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Wounded

THE WALKING
What is this?
Why, it’s a one‐shot tabletop
roleplaying game scenario, set in the
universe of The Gutter Prayer and its
sequel, The Shadow Saint. Read this
pamphlet, grab between two and four
friends, give them the pre‐made
characters you’ll find on the loose
pages, and it’s off to the fabled city of
Guerdon for a night of intrigue and
thievery in the shadows of warring
gods.
Our four questionable heroes,
recently returned from the war to
their home city, are:
= Fierdy, a mercenary captain
= Adros the Burner, a renegade
illusionist
= Griffin, a Gullhead, a thing
grown in the alchemist’s labs
= The Relief, a veteran of the
Godswar
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They’re about to be hired to steal a
cache of alchemical weapons from a
merchant’s warehouse. A simple job
– but anything involving alchemy has
the potential to be explosive…

What’s a
Roleplaying
Game?
Quick summary for the uninitiated:
one participant, known by the august
title of ‘Game Moderator’ or GM,
describes the scene. The other
participants, the players, describe
how their characters react and how
they intend to overcome the obstacles
in their path. The GM adjudicates the
results of the actions. Think of it as an
improvised, collaborative story with
no fixed script.
Better yet, think of it as an evening
spent with friends, throwing dice,
coming up with madcap schemes,
cheering each other's successes,
cursing your failures, and ending in
glorious triumph or cruel betrayal.

Game Rules
When a player wants to do
something risky or difficult, it’s time
to roll the dice (standard six‐sided
dice). All characters have different
scores in the same three Attributes.
Skill – anything involving agility,
finesse, precision or extensive
training
Force – covers brute strength,
physical effort, savage violence or
utter desperation
Cunning – deception, academic
learning, advance planning or sheer
cleverness
Characters also have a number of
Specialities associated with each
Attribute; you get an extra die if
doing something related to one of
your Specialities.
The GM decides which Attribute
applies in the present situation, and
sets the Difficulty (see pg. 8 for
Difficulties.)
(A player may argue for one attribute
over another – “if I walk up to the
sentry pretending to be a drunken
sailor, can I steal the key from his
belt by rolling Cunning instead of
Skill?)
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Each attribute is ranked by the
number of dice you roll. Roll the dice
one at a time.
You don’t have to roll all the dice if
you don’t want to. If you leave dice
unrolled, you may get Edge (see
below).
Any dice that come up with a 1 or a 4
gives you Trouble .
If the final total is equal to or higher
than the Difficulty, you succeed.
If your final total is less than the
Difficulty, you fail and gain
Trouble.
For example, Fierdy tries to climb a
wall. The GM agrees that task uses
Skill, and sets a Difficulty of 6. Tom
has a Skill Attribute of 2, and the
Burglary specialty, giving him a
maximum of 3 dice to roll.
He rolls the first die and gets a 3;
rolls his second die and gets a 1. Eep
– that’ll cause him Trouble if he’s
forced to count it. He rolls his third
dice, and gets a 5.
He counts the 3 and the 5 for a total
of 8, beating the Difficulty and
climbing the wall. He doesn’t count
the 1, and so doesn’t gain any
Trouble.

Trouble
Troubles are injuries, debts,
forebodings, curses – any lingering
trouble that endangers your
character. You gain Trouble from
failing tests or by counting 1s or 4s in
your final total.
You can have up to three Troubles –
if you pick up a fourth, and can’t
immediately clear one of your
Troubles, then you narrate how your
character is taken out of play. Do you
succumb to your wounds? Get
arrested? Flee the city?
In the above example, if Fierdy had
rolled a 2 instead of a 5, he’d have
had to count the 1, and thus gained
Trouble. In this case, maybe there’s
broken glass or a magical ward atop
the wall, so Fierdy might end up with
“Bleeding Hand” or “Blasted by a
Ward”, but he’d still make it over the
wall.

Edge
Edge is a measure of luck, of
momentum, of things going your
way. You can spend a point of Edge
to reroll a die; if the second roll is
lower than the first, you don’t have
keep it.
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You can also spend Edge to use the
special powers listed on your
character sheet. These are different
for each character.

