The thirteen orphans
The characters are all patients of the Albion resting home. They are not considered all out lunatic and not dangerous to the society. But they are a bit odd. The psychologist Elisabeth de Barge is trying a method of making they recover by sending them on a fake mission. A mission that quickly turns real. The characters/patients are sent to investigate why a local band of Black Shirt fascist are harassing the local Orphanage, the story soon takes some very drastic turns. 

Summary
The agents set out to investigate the activities of some local fascists in the village of Dorexter. As the Black Shirts harass a colonial orphanage 17 small children gets possessed by earth spirits. The possessed children then start to take a gruesome revenge on the local fascist. The agents needs to find out what is going on, including a dark secrete from the last war (British military possessed children during the Great War). Then they must stop the Nazis from killing the children before realising them from their obsession by watching a terribly bad school play.

Twists
The first twist is the fact that the agents are only part of a field test by the odd psychiatrist Elisabeth De Barge. However they soon have are involved in a full scale and dangerous mission.
This scenario also has many interesting moral aspects. The fascist is an obvious villain but are also the victims of the earth spirits/children’s terrible revenge. Possessed kids where once part of a morally distressing military projects that had a noble course. Or was it? The solution of the whole scenario is also a bit unique. The agents simply have to sit through a very bad school play. But before reaching this peaceful ending there will be plenty of death and violence. If agents gets sloppy and starts killing children or fascist without thought make sure to lower their Aura as a penalty.


The full plot
The plot is a bit complex but once the scenario starts one thing will lead to another, just keep track on the timeline and read the full plot carefully.

The Orphans
The Dorexters Orphanage of Colonial Infants is a well-run institution for mostly coloured kids no older than six. It has a long history. Kids ending up here will have a happy and idyllic time until they get adopted or sent back to some recently identified relatives. The misfortunes about to be suffered by some of kids are in many ways the result of a series of unlucky events. They all start with the stepdaughter of a British Lord who voluntarily for the orphanage. Greta Gorth is a kind, sweat and caring person, but she is also rather naïve and not knows for thinking before acting. She has lots of contact with her uncle Harald Eklund. He is a Swedish Asa-priest who during the Great War assisted the British government. Has hid some magical files in the Lords estate, knowing they are sought after by the Fallen. Harald is not present in this scenario.

The dark secrete
During the Great War the tunnels became an effective part of the trench warfare. One of the commanders of the British mining effort was Colonel Lord Gorth. To get the tunnel work more effective Gorth contacted his wives brother who had a shady past as priest of a small Swedish Asa-cult. The idea was to find a natural drug that would make them more courage’s. After some failed attempts in which over fifty British soldiers are blown apart Harald becomes very engaged in the war effort and come up with a strange idea.  He can contact Earth spirits and let them possess children; they can then build tunnels with great speed and skill. As Germans would be unable to match them they would be practically safe under ground. The two men secretly make a deal with the principal of the colonial orphanage and his young assistant, the newly widowed Mary Higgins. They take 20 children and then secretly possess them with spirits from the old hill. The kids are shipped to the front in the beginning of 1916. Things go splendid for a couple of months. Several tunnels are built. The spirits/children gets involved in the war and builds up an unhealthy hatred for the enemy. Then disaster strike; German Fallen manages to capture a child and tortures it to confess the plot. They then set a clever trap and ambush the children. Only two survives (now the two caretakers at the orphanages) and the spirits return to the hill. The whole project is shut and hush down. All involved are very regretful and the files are hidden at Goth’s estate together with some books and a large Rune stone.
 
Greta finds the books and the stone
While the father the Lord is in France studying the Maginot line Greta is searching the basement for antiques. She finds the books and the Rune stone. Greta believes they form a blessing ritual for young children. Greta has an obsession with home designing and making of scenery; unfortunately her talent in this field is very bad, almost at the point of being a social handicap. With her tremendous energy and talent for misunderstanding she sees the scripts as a way to make a little play about her fathers and mother home country of Serbia. Using the head she makes some hairy scenery and after a quick translation the script is transformed into a totally incoherent school play boldly named the blessing of the Viking children. She also fined a Rune stone necessary for the ritual. As Gorth is a way on a military assignment in France he has no idea what she is doing.

