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Pilgrims of darkness 
 

An Ars Magica scenario 
by Jérôme Darmont (darmont@free.fr) 

 
Inspired by the novel “Pèlerins des ténèbres” 

by Serge Brussolo, Le Masque 2000 
 
 
Preamble 
 
This story has won the Hermes’ Portal1 scenario contest 2002, and was published in issue 5, 
February 2002. The following text is actually the draft I submitted to the contest. The pub-
lished version, properly edited, laid out and illustrated, looks much better. It is still down-
loadable at HP’s web site. Game stats were initially provided for the 4th edition of Ars 
Magica. This version has been proofread again, and also includes stats for the 5th edition, 
which constitutes its actual added value. 
 

J. Darmont, December 2011 
 
 
Introduction 
 
This scenario normally takes place in the Pyrenean mountains. However, its precise location 
does not have a crucial impact on the story arc. It can be relocated in virtually any Christian 
area with mountains of fair size. To facilitate such adaptations, I voluntarily remain vague 
about the exact setting of this story. 
 
The Medieval Bestiary might be useful to play the last part of the scenario, but is not strictly 
necessary. 
 
Synopsis 
 
The magi are called for help by the Prior of a monastery neighboring their Covenant. This 
monastery is dedicated to Saint Gaudemon, and organizes a regular pilgrimage to the saint’s 
sanctuary, which is located in a remote place up in the mountain. This pilgrimage is reputed 
very tough, and pilgrims have been rumored to mysteriously disappear for some time. The 
Prior has sent a young monk to investigate, but he came back apparently mad. Since Saint 
Gaudemon already has a poor reputation, the Prior needs the magi to solve this mystery as 
soon as possible to avoid the wrath of the Holy Inquisition. 
 
The characters thus join the pilgrimage of Saint Gaudemon, under the direction of a strange 
guide. From the beginning, they leave the main trail and, as they later discover, are tricked 
onto a fake path dotted with fake convents inhabited by fake monks. Strange events also occur 
during the whole journey, and the atmosphere is oppressive. The characters eventually find 
out what the pilgrims true destination is. 
 

                                                           
1 http://styren.pagesperso-orange.fr/hermesportal/hermes.htm 
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The fake monks and their guide finally attempt to capture them and lead them to a gigantic 
arch that is being built between two mountain peaks. They are followers of a wingless angel 
(actually a demon) who prophesizes the Flood and tricks humans into thinking they have been 
chosen to build the arch and repopulate the Earth after the cataclysm… Some pilgrims are 
convinced and voluntarily turn to heresy, losing their soul, while others are mere slaves used 
to build the arch… or as food for the animals that are caged in it! 
 
The characters probably put an end to this sham, but after confronting the demon, they also 
have to escape from the Inquisition that has finally sent an army to destroy all evil: demon, 
men, women and magi alike. 
 
 
Opening scene 
 
One spring morning, a messenger from a nearby monastery shows up at the character’s Cove-
nant. The monk, Brother Azael, requires an audience from the council as soon as possible. He 
represents the Prior of Le Moutier monastery, Diodore the Elder, and literally begs the magi 
for help. His monastery is dedicated to Saint Gaudemon, and organizes a regular pilgrimage 
to the saint’s sanctuary, which is located in a remote place up in the mountain. For some time 
now, pilgrims have regularly been disappearing while on the road to the sanctuary. Although 
the pilgrimage is notoriously tough and dangerous, avalanches and wild beasts cannot be held 
responsible for so many people vanishing. This causes great concern to Father Diodore, who 
also fears that Jome the Black, an inquisitor and old enemy of Order of Saint Gaudemon, fi-
nally finds an excuse to bring the religious order down. The Prior has sent a young monk with 
the last pilgrims to investigate, but he came back apparently mad. Hence, he desperately needs 
the help of more… learned people. 
 
How to bring the magi into the scenario? 
 
The Covenant might already be in contact with Le Moutier monastery, or even owe Diodore 
the Elder a favor. Otherwise, it may seem interesting to the magi to initiate a relationship with 
the monastery and have it owe a favor to the Covenant. In any case, make it clear, by the word 
of Brother Azael, that the Order of Saint Gaudemon will consider itself an ally of the Cove-
nant if they help. 
 
If the magi are reluctant to help the monks, remind them that having the Holy Inquisition in-
vestigating around their Covenant is certainly not a good idea… Brother Azael is not in posi-
tion of threatening anybody, but he will make that statement clearly as a last resort. 
 
What the magi know of Saint Gaudemon 
 
Have the player make an Intelligence + Theology, Church Lore or Area Lore roll. Depending 
on the result, reveal them what they know of Saint Gaudemon. If there are books covering 
these subjects in the Covenant library, you may allow some characters to replace their own 
skill level by the concerned book level. However, reading and searching a book takes half a 
day. Brother Azael, if questioned, can tell them the first piece of information, and even the 
second, if pressed. 
 
6+:  Saint Gaudemon was an early Christian. Caligula, the mad Roman Emperor, had ordered 
him to be shielded by four black horses in the Circus Maximus. The martyr accepted the 
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judgment with serenity. When he fell flat on the ground, he shouted his faith in Jesus Christ. 
Gaudemon was strong, but he could not resist. His arms and legs were torn off his trunk and 
dragged in the dust. But he prayed the Lord, the horses walked back, and the bloody limps of 
the saint got back in place. From this day, Saint Gaudemon has been prayed by people suffer-
ing from limb afflictions: the paralytic, the wounded, the lame… He performed miracles, too. 
Pilgrims who travel to the sanctuary where his bones rest and offer him a sculpture of the suf-
fering limb are said to be relieved. 
 
9+:  The path to Saint Gaudemon’s relics is one of the hardest. It meanders through high 
mountains and crosses areas inhabited only by eagles and bears. Reaching the sanctuary is a 
victory against nature and the elements. Most people prefer easier pilgrimages, such as Santi-
ago de Compostella. 
 
12+: Saint Gaudemon has a pretty bad reputation within the Church. He is rumored to be a 
magician, a sorcerer who came out of the desert and preached the word of Jesus only to fool 
the first Christians. What can you expect of a “saint” whose name contains the word demon? 
An inquisitor named Jome the Black is known to seek the proof that the Order of Saint 
Gaudemon is founded on a deception. 
 