Gaining Edge
After making a successful test, roll
any remaining dice. If the total of
these dice is 6 or more, you gain a
point of Edge.
You can also gain Edge by
accomplishing the goals listed on
your character sheet. These are
different for each character.

Group Tests
Often, all the player characters will
be working towards the same goal –
say, fighting in the same bar brawl. In
that case, the Difficulty’s much
higher but everyone gets to add their
dice totals together to overcome that
difficulty.
Trouble and Edge is still awarded on
an individual basis.
For example, the whole gang are
fighting against a monstrous kraken
in the seas off Guerdon.
The GM sets the Difficulty at 30.

The characters roll:

Some Trouble goes away on its own;
other Trouble breeds more trouble
later on. For example, being Spotted
by the City Watch might mean the
Watch comes calling later in the ad‐
venture…

Fierdy: 2, 3, 5 (total 10)
Adros: 1, 4 (total 5)
Griffin: 1, 4, 5 (total 10)
The Relief: 1, 5 (total 6)
The characters roll a total of 31 –
one higher than the Difficulty. That
means they don’t need to count one
of the 1s they rolled, saving one
character a Trouble. Currently,
Adros and Griffin are going to gain
two Troubles each, and The Relief is
set to gain one Trouble. However, as
Adros already has two Troubles,
gaining two more will take him out of
play. Therefore, they choose not to
count Adros’ 1, saving him one
Trouble.

Getting Rid Of
Trouble
You can take action to get rid of
Trouble, depending on the sort of
Trouble. Wounded? Go find a doctor,
or rest up, or get healing magic.
Spotted by the City Watch? Lay low,
bribe a watchman, disguise yourself,
frame someone else. There’s always a
cost, even if it’s only time.
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Guerdon

THE CITY OF
From a distance, one might compare
Guerdon to the decomposing corpse
of an old man. On the surface is
frenetic activity. Things scurry
around, fighting over carrion;
fruiting bodies sprout from rotten
flesh. Inside, the city’s rotten, but it
has strong old bones. Something
new and strange may grow from the
decay.
(It goes without saying, of course,
that the dead man’s pockets were
picked before he hit the ground.)
These days, the city’s best known for
two things: the alchemical factories
that produce weapons for the
Godswar, and Guerdon’s studied
neutrality in the Godswar.

Districts of Guerdon

Over the seas, the mad gods and
their fanatical hosts may contend in a
world‐shattering
conflict,
but
Guerdon stays out of the fight,
selling weapons to all sides.
The Alchemists Guild discovered
how to mass‐produce such arcane
weapons a generation ago. The guild
has rapidly come to eclipse the city’s
former powers, including the
Church of the Keepers that ensures
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Guerdon’s own gods remain mostly
somnolent.
Recently, a mysterious Crisis
culminated in the miraculous
eruption of a gigantic, impossible
structure – the New City. Now,
Guerdon’s in turmoil as damaged
factions like the Alchemists try to
rebuild, and other groups move to
seize power in the changed city…

Strange Sights
of the City
The New City: A district of the
city conjured by a rogue miracle
– a bizarre marble wonderland
of towers and palaces that
appeared overnight.
Ghouls: Corpse‐eating ghouls
dwell in the sewers and tunnels
below. Some say they’re the
city’s oldest inhabitants. Most of
the ghoul elders were killed by
the Crawling Ones, triggering a
war for the undercity.
Gullheads: Head of a crazed sea‐
bird, body of a grotesquely over‐
muscled human, gullheads were
made by the alchemists in a
failed experiment to create a
breed of soldiers. Wracked by
constant pain and organ failure,
only a few survive to the present
day.
Godtouched: Humans warped by
the close proximity of a deity, or
collateral damage from a
miracle.
Tallowmen:
Condemned
criminals
transmuted
into
statues of living wax, formerly
used as enforcers by the
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Alchemists Guild. The creation
of new Tallowmen is forbidden
by law.
Crawling Ones: Colonies of
grave‐worms in the rough shape
of a man, Crawling Ones steal
the knowledge of the dead.
Mostly gone from Guerdon
now, after their failed war with
the ghouls.
Saints: Humans who can channel
divine power; living avatars of
the mad gods.