Greta Gorth
This adorable and nice person is also heedlessly in love with Captain Donald. They are both a bit shy and she gets very giggly when the Captain is around. Greta is not a fighter and her only defencive move is screaming loudly.
Reaction: -5		
Defence: 11	
Toughness: 3	
Pain limit: 12 
Strength: 1
Aura: 5
Melee: -5
Perceptive: 3
Speed: 15
Interactive: 8

The play
Having a charming personality and an impressive stepfather nobody at the school has the guts to tell her that the whole play is rubbish. The kids are too small to understand any school play so they sees it all as a marry game, especially as the rehearsals are kept at a minimum and the kids has rather free hands in decorating the scene. Greta quickly finds a perfect stage for her Viking Epos; the Dorexters summer Garden Fair. What she doesn’t know is that the play is in fact a way of giving the children strength by the grumpy Earth Spirits. 

The crash
As the curtain goes up on the scene at the opening day of the fair 17 small kids are dressed up and ready to deliver. Unfortunately for them, a bunch of racist Black Shirts visits the fair. They scream and disrupt the play, some locals intervene and a brawl starts. The kids have to leave the scene crying and are bussed back to the orphanage. But they don’t get there. Turmoil erupts as some Nazis fell a tree in front of the bus. As the buss ploughs down a gully earth spirits possesses the sad children en masse. The buss and it hits a tree. The driver, a teacher and Greta are all knocked out by the violent crash. The possessed children take the unconscious Greta and heads of for the local Barrow.

Revenge
The children/earth spirits then starts a bloody revenge on the Black Shirts. The black shirts will die at an alarming rate and the agents have to solve the problem. They must also stop the Nazis from killing the children.

Ending the possession
As the players find Greta and wakes her up from her unconsciousness, she will convince them that the possessed children should play the play once more and this time the reception must be much better, then the spell will be broken. Players now have to gather some viewers, get the play started and endure it without a mental collapse. And of course keep the last Black Shirts at bay. 

Extra relations stuff
To make the scenario more interesting the are two social situations that are interesting to know about. First one of the characters will have an unknown child at the Orphanage. Secondly one character will is in love with a NPC Greta Gorth. This will help driving the scenario forward and blocking players from going berserk and kill the poor children.


Places of interest 

Albion Resting Home 
This is a recreational resort with good health care resources. The players stay here and bring Greta here if they find her.
The place is clean, light and fresh. Modern at the same time as it got a nice atmosphere. The doctor running it is very competent and has worked in Hong Kong for a long time.  The only possible draw back might be the Asian food that might be too much for characters with Conservative or Greasy food as personalities. Sushi, Wontons and Chop Suey is most likely to feel strange for other characters to.

Barhill
This historical site is a hill topped with a great Barrow; this is the home of a clan of earth spirits. No traces of them can actually be found until the crash of the bus. The locals dislike the hill and avoid it. They also avoid disturbing it so it is overgrown with bushes and small trees.

Dorexters Orphanage of Colonial Infants
The Angelical church runs this institution. A nice, clean and friendly place almost to the point of being suspicious. The home is however exactly as nice as someone could expect. The place is happy and nice with green parks and sparkling little children in every thinkable colour. There is however a very sinister looking graveyard at the far corner of premises here in unmarked graves is the casualties of the Great War buried. In the graveyard the kids also play with the “little people”. One child was locked up in one of the grave chambers by the fascist’s thugs, this is one of many reasons the kids are very afraid of the Nazis.

Principal Mary Higgins
This stern and very skilled teacher has made the Orphanage what it is today. She is a straight forward, tough but slightly cold woman. She has a huge collection of rocks and is an armature geologist. She does however have a dark secrete. After losing her fiancé in the war she was part of the plot to possess the children. She regrets this deeply. So did her predecessor Clark who hanged himself in a fit of depression a few years after the war. Higgins then took his job.

Mr Bowles
This somehow grey and unsure middle-aged teacher is hopelessly in love with Greta. He will stare admiringly at her, even when others are around. A JoC 15 while Bowles is around Greta will confirm this. Mary Higgins can also confirm this and that Greta has rejected him several times. Being rejected he has been convinced by the fascist to deal them information to get some degree of revenge. 

