with flame, eliminating all resistance.

· If Ribcage slides into the Abyss, a cracked red plain appears beyond the walls. Rising overhead, like a vast wave that has climbed to titanic height and now threatens to break over the city, is a wall of darkness. It is not black, but a thousand shades of gray, tinged here and there with red and purple. The darkness has the texture of smoke and glistens like skinned muscle. Out on the plain, misshapen spawn of chaos crawl out of deep ravines, and shamble towards the city. Somewhere, a woman laughs in delight.

· If Ribcage returns to the Outlands, the glare of the Accursed Gate contracts and is lost inside the Citadel. The gray haze vanishes, and is replaced by towering spires of rock that look like the bones of an ancient beast. A heavy weight is lifted from many hearts, and many feel that the ordeal is over. For now.

( Subplots

The Catacombs

The Catacombs are a series of tunnels and chambers lying underneath Ribcage. They predate the city. Rebeka Dilfar extended the Catacombs ten years ago, after the city walls were damaged in the Rigus War. She had the walls repaired, and constructed secret tunnels leading out of the city. However, her Map of the Catacombs is incomplete and inaccurate regarding the older passages.

A character who obtains the Ancient Map of the Catacombs can gain access to the following areas. If a character gets lost in the Catacombs, draw a random card to determine where he ends up.

1
Asdrus Shan’s treasure hoard
Far too much gold and objets d’art to carry

2-4
An abandoned building in the Dilfar ward


5-7
Outside the city walls


8
Lair of the cranium rats
Character probably dies and joins the Cranium Rat collective

9
Grotto of the Sacrificed Celestial
Hiding place of the “Celestial Bones” item

10
The Accursed Gate
Inside the Citadel; Thievery action vs. difficulty 14 to avoid arrest

The Fiends

There are both Baatezu and Tanar’ri present in Ribcage, in roughly equal numbers. The Baatezu are trying to take control of Ribcage so that the city can be used for military purposes; the Tanar’ri are just here to foil their enemies’ plans. Neither race of fiends has the numbers required to fight an urban war, though.

The Baatezu also have their army of fiends in Baator. These will invade Ribcage if the city slides into Baator, or if the Baatezu gain control of the Accursed Gate.

The Tanar’ri have fewer advantages. Hecathalee knows a ritual that might cause Ribcage to slide into the Abyss rather than Baator, but it is difficult to use and requires the sacrifice of many mortal souls. Sharimdeous is able to alter it’s appearance to that of anyone whose corpse it has devoured, granting the Tanar’ri a possible infiltrator and assassin.

The Grand Ball of the Masquerade

This is a ploy by the Shan family to bring about the legalisation of the narcotics that they trade in. The Shan plan to bring as many people together as possible, and use subterfuge to addict them all to a harmless narcotic. With half of the city hooked, the Shan family believes that it will be easier to convince the Senate to decriminalise narcotics. At the same time, it will create a huge market for them.

The Grand Ball of the Masquerade is also a convenient means to ensure that all characters are within the city for Stage Two of the slide of Ribcage through the Accursed Gate.

The Senate

The Senate is Ribcage’s ruling body. There are six seats on the Senate: one for each of the influential families, and one held by Lord Quentill Paracs, who controls the Citadel and the Accursed Gate. In reality, Lord Paracs controls the Senate through bribes, blackmail, and intimidation.

The Senate has the power to enact new laws, which the Blackguard will enforce (although players in the Blackguard might choose t ignore them). The Senate may also ratify treaties and overturn the decisions of the high Judge, Ziste. All actions by the Senate require a vote in favour by at least four Senators.

The Baatezu are trying to exert influence on the Senate: Kas’rarlin through Lord Ivlium, and Auganst Zee through Lord Flamen.

The Sword of the Gate

The Sword of the Gate was forged long ago by priests of the Temple of the Gate, a religion that was destroyed nearly a hundred years ago by the head of the Flamen priesthood. The Sword was broken into three parts – blade, hilt, and gemstone – that were separated and lost. After all this time, only a few people have heard of the Sword of the Gate. These include Barius Sharpsplinter, Lord Flamen (who has lost his memories), and Shandrala. Otherwise, only vague rumours of an artifact called “That Which Divides” exist.

If all three parts of the Sword of the Gate are reassembled, the owner of the Sword will gain some interesting powers over the Accursed Gate. Firstly, he will be able to teleport to its vicinity at will. Secondly, he can temporarily close the Gate – this will not reverse the slide of Ribcage, but may stop it temporarily. Thirdly, he can summon any Baatezu in Ribcage merely by speaking its name.