Guerdon

BEYOND
Across the seas, the Godswar rages.
The petty wars fought by mortals
grew and grew until the gods
themselves joined the fray. Now, the
battles are fought with miracles and
monsters as well as sword and
cannon; gods cannot die, but they
can be diminished by suffering and
loss, ground down until little
remains but a vengeful spirit or
mindless god‐husk.

The gods rarely leave the timeless
Aether to manifest directly, but
instead channel their miracles
through mortal saints, and conjure
god‐touched monsters to destroy
their foes.
Against such divine horrors, mortal
weapons have little effect – hence the
swelling demand for alchemical
bombs and poisons to even the odds.

Mercenaries
Guerdon’s studious neutrality and
the ready availability of alchemical
weapons means that the city is the
hub for mercenary recruitment.
Bands of heavily armed mercenaries,
all veterans of battles against a dozen
different gods (or so they claim) can
be found in the hiring halls of
Guerdon.

The Ghierdana
Criminal syndicate from the island of
Lyrix, made up of human families
adopted by immortal dragon
“godfathers”. Mostly active in the
east, but now encroaching on
Guerdon’s criminal underworld.
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theGame

RUNNING
Some tips:

Let The Players Dig Holes: After
the first scene or two, the players
should have racked up some
Trouble and used up some of
their Advantages. They’ll need to
deviate from the main plot in
order to get rid of their Troubles
or rack up more Edge. Let them
dig themselves into deeper
trouble. Ask the players to
describe how they intend to
remove the Trouble or refresh
the Advantage, and improvise
more complications in response.
Describe Every Dice Roll: Every
dice roll matters. For example, a
character is brawling with a
guard. That’s a Force test, and
the character has a Force score of
3. Don’t just roll three dice at
once – roll one die, and describe
the opening stages of the fight.
(“A 2 – the guard hits you in the
face, staggering you!”). Then roll
the next dice, and describe the

Mention The War. Don’t Mention
The War: The Godswar rages
outside the city. Most of
Guerdon’s wealth comes from the
arms trade; most of Parliament’s
decisions relate to the war, and
keeping it outside the city’s walls.
The changes wrought by the
Godswar are visible in the sea and
the sky, can be felt in bone and
soul – but despite all that, the
Godswar is rarely mentioned in
the city. Local intrigues take
precedence.

results. (“4 – ok, that’s a good
roll, but comes with Trouble.
You grab the guard and slam him
against the wall, but maybe your
gun got smashed in the confu‐
sion.") Finally, when the last die
gets rolled, describe the final
outcome.
Be Weirdly Mundane: The
essence of Guerdon is ‘mixing
bizarre fantasy with mundane
concerns’. If you add a bizarre
concept to the world (say, flesh‐
eating birds roosting in the
gutters) then ground it in the
mundane (they were bred by the
alchemists to control the rat
population). If you run across
something mundane (say, the
players want to rob a bank), add a
freakish twist (the clerks in the
bank are all scuttling crab‐
scribes, clutching quills in their
claws).

It’s Your Game: Have Fun! Don’t
worry if your players ignore the
suggested plot and run off in an
unexpected direction, or if your
conception
of
Guerdon
contradicts the books. Part of the
joy of roleplaying is rolling with
the unexpected and the unlikely,
and making up a new story on the
spot.

Setting Difficulty Numbers
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Sample Troubles
(and how to get rid of them)
Wounded: Rest and heal up

Dying: Get medical attention

Exhausted: Get some rest

Twisted Ankle: Walk it off

On The Run: Bribe the watch
In Debt: Get some cash

Traumatic Flashbacks:
Face your fears

Wracked by Guilt:
Atone or Talk it out

God‐Touched:
Convince a god to cure you

Poisoned: Pay an alchemist

Cursed With Bad Luck:
Break the curse

Lost in the Sewers:
Befriend a ghoul
Out of Ammunition: Get more ammo
Bleeding: Get medical attention
Blind: Find a cure

Filled With Dread:
Have someone reassure you
Turning Into A Tree:
Break the curse
Exposed to Alchemical Toxins:
Get alchemical help

In Need Of A Stiff Drink:
Go to the pub

Under Suspicion: Clear your name

Thirsty for Vengeance:
Stab the bastard

Bad Reputation: Do a good deed

In Love: Pursue your desire

GamesMaster SECTION
Everything after this point is for the GM’s eyes only!