Harassed by the Nazis
Since the fascists had scared away the only Jewish native the Orphanage has been the target of their foul activities. A number of unpleasant incidents have taken place over the last months and it hade made the Nazis even more unpopular and alienated from the rest of the community. Here is a list made by the police.
Someone painted “GO HOM” on the wall. As most of the kids are excellent readers they did not understand this provocation.
Just as the first scribble had been painted away a new message appeared “BOONGO KIDS GO HOME”. As the kids consider the Orphanage their home this was not especially upsetting either.
Kids on an excursion in the Barhill woods were threatened by a number of Nazi thugs from the factory. The kids get upset.
A Jewish star is painted in yellow on the wall of the orphanage. 
One of the orphanage goats are hanged from a tree and marked by a yellow star.
Stones and bb-guns break a number of windows.
One of the kids are abducted while playing in the park and locked in a grave chamber of the former principal.
A band of men tries to break in to the orphanage but the principal, Mary Higgins who hits one of them, fires them up on.
The last days a policeman has been on patrol around the orphanage and no incident as occurred.

The fascists and their factory
Dorexters has become something a refuge for London based Nazis. One of the parties few sponsors, a certain Albert Grey, set up a brick factory here in 1938 and moved in a number of Black Shirt members who did not feel safe in London. About 20 of them live here, most with their families. Grey even built them a special little suburb to live in. Their assimilation with the rest of the village did not go well. The villagers were suspicious from the beginning and the rude fascist thugs quickly came into conflict with the peaceful natives. Conflict escalated after the popular tobacconist Jimmy Goldstein felt forced to leave. This escalated further when the harassment of the orphanage began. The local church has organized resistance against the fascist, demonstrating and having meetings. The tough Nazi thugs are in return threating the whole village and the police are busy finding ways to solve the situation. They have gotten many reports of Nazis training in the woods with weapons (true) and also about strange ceremonies (sort of true) with satanic sacrifices (false). The ceremonies are just made up Viking style drinking parties and the fascist has no religious/occult agenda.

A secrete army
While there is nothing occult about the fascist in Dorexter, they are up to fishy stuff anyway. They are stocking up weapons and training for a racial war. They got both rifles, revolvers and explosives ready for use in the well hidden secrete basement under the factory. Their plans for actions are rather confused and the guns are mostly for “self defence”. When the workers of Britain starts a fascist revolution the Dorexter Nazis will join the fray and start eliminating communist, Jews and a bunch of other people who has been unfair to them. Knowing they are few and realising no revolutions are apparent the fascist are happy with harassing the orphanage.

Director Charles Dandrill
The head of the Dorexter fascists is a certain Charles Dandrill. He is also the director of the factory. He is the only member who is actually from Dorexter. Director Dandrill is actually a rather decent man despite his twisted political sympathies. He is trying to control the more aggressive elements of the group especially the militant psychopath Bob Renaud. This is a stressful job and Dandrill is on the brink of having a nervous breakdown. He actually wants to quit both the party and the factory.
When Dandrill dies in garden accident Bob Renaud will take over and things will quickly get out of hand.
Reaction: 1		
Defence: 12	
Toughness: 2	
Pain limit: 11 
Strength: 3
All melee: 1
Perceptive: 3
Speed: 12
Interactive: 5
Weapons:
38 Revolver:2
 Range 2  Dam 3


Foreman Bob Renaud
Bob Renaud is an ambitious, ruthless and unrealistic individual. He has no family and is obsessed by Nazism. The later despite him having a rather dark complexion, brown eyes and black hair. He wants the works to arm them selves and starts a guerrilla like war on society. The more stable members with family are not to enthusiastic about this. When the fascist comes under attack from the Earth spirits/orphans he will however quickly gain more followers. He has been in Germany on political educations and has German contacts in London. Through them he will send information about the attack and get instructions to strike back at the earth spirits using explosives. If he survives he will get further instructions to get the Rune stone

Reaction: 4		
Defence: 14	
Toughness: 5	
Pain limit: 13 
Strength: 5
Melee: 6
Perceptive: 3
Speed: 12
Interactive: 5
Weapons:
38 Revolver : 5
Range 2  Dam 3

The base
The factory is solidly built in double brick stone. A 10-foot fence tipped with barbed wire protects the premises. The Iron Gate, all doors and other security details are oversized. Two aggressive German shepherds Tor and Balder also guard the area. In a small hut inside also lives the slow witted but dangerous caretaker Cody. He and his dogs will actually try to kill anyone entering the factory after closing hours.
Cody
Reaction: 3		
Defence: 13	
Toughness: 6	
Pain limit: 13 
Strength: 6
Melee: 6
Perceptive: 5
Speed: 11
Interactive: 5
Weapons:
Dubble barrel shotgun: 5
Range 2  Dam 10