( The Factions in Ribcage

The Athar is a very loose affiliation of those who oppose or have been rejected by the gods. The Athar is opposed to most religions, which they believe to exist only to take advantage of the gullible. Individual members may help each other against mutual enemies, but otherwise there is little solidarity.

Members: Lord Quentill Paracs, Morgen Fiquesh, Nagaro, Trejos Dilfar

The Fated is a group of self-interested people who believe that they deserve whatever they have the ability to acquire – be it wealth, power, or knowledge. The Fated often passes information between themselves, but are not pursuing a unified goal.

Members: Auganst Zee, Herfik the Silent, Kas’rarlin, Lord Ivlium, Nethia Ivlium.

The Mercykillers are a tightly knit group that believes in absolute Justice: that the guilty should be punished, and order upheld. The Mercykillers consider themselves just and worthy rulers, and have been steadily subverting control of the city.

Members: Alisohn Nilesia, Captain Severi, Flamen Tollus, Lord Dilfar, Rebeka Dilfar.

( Special Items Reference

All of these items are represented by “item cards” in the game, which have some of the information given below printed on them. Any information in italics is a GM secret, and cannot be discovered without a Magic action vs. a difficulty of 16.

#1: Celestial Bones

The skull and a few shattered bones of a celestial being, apparently made of gleaming pearl.

This item gives the user an automatic trump in all actions against fiends.

#2: Silver Trumpet

If sounded, paralyses those who hear it for two actions. If it is stolen from Blazara Lightmaker, then it transforms into a useless chunk of lead.

#3: Dagger of Misery

+3 to Fighting ability when used by a non-Neutral character.

+4 to Fighting ability when used by a Neutral character.

#4: Gleaming Bronze Sword Hilt

The blade has been broken off, and a gemstone is missing from the pommel.

This is a fake, created by Sharimdeous. It has no magical aura.

#5: Tarnished Bronze Sword Hilt

The blade has been broken off, and a gemstone is missing from the pommel.

This is part of the Sword of the Gate. It radiates an extremely powerful magical aura.


#6: Broken Blade

This is a dull blade of black metal. It has no hilt or quillons.

This is part of the Sword of the Gate. It radiates an extremely powerful magical aura.

#7: Emerald

This gemstone seems to posses an inner fire.

This is part of the Sword of the Gate. It radiates an extremely powerful magical aura.

#8: Multifaceted Ruby

A finely cut red stone.

This gem has no special properties.

#9: Baku’s Trumpet

When sounded, those of Evil alignment who hear the note must flee. Cannot be used by Evil beings. Three uses only.

#10: Map of the Catacombs

This map is incomplete. It only shows the tunnels that lead underneath the city walls.

#11: Ancient Map of the Catacombs

This map shows all of the tunnels except the newer ones that lead underneath the city walls.


#12: Battered Journal

Evidence that Lord Fiquesh is the twin brother of Romas Shan, and was sold to the Fiquesh family as an infant by Sara Shan.

#13: Ivlium Ledger

Evidence of criminal activity: Nethia Ivlium has set fire to the homes of people who stand up to the Ivlium family.

#14: Tattered manuscript

A forgotten play that mentions the temple of the Gate. A priest of the temple uses an artifact to teleport Baatezu to his side.

#15: Unsealed Envelope

Evidence that Alisohn Nilesia, Captain Severi, and Lord Dilfar are members of the Mercykillers.

#16: Sealed Scroll

Marked “Ziste”.

If opened, reads: “One of our glorious leaders, the pit fiend Malphas, shall shortly be arriving in Ribcage to oversee Baatezu conquest of that city.”

#17: Venom of Lolth

Deadly poison if ingested (victim must make a Willpower action vs. difficulty of 18 to survive). Hallucinogenic if smoked.

Also highly addictive, in either form.

#18: Blue Narcotic

Highly addictive, but no other harmful effects.

#19: Red Narcotic

Grants insight and visions, with the threat of unconsciousness or death. Mildly addictive.

User may ask three yes-no questions. User must also make a successful Willpower action vs. difficulty of 12 or pass out.

#20: White Narcotic

Strong anti-aging effect. Highly addictive.

( Rituals

Rituals are special magical powers that can be used by one or more characters that fulfill the requirements for doing so. Rituals are inscribed in arcane books and scrolls, and cannot be copied for another character to use. The effects of different rituals can be very profound.

