
 

 

A Prophecy Of Heroes 
Muted low moans and howls of anguish filtered into the room, mixing with the soft crackle and occasional pop 

from the slowly decaying fire burning in the fireplace.  A divan and a huge overstuffed chair faced each other in front of 
the fire, separated by a low table.  On the table sat two large goblets and a decanter, all made of crystal and holding 
what appeared to be a rich, red wine.  The room itself was in shadows, illuminated only by the light coming from the 
fireplace and from a large candelabra on the far side of the table.  The thick, black candles in the candelabra gave off a 
cold, blue light, mixing with the firelight to cast the room into a soft haze of purple.  A thick rug covered most of the 
floor and heavy, dark curtains covered the walls as well as the windows. 

The woman seated on the divan brushed her long silver hair back from her upswept, Elvan ears.  She leaned 
forward and took one of the goblets from the table, raising the red liquid to her delicate lips, then curled her long, 
shapely legs up under herself and settled back into the corner of her seat.  The silvery, shear silk gown she wore clung 
to her body in ways that left little to the imagination and provided a stark contrast to her dark, ebony skin.  Her intense, 
violet eyes flashed in the flickering firelight as she lowered her goblet.  She was, in a word, beautiful – but her beauty 
had a dangerous seductiveness to it; the same seductiveness to caste one’s self to one’s death when standing on the edge 
of a cliff. 

The being who sat opposite was large, masculine, grossly fat and goat-headed.  His huge gray body was 
covered in goat hair and two ram’s horns sprouted from his head some fifteen feet above the floor.  He too reached 
forward and grasped a goblet in a surprisingly humanlike hand before leaning back into the overstuffed chair.  As he 
contemplated the woman sitting opposite he crossed his goat-like legs and settled his vast bat-like wings against his 
chair.  His snakelike tail coiled from a hole in his seat and the tip moved slowly back and forth across the rug, 
occasionally depositing small drops of a viscous liquid. 

“So, my lord”, said the woman, “we are ready?” 
“Aye my lady, we are”, he replied.  “I have fulfilled my part of the plan.  They are all in place.” 
“Excellent!  I, too, have ensured everything is ready.  It is time to put our meticulous preparations into 

motion.” 
He hesitated a moment, then replied “Aye”. 
“You sound doubtful, my lord.” 
“It is nothing; a minor thought.” 
“No, tell me what troubles you”, she enquired. 
“It is just… what of the Prophecy?” 
“Prophecy?” she sneered.  “What prophecy?  The ramblings of a senile, old Elf are not prophecy!   Let it 

trouble you no more.” 
“But surely the others will try to stop us”, he replied. 
“They cannot, as you know.  They cannot interfere directly, just as we cannot interfere directly against them.  

Hence our plan.  And they would have to discover our manipulations before they could do anything anyway.  No my 
lord, by the time they decipher our plot it will be too late!” 

“And what if they do discover us?  What then?” 
“Then it will mean little”, she replied, contempt for her enemies dripping from her voice.  “The board is set.  

The Nine Lords are in place.  The giants believe that Raganok is upon them and prepare for the final war, thanks to our 
agents.  The Grandfather strains to crush those that stand in his way.  The Witch-King is prepared and awaits your 
bidding while his enemies squabble amongst themselves like curs fighting for a bone under a table.  Even the Snake, 
vain and self-centred though she is, will do her part, even if she knows not what part she plays.  Add to these the minor 
players and those that do not know anything.  Every crime, every squabble amongst our enemies, every act of Evil 
strengthens our cause.  And the Amber Prince, their only champion, is disgraced, fallen and lost, all at our hand!  There 
is no-one they can call on, even if they do discover us.” 

“And what if they find new champions?” he asked. 
“Granted’, she replied, “it is possible that new champions may arise, but we have prepared for this.  That is 

why your minions and mine are in all of the likely places: to dispose of any likely candidates before they can become a 
problem.  No, my lord.  Our plan will succeed: that miserable world will be ours to do with as we wish and the rest of 
the Shell will fall under our sway.  Then the power that is rightfully ours will be there for the taking!”  She raised her 
goblet.  “To what is rightful ours; by force or by guile!” 

“To what is rightfully ours” he replied, raising his own goblet in salute. 
 