 
Le Moutier 
 
Le Moutier is a small town located in the foothills of the Pyrenees. There is nothing of partic-
ular interest here, but the region is a crossroad for pilgrims from all over Mythic Europe. The 
city is organized around a central gathering square bordered by inns and taverns. Pilgrims 
carrying the scrip (pera) and the staff (baculum) are numerous here. They use signs and sym-
bols to rally: the shell for Santiago de Compostella, four horse heads constituting a cross for 
Gaudemon, etc. 
 
A dark confession 
 
The monastery of Saint Gaudemon is located at the edge of the town, so the characters may 
want to meet the monk who went on pilgrimage and got back mad. Diodore the Elder has no 
objections. Brother Guillaume is held prisoner in a crypt underneath the monastery. Every 
monk knows he is here and what happened to him, and an atmosphere of fear has taken place 
in the monastery. However, only Father Diodore and Brother Azael have spoken to the unfor-
tunate (and this is precisely why they decided to hide him). 
 
Brother Guillaume is locked in an iron cage. His state is frightening. The smell is terrible in 
the crypt. He is nude and lies on his own excrements. His whole body is sore. Visibly, he 
hurts himself on the cage voluntarily. If talked to, he speaks incoherently, mixing insanities 
with tales of pilgrims slaughtered in villages inhabited by demons, devils disguised as monks, 
and churches that are lairs of sorcerers. 
 
If calmed down by magic (a spell, such as Calm the Motion of the Heart or Enchantment of 
Detachment, of third magnitude, even spontaneous, can do the trick momentarily), Brother 
Guillaume becomes immediately quiet, and then begs the characters to kill him, since the 
monks do not have the courage to do it. He just keeps repeating that the brotherhood has fall-
en into darkness. He sincerely believes he is possessed by demons and, though he seems lu-
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cid, he is visibly hopelessly mad. Just before the characters leave, though, he whispers a mys-
terious warning: “beware of the werehorse!” The characters cannot learn more from him. 
 
The codex of the roads 
 
Before the characters leave, Brother Azael gives them an exemplary the Codex of the roads, 
an illuminated book that describes in detail the way to the sanctuary of Saint Gaudemon, in-
cluding the description of the convents where pilgrims stop and the monks who live there. In 
game terms, the Codex of the roads is an Area lore (Saint Gaudemon’s pilgrimage) summa of 
level 5 and quality 10. The book is available in Latin or in vulgar tongue, at the characters’ 
convenience. 
 
Finding a guide 
 
Make it clear to the characters that they cannot go on the pilgrimage without a guide. The 
mountain is treacherous, and even the grogs the magi may have with them do not know this 
particular region well. Lots of guides, dark skinned men wearing bear furs, speak loud on the 
city’s central square, but the best guide in town does not stand among them. The characters 
can learn that by chatting with pilgrims of Saint Gaudemon (and maybe with a Communica-
tion + Carouse roll of 6+). The only really good guide in the area is called Malestrazza, still 
according to pilgrims. He is so good he selects the people he takes on with him. He never 
chooses the easy trail in the mountain, but the harder the pilgrimage is, the more Saint 
Gaudemon is likely to hear the prayers! 
 
Malestrazza does not show off on the square. On the contrary, he waits for pilgrims in a near-
by inn. Then, he examines them carefully, feels the calf and back of each candidate, and de-
cides who is going with him and who is not. Magi who are physically weak will probably 
want to cheat his examination with magic. They would better! Corpus or Imaginem will do 
the trick, but Mentem magic cast directly on the guide is likely to fail (see Malestrazza’s 
stats). 
 
Physically, Malestrazza is thin and tall. His face is deeply lined, though he looks young. His 
hair is a black and curly mane. Perceptive characters might notice he shows some resem-
blance with a horse (Perception + Awareness roll of 9+), but that is hardly a proof of any-
thing. He wears a leather jerkin and tight breeches. His clear gaze is piercing and has a wild 
expression that commands respect. He apparently never smiles, and does not speak much. 
 
It is quite important for the scenario, but not strictly essential, that the characters select 
Malestrazza as their guide. If they do not care and do not look for him, just have them choose 
him “by chance”. If the players feel you drag them toward the guide or the characters get sus-
picious about him, you can try to replace their first guide by Malestrazza early in the scenario 
after an accident, or just have their guide be a fake monk (see below). Just do not impose him 
to the players if they do not want him. 
 
 
The journey 
 
This section describes the characters’ journey throughout the mountain, to a destination that is 
not the sanctuary of Saint Gaudemon. It is maybe the more delicate part of the scenario to 
storyguide, because it is as linear as the journey. It should be played at a steady pace, not to 
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bore the players (and prevent them from realizing too soon what is happening), but not too 
fast either, so that they feel the atmosphere becoming darker and darker. The following sub-
sections describe the general timeline of the pilgrimage and various events designed to break 
its monotony. 
 
General considerations 
 
Fatigue. Walking in the mountain is an exhausting task, because of the slopes and altitude. 
Have the characters roll for Fatigue twice a day against a Difficulty Factor of 9+. A failed roll 
costs the character one Fatigue level, a botch two levels. Fatigue levels are recovered in a spe-
cial way: one full night in a convent helps recovering two levels, while one night in the wil-
derness only bestows one Fatigue level. 
 
Aura. Once the characters leave the normal trail of the pilgrimage (i.e., after day #1), they 
enter a +1 infernal aura. This aura is weak, but will probably make the characters uneasy. It 
also influences pilgrims and exacerbates sinful behaviors, gossips, etc. Of course, it can be 
detected by people who can Sense Holiness and Unholiness or bear similar powers. 
 
Timeline 
 
Day #1: from Le Moutier to Les Saraires convent. Malestrazza does not take the straightest 
path, but he leads the pilgrims to the real convent. He prevents them from singing, making 
them save their breath, which appears to be a good advice. The company reaches Les Saraires 
after dusk and long after other pilgrims, who walk on the “easy” trail. The convent is a very 
simple building that is barely comfortable. Pilgrims have to crowd in the attic and sleep on 
straw. 
 