Players, don’t read any more!
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TheADVENTURE
The Walking
Wounded

Moons intends to flee before it’s
caught.

In this adventure, the player
characters are hired to rob a
warehouse. Their new employer
turns out to be a Crawling One, a
worm‐sorcerer named Nine Moons
Falling. The worm‐sorcerers have a
lot of enemies in the city, and Nine

Scene 1: The Warehouse Job
Scene 2: Awkward Conversations
Scene 3: Preparations
Scene 4: The Courier Job
Scene 5: Farewells

Map of Warehouse District
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Read the following to the players,
or summarise in your own words:

players where they’ve stowed the
body in the meantime.)

You’re a squad of mercenaries,
veterans of the Godswar that has
consumed much of the known world.
You’ve spent years on the fringes of
the conflict. Sometimes, you profited
from it, but most of the time, you
were lucky just to survive as the war
spread, as mad gods and their
fanatical followers slaughtered each
other. And every day, it’s getting
worse out there.

To get the money demanded by the
priests, you signed on with a
middleman named Crubber to rob a
warehouse. Get in, get some crates,
and torch the rest of the place.
Somehow, Crubber knows where the
valuable stuff is stashed.

You’ve returned to the city of
Guerdon, which has managed,
mostly, to stay neutral in the
godswar.
Why return? One of your
companions, Ben Simple, got killed
in the war. It was a bad, bad death: he
was touched by a Varinthian god of
the hunt, and became a werewolf, but
every time he shifted from man to
wolf and back again, bits would
change back wrong. Before the end,
before the wolf‐tumours got him, he
made you all swear you’d bring his
body back to Guerdon and have it
cleansed by the priests of the Kept
Gods. But they won’t take his
remains without a big donation, so
you need quick cash. (Ask the
11

You’ve done much, much worse in
the war…
Hand out the pregenerated charac‐
ters and have the players choose
their goals.

Scene 1 – The
Warehouse Job
The game begins with the player
characters staking out the warehouse
on Crow Street, at the edge of the
Viaduct district. Describe the scene
as you imagine it – is it a moonless
night, or dark? Are the streets
around here silent? Full of drunken
sailors? Abuzz with industry, even at
night? Is the warehouse old and
ramshackle, or newly‐built, a sign of
Guerdon’s wealth? Can the
characters see the eerie glow of the
New City, or is it hidden by mist?

There are four sentries guarding the
warehouse, all human. Taking out
each individual sentry is a Difficulty 6;
if the characters start a big brawl, add
the Difficulties of the remaining
sentries together for the group test.
Tell the players that they’ve been
planning this raid for a day or two, so
they can have made preparations in
advance that pay off now – for
example, they might have hired some
street urchins to distract the guards,
or know about an unlocked back
door to the warehouse.
The crates that Crubber wants stolen
are buried under more boxes in the
north‐west corner of the warehouse.
A quick examination of the contents
reveals the boxes were probably
looted from the destruction of the
Alchemists’ Quarter last year – it’s
all rare laboratory equipment packed
in straw, valuable only to a practising
alchemist, all annoying heavy and
hard to transport.
Who’s carrying the boxes?
How carefully?
Where do the characters intend on
hiding the boxes? Are they
going to haul them back to
Crubber’s office?
What’s the escape plan?
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More Trouble
There’s a complication – the owner
of the warehouse pays protection
money to the Ghierdana syndicate.
The characters have encountered the
Ghierdana before – think the Mafia,
if the Mafia were run by dragons –
and they’re bad news. If the alarm's
raised, the Ghierdana show up.
There are too many armed
Ghierdana thugs for the characters to
defeat, so escaping is the best
option. Run that as a challenge of
Skill or Cunning, and set the
Difficulty depending on how
effective the characters’ escape plan
seems to you. If the players fail the
test, then they still get away, but have
to abandon the stolen crates…

Scene 2 –
Awkward
Conversations
So, the characters have pissed off the
Ghierdana by stealing from a
warehouse under their protection.
Ask the players to recount a brief tale
of some previous encounter with the
Ghierdana syndicates overseas, one
that demonstrates why pissing off the
Ghierdana is a bad idea.