The blond-haired goddess waved her hand and the image dissolved.  Biting her lower lip she turned and 

contemplated what she knew of Fate, of Luck and of Goodness.  This was indeed dire; she must inform the others!  And 
they would need allies from among the other families, for this would cause all to fail – the Prophecy had foretold!  They 



 

 

must find champions to defeat the Evil about to descend upon the world or all would be lost.  They must find their 
Prophecy of Heroes and they must do it soon.  She hurried from the room. 

1 - And So It Begins... 
Thus the die is caste: Evil once again stretches forth its hand to take that too which it has no claim, while the 

forces of Good are weak and without a champion.  An obscure prophecy has foretold all this, but the vast majority of 
the powers that be either do not know of it or dismiss it out of hand, believing themselves’ secure.  Thus the world will 
fall, unless champions can be found in time – champions with the courage, the strength and the will to face down and 
defeat a plot so insidious, so carefully laid and so machiavellian that most do not believe it even exists! 

Are YOU one of those champions? 

1.1 - Purpose 
The purpose of the rest of this teaser is to provide the players with some guidelines and suggestions for 

creating both their own Adventurers, those of the other players and having those Adventurers work well as a team.  
Everything here is only a suggestion, but these suggestions have been shown to provide one of the best ways of being 
successful in an Übergame game. 

Most Adventuring Companies in an Übergame game number five to seven members.  While it is possible to 
game with less than this it is generally very difficult to succeed at most Campaigns with four or fewer Adventurers and 
Prophecy of Heroes is no exception.  More than seven Adventurers is certainly possible and does make for an 
interesting Campaign, but generally securing an ongoing, regular commitment from this many players is difficult.  So 
most Adventuring Companies have around six members and this is what these suggestions assume. 

1.2 - A Brief History For The Country Of Deepharbour For The 
Last Turning 

The following is a brief history of the events for the last ten Lunas in and around Deepharbour.  It covers the 
last five Lunas of Turning 1863 and the first five of Turning 1864.  The Campaign begins on Restday, 27th of Low 
Summer, 1864. 

Late last summer Mayor Van Hessen, the mayor of the village of Goodland, was reproached by the City 
Council (the supreme governing body of Deepharbour) for raising taxes too high.  A few Tendays later Sir Steven of 
Hill arrived to spend a Luna or so with his good friend Admiral Wilhelm, The Captain (of Deepharbour, the head of the 
Deepharbour War Council and one of the four heads of the Deepharbour military).  While Sir Steven was visiting, the 
Admiral’s wife, Lady Jane Wilhelm, gave birth to their third child, a beautiful baby girl.  The celebrations were 
somewhat spoilt by news that Mayor Van Hessen was again unjust in his dealings with his village (Lady Jane having 
been born in Goodland).  A party was sent to arrest Van Hessen and bring him to trial in the City, but he learned of the 
charges and fled before he could be apprehended. 

In autumn, travellers from the nearby lands of the Three Shires brought disturbing news that the unicorns 
normally inhabiting the forest of Treeshire were nowhere to be found.  Not long after an Elfin maid of astounding 
beauty, Lady Rianneth Snowbloom, arrived from Evergreen.  Lady Rianneth is the sister of the Elvan Ambassador to 
Deepharbour, Lord Rentar Evanstar.  She and had arrived to help the Ambassador’s wife, Lady Lareth, with the last 
Lunas of her pregnancy.  Lady Rianneth charmed everyone at court for most of the Autumn and Winter and was invited 
to many social gatherings around the City.  Just after Midwinter Festival the Lady Lareth gave birth to a son.  The Lady 
Rianneth stayed another Luna or so and then departed for home. 

In the spring rumours spread quickly that ex-Mayor Van Hessen was in the City, along with information that 
he was planning revenge.  Although a search was made, Van Hessen evaded capture, if he was even in the city in the 
first place. 

On the high seas of Jenkal Bay slavers became more aggressive as spring grew into summer, as they did on 
land.  Who has been buying the slaves taken or where they go no-one knows (though most suspect Thoft and/or the 
Empire), but the dreaded name of the Slave Lords can be heard whispered in taverns down by the docks. 

In the early summer Captain Van Fredricks, the Watchman who led the party to apprehend Van Hessen, was 
found dead in his bed.  While not a young man, the Ward Captain’s death was treated with a small amount of suspicion.  
Just one Luna later Admiral Wilhelm was also found dead in his bed.  This time the death was treated with suspicion, 
and although Van Hessen was suspected no one has been arrested for the murder. 