Day #2: from Les Saraires to Les Paturiaux. From now then, Malestrazza leaves the normal 
trail and leads everybody onto the fake pilgrimage’s way. However, this is extremely hard to 
tell since all the places where the company stops look exactly like their description in the Co-
dex of roads. The inhabitants of each place also match those who are described in the book. 
The characters do not have a true chance to realize what is happening before they reach the 
Venzome convent (see day #7). Les Paturiaux is actually not a convent, but a small cottage 
tended by a family of hunchbacks. They look very poor, but nonetheless offer bread and soup 
to pilgrims. 
 
Day #3: from Les Paturiaux to a cave somewhere in the mountain. In the afternoon, a thick 
mist prevents the pilgrims from noticing the abyss they walk next to, which is a blessing, ac-
cording to Malestrazza. 
 
Day #4: from the cave to the Vauldoire convent. The convent is run by Brother Gilbert. 
 
Day #5: from Vauldoire to a plateau where the pilgrims have to camp. 
 
Day #6: from the plateau to the Paragon convent. The monks of Paragon wear their frock in 
strict adherence to the Order of Saint Gaudemon’s rule, i.e., they wear their hood pulled down 
on their face, like a cowl (and see through two holes). Furthermore, they also made vow of 
silence and only communicate with each other with hand gestures. One single monk is in 
charge of talking to the pilgrims. They adopted this behavior so that pilgrims do not recognize 
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them, since they are the same gang who took the part of the hunchbacks of Les Paturiaux and 
the monks of Vauldoire! 
 
Day #7: from Paragon to the Venzome convent. Run by Prior Mazolas of Caradoz, the (true) 
convent of Venzome is the jewel of Saint Gaudemon’s pilgrimage. Its architecture is famous, 
especially a mezzanine decorated with fine marble statues that gives access to a great library 
containing thousands of sacred books. The fake Venzome is the weak point of the fake pil-
grimage, since it was not possible to reproduce such a rich place as the original convent. The 
mezzanine is a wooden trompe l’oeil painting, and the library is filled with fake books made 
of painted wood. Access to the mezzanine is forbidden to pilgrims, who can only admire it 
from the ground floor. There is always a monk standing guard, even at night. It requires a roll 
of Perception + Craft (Sculpture) of 12+ to notice the sham from below. Like in Paragon, the 
monks of Venzome (but Mazolas of Caradoz) wear their hood pulled down on their face and 
do not speak. 
 
Pilgrims 
 
Beside the characters, a dozen pilgrims follow Malestrazza. The most worthy of note, those 
who are the most likely to interact with the characters, follow. 
 
Andresis the bowman is a barrel-chested chap with a thick mustache. He is accomplishing the 
pilgrimage for an old brother-in-arms with a gangrenous leg. Although aging, Andresis still 
has a keen eye and may be helpful to the characters. 
 
Constance, Baroness of Huraut, is walking for her husband, who came back from crusade 
suffering from leprosy. She is thin and stiff, invariably sad (for she is deeply in love with her 
husband), but a nice person. 
 
Jehan the glazier is a young redheaded apprentice who is making the trip to the convent of 
Venzome to repair the stain-glass window representing Saint Gaudemon, which has been bro-
ken during a tempest. His master hopes this good deed will help him recover from foot paral-
ysis. He carries on his back a big box full of colored glass. 
 
Mahaut the laundress is a solid countrywoman with a reddish face. She is walking for her son, 
whose legs have been broken by a lord’s horse during a hunt. She looks easy-going, but is 
actually a shabby tongue of viper who is prone to jealousy and prompt at gossiping about an-
ybody. 
 
Mario the sculptor is a young, sturdy fellow with great paws. He has been sent on the pilgrim-
age by the monks of Saint Gaudemon, who expect him to sculpt a stone statue of their patron 
during the journey. The statue is destined to ornate the sanctuary. Mario works in a wagon 
Andresis has accepted to drive. It is the only way to carry the block of stone he is sculpting, 
but this raises a fair share of envy among other pilgrims, who have to walk. Furthermore, if it 
is the first time Le Moutier monastery is in contact with the characters’ Covenant, Mario is 
supposed to observe the characters’ actions. 
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Events 
 
Most of the following events can be played in any order and in any location (you can even roll 
a die to pick them up at random). However, some events are related and/or tied to a given 
place. In that case, it is clearly indicated in their description. 
 
1. The vision. If a character has Premonitions, he experiences the following vision. If no char-
acter does, have any of them (or maybe all of them) dream the scene. “You see the black 
horses. You are lying down, nude in the arena. Your back itches because of sand. Leather 
bonds on your wrists and ankles immobilize you. You are quartered. Up there, on the terraces, 
the Roman plebs is heating up. They want blood. They scream. They just cannot get enough. 
The horses fidget, ready to leap forward. The groom, holding his whip, is ready too. When he 
hits the horses’ rump, they will rush and tear your limbs apart from your body. You smell the 
animals’ odor, you hear them neighing. You get ready to shout in pain. The whip cracks. The 
horses rush off.” The character(s) then wake(s) up sweating. 
 
2. Unicorns. Mario’s horse has been nervous all day long. Perceptive characters (Perception + 
Awareness roll of 9+) can hear stifled hoof noises in the distance. When dusk falls, the char-
acters can learn from the hunchbacks or the monks (who are the same people, anyway) that 
unicorns wander in the mountain. This is both true and false. A fake unicorn has been sold to 
the demon’s followers and has escaped. It is actually a white mare with a narwhal horn glued 
on the head. 
 
3. Silhouettes in the mist. Mist has been surrounding the company since the early morning. 
The characters have the feeling they are followed. A successful Perception + Awareness roll 
of 12+ helps them catch sight of silhouettes in the mist, behind them. If they investigate, they 
find nothing and raise Malestrazza and the other pilgrims’ ire. They threaten not to wait for 
them. 
 
4. First slaughter. With a Perception + Awareness roll of 9+, the characters notice vultures 
flying in circles above a rocky peak. When they arrive on the spot, they discover ten dead 
goats. Vultures have begun to tear their skin, but the goats otherwise bear no trace of bites nor 
claws. Their neck is oddly torn, as if they had been hanged. A dozen paces away, their shep-
herd has encountered the same fate. He is lying on his back, his hair whitened in fear, his bro-
ken neck marked by a large human hand. Andresis, who has seen worse, will likely set the 
goats’ meat apart, since it is not spoiled. 
 