Tor and Balder
Reaction: 5		
Defence: 12	
Toughness: 8	
Pain limit: 14 
Strength: 2
Melee: 5
Perceptive: 10
Speed: 20
Weapons:
Bite: 5
Dam 3 Sharp


Checking out the fascist
The agents can check out the Nazis base in two ways, an open visit or sneaking in. An open visit will most likely get no further then the main gate. If the agents bluff they might get in to Dandrills office and have a talk with him. He will however only talk about his bricks and cannot be tricked into politics. With about 20 hard-core fascist workers with sharp tools and bad temper any attempts to be tough are bound to fail. 
Sneaking in at night. This will lead to a confrontation with the dogs and the shotgun armed Cody. 
The fascist is best observed from a distance or dealt with when they leave their base.

The fascist village
This peaceful looking place is home of the fascists. The brick houses are simple but functional and the gardens are in a mess. Despite its nice houses it’s a rough neighbourhood and it can be felt upon entering it. An angry woman yells at her unwashed kids and from a house the sound of a loud argument can be heard. Pretty soon after loitering in here some brutal looking thug and an unfriendly woman will ask what they are doing. If not leaving a bunch of kids will start throwing rocks at them calling them communist spies.

Fascist thugs
Reaction: 1		
Defence: 12	
Toughness: 3	
Pain limit: 12 
Strength: 5
Melee: 3
Perceptive: 3
Speed: 12
Interactive: 1
Weapons (If armed up):
38 Revolver: 3
Range 2  Dam 3
Ross Rifle: 3
Range 10 Dam 10
All rolls of 1 or two that is not a fumble is an automatic jam.


Time line
With this places in mind the scenario can start. Use the following timeline to keep track of events.

Saturday
15.00 Checking out the Black shirts.
16.00 Orphanage (relative kid and Donald meets Greta).
17.00 Inspecting the scene with Greta.
18.00 Talent show.
20.00 School play performance.
20.31 Play interrupted and ended.
21.10 Kids leave for home.
21.19 Nazis fell tree on road.
21.21 Buss goes off road and ends up in gully.
21. 25 Possessed kids leaves with Greta and moves to Barhill.
11.00 People from the home calls characters.
Sunday
00.00 Nazis holds emergency meeting at factory.
04.30 Spirits rig trap on Dandrills garden path. 
06.30 Spirits lure German Sheppard’s out and trick them into the pond.
07.00 Spirits rigs trap with tree. 
10.00 Director Dandrill killed by garden trap. 
11.45 Worker Alexander killed by falling tree. Fascists call the police.
15.05 An earth cellar collapses and kills a woman in the fascist village.
During the day the agents may:
Find director Dandrill.
Find two drowned German Sheppard’s in pond.
Find strange holes in basement of empty house.
Investigate the falling tree.
Find clues in the Gorth Estate basement.
Visit the orphanage.
In the after noon:
16.00 Lord Gorth arrives.
17.00 Floor collapses in factory hall trapping Cody helplessly.
22.00 Greta wakes up and tells the truth.
23.00 Nazis tries to blow up the Barhill Barrow.
24.00 The school play is preformed again.

Starting up: 
The characters are all patient staying at the Albion Resting home. They all have varying mental disorder, but no one is bad enough to stay at a mental hospital. They are also all employees of the military. An odd psychiatrist (see her character sheet) has set up a strange plan to cure them by giving them a phoney mission. The characters are contacted by a major Willis (actually he does not exist) and given the following order:
Investigate and disturb the activities of the local Black Shirt Nazis. Take special note on the Black Shirts interest in the local Colonial Orphanage. 

Saturday
The first visit of the orphanage, a loving scene 
When the characters first visit the institution they will not only meet the unknown child (or sibling etc.) of one of the characters. One of the characters will also fall in love with Greta Gorth who works at the institution. 
The meeting with the child will be a heart-warming scene, there are a few genetic similarities between the agent and the other agents will easily (JoC 10) recognize this. The child will be generally adorable and the character will most likely get attached to it.
Captain Donald is in love with Greta Gorth and cant take his eyes on her. The feeling will be mutual; it’s a clear-cut case of love at first sight. The character that gets in love is preferably the richest, unmarried male agent in the team.
The two lovebirds will start to court each other at once. Greta is a well-mannered girl and will not do anything immoral, at least not before the first date. Before leaving Greta has invited the agent to come and se her arranged scene in Dorexter village.