Also in early summer the merchant Hucrele, a prominent member of the City’s merchant community, posted a 
notice seeking information about two of his children, Talgen and Sharwyn.  According to the notice, the two went off 
looking for “adventure and excitement” some two and a half Tendays before.  They were last seen in the village of 
Orlane (a small village on the boarder of Deepharbour eight days ride to the north and east) and have not been heard 
from since.  Hucrele senior is offering a modest reward for information leading to the whereabouts of his two offspring. 

Two Tendays ago the local Barbarian tribe living near the village of Camiran in the west of Deepharbour 
announced that it would be sending a delegation to Camiran during the Mid-Summer Festival to discuss “the important 



 

 

relationship between the Tribe of the Crescent Moon and the Village of Camiran and the ongoing threat of the Skull-
Smashers” (a nearby Orc Tribe). 

Just twelve days ago Van Hessen was rumoured to have been sighted at an Inn some six days to the south-east 
of the City.  The City Council has posted a reward of 100 Gold Mark for his capture and return to the Deepharbour 
authorities. 

Reports of a suspected bad harvest from the region of Orlane came to light just seven days ago.  The area 
around Orlane is one of the richest in grain and wine but for some reason the harvest is going to be as large as was 
expected this Turning.  Apparently even savage crocodiles are straying far from the nearby marshes; the food situation 
is that dire. 

With the Mid-Summer Festival starting tomorrow the City is excited about the impending arrival of a new 
Ambassador from Ventru and is horrified at the four murders that have been committed over the last Tenday.  It seems 
that a Nightlady, a vagrant, a dockworker and finally a merchant were all found not only with their throats ripped out 
but also their hearts missing from their chests.  Rumours are that the Watch is not sure whether these unfortunates were 
the victims of man or beast. 

1.3 - Races 
The best Adventuring Companies and, by extension the best Campaigns, generally have a mix of races.  As 

Prophecy of Heroes is set primarily in Anku (the “Europe” part of the game world of Melcore) Ankuean races should be 
the norm.  A typical Company from Anku might consist of a Dwarf, an Elf, a Half-Elf, a Human, a Half-Orc and either 
a Halfling or a Gnome.  This is by no means set in stone; there is nothing at all wrong in having two Elves, two 
Dwarves or three or more Humans in the Company, for example.  However, a Company solely consisting of Elves and 
Half-Elves or mostly of Halflings, for example, stretches the bounds of credibility too far. 

Orantal Adventurers (the “Asian” part of Melcore) are harder to explain in Anku than are Elves and Dwarves, 
but it is certainly possible for a single Orantal Adventurer or so to be part of Prophecy of Heroes without stretching the 
bounds of credibility too far. 

1.4 - Roles 
As explained in the Adventuring 101 chapter of the Übergame rules, a number of roles exist within an 

Adventuring Company.  While the discussion here does overlap somewhat with the discussion on roles in the Übergame 
rules, we are not talking about the Company Leader, Mapper, etc, here.  What we are talking about here are adventuring 
roles. 

Every Company should have a “tank”.  A tank is normally a Fighter with heavy armour, lots of Hit Points and 
lots a weapons.  Their job is to be the primary combat person: the person who wades in, who holds the breach, who 
defends his (or her) companions and thus is usually at the front of the Company, if not the point man himself.  Dwarves, 
Half-Orcs and Humans tend to make the best tanks, while Fighters, Bushi (to a lesser extent), Cavaliers, Paladins, 
Samurai, Barbarians, Sohie and even some Monks are the best classes to be tanks.  Sometimes a heavily armoured 
Cleric can also fill this role. 

Another combat specialist is the general combatant.  Normally less of a tank and more rounded, the general 
combatant is often an archer (but not always), tends to be slightly less armoured and therefore quicker on his feet and is 
usually the rear-guard or Mageguard.  Again, Fighters, Bushi, Sohie, Monks and Clerics, along with Rangers and 
sometimes Bards, tend to make good general combatants, as does the occasional Barbarian. 

The company medic is a very important role, as is a secondary medic if the primary medic should happen to 
fall.  Obviously Clerics and Shugenja are the best to fill this role, but a Druid, Sohie or Paladin also makes a good 
secondary medic. 