Some characters have the ability to cast spells: to use their Magic score for attack or defense. Not all characters with a Magic score have this ability, however.

Book of Sins and Desires

Causes the pages of a book inscribed with the target’s full name to be written with the greatest sin and desires of that target. Only a Baatezu may read the pages, or one who knows their language.

Requires: Magic score of 8+

Chains of the Abyss

This ritual requires the sacrifice of six mortal souls, and the words “Panzuria, carnas infinitas” to be chanted. If the ritual is performed within a city that is sliding between the planes, then the city will be transported into the Abyss.

Requires: Combined Magic score of 12+

Dark Pact

Only fiends (Baatezu and Tanar’ri) can use this ritual. It allows the caster to grant an increased Magic score to a mortal character, equal to a random card draw (trump bonuses apply). Permanently reduce the caster’s Magic score by 1 each time this ritual is used.

Requires: Magic score of 11+

Embody the Anathema’s Song

Creates a translucent mouth that seeks out a named target and sings a note that weakens or destroys it.

Requires: Magic score of 10+

Gift of Life’s Seeming

Allows a corpse to act and think as it did whilst living. Does not return the original soul to the corpse.

Requires: Magic score of 14+

Glyph of Soulless Life
Allows the caster to grant invulnerability to physical harm. The caster’s Magic score is reduced by one. The exchange marks the recipient’s forehead with a mystical glyph; if the glyph is removed, the invulnerability fails.

Requires: Magic score of 12+

Inverted Magic

This ritual turns the victim’s own magical powers against him. The victim is attacked by his won Magic score, and resists with Willpower. If he fails to resist, the victim may choose to either be knocked unconscious, or reduce his Magic score by the value of a random card.

Requires: Magic score of 7+

Know Faction

This ritual allows the caster to discover what faction, if any, a specified character belongs to.

Requires: Magic score of 3+

Mysteries of the Making

Reveals the origin and intended purpose of anything crafted. 

Requires: Magic score of 7+

Resurrection

This ritual restores a dead individual to life. It does not work if the soul has been sacrificed or destroyed.

Requires: Magic and Willpower scores of 9+

Sign of the Sundered Barrier

Tears a rift between one plane and another, dragging everything into the other plane of existence. 

Requires: Combined Magic score of 40+, including one entity native to the intended plane.

Touch of the Styx

Only characters that have touched water from the River Styx can use this ritual. If the ritual overwhelms the victim’s mind (this is a combined Magic vs. Willpower action) the victim loses all memory of what has happened during the freeform.

Requires: Combined Magic score of 8+

Unveiling of the Image Maddening

Reveals the true nature of any fiend, and prevents it from taking another form. Permanently reduce the caster’s Willpower by 1 each time he uses this ritual.

Requires: Magic score of 8+

Winged Memory

Only characters of Good alignment can use this ritual. It allows memories to be restored to an individual suffering from amnesia. 

Required: Magic score of 6+

( Character Secrets
Alisohn Nilesia

This character is a member of the Mercykillers.

Asdrus Shan

This character is not an ordinary dragon; it was hatched from an egg stolen from the evil goddess of dragons herself, Takhisis.

Auganst Zee

This character is a member of the Fated.

Barius Sharpsplinter

The hilt in Barius’ possession is part of the Sword of the Gate.

Blazara Lightmaker

This character is the only native of the Upper Planes in Ribcage. Most of the other characters are from the Outlands or the Lower Planes.

Captain Severi

This character is a member of the Mercykillers.

Captain Damion

Romas Shan killed this character, out of rivalry for the affections of Shandrala. The emerald that he had been carying was actually part of the Sword of the Gate.

Chiryn

Chiryn is a succubus from the Abyss who has fallen in love with Kas’rarlin, a Baatezu. Naturally, she is keeping this a secret from her fellow Tanar’ri.

Cromlich the Ratmaster

This character appears to be a Tanar’ri, but is merely a zombie controlled by a hive mind of psychic rats. Any characters killed by “Cromlich” suffer the same fate, and should be given a “Cranium Rat Zombie” handout.

Dranek Fiquesh

This character is insane, and has no soul.

If Ribcage arrives in Baator, Dranek will slowly and painfully transform into a lesser Baatezu.

Flamen Pontifus

This character is the high priest of the Shrine of Dark Secrets.

Flamen Therma

This character lusts after the Baatezu. She’s a bit sick, but then again, she’s not the only one.

Flamen Tollus

This character is a member of the Mercykillers. He is a skilled torturer.