Mystic figures
In the hall there are a lots of drawings made by the kids. Many of them depict small shady figures playing with the children. At first the characters wont notice them but after the following incident they might get more interested.
While the character that has a child-relative at the orphanage spends some time with the kid at a strange thing happens. When taking a stroll into the garden the kid suddenly starts to wave aimed at some dark shrubbery. A small shadow moves there and the kid runs forward.
“Hello! Do you want to play?”
When he reaches the shrubbery he stops disappointedly. 
“They never wants to play when grown ups are around…”
The characters get a strange taste in his or her mouth. Like mineral, iron. (Don’t mention earth).
When asked the kid tells about little friends who sometimes play with them. They are fun but not always nice, always thinking about them selves.
No more clues will be available about the little playmates until after the crash. 

Inspecting the scene with Greta
The same evening after the visit Captain Donald meets with Greta to see the scene she decorated for the play. It is in fact rather ugly, consisting of a small pink house, a couple of brushes set together as a forest, and in the centre a mountain of papier-mâché with the Rune stone. The stone wears a red knitted cap on the top.  The background is a mishmash of things; fruit, flowers, angels and a bombing aircraft all painted by the kids with a certain lack of enthusiasm. Greta loves it however and talks about it happily. She effectively ignores any type of critic. 

Diner at the “Merry Boar”
After the inspection the couple goes to the Merry Boar for a plate of their famous sausages and mashed potatoes. As the goodies are consumed the pub gets a visit from a couple of fascists in number that could be handled by the agents at the scene. They start drinking heavily and they provoke a fight with the agents. It will end up in a regular bar fight some locals may join in if the agents preforms poorly. Otherwise its best if the agents win and become local heroes.

The garden fair
On Saturday morning 11.00 the garden fair starts. The whole village becomes crowded with visitors, exhibitions and market stalls. There are activities like best in shows, lottery, talent shows and other performances.

Checking out the factory
After the fight last night the agents might use the day to check out the fascist factory. It is more or less empty except for the dogs and Cody. The agents will however notice that two men are leaving the factory just as they arrive. One have an axe, one has a large saw.

[bookmark: _GoBack]The talent show
Right before the Play there is a talent show. Agents may participate if they want. The other contestants are:
Mobby the dog. A sheep dog that can play dead and walk on its hind legs. A favourite. Will suddenly leave the stage after a cat and not return until the next morning.
Sandy Pips the juggler. A ten year old girl who juggles with bottles. Will get a bottle in the head and start crying.
Mr Bedlovs the poet. Read confusing poems until being dragged of stage. A good warm up for the play.
The church coir. After having a wild argument about what to perform behind the scene only the males enters the stage and gives a rather strange version of Holy night. 
The black sheep. Ten inhabitants of the fascist village enter the stage in Viking outfits and preform a very good piece of Wagner Opera. The audience is stunned by surprise at the high quality.
A jury picks a winner. Most likely any of the agents preforming will win. The black Sheep’s will under no circumstances win, despite being by far best. The fascist visitors will get upset at this.
The winner will receive a huge trophy with the inscription Dorexters brightest talent 1939. It will be the last fair for six years.

The play
After the talent show there is a half an hours break when Greta and mister Bowles sets the scene. 
The play opens and the kids tumble in on the stage. They starts a slightly chaotic ring dance lasting for a five very long minutes and then the oldest kid (may be the relative of one of the agents) reads hesitantly from a his script.
“A long… time ago…. There where 7 young gods… they meet the squrr… squar…Squaari… An animal. Ra… rata… ra… Who was a rat.” Painfully slow he works his way through the script in this way.
Then a number of small children in medieval outfits comes storming in on stage and a starts a mock up swordplay that quickly gets out of hand as the kids starts fighting each other for real. Two girls starts crying and Mr Bowles and Greta comes seeping in dragging the kids out. This is somehow the climax of the play. 
The next 20 minutes are dedicated to kids unsuccessfully trying to read aloud the badly Tran scripted Swedish rimes. About now the more inpatient part of the audience starts sneaking away. The Nazis also arrives and starts making laud and disturbing comments.
“Do you speak English?”
“Get some English kids up there instead?”
“Buu, how old that bongo moronic, two years?”
The two policemen on the spot tries to intervene but are not successful and most likely it will erupt into a full scale brawl as the agents and some of the more aggressive villages (like the ladies church) group will try to silence the Nazis.