Scouting is a role sometimes filled by either a Ranger, a Bard, a Druid or a Rogue, although normally as a 
secondary role in conjunction with another role outlined here. 

The Company Mage is a must!  Wizards and Wu Jen normally take on this role, but Bards have also been 
known to fulfil the position of Company Mage. 

Along with scouting a Rogue or Yakuza normally fills the role of Company Rogue – responsible for trap 
detection and elimination, locked door bypass and similar duties. 

Finally a Company spokesman is required, responsible for interacting with others outside the Company.  An 
Adventurer with a good Charisma and Comeliness scores are best, such as Bards and sometimes Paladins. 

1.5 - Classes 
Based on the above a good mix of classes is a must.  With so many roles to fill it is expected that one or more 

multi-class adventurers be members of the company, with multi-class adventurers performing secondary duties to their 
single-classed counterparts, for example.  A suggested breakdown would be: 

A Cleric or possibly a Druid, either as a single or multi-classed adventurer to provide the medic’s role and also 
some secondary combat roles. 



 

 

A Paladin is considered a must, both for the tank-like qualities of most Paladins and also as a secondary 
company medic.  Prophecy of Heroes will be much easier to succeed at if the Company has a Paladin, or at least a 
Paladin-like Cleric, Cavalier or Fighter. 

A Fighter or Ranger to fill either the tank or the general combatant role should be considered.  As a multi-class 
adventurer this provides flexibility by combining with the skills and abilities of the other class or classes.  A Barbarian 
or Cavalier could also be useful instead of a Fighter or Ranger. 

A Bard (or at higher levels a Minstrel) to provide the necessary Song and Diplomacy abilities. 
A Wizard to be the Company Mage.  A multi-class Wizard (such as a Gnome Illusionist multi-class) makes an 

excellent secondary Company Mage. 
A Rogue, again as a single or multi-class adventurer, to fill the Company Rogue role.  Two Rogues, obviously, 

are better than one. 
A Druid would make an interesting addition to the company, either as a Company Medic, scout or secondary 

fighter. 

1.6 - Alignment 
Übergame (and in particular Prophecy of Heroes) is a game of Heroes, so all of the adventurers should be 

Good in alignment – either Ordered Good, Chaotic Good or Literal Good.  A Neutral adventurer MAY be considered, 
provided the ÜM can be convinced that the player thoroughly understands the Übergame Alignment System and the 
adventurer has a well thought-out and convincing background. 

1.7 - Relationships 
Some interesting situation can arise when company members are related.  The most obvious relationship is 

between brothers and sisters, but cousins also make for interesting stories.  Obviously, siblings need to have at least one 
parent in common, while cousins allow more flexibility in race selection.  It is pretty obvious that two adventurers of 
the same race could be related, but it is also possible for Elves to be siblings and cousins with Half-Elves.  Likewise 
Humans could be related to Half-Elves and it is conceivable for Elves and Humans to be (half-) cousins as well.  Half-
Orcs could be related to Humans, Half-Elves or Elves with the proper background story.  It is harder for Dwarves, 
Gnomes and Halflings to be related to those outside their own race, as would Korobokura and Hengeyokai, although 
with the Dwarven love of genealogy it is not inconceivable for a Dwarf and a Korobokura to be distantly related.  Spirit 
Folk, on the other hand, could very well be related to a Human, at least as a cousin. 

If you do decide to be related to another player’s adventurer then the two of you would have to work out some 
common family details together, such as how you were related, parents, grandparents and other family members, 
homeland, etc.  The ÜM is willing to help guide any players desiring to be related. 

1.8 - Motivations 
Why are you adventuring?  What motivates you?  Suggested motivations that tie into the Prophecy of Heroes 

Campaign are given below.  These could also be used by a Ranger as their Favoured Enemy. 
Undead are always popular motivations, as are slavers, assassins, giants, orcs and goblins, either separately or 

in combination (eg Orc or goblin slavers).  Dragons, while rare, do make for interesting motivations, as does more 
abstract concepts such as justice, revenge, the defeat of Evil and making the world a better place. 

Suggested Deities for an adventurer to worship are: god of healing and agriculture, the sun god, the gods of 
light, any Good or Neutral god, any of the Elemental Gods. 

1.9 - Ubergame Rules 
The Übergame rules can be found at http://www2.peregrineit.net/. 
A username and password is required; please ask me for these. 