5. Public confession. At the Vauldoire or Paragon convent, pilgrims are encouraged by Broth-
er Gilbert into public confession. He exhorts them to clean their soul before they carry on the 
pilgrimage, and indirectly threatens them, making it clear that confession is mandatory for the 
salvation of their souls. The first to talk is Constance of Huraut, who confesses she is not a 
loving spouse. Since her husband is back from the crusade, he fills her with horror. She feels 
ashamed, but cannot get rid of this feeling. All the other pilgrims are much less forthright, 
only confessing minor sins (Perception + Folk ken roll of 9+). Now, what do the characters 
say? Are they sincere? Do they even confess? If they do not, they risk exasperating the other 
pilgrims… If the storyguide is in sadistic mood, he can call for a Communication + Guile roll. 
 
6. Encounter with the Inquisition. During another foggy day, menacing silhouettes suddenly 
come out of the mist (a Perception + Awareness roll of 9+ is required to hear them approach-
ing). A dozen hooded monks armed with metal-tipped quarterstaffs surround the company. 
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They actually look more like dirty thugs with tonsures than monks. The troupe leader, Brother 
Denunzio, acts in the name of Jome the Black. He asks pilgrims whether they have seen any-
thing strange. He talks about wandering devils, roads whose destination mysteriously change 
at night, and blames Gaudemon the sorcerer. He is very suspicious, and brutally examines the 
pilgrims’ hands. He is actually looking for the strangler (see event #4). Mario is the perfect 
suspect for him, as well as any grog with large, strong hands, so the characters would better 
convince Denunzio he is innocent. This event cannot be played after event #7, though event 
#7 may be played even if this event did not take place. After this encounter, the magi should 
be extra-cautious when casting spells. Any dubious behavior can raise the suspicion and anger 
of the other pilgrims. 
 
7. Second slaughter. After a sharp turn on the trail, the pilgrims suddenly discover Brother 
Denunzio, lying in the middle of the path, his frock turned-up in a disgraceful posture, stick-
ing out an enormous tongue, his eyes bulging. The characters can notice the bluish handprint 
of his murderer on his neck. All other monks also have their neck broken. Some seem to have 
faced their enemy, while others were obviously fleeing when they were killed. There is no 
survivor. 
 
8. Jehan’s death. This event takes place at the Venzome convent. Jehan has been asked by 
Mazolas of Caradoz to repair the library stain-glass window from the outside of the building, 
for he would disturb the copyists if he worked inside. The true reason is, of course, to prevent 
him from discovering the library is a fake. After climbing on shaky scaffolding, Jehan realizes 
the glass elements he brought with him are not cut to the right dimension (because the fake 
Venzome is not an exact replica of the original). His window is one inch too wide. Hence, he 
has to work on the dangerous scaffolding to fit it in, at the risk of breaking a precious piece of 
colored glass. Later that day, Jehan is found lying of the ground. He apparently fell. The char-
acters will not have much time with him before monks carry him in. He dies soon after… If 
the characters manage to hear his last words, they can catch a weak breath: “…ook…door…”. 
Mazolas of Caradoz will claim Jehan was drunk when he fell. Of course, he had a look inside 
the fake library and was pushed. 
 
9. Wagon accident. This event can occur at any time, but is best placed after the pilgrims 
leave Venzome (i.e., after day #7). A wheel of Mario’s wagon suddenly breaks, and the char-
acters may have to prevent it from falling down the cliff. A new wheel must be retrieved from 
the previous convent. This is a good excuse for characters to walk back to Venzome with 
Mario and investigate the mezzanine. The convent will be totally empty, the fake monks hav-
ing already moved on. 
 
10. The strangler. Pilgrims, and especially the characters, are eventually confronted to the 
brutish strangler who is prowling about them since the beginning. It is actually a huge, male 
gorilla (large, strong hands…) that has escaped from the arch’s menagerie, maddened by its 
female death from cold. The encounter can occur in any number of ways, preferably when the 
characters are isolated from other pilgrims (alone near Venzome after event #9, for instance). 
They should be able to take care of the gorilla, especially if they use magic, but if they get 
badly hurt, the storyguide can have Malestrazza intervene with his bow. If given the oppor-
tunity, he and the fake monks will probably exploit their weakness to capture them. 
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The end of the trail 
 
The end of the scenario is much more open than the journey. In the following paragraphs, I try 
to provide elements of background that will help storyguiding these events, though the 
storyguide will certainly have to improvise. 
 
At this point of the journey, Malestrazza and the fake monks have to act. The next step in the 
pilgrimage is normally the sanctuary of Saint Gaudemon, which is in reality pretty far away. 
Their normal course of action is to turn on the exhausted pilgrims, capture them, and then take 
them to the arch. However, the characters’ presence probably changes the deal. If a fight oc-
curs and the characters win, they can make them talk and walk to the arch knowing what to 
expect. Of course, if they lose the fight or pretend to lose it to see what happens, they will be 
taken there. It is also possible that they split apart from the company and follow the tracks of 
the fake monks. In case of a fight, adapt the number of fake monks to the characters’ strength. 
 
The arch and the camp 
 
The true destination of the fake pilgrimage is an amazing sight. A huge, portly arch is being 
built between two mountain peaks. The construction seems almost complete. Right under the 
arch, on the side of one peak, sits a small, antique fort surrounded by two or three big huts. 
 
If the characters are prisoners, they are taken to one hut. It shelters former pilgrims like them, 
who work either on building the arch or feeding workers and the wild animals that are caged 
in the arch. Everybody here apparently follows the guidance of Noctus Ira Melanox, a wing-
less angel who prophesizes the Flood. Mazolas of Caradoz and his fake monks claim Noctus 
has been warned of the imminent cataclysm in his dreams. Thanks to him, some will survive 
while the valleys are submerged. 
 
Nobody is forced to stay. Nobody is chained. However, no pilgrim knows the way back to the 
valley. Furthermore, lots of traps have been set up around the camp to catch game and feed 
the animals in the arch. Eventually, as soon as the characters arrive, it starts snowing hard 
(which means it rains a lot in the valley — indeed, the Flood is coming!). So, there is not 
much of a choice… The pilgrims stack up in the huts… The workers are divided into two 
groups: those who accept their fate because they simply cannot leave, and those who are con-
vinced by Noctus’ word and think they are the elect. 
 
