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Trust is Earned, Not Given
Challenges: 4
Deadline: 2
Reward: +1 Institutional Rep: Spanish Guerillas, +1 Per-
sonality Rep: Guerilla Leader.
Failure: -1 Influence, -1 (any) Reputation 

Notes: You have met with the Spanish Guerillas for the 
first time and they are unsure of you. To prove your worth 
to them, they ask you to retrieve an icon that has been 
hidden in the chapel in a nearby village - a village occu-
pied by the French.

Breaking Lines of Communication
Challenges: 6
Deadline: 3
Reward: +2 Institutional Rep: French Couriers, +1 Influ-
ence
Failure: Institutional Rep: Spanish Guerillas MAIMED, -1 
Influence
 
Notes: The French are moving, en masse, and you have 
no idea where. You are charged with intercepting one 
of their couriers (despite its cavalry escort), finding out 
what is happening and then informing the nearby British 
divisional command.

Stopping the Carnage
Challenges: 4
Deadline: 2
Reward: +1 Guts, +1 Discipline
Failure: -1 Guts, -1 Discipline
 
Notes: Word has come to you that a group of guerillas has 
taken residence in a nearby valley and they are acting as 
bandits rather than liberators - taking what they please 
and threatening violence against the villagers. Stop these 
men. Now.

A Leadership Challenge
Challenges: 4
Deadline: 2
Reward: +2 Trait points
Failure: -1 Diplomacy or Intrigue
 
Notes: The leader of your band of partisans has been 
killed in a skirmish with the French. You must choose a 
new leader. His second-in-command is seen as weak and 
there are factions moving to ensure that their choice is 
pushed to the top. Who will you stand with or will you 
become the leader?

Scorched Earth
Challenges: 8
Deadline: 4
Reward: +1 to any reputation, +1 Discipline, +1 Wealth
Failure: -1 Guts, -1 Discipline, Institutional Rep: Spanish 
Guerillas MAIMED
 
Notes: The French reinforcements have arrived and or-
ders are to put down the rebellion once and for all, using 
any means necessary. There are large numbers of French-
men moving into your area and they are going to burn, 
rape, pillage and kill everything in their path. Somehow 
you have to stop them.

Sample MissionsCura Gonzalez
Spanish, Catholic, Church, Priest

Guts:		  3
Discipline:	 2
Charm:	 3
Influence:	 4

Skills: Awareness-3, Courtesy-5, Diplomacy-4, First 
Aid-5, Intrigue-2, Music-1, Riding-2, Scavenge-2, The 
Arts-4

Wealth: 0

Reputations:
Institutional: Catholic Church (4)
Institutional: Spanish Guerillas (3)
Institutional: Spanish Peasants (2)
Personality:  Raul, Resistance Leader (1)
Personality: Captain Gerrard, 3rd Line (2)
Personality:  Col. Slater, Royal Engineers (1)
 
Traits:  Fighting for God, Priest, Educated, Read & 
Write, Second Language - French, Second Language - 
Latin, Chosen Man, Under the Lash

Background 
Cura (priest) Gonzalez lived a quiet life tending to his 
church in a small village until the French invaded and 
savaged his hamlet. He pleaded with Gerrard, the of-
ficer in charge and was flogged before the village for his 
trouble and cast into the mountains where he was found 
by the resistance.

Gonzalez believes that Spain can only be free when all of 
the foreign interlopers have been expelled from its borders 
- French, and British. He believes that his flogging was a 
trial sent to him by God and that he is now charged with 
this task - a task that he sets about with vigour and enthu-
siasm.

Gonzalez is a local hero and his explosive temper has even 
touched the British army when he refused the aid of the 
Royal Engineers to destroy a bridge, citing that ‘Spain did 
not need their help to rid itself of the damned French!’ as 
he set about the bridge with an axe!

Many believe that he has been driven insane by his tor-
ment at the hands of the French, whilst others believe that 
a man so driven can only be a force for good within the 
partisans.
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