Of course, in this case, it’s
Crubber’s fault – so it’s time for a
chat with Crubber, probably in his
office – a small room above a
fishmongers.
Crubber is terrified when the players
tell him about the Ghierdana
involvement. (As Gamemaster, it’s
your job to portray Crubber. Play
him as a low‐level crook who’s just
realised he’s in over his head). He
had no idea that the warehouse had
protection, and thought it would be
an easy job. He admits he’s just the
middle‐man – the real employer is…
well, he’ll take the players to see it
now.
Crubber doesn’t have the payment
he promised, either. His employer
has that.

The Real Employer
Crubber brings the characters to a
derelict house in the Wash.
“He’s down there,” he says, pointing
to a staircase leading down.
The walls and floor of the cellar
heave with thousands of pale
squirming worms; as the characters
enter, the worms flow together and
form themselves into a humanoid
shape. A porcelain mask appears to
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give the horror a face, a tattered
black robe wraps around the thing’s
body. “I am Nine Moons Falling,”
says the Crawling One. “I
understand there have been
complications.”

The Crawling One
explains
It intends to flee Guerdon. It has
many enemies here – but more than
that, the Godswar is coming. The
city is no longer a refuge.
Nine Moons Falling intends to
escape across the sea. It has
absorbed a great deal of knowledge
from dead alchemists, and intends to
set itself up as an alchemist – hence
the need for stealing supplies. It
gestures, and a magical werelight
appears, illuminating the cellar,
which is crammed with chests,
boxes, books and other arcane
paraphernalia.
It has booked passage on a ship,
leaving tomorrow morning. If the
player characters help Nine Moons
Falling get to the ship, it will pay
them what it owes them, and more.
They’ll need to come up with a plan
for transporting the contents of the
cellar to the ship, despite possible

interference from the many enemies.
As for the Ghierdana – that is a
regrettable
complication.
The
Crawling One suggests not to
concern themselves – once Nine
Moons Falling is clear of the city,
they can blame it for the theft. If
necessary, they can pay the
Ghierdana off. (If the characters
threaten Crubber, the middle‐man
admits that the Crawling One knew
about the Ghierdana presence at the
warehouse in advance, and didn’t
care – any Ghierdana retribution will
fall on Crubber and the characters,
not Nine Moons Falling.)

without raising the alarm?

Possible options:
Sewers and ghoul tunnels run under
the Wash. A Skill test (Difficulty 15)
could find a safe route.
Suggested Troubles: Chased by
Ghouls,
Exposed
to
Toxic
Alchemical Waste
Causing a distraction to draw city
watch away from the docks. A Force
test (Difficulty 15) is needed to cause
enough carnage.
Suggested Troubles: Arrested by
the City Watch, Badly Wounded.
Coming up with a Cunning plan to
smuggle the boxes through the back
streets.

Scene 3 –
Preparations

Suggested Troubles: Spotted by the
Ghierdana, Stabbed in an Alleyway

So, what’s next? Possible options:

Planning the Move
Nine Moons Falling needs the
characters to move the contents of
the cellar down to the waiting ship
Barthe. The Crawling One has many
enemies – the ghouls, the city watch,
and now the Ghierdana – so the
move needs to be done quietly. The
cellar is safe, for now, but any
movement may attract attention.
How can all those boxes be smuggled
14

Blackmail
If the characters do contemplate
betraying or attacking Nine Moons
Falling, the Crawling One has one
trick up its wormy sleeve. It has
planted one of its worms in the body
of Ben Simple, the fallen comrade of
the player characters. If the
characters try to thwart Nine Moons

Falling’s escape, the Crawling One
threatens to consume whatever
remains of Ben’s soul. (In the world
of the Black Iron Legacy, it’s
believed that a portion of the soul
remains in the corpse until liberated
by proper funeral rites.)
The Crawling One can even channel
the ghost of Ben Simple, speaking in
the voice of the characters’ dead
friend, making it plead for release.
The characters could try removing
the grave‐worm from Simple’s body,
but it would require either a
surgeon’s steady hands or subtle
magic (Difficulty 20)

characters could choose to betray
Nine Moons Falling, offer Artolo the
return of the stolen goods and the
rest of the Crawling One’s treasure.