The arch is basically a huge, floating (hopefully), wooden structure. It is roughly divided into 
three areas. The lower deck is devoted to the animals that will repopulate the Earth (there is 
normally a couple of each represented species). They are held in narrow cages, are not well 
fed and hence are perpetually hungry. This place is quite dangerous! The upper deck is made 
of the crew’s living quarters (that are currently empty) and food stores (that are almost full). 
Eventually, the afterdeck is destined to Noctus and his closest disciples. If they have any 
knowledge in carpentry (Perception + Craft: Carpentry roll of 6+), the characters may notice 
that the hull’s wood is not dry. They can also learn this from Matthieu, the carpenter, who has 
to work fast. This is not very good from a shipbuilding point of view, but on the other hand, 
the big boat cannot be easily set on fire. 
 
The fort is really small, the ceiling is low, and there is barely enough room for Noctus and his 
disciples. It has been excavated from the rock, and though it is not in good repair, it is very 
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hard to take by sheer force. A siege would be much easier, but a secret tunnel leads on the 
other side of the mountain peak. 
 
The huts are very crowded, and men and women live together in total promiscuity. But this is 
not a problem here: Noctus and his disciples actually encourage them to leave in a state of sin. 
After all, the circumstances are exceptional and women will have to bear children soon to 
repopulate the Earth after the Flood! This will probably make the characters wonder about 
Noctus’ true nature, if it is not already the case. Furthermore, the aura is particularly disturb-
ing in the area: it is indeed a +3 infernal aura. Eventually, some characters may remember 
(Intelligence + Theology, Church Lore or Area Lore roll of 12+) the scandal of a false messi-
ah who prophesized the wrath of darkness (ira melanox, in a mix of Greek and Latin) and was 
hunted down in three provinces before escaping, a couple of years ago. 
 
Meeting the angel 
 
All the newbies are supposed to meet Noctus, one by one. That is basically how most of them 
get converted to his doctrine. Noctus lives in the deepest cave of the fort (the secret tunnel 
starts there). When entering the tunnel leading to the cave, any character feels the temperature 
getting warmer and warmer. The ground is covered with white feathers, and there are more of 
them as the character progresses. All this smells more like a hen house than anything else… 
 
Noctus is an ageless creature. He looks genderless, his head is shaved, and his skin is white as 
a candle. He is nude and half buried in the feathers. The skin of his back is scarred by long, 
bloody wounds near the shoulder blades. His disciples claim he is an angel fallen from the sky 
during a storm. They also claim the Inquisition has cut his wings. Noctus always smiles light-
ly, moves slowly and gracefully. His presence is very comforting. 
 
Noctus speaks about the world that is now too old, the need to break it and start anew. God 
will do it and drown the nasty beasts that propagate rabies. Water will clean the earth, and it is 
a good thing, a source of joy! The Flood. Purification by drowning. Noctus knows exactly 
what will happen. He dreams about it every night, and God sends him the images of the peo-
ple he must save, the one who will bear the immense responsibility of repopulating the world. 
Now, if the characters do not realize Noctus is dangerously mad, I capitulate! However, he is 
so kind and convincing his speech dupes many people. 
 
 
Saving skin and soul 
 
Once the characters have uncovered the plot, they must act. They could simply leave, but they 
do not know the mountain either and the snow will endanger their enterprise. They would 
certainly have better chances to survive than the others, though. However, Diodore the Elder 
would be very disappointed by such a behavior. They can also lead a revolt or directly con-
front Noctus. This last option is certainly the most dangerous. In case of trouble, Noctus does 
not fight. He prefers fleeing. He wants to remain on Earth as long as possible to pursue his 
dark task of corruption somewhere else. However, if forced to fight, he resorts to all his terri-
fying powers. 
 
The characters’ plans will be complicated by the arrival of the Inquisition. An armed troupe 
lead by Jome the Black has eventually managed to track down Noctus. They are not here to 
parley, but to destroy all evil and every heretic in the area, so they take quick action and simp-



Pilgrims of Darkness, by J. Darmont (2002) 11/20 

ly and methodically attempt to slay anyone who crosses their path. With them comes the sun. 
Snow stops, contradicting Noctus’ prediction and instilling doubt in his followers (except in 
its true disciples). 
 
At this point, the characters would better finish what they are up to and escape, preferably 
with all the former pilgrims they can take with them. The inquisitors block the way to the val-
ley, but the secret tunnel in the fort is a possibility. A more dramatic and cinematic option is 
to barricade in the arch. It is only a temporary solution, since the inquisitors will besiege it, 
but it saves time. The arch cannot burn, but it will dry under the sun and the attackers flaming 
arrows will eventually set it on fire after a day or two. One solution is to free the animals (es-
pecially the most ferocious and ravenous) and take advantage of the confusion to fight an es-
cape. Another possibility is to somehow break the scaffolding that secures the arch (by trig-
gering an avalanche or weakening the scaffolding itself), so that the big boat slides in the val-
ley like a giant sledge. This is obviously very dangerous, and anybody in the arch will likely 
be wounded after the inevitable crash, but if the characters are crazy enough to attempt such a 
feat, have them succeed! It is also a good way to save as many people as possible. 
 