Gabberslug

A powerful Tanar’ri, Gabberslug was exiled from the Abyss and wants to regain the favour of his fellows.

Hecathalee

This Tanar’ri serves the evil goddess Lolth, Queen of the Demonweb Pits. She wants to drag Ribcage into the Abyss.

Herfik the Silent

This character is a member of the Fated.

Herfik is a githzerai, a racial group with an innate fear of slavery.

Herod Fiquesh

Herod wants political power – as much as possible. If he can get away with it, he’ll decalre himself King of the city.

If Lord Fiquesh’s dark secret is discovered, Herod will be the rightful Senator for the Fiquesh family.

Karo Jantar

A philospher, hunter, and king from the good-aligned city of Ecstasy.

Kas’rarlin Ivlium

This character is actually a powerful Baatezu.

He is in love with the Tanar’ri named Chiryn.

Lesaen Ivlium

This character has travelled all over the Outlands, and was away from Ribcage when Kas’rarlin corrupted her family. She is the only human left in the Ivlium family.

Lord Dilfar

Lord Dilfar is a member of the Fated.

He is secretly having an affair with Shandrala.

Lord Fiquesh

Was born the twin brother of Romas Shan, and sold to the Fiquesh family by Sara Shan as an infant. Has since been raised as the firstborn son of the Fiquesh family.

Lord Flamen

The blade in this character’s possession is part of the Sword of the Gate.

Lord Flamen retrieved the blade from Baator, but fell into the River Styx, which magically wiped away all of his memories.

Lord Ivlium

This character has sold his soul to the Baatezu.

The Ivlium family is heavily involved in organised crime.

Lord Quentill Paracs

This character is a member of the Athar.

Lord Shan

This character is addicted to a potentially lethal drug that she purchases from the Tanar’ri named Hecathalee.

She is scheming to expose a large number of people to a mild narcotic, to force the Senate to legalise the drug trade.

Malphas

This character is a pit fiend, one of the most powerful Baatezu. He is planning to cause Ribcage’s slide into Baator. He is afraid that his nemesis is to be found somewhere in the city.

Malphas cannot attack anybody bearing Item #1: Ceklestial Bones. If the bones are driven into his heart (via a Fighting vs. Fighting action), Malphas will be destroyed.

Morgen Fiquesh

This character is a member of the Athar.

Morgen is seriously unstable, and plans to hunt down and kill the Flamen family.

Nagaro

This character is a member of the Athar.

Nagaro has a small army camped outside the city walls. The army cannot breach the walls, but if it could get into the city, then it could defeat the Blackguard.

Nagaro was once a paladin of a god of goodness, but failed to protect an empire from an evil dragon goddess. Now she is cursed to eternal life and growing amnesia. Only Asdrus Shan (a dragon) can harm her. See the “Nagaro’s Memories” handout for further details.

Nethia Ivlium

This character is a terrorist and a thug.

She has been transformed into a tiefling by exposure to Kas’rarlin. She is rapidly going insane, and believes herself to be in love with kas’rarlin.

Rebeka Dilfar

This character is a member of the Mercykillers.

She knows some secret tunnels that lead out of Ribcage, and sells knowledge of them to criminals, before tipping off the Blackguard.

Romas Shan

This character is a bounty hunter and assassin. He is also a terrible womaniser.

Romas murdered Captain Damion one year ago, and stole the emerald that Damion was taking to Shandrala. Trejos Dilfar then stole the emerald.

Passion of the Seven Spiritors

This character is a semi-divine being that can possess the bodies of mortals.

Sara Shan

This character is over 160 years old. She uses illegal drugs to maintain her youth.

Shandrala

This character previously possessed a magical hilt, but it was stolen by Sharimdeous and replaced with a fake.

Sharimdeous

This character is a vicious Tanar’ri. He has the ability to assume the appearance of those who he kills and consumes.

Surefoot

This character is a bariaur (a type of “goat-centaur”).

He wants to destroy the Accursed Gate, so that the Baatezu can’t send armies through it to the Outlands.

Thought of the Seven Spiritors

This character is a semi-divine being that can possess the bodies of mortals.

Trejos Dilfar

This character is a member of the Athar.

The emerald in Trejos’ possession is part of the Sword of the Gate.

Ziste

This character is a Baatezu. She is manipulating Alisohn Nilesia.

Ziste is high Judge of the Blackguard, and can pass judgement on any criminal. Only the Senate can overturn her decisions.
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