The end
The audience is more interested in the fight then the play. First Mr Bowles and finally Greta realize that the scared kids must be hoarded of stage for their own safety. The now hysterical kids are moved in to the village school where they get a snack and some comfort. After an hour they have calmed down enough to be moved to the buss, which will take them back to the orphanage. Greta and Mr Bowles go with the buss and Mrs Phelps drives. The characters will have their hands full with the Nazis and the police who needs a few questions to be answered. If any character manages to get on board the buss they will be struck unconscious in the crash and loose any memory of the accident.

The crash
On the way back from the village two fascists will fell a tree over the road in front of the school bus. The buss brakes, turns left and crashes down a gully and into a big oak. In the violent bumping both Mr Bowles and Greta are knocked unconscious. Mrs Phelps gets horribly impaled by a branch going through the windshield and dies at once. The kids are getting hysterical and cant get out. 

Possession
 The earth spirits have followed the bus after being fully awaked by the play. The children’s hysteria and the death of Phelps get them excited and they possess the kids en masse. The kids quickly calm down and now set their aim at escape and then revenge. The kids open a trapdoor in the floor of the buss and then get out dragging with them their beloved teacher Greta. They then get her on their shoulders moves away, leaving no traces.
The Gnomes
Gnomes are a strange beings living deep in hills and burrows. They appear to have been creative at the same time as earth is self. They move through the earth, their element, using tunnels that they can dig at amazing speed. Gnomes like to work and can be summoned by humans by possessing children. They were once commonly used in mining operation, before Christian priests stopped the practise. Gnomes are normally not aggressive, but if harmed they will take revenge and they will never forget a mischief. Their memory stretches long back. They will avoid direct combat, relying instead on ingenius traps and other rigged accidents.
Humans sense their presence as a taste of dust in the mouth, or as a feeling of heaviness. We seldom see them, except as a brown shadow, or as the shifting of shadows in a late night room. Children may see them, may play with gnome children, and then forget them as they age. In great age, the memories come back, as a misplaced treasure found again.

Gnomes while possessing children
Reaction: 5		
Defence: 15	
Toughness: 5	
Pain limit: 13 
Strength: 1
Melee: 2
Perceptive: 10
Speed: 15 (3 Digging)
Making traps: 10

The spirits put Greta in a glasshouse and move to the hill
After leaving the buss the kids head for the Barhill barrow. As Greta can’t be squeezed in to the tunnels she is put in an old glasshouse belonging to Henderson’s shutdown farm. The spirits put a magical seal on the glasshouse making it look like a shrubbery and almost impossible to locate. The spall will slowly fade and on the afternoon of the following day the glasshouse can be found. The spirits then move to the hill for a shirt meeting making quick plans how to revenge on the fascists.

Searching and checking the crash site
The tree is on the road, and the bus is standing crashed at the tree down the gully. Its mauled bit not smashed up to bad.
The earth spirits leave no traces, as they don’t affect earth. A Successful Track 20 will find very vain traces of a body lying on the ground; this is where Greta was temporarily laid down.
The busses doors are shut and stuck. A Strength 20 is needed to get them open. 
The buss is empty of children and Greta is also missing. 
Bowles is a live but unconscious. Phelps is dead. A First aid 15 or Autopsy 10 shows that there I is nothing strange in their condition. 
A Search 25 in the bus will discover that the trap door is not locked and might very well be the best way out. It’s more fun if the characters discover the trap door on a second visit in the morning.
In a culvert under the road a Search 20 will revel a button from Greta’s sweater. It’s the only trace of her.