 
Aftermath 
 
If the characters succeed in driving Noctus away and saving many pilgrims of Saint 
Gaudemon, the reputation of the pilgrimage is partly restored, and Diodore the Elder is very 
grateful to the characters’ Covenant. Pilgrims give evidence the order of Saint Gaudemon is 
not responsible, and Jome the Black has to reduce his pressure on the monastery — for now. 
If magi talked to Jome the Black or openly used their powers before him, he now suspects 
they live in the area, which should definitely be a concern to them. Eventually, if Noctus or 
Mazolas of Caradoz are still walking on this Earth, the Covenant has earned new enemies that 
might pop up in the far future… 
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Appendix #1: Primary NPC stats (ArM4) 
 
Brother Denunzio and the inquisitor monks 
 
Characteristics: Int –1, Per +1, Pre –2, Com 0, Str +1, Sta +1, Dex +2, Qik +1 
Size: 0 
Virtues and Flaws: Mendicant +1, Bad reputation –1, Obsessed –1 
Personality traits: Fanatic +3 
Weapon/Attack Init Atk Dfn Dam Fatigue 
Brawl +5 +5 +4 +1 +4 
Quarterstaff +11 +10 +11 +4 +5 
Soak: +2 
Fatigue levels: OK, 0, –1, –3, –5, Unconscious 
Body levels: OK, 0, –1, –3, –5, Incapacitated 
Primary abilities: Speak Latin 1, Church Lore 3 
 
Jome the Black 
 
Jome the Black, as his nickname hints, is preceded by a dreadful reputation. When they face 
him, heretics confess their sins, whatever the means. He has been hunting Noctus down for a 
while, and might not consider the connection with the Order of Saint Gaudemon as a random 
event… 
 
Characteristics: Int +2, Per +3, Pre –1, Com +2, Str –2, Sta +1, Dex –1, Qik –1 
Size: 0 
Faith: 2 
Virtues and Flaws: Priest +3, Inspirational +1, True faith +3, Infamous –2, Overconfident –2, 
Noncombatant –1 
Personality traits: Devout +3, Overconfident +3, Inflexible +2, Sadistic +2 
Weapon/Attack Init Atk Dfn Dam Fatigue 
Brawl –6 –7 –4 –2 –2 
Soak: +1 
Fatigue levels: OK, 0, –1, –3, –5, Unconscious 
Body levels: OK, 0, –1, –3, –5, Incapacitated 
Primary abilities: Folk ken 4, Disputatio 5, Leadership 3, Theology 6, Church Lore 5 
 
Jome’s fighters 
 
Characteristics: Int –1, Per +1, Pre 0, Com 0, Str +2, Sta +2, Dex +1, Qik 0 
Size: 0 
Virtues and Flaws: Veteran +1 
Personality traits: Obedient +3, Brave +2 
Weapon/Attack Init Atk Dfn Dam Fatigue 
Brawl +2 +2 +1 +2 +3 
Sword & Shield +4 +5 +9 +6 +4 
Short bow +2 +3 — +4 +4 
Soak: +9 
Fatigue levels: OK, 0, –1, –3, –5, Unconscious 
Body levels: OK, 0, –1, –3, –5, Incapacitated 
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Malestrazza 
 
Malestrazza has been fooled by Noctus. He is in charge of selecting good candidates for the 
arch and taking them on the fake pilgrimage. However, though he is convinced by Noctus’ 
vision, he is not a fanatic. If confronted to the evidence that Noctus is a sham, he may prove a 
precious ally for the characters. Malestrazza was given a magical amulet by Noctus (a silver 
necklace), who wanted to protect his closest servants from magical inquiries. It grants him a 
+25 Magic Resistance. 
 
Characteristics: Int 0, Per +2, Pre +1, Com –1, Str 0, Sta +2, Dex +1, Qik 0 
Size: 0 
Confidence: 3 
Virtues and Flaws: Wanderer +0, Piercing gaze +2, Famous +2, Well-traveled +1, Dutybound 
–1, Curse of Venus –2 
Personality traits: Taciturn +3, Insensitive +1, Holistic +1, Heretic +1 
Weapon/Attack Init Atk Dfn Dam Fatigue 
Brawl +6 +6 +5 +0 +7 
Long sword +7 +6 +8 +4 +6 
Longbow +5 +9 — +10 +8 
Soak: +3 
Fatigue levels: OK, 0, –1, –3, –5, Unconscious 
Body levels: OK, 0, –1, –3, –5, Incapacitated 
Primary abilities: Climb 5, Folk ken 2, Stealth 3, Bargain 4, Survival (Mountain) 5, Area lore 
6, Leadership 2 
 
Mazolas of Caradoz 
 
Mazolas is truly and totally faithful to Noctus. He has been his closest disciple for a long time 
now, has saved him a couple of times, and is totally corrupted. Like Malestrazza, he wears a 
silver necklace that grants him a +25 Magic Resistance. Furthermore, Noctus has given him a 
short, black wand instilled with an infernal power similar to the spell Grip of the Choking 
Hand (PeCo 15). It can be used 6 times a day. The effect is triggered when the wand is point-
ed at someone. Anyone who uses it temporarily gains the flaw Overconfident. The effect of 
regular or repetitive usage is left up to the Storyguide. 
 
Characteristics: Int 0, Per +1, Pre +2, Com +2, Str 0, Sta 0, Dex 0, Qik 0 
Size: 0 
Confidence: 3 
Virtues and Flaws: Outlaw leader –2, Delusion –1, Inspirational +1, Hex +2 
Personality traits: Overconfident +3, Heretic +3, Pompous +1 
Weapon/Attack Init Atk Dfn Dam Fatigue 
Brawl +7 +6 +6 +0 +6 
Dagger +8 +7 +8 +3 +6 
Throwing knife +7 +8 — +3 +6 
Soak: +1 
Fatigue levels: OK, 0, –1, –3, –5, Unconscious 
Body levels: OK, 0, –1, –3, –5, Incapacitated 
Primary abilities: Charm 4, Folk ken 3, Guile 4, Storytelling 3, Forgery 2, Disguise 5, Lead-
ership 3, Occult lore 2 
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Noctus Ira Melanox 
 
Noctus is not the violent kind of demon, but he can become so if needed. His purpose on 
Earth is to convince mortals into heresy. The victim must be sincerely convinced so that 
Noctus wins the soul, but he is quite good at that. However, his appearance of wingless angel 
is not discreet. Noctus is constantly hunted down by the Inquisition and cannot remain in the 
same place for long. So far, he has always escaped the wrath of the Church. 
 
