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Here comes a chopper to chop off your head!
Chip, chop, chip, chop,
the last goblin is dead!

A couple of years ago, a goblin crew hijacked a flying
sleigh belonging to a mysterious red-robed sorcerer,
and unceremoniously tossed him overboard. The jolly
fellow was dashed upon the mountains below, leaving
nothing but a stain to mark his passing.

A few days ago, a dyslexic human witch accidentally
brought the red-robed sorcerer back from the afterlife
while attempting to summon the devil. After breaking
free from the ritual and killing the witch, the sorcerer
headed west into the goblin lands, seeking revenge!

Head Count
While on a routine scouting mission, the bosses come
across a slaughtered family of borderland goblins on
Hightree Ridge. Each victim has been decapitated, and
their heads have been taken. But who might do such a
thing? Humans wouldn’t take the heads, and predators
or goblins would have eaten the corpses.

The goblins might investigate, report to the chief, or
even ignore their findings. But the killings continue,
and the bosses will soon be ordered to stop them.

Killing Spree
The sorcerer starts carving his way through Redfang
territory, leaving behind a trail of headless corpses.
But he doesn’t leave any footprints, making it difficult
to track him directly. Fortunately, he actually wants to
be caught, as he’s planned an ambush for the goblins!

This scene can be resolved as a Dramatic Task at the
standard –2 penalty, using any appropriate trait. On a
failure, several goblins fall into a pit lined with spikes:
each boss suffers 3d6 damage or loses a gang member.

Roll for surprise as the sorcerer attacks! He fights to
the death, chuckling “Ho-ho-ho!” the entire time. He
doesn’t bleed, and he fades into thin air when killed.

He’s Back!
Two days later, a scout reports seeing the sorcerer on
Hightree Ridge. The bosses are sent to investigate, and
they find him filling his sack with a fresh harvest of
goblin heads. They will need to kill him once more!

If the goblins wait another day, they see the sorcerer
approaching yet again from the east. They recall there
is a human village about a day’s walk in that direction.

If the goblins don’t follow up, the sorcerer will keep
coming back, and the chief orders the bosses to find a
permanent solution to the red-robed troublemaker.
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Love Shack
As they reach the village, the goblins hear a cacophony
of raised voices. A crowd has gathered in the main
square, and several corpses have been laid out on the
ground, wrapped in blood-drenched blankets. It’s not
hard to overhear the conversation—a red-clad axeman
recently came through the village, killing anyone who
got in his way.

The villagers blame a “weird old woman” who lives
in a shack on the edge of the village, as she is known
to entertain dubious guests on occasion. Travelers will
sometimes visit to buy her famous love potions, but it
is rumored she also dabbles in darker magical arts.

It doesn’t take long to find the shack. The front door
lies shattered on the ground, smashed open from the
inside. Within is a fireplace and a bookshelf, and junk
is strewn across the floor. Anyone wishing to explore
can roll Notice: on a success, they discover a random
knick-knack; the boss with the highest roll also finds a
secret trapdoor leading down—and earns a Benny!

Down below, the goblins find an altar, a cauldron, a
small bed, and even more junk. A side tunnel leads to a
barred chamber piled high with human bones.

On the altar rests a thick book, and the decapitated
corpse of the old woman lies nearby. A character with
Knowledge (Arcana) can decipher the open book—it’s
a spell for summoning the devil. The witch’s scribbled
notes in the margins are rife with spelling mistakes.

This was obviously the ritual used to conjure up the
sorcerer, and the link to the underworld has been left
open, allowing him to return over and over again. The
spell can be broken by destroying or even closing the
book, but the moment the goblins do so, the ground
starts to shake and tilt! Skeletons burst from the walls,
and the sorcerer suddenly materializes on the altar.

Resolve the rest of this scene as a combat encounter,
except that anyone who draws clubs for initiative is
automatically knocked Prone at the beginning of the
round, due to the violently shaking floor. The goblins
face the sorcerer and 2-3 skeletons (see Savage Worlds)
per player. This time, the sorcerer stays dead!

Chicken Run
After winning the fight (or simply retreating upstairs
to find out what's going on), the goblins discover that
the shack has sprouted a pair of giant chicken legs,
and is running south-west toward the Great Forest.

Anyone leaping from the shack suffers 2d6+2 falling
damage and 4d6 collision damage, although this can
be mitigated by using a gang member as a cushion, or
waiting until the shack crosses a river.

The goblins can no doubt come up with some clever
plans of their own for escaping, and creative solutions
should be encouraged!

Enemy Combatants
Listed here are the foes the players will face.

A Red-Robed Sorcerer
Attributes: Agility d10, Smarts d8, Spirit d8, Strength
d10, Vigor d10
Skills: Fighting d10, Notice d6, Spellcasting d10
Charisma: –; Pace: 6; Parry: 7; Toughness: 10 (1)
Hindrances: Reckless, Vengeful
Edges: Arcane Background (Magic), Berserk, Combat
Reflexes, Improved Sweep, Power Points, Quick
Gear: War axe (Str+d10; AP 1; 2 hands), red coat (+1)
Special Abilities
• Spells: The sorcerer has 20 Power Points, and knows
bolt (frost), confusion, and deflection (prehensile beard).
• Improved Darkvision: No penalties for darkness.
• Undead: +2 Toughness; +2 to recover from Shaken;
called shots inflict no extra damage.
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