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INTRODUCTION

GAME MASTER’S BRIEFING

TatTeEReD Fates is an adventure divided into three parts
that features a number of different game styles, from survival
horror, to intrigue, to investigation and desperate action. It can
be played on its own, but is intended to form the first part of
the modular Haarlock Legacy Campaign.

The adventure opens with the Acolytes being captured and
plunged into a nightmarish experience of psychic invasion,
pain, and darkness before waking into a hellish death—trap; to
escape, they must fight for their lives. Once free, the Acolytes
race to discover what is happening amongst the pageantry
of a great and surreal carnival before discovering where they
must be and what they must do in order to stop the death
of an entire world at the appointed hour of fate and stop a
hideous evil from gaining possession of a vital part of the
dread Haarlock Legacy.

TarTerep Fates will reward involved and imaginative
play, and the adventure itself is intended to take two to six
Acolytes somewhere between six and ten sessions to complete,
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depending on how many of its options are used. The Acolytes
played may be of anyfrank with some modification of the
opposition presented here (although ranks four to six are
perhaps best), and"in fact the context of the opening episode
in the Red Cages of Xicarph makes an ideal way to introduce
fresh players and novice Acolytes into a DArRk HERESY
campaign.

BACKGROUND SYNOPSIS

Longdago during the birth of the Calixis Sector, the Rogue
Traderline of Haarlock brought with them across the stars a
servant to protect their secrets. Ancient and terrible, it knew
every price the Haarlocks paid for power; it was named the
Widower and brought death to any who would try to learn its
master’s secrets. The Widower was a protean terror, a thing of
many shapes and endless masks. It was bound to the strange
power of the Steel Clock at the heart of the Haarlock estate in
the city of Xicarph and only obeyed the will of a scion of the
Haarlock line. Prophecies whisper that it will reappear in the
time when the sun above Xicarph turns black and the Light
of the God-Emperor is lost. The Pilgrims of Hayte, a nihilistic
warp cult, seek to claim Haarlock’s Legacy and believe that
the Widower can reveal its secrets. So, the Pilgrims have come
to Quaddis to claim the Widower through a diabolical plot.
They have bought the services of the infamous Beast House
slavers to bring them individuals who have been marked by
warp spawned prophecies and amongst whom they hope to
find one who has the blood of Haarlock and can command the
Widower to reveal the Haarlocks’ secrets.

The Widower, however, has its own plans. Spiteful and
enraged at the Pilgrims’ plot, it seeks to manipulate the
Steel Clock and the Grand Conjunction to bathe the world
of Xicarph in the light of Komus, the Tyrant Star—a sight
captured centuries ago by the Haarlocks’ power—and lay all
to waste.
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CHAPTER I
THE QUADDIS

GAZETTEER ‘

THE WORLD OF QUADDIS

onsidered by some that have heard of it to be little
‘ more than a myth, Quaddis is a strange world, and one

unique in the Calixis Sector both in political structure
and history. Quaddis is not a planet eaten up by agriculture or
vast and hungry factories, but rather it is bound to the whims
and caprices of the elite of many other worlds and is carved up
into their private kingdoms. Quaddis is a world isolated and
protected, a false paradise of captured wonders and of long
buried secrets.

Having only one city, the remainder of this pleasant and
temperate world is given over to vast estates known as fiefs.
Each fief is used for whatever diversion the owners wish, from
cultivating rare vintages to hunting exotic creatures.A fief is
the absolute realm of its owners, and within it, they are subject
only to their own laws and the lore of the Throne, though
“what the Emperor does not know,” they claim, “will not
hurt him.”

Quaddis’ star system is also unusual in tw@ ways. The first
way is the strange and erratic orbits of itsfmany small planets,

which lead in turn to many strange and unpredictable tidal
fore€s and eosmological phenomena (of which the “Grand
Conjunction” is the best known). The second way is that the
system js‘almost alone in its volume of space, far from any
otherdnhabited systems, unattended by trade routes, and not
appearing on many star charts.

PLANETARY HISTORY

Quaddis is a world that would not exist if it were not for
the peculiar circumstances of its foundation. As the Angevin
Crusade swept through the volume that would become the
Calixis Sector, it discovered many worlds, some of which
were inhabitable and a great many of which were not. Of
those capable of supporting life, some were bitterly contested
through war while others never felt the footfall of sentient
creatures. Quaddis fell into the latter category, discovered by
a small expeditionary fleet under the command of Faustino
Haarlock, second son of the Haarlock line. Quaddis was then
unnamed and unexplored, and the only habitable planet within
this volume of largely empty and otherwise unremarkable
space. Haarlock was notoriously farsighted and immediately
designated the world as a newly founded open colony,
dividing it into independent development fiefdoms and giving
it the name Quaddis in reference to an ancient Terran force of
judgement. Quaddis was graded as possessing great potential.
However, because it was completely undeveloped and existed
in a near stellar desert, it would require considerable resources
to develop, resources and effort that at the time the Crusade
could not afford, and so the matter was given little thought
by Haarlock’s superiors. During the normal course of events,
matters would have progressed until viable settlements were
established, at which time governance of them would have
passed to the world’s first fully mandated Imperial Commander.
At that point, Quaddis would have taken its place in the
Imperium and have passed under central authority, and so it
would have (albeit slowly) were it not for Faustino Haarlock’s
cunning.

Haarlock’s plan was elegant in its simplicity. He reasoned