Characteristics: Int +2, Per +2, Pre +4, Com +3, Str –1, Sta –1, Dex 0, Qik 0 
Infernal Might: 35 
Size: 0 
Personality traits: Subtle +3, Kind +4, Brave –1 
Weapon/Attack Init Atk Dfn Dam Range 
Brawl +6 +5 +5 +4 Touch 
Soak: +4 
Body levels: OK, 0, –1, –3, –5, Banished 
Vis: If blood from Noctus’ back wounds is gathered, it provides two pawns of Auram vis per 
season. Yet, it is not very wise to hold a demon prisoner as a vis source! 
Powers: 

• Psychomachia: Pride +3, Compassion (for Noctus) +3, Lust +1 
• Comforting warmth, CrIg 10, 0 point: The air around Noctus is always warm and com-

fortable. 
• Whirlwind, ReAu 15, 2 points: effect similar to the spell Circling Winds of Protection 
• Flight, ReAu 20, 4 points: effect similar to the spell Wings of the Soaring Wind 
• Stinging warmth, CrIg 35, 6 points: the temperature around Noctus brutally rises. Eve-

ryone in a radius of 15 to 20 paces suffers +20 damage (armors offer no protection 
against heat). Noctus can also center the heat zone up to 15 paces away from him. 

 
The fake monks, disciples of Noctus 
 
Characteristics: Int 0, Per +1, Pre –1, Com 0, Str 0, Sta +2, Dex +1, Qik +1 
Size: 0 
Virtues and Flaws: Petty outlaw +0 
Personality traits: Heretic +2 
Weapon/Attack Init Atk Dfn Dam Fatigue 
Brawl +5 +4 +4 +0 +5 
Short spear +10 +6 +7 +3 +6 
Net +4 +8 +6 +0 +5 
Soak: +3 
Fatigue levels: OK, 0, –1, –3, –5, Unconscious 
Body levels: OK, 0, –1, –3, –5, Incapacitated 
Primary abilities: Guile 3, Disguise 4, Climb 3 
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The gorilla 
 
Characteristics: Cun +1, Per 0, Str +4, Sta +1, Dex +1, Qik 0 
Size: +1 
Personality traits: Wild +3, Fierce +1, Maddened +3 
Primary abilities: Athletics 3, Awareness 3, Climb 2, Thrown weapon 1 
Ferocity: 3 (wounded) 
Weapon/Attack Init Atk Dfn Dam Range 
Bite or claw +5 +5 +3 +5 Touch 
Thrown rock +5 +1 — +6 Near 
Soak: +4 
Fatigue: +1 
Fatigue levels: OK, 0/0, –1, –3, –5, Unconscious 
Body levels: OK, 0/0, –1, –3, –5, Incapacitated 
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Appendix #2: Primary NPC stats (ArM5) 
 
Brother Denunzio and the inquisitor monks 
 
Characteristics: Int –1, Per +1, Pre –2, Com 0, Str +1, Sta +1, Dex +2, Qik +1 
Size: 0 
Virtues and Flaws: Mendicant friar, Obsessed 
Personality traits: Fanatic +3 
Combat Init Atk Dfn Dam 
Fist –1 +5 +4 +1 
Quarterstaff +1 +11 +10 +3 
Soak: +2 (Quilted armor) Fatigue: –1 
Fatigue levels: OK, 0, –1, –3, –5, Unconscious 
Wound penalties: –1 (0-5), –3 (6-10), –5 (11-15), Incapacitated (16-20) 
Primary abilities: Latin 1, Church Lore 3, Brawl 3, Great weapons (staves) 5 
 
Jome the Black 
 
Jome the Black, as his nickname hints at, is preceded by a dreadful reputation. When they 
face him, heretics confess their sins, whatever the means. He has been hunting Noctus down 
for a while, and might not consider the connection with the Order of Saint Gaudemon as a 
random event… 
 
Characteristics: Int +2, Per +3, Pre –1, Com +2, Str –2, Sta +1, Dex –1, Qik –1 
Size: 0 
Confidence score: 1 (3) Faith points: 1 
Virtues and Flaws: Priest, Inspirational, True faith, Infamous, Overconfident (major), Non-
combatant 
Personality traits: Devout +3, Overconfident +3, Inflexible +2, Sadistic +2 
Soak: +1  Fatigue: +1 
Fatigue levels: OK, 0, –1, –3, –5, Unconscious 
Wound penalties: –1 (0-5), –3 (6-10), –5 (11-15), Incapacitated (16-20) 
Primary abilities: Folk ken 4, Artes Liberales 3, Leadership 5, Theology 6, Church Lore 5 
 
Jome’s fighters 
 
Characteristics: Int –1, Per +1, Pre 0, Com 0, Str +2, Sta +2, Dex +1, Qik 0 
Size: 0 
Virtues and Flaws: Warrior 
Personality traits: Obedient +3, Brave +2 
Combat Init Atk Dfn Dam 
Fist –3 +6 +7 +2 
Longsword & round sh. –1 +12 +10 +8 
Short bow –4 +8 +6 +8 
Soak: +9 (Full metal scale armor) Fatigue: –1 
Fatigue levels: OK, 0, –1, –3, –5, Unconscious 
Wound penalties: –1 (0-5), –3 (6-10), –5 (11-15), Incapacitated (16-20) 
Primary abilities: Brawl 5, Single weapon 7, Thrown weapon 4 
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Malestrazza 
 
Malestrazza has been fooled by Noctus. He is in charge of selecting good candidates for the 
arch and taking them on the fake pilgrimage. However, though he is convinced by Noctus’ 
vision, he is not a fanatic. If confronted to the evidence that Noctus is a sham, he may prove a 
precious ally for the characters. Malestrazza was given a magical amulet by Noctus (a silver 
necklace), who wanted to protect his closest servants from magical inquiries. It grants him a 
+25 Magic Resistance. 
 
Characteristics: Int 0, Per +2, Pre +1, Com –1, Str 0, Sta +2, Dex +1, Qik 0 
Size: 0 
Confidence score: 1 (3) 
Virtues and Flaws: Wanderer, Piercing gaze, Famous, Well-traveled, Curse of Venus 
Personality traits: Taciturn +3, Insensitive +1, Holistic +1, Heretic +1 
Combat Init Atk Dfn Dam 
Fist –3 +6 +5 +0 
Long sword –1 +8 +4 +6 
Short bow –4 +11 +7 +6 
Soak: +3 (Quilted armor) Fatigue: –1 
Fatigue levels: OK, 0, –1, –3, –5, Unconscious 
Wound penalties: –1 (0-5), –3 (6-10), –5 (11-15), Incapacitated (16-20) 
Primary abilities: Athletics (Climbing) 5, Folk ken 2, Stealth 3, Bargain 4, Survival (Moun-
tain) 5, Area lore 6, Leadership 2, Brawl 5, Single weapon 3, Bows 7 
 
Mazolas of Caradoz 
 
Mazolas is truly and totally faithful to Noctus. He has been his closest disciple for a long time 
now, has saved him a couple of times, and is totally corrupted. Like Malestrazza, he wears a 
silver necklace that grants him a +25 Magic Resistance. Furthermore, Noctus has given him a 
short, black wand instilled with an infernal power similar to the spell Grip of the Choking 
Hand (PeCo 25). It can be used 6 times a day. The effect is triggered when the wand is point-
ed at someone. Anyone who uses it temporarily gains the flaw Overconfident. The effect of 
regular or repetitive usage is left up to the Storyguide. 
 