Alas, Poor Crubber
What fate befalls Crubber, if the
player characters don’t keep close
tabs on him?
Does he get interrogated and killed
by the Ghierdana? Is there a
grave‐worm gnawing on his brain?
In my game, the players bullied
Crubber, so in the end it was he who
informed the Ghierdana about the
warehouse robbery!
It’s up to you – what fits with the
story you’ve made so far?

Contacting the
Ghierdana
The Ghierdana boss in the New City
is named Artolo. He’s a brutish,
violent man, unafraid to get his
hands dirty. He carries a knife made
from a dragon’s tooth as a symbol of
his rank within the syndicate.
Getting a parley with Artolo requires
a Difficulty 20 test – or a suitable
enticing offer. Artolo’s primary goal
is maintaining the reputation of the
Ghierdana; a warehouse under their
protection was robbed, and so the
thieves must be punished. The
15

The Magic of Nine
Moons Falling
Crawling Ones are accomplished
sorcerers, able to channel far greater
magical forces than any human. Nine
Moons Falling has already expended
much of its power in battles with the
ghouls, but if a player pays one Edge,
the Crawling One can add one die to
any Skill or Cunning test, or two dice
to any Force test.

Scene 4: The
Courier Job
Nine Moon Falling’s cellar hideout
holds the treasures and equipment
the Crawling One intends to take
with it as it flees Guerdon. The
Crawling One’s ship, the Barthe, is
down at the docks – all the way
across the Wash. All the boxes could
fit onto one heavily overloaded cart,
or could be carried by the player
characters in three trips. Nine
Moons Crawling accompanies the
player characters in the cart, or joins
them on their last trip through the
sewers or streets.

On The Streets
The streets of the Wash swarm with
cutpurses, footpads and other
thieves. How do the player
characters avoid attracting attention
– or scare off potential robbers?
The City Watch are checking for
contraband – and Nine Moons
Falling’s cargo is full of illegal
sorcery. How do the characters get
the cargo past the sentry post into
the docks?
The characters spot a young ghoul,
one of the few ghouls who live on the
surface instead of the undercity. The
16

ghoul sniffs the air, as if scenting the
stench of the hated Crawling Ones.
How do the characters stop the
ghoul from alerting its kinfolk?

In The Tunnels
The tunnels under the Wash are the
domain of the ghouls, who’ve fought
a long and bitter war with the
Crawling Ones. Unless the
characters have a way to hide their
movements from them, they’ll have
to fend off packs of feral ghouls
(Difficulty 12).
A sudden rainstorm threatens to
flood the tunnels. How do the
characters make their way through
without drowning?

Scene 5:
Farewells
The Barthe waits at the dock, ready
to depart with the morning tide.
She’s a modern, Guerdon‐built ship,
iron‐hulled, driven by an alchemical
engine instead of sails or oars.
She’s bound for the Archipelago, far
to the west across the stormy ocean.
Nine Moons Falling bribes the
captain of the Barthe with a bag full
of rubies as it oozes on board. It
promises to pay a similar fee to the
player characters.

As the Crawling One oozes up the
boarding ramp, one of the player
characters spots Ghierdana thugs
gathering nearby. It's clear that
someone's informed the Ghierdana
as to who exactly robbed the Crow
Street warehouse.
Nine Moons Falling urges the player
characters to defend the Barthe until
the ship departs – it promises to
throw their payment to them once
the ship is underway. Or they can
join it on the Barthe, and sail away
from this city before the Godswar
comes to these shores…
What do the characters do? Hold out
until the ship’s gone, and trust the
word of a Crawling One? Turn on
Nine Moons Falling, and demand
that they get their payment before
the ship departs? Cut a deal with the
Ghierdana, and team up with them to
storm the ship and steal the Crawling
One’s treasure? Just get the hell out

fin
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of there and let the sorcerer battle
the mobsters? It’s up to the players.

What Do the
Characters Do
Now?
What do the characters do?
Did they get paid? Get killed? Was
their fellowship broken, or reforged
in the fire of combat? Do they stay in
Guerdon, or leave the city? Do they
return to the war?
What becomes of the soul of Ben
Simple?
Does he get eaten by Nine Moons
Crawling? Have the characters got
enough coin together to pay for the
funeral rites of the Keepers? Or does
Simple end up dumped in the sewers
like so many others in Guerdon, a
feast for the ghouls…