No traces, but a meeting at the factory
The agents, police and some voluntaries will search the whole night without finding any trace of the kids and Greta. However closing in to the factory they will notice that its filled with fascists and that they are holding some kind of meeting. Sneaking in is not an option as the to large German Sheppard’s effectively will bark and attack. But there are some options.
Knocking on the gate will confront the players with Dandrill and Renaud. They will husk them away stating they have not kidnapped or harmed the children.
Sneaking close to the fence by the main hall voices can be heard. Observation 15 will tell that there is a loud argument about what to do. The discussion indicates that the fascist not have kidnapped the children, but know they will get the blame.
Waiting in ambush the agents can surprise some members when leaving. This will result in a fight. If they ambush Dandrill in his car he will be cooperative even without threats. He admits being feed up with Renaud and the other London brutes. They felled the tree over the road, but then fled and had nothing to do with the vanishing kids.

The investigation starts
At this point in the morning the search will probably turn in to an investigation. It will be disrupted by events triggered by Spirits and Fascists. The investigation will slowly unfold the terrible secrete from the Great War; that kids from the Orphanage where possessed and used as tunnels. Once this plot is unfolded the trick is to stop fascist from blowing up the Barrow and then get the spirits to replay the play. Those turning the possession. Here is a list of things that can be done that is not so much inflicted by other events. A full description can be found on the following pages.

A call from Dandrill.
Talking to the villages to find info.
Visit the small local library. 
Search the Gorth basement for hidden clues.
Talk to Greta’s relatives.
Visit the Orphanage for more clues.
Visit the Barhill.
Bother the Fascists.


Starting the revenge with rigging a tree
The spirits now starts a full-scale war on the fascists. They will rig a number of traps killing a number of fascists. The first trap is dig out the root system under a tree and then tripping it over a fascist on his way to work in the factory.
When the characters arrive (probably after the police) they will find a not so pleasant scene. A large aspen has tipped over one of the fascists. Crushing him. Only an arm and a leg are visible. The man is apparently a Douglas Alexander, a 54-year-old party member.
A Botanic or Fieldwork 12 will show that the roots of the tree are dug off so that the tree will trip over.
Strangely Douglas bag can be found about 100 meters from the tree. It has been emptied; a box with sandwiches is lying empty next to an empty thermos of tea. A Search 15 will find a loaded revolver a few yards from the bag.
Geology or Search 20 will find a small badgers hole under a stone close to the bag.


Tricking and drowning the shepherds
To get access to the factory the spirits digs a whole under the fence and then tricks the dogs out, leading them to a near by pond. In which they are drowned. The agents when passing by can find the dogs.

A call from Dandrill
If the characters have not confronted Dandrill earlier he will call them and admitting his men felled the tree but did not touch the kids. He will then hang up. He has by now started to pack and intends to leave Dorexter before things get out of control. Which they obviously already have.

Trapping and drowning Dandrill
The spirits rigs a strange and horrible trap in Dandrills garden. One of his garden step stones leading to the garage is rigged as a trap door as he steps on it flips around. He gets stuck under it and drowns.

The scene
The agents will likely go to visit him after his call. Arriving to Dandrills house the characters will find the trunk of his car open with a suitcase in it. If going on the step stones to the front door they will trip at the trap but not fall into it as Dandrills body is in the way. If taking another way Search 10 will spot a pair of keys lying next to the step stone and they discover the body and the trap. A Carpenter, Mechanics of Field work 15 will revel how the trap works. 
The keys are to the factory, his home and more interesting, to the safe there. 
In the house not much of interest can be found except letters from prominent Nazis in both Germany and England.

Undermining an earth cellar
The spirits undermine an earth cellar used for food storage by one of the fascist families. A housewife dies buried under the earth. There are not many clues. This incident will get feelings in the fascist community to reach a fever pitch. They now feel like under a well-directed attack. Which is not untrue.

The theatre scene
Checking out the ugly s décor the large rune stone will catch the agent’s interest. When checked closer it appears to be very old. A Sixth sense about it will show that is have awesome powers. After finding out the runes it text scribes:
Spirits of fire. Spirits of wind. Spirits of water. Spirits of earth. They al have a will of their own. But they must obey the wise who knows the old songs. Obey him you flaming. Obey him you ripping. Obey him you sinking. Obey him you dark.

Visiting the Gorth estate
Lord Gorth is in France but is on his way home after getting the news. Greta’s mother Jenny is having a nervous breakdown and is hardly able to speak. She has no clues about what could have happened. If asked about the statue she will tell that Greta has found it in the basement.