Characteristics: Int 0, Per +1, Pre +2, Com +2, Str 0, Sta 0, Dex 0, Qik 0 
Size: 0 
Confidence: 1 (3) 
Virtues and Flaws: Outlaw leader, Delusion, Inspirational, Arcane lore 
Personality traits: Overconfident +3, Heretic +3, Pompous +1 
Combat Init Atk Dfn Dam 
Fist –2 +6 +6 +0 
Dagger –2 +8 +6 +3 
Throwing knife –2 +8 +7 +2 
Soak: +3 (Partial leather scale armor) Fatigue: –2 
Fatigue levels: OK, 0, –1, –3, –5, Unconscious 
Wound penalties: –1 (0-5), –3 (6-10), –5 (11-15), Incapacitated (16-20) 
Primary abilities: Charm 4, Folk ken 3, Guile 5, Carouse 3, Legerdemain 4, Leadership 3, 
Infernal lore 2, Brawl 6, Thrown weapons 7 
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Noctus Ira Melanox 
 
Noctus is not the violent kind of demon, but he can become so if needed. His purpose on 
Earth is to convince mortals into heresy. The victim must be sincerely convinced so that 
Noctus wins the soul, but he is quite good at that. However, his appearance of wingless angel 
is not discreet. Noctus is constantly hunted down by the Inquisition and cannot remain in the 
same place for long. So far, he has always escaped the wrath of the Church. 
 
Infernal Might: 35 (Mentem) 
Characteristics: Int +2, Per +2, Pre +4, Com +3, Str –1, Sta –1, Dex 0, Qik 0 
Size: 0 
Confidence score: 1 (3) 
Personality traits: Subtle +3, Kind +4, Brave –1 
Combat Init Atk Dfn Dam 
Fist 0 +5 +5 –1 
Soak: +4  Fatigue: –1 
Fatigue levels: OK, 0, –1, –3, –5, Unconscious 
Wound penalties: –1 (0-5), –3 (6-10), –5 (11-15), Incapacitated (16-20) 
Primary abilities: Folk ken 7, Guile 7, Brawl 5, Intrigue 5, Latin 5, Language 5 
Powers: 

• Resistant skin, MuCo 25, 0 point: grants +5 to Noctus’ soak. 
• Psychomachia, CrMe 15, 0 point: Characters coming close to Noctus (Voice range) 

must make a Stamina roll of 9+ or temporarily gain the personality straits Pride +3, 
Compassion (for Noctus) +3 and Lust +1 as long as they remain in the demon’s vicini-
ty (Sight range). 

• Comforting warmth, CrIg 5, 0 point: The air around Noctus (Voice range) is always 
warm and comfortable. 

• Whirlwind, CrAu 20, 2 points: effect similar to the spell Circling Winds of Protection. 
• Flight, CrAu 30, 3 points: effect similar to the spell Wings of the Soaring Wind. 
• Stinging warmth, CrIg 40, 4 points: the temperature around Noctus brutally rises. Eve-

ryone in a radius of 15 to 20 paces suffers +20 damage (armors offer no protection 
against heat). Noctus can also center the heat zone up to 15 paces away from him. 

Vis: If blood from Noctus’ back wounds is gathered, it provides two pawns of Auram vis per 
season. Yet, it is not very wise to hold a demon prisoner as a vis source! 
 
 
The fake monks, disciples of Noctus 
 
Characteristics: Int 0, Per +1, Pre –1, Com 0, Str 0, Sta +2, Dex +1, Qik +1 
Size: 0 
Virtues and Flaws: Branded criminal, Well-traveled 
Personality traits: Heretic +2 
Combat Init Atk Dfn Dam 
Fist –1 +4 +4 +0 
Short spear +1 +7 +5 +5 
Soak: +3 (Quilted armor) Fatigue: 0 
Fatigue levels: OK, 0, –1, –3, –5, Unconscious 
Wound penalties: –1 (0-5), –3 (6-10), –5 (11-15), Incapacitated (16-20) 
Primary abilities: Guile 5, Athletics (Climb) 3, Brawl 3, Single weapon 4 
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The gorilla 
 
Characteristics: Cun +1, Per 0, Pre 0, Com –2, Str +4, Sta +1, Dex +1, Qik 0 
Size: +1 
Confidence score: 1 (3) 
Virtues and Flaws: Ferocity (when wounded) 
Personality traits: Wild +3, Fierce +1, Maddened +3 
Combat Init Atk Dfn Dam 
Fist 0 +7 +6 +4 
Bite 0 +9 +6 +5 
Thrown rock 0 +4 +2 +6 
Soak: +4 Fatigue: +1 
Fatigue levels: OK, 0, –1, –3, –5, Unconscious 
Wound penalties: –1 (0-6), –3 (7-12), –5 (8-18), Incapacitated (9-24) 
Primary abilities: Athletics (Climb) 4, Awareness 3, Brawl (Fists) 5, Thrown weapons 2 
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Appendix #3: Pronunciation guide 
 
Constance of Huraut: con-stance of hu-roh 
Diodore: dee-o-door 
Gaudemon: go-day-mon 
Guillaume: guee-yohm 
Jehan: juh-han 
Jome: johm 
Le Moutier: luh moo-tee-ay 
Les Paturiaux: lay paa-tu-ree-oh 
Les Saraires: lay saa-rayr 
Mahaut: mah-ho 
Matthieu : mah-tee-uh 
Noctus Ira Melanox: noc-toos ee-rah may-laa-nox 
Vauldoire: voh-dwar 
Venzome: van-zohm 


