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The Delivery
Overview: The PCs encounter a broken-down merchant cart on 
the road. The merchant, Karl, pleads for the PCs to aid him in mak-
ing a delivery. Karl has a suspicious package in the cart that he says 
must reach Marienburg as soon as possible. He will handsomely 
reward the PCs if they agree to deliver the package.

AcT 1: WhAT’s in The Box?
The PCs acquire the item and receive instructions as to where 
to deliver it. The PCs might negotiate with Karl regarding their 
payment. A progress tracker can be used to determine how well 
the PCs haggle, with event spaces to represent their growing (or 
shrinking) payment for the job.

If the PCs are suspicious of Karl, they might offer to assist him 
in fixing his cart and then accompany him to Marienburg. This 
course of action would be wise, as the package contains a large 
amount of refined warpstone destined for a black market dealer in 
Marienburg. Karl wants to avoid delivering the package himself 
(with good reason), but reluctantly agrees to these terms should the 
PCs present them to him.

Once the PCs are in possession of the package, with knowledge of 
their destination, proceed to Act 2.

AcT 2: hAnDle WiTh cAre
The PCs travel to Marienburg. This journey proves a tough one. 
The party will undoubtedly encounter obstacles on the road. 

Use a progress tracker to represent the PCs’ journey with plenty of 
event spaces to symbolise hazards, stops, or possible places of inter-
est. If the party must travel through the woods to make their deliv-
ery, they might encounter bandits who are overly curious about the 
package they carry. Perhaps they stumble upon beastmen or get lost 
in the woods. They might encounter severe weather, forcing them 
to seek refuge. 

This act should be littered with obstacles for the party to overcome 
before making their delivery. Whether this act plays out as a long 
journey broken up into various other episodes, or a shorter jour-
ney with more immediate obstacles, it ends when the PCs reach 
Marienburg.

AcT 3: in The righT hAnDs
The PCs deliver the item and collect their payment. This could 
be another social encounter in which the PCs haggle over their 
reward, or perhaps they are betrayed and this turns into a fight. 

If they somehow lost the item during the delivery, the intended re-
cipient might send the PCs to retrieve it. Or they might accuse the 
PCs of stealing it and order them to be arrested, that is if the recipi-
ent has some sort of authority. If the PCs don’t know who they are 
delivering the package to, they might deliver it to the wrong person. 
If anyone discovers the warpstone, the PCs face dire consequences. 

The PCs might simply have to deliver the item to a location and 
then return to Karl for their reward. If that is the case, the PCs 
might have to spend this act getting into the location and putting 
the object in the right place. For example, the dealer might be a 
member of a thieves’ guild and he is not easily found.

PossiBle comPlicATions
The recipient is a fraud (an imposter in disguise); the warpstone 
is difficult to handle (large, awkward); the PCs don’t know how to 
get to Marienburg; the PCs discover that the package is warpstone 
(they must decide to carry on or back out of the deal).

AlTernATive Uses
The PCs must deliver a prisoner from Point A to Point B, the PCs 
must deliver a cursed item (borrowing elements from the Cursed 
Item), the PCs must intercept a delivered item/person.

The mAcgUffin
MacGuffin is a term used in fiction to define a plot element 
of some significant importance. It is not always important 
to the story for the exact nature of the MacGuffin to be 
defined. Similarly, the object the PCs are delivering does 
not need to be defined or identified. 

In fact, it might add some mystery and intrigue if the PCs 
are kept unaware of what they carry. For example, a wound-
ed Witch Hunter entrusts the PCs with a sealed document 
to be delivered to his captain. When they deliver it to the 
captain, they might be rewarded and then dismissed, leav-
ing them very curious about the document. This way, the 
MacGuffin could fuel future episodes.

This toolkit includes several item cards that are ideal for 
use as a MacGuffin. The Locked Chest, Mysterious Flask, 
Forbidden Tome, and Dwarf Horn can all serve as the focus 
of an episode or even an entire adventure. For a plot that 
deals with cursed items, the Profane Artefact and Eldritch 
Weapon can also serve the same role. 

By using an item card to represent the MacGuffin, the PCs 
attention can be focused on that item; they know it’s im-
portant, because there’s a card. Using a card can also clear 
up any confusion as to who has the MacGuffin when the 
Witch Hunter comes sniffing around…

An air of mystery surround-
ing a single MacGuffin can 
lead to numerous adventures. 
Take the Mysterious Flask 
item, for example. What’s 
inside the flask? Is it a magic 
potion – or a deadly poison? 
Where did it come from? 
Why are skaven willing to 
kill for it? Why do the fluid’s 
colours keep swirling and 
changing As a GM, you don’t 
need to know all these answers right away… 
except what happens if someone drinks it!
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