In her room they will find a sporadically written dairy. In this they will find out a couple of interesting facts.
Greta has intensive contact with her uncle Harald who lives I Belgium and “teaches her wonderful things from the myths of the Nordic countries.”
She has found a locked room in the basement of the estate. After breaking the lock open she has found the Rune stone, a set of old nails, some strange books and also archives from the Great War. 
Using text from one of the books she sets up the school play and kicks of the project.
She is bothered by mister xxxxxxxx who pleads her his love.
She has fallen in love head over heals with agent xxxx.
In her room the 5 nails can be found. These have a strange effect that can be figured out after the scenario. If placed on the ground no fallen can pass them. Here are also the book called The songs of Njal the wise man. It’s basically a book of spells. Se page xxxx.

The basement
Finding the room in the basement is not too hard. Here the most interesting thing left is the archive. The books are more common types that could be found in many bookstores in Stockholm. But the archives tell a frightening story.
In 1916 Gorth is head of the engineering department of the British expeditionary forces on the western front. Tunnel warfare has just begun (se side bar). Gorth needs way to make his men to cope with the horrible circumstances in the tunnels. He contacts his brother in law a Swedish Asa-pagan and wise man. They discuss different possibilities but find no way to keep the men both alert and brave. Instead Harald experiments with earth spirits he has found in Barrow. They possess a number of children (about 20) and send them to the front. Here they serve supremely and appears invulnerable. But after a year the Germans sets a trap and kills most of them. Two survivors are sent home and the whole project is shut down. Miss Higgins is apparently part of the plot. All concerned are very regretful of the whole story.

Visiting the Orphanages
At the orphanages many kids talk about the “little people” often playing with them. Many have drawn pictures of them. Some older framed drawings also show the little figures. There are also many pictures of the movie Snow White and the seven dwarfs they have just seen it on cinema in the village.

Confronting Mary Higgins
When confronting Higgins with the truth she breaks downs and tells the whole story. She will admit that the spirits might be involved again.
“We thought they were safe. They were so superior to the clumsy Germans, so silent so swift. But The Germans caught one and they tortured him. Then they made an ambush. They killed them all. Only Ken and Larry survived.”

Ken and Larry
These two caretakers are in fact the two surviving children from the war. They hade very blurred memories of the war. Mostly explosions. They do however remember the ambush.
“They where not humans. They were dark creatures in human shapes. They had big guns and fangs and tentacles and spider legs. It was horrible, so horrible. But before we left for home we revenged them. We blew their nest up. Drowning them in earth. They got what they deserved!”

The tunnels and Greta’s resting place
Later in the day the agents or some policemen will find something strange in the basement of Henderson’s abandon farm. There is a small tunnel into the wall of the basement. Outside it lays a school jacket. The hole is way to small for any grown up. The agents can suddenly here cries from inside the tunnel. It’s the relative kid being homesick. If they call into the tunnel they get a faint. “Hello!” As reply. Then they will here quick steps moving away.

Greta’s resting place
Shortly after this they will discover Greta’s resting place. Preferable with Sixth sense. She is nicely placed on a bench just like Snow White in the movie. She has a bump in the fore head and will not wake up until later in the evening and can be carried two the resting home for examination.
Attacking the factory
At nightfall the floor of the factory collapses. The exact time can be adjusted to suite the plot. The Spirits has spent the whole day undermining it. This will preferably coincident with the characters passing by or when they are inside the office testing the keys they found by Dandrills body. As the dogs are gone they can now sneak in easily and check the office and the safe. They can then save the trapped Cody who is stocked in the masses. The secret basement can now be seen. But Cody tells all the weapons and plenty of explosives have been picked up by the other fascist and that they will blow the hill up.
The fascist have contacted their German superiors and got instructions how to fight the spirits. They will firstly steal the Rune stone; the theft should not be played unless the playing characters guard it actively. They will then be overwhelmed by heavily armed fascist who takes the stone and tied them up (or kill them if you have extra characters ready). When stealing it the fascist a witness has heard them saying: 
“This will lock those pesky children in hill so we can blow them up!”

Greta shows up
Before the battle of the hill Greta will turn up. She is tied but moving about. She has talked to her uncle and knows what happened. The kids have been mistakenly possessed by Earth Spirits. By placing the Rune stone back on the stage and letting the kids finish the play the possession will let go!

Battle for the hill
They have dragged the Rune stone upon the hill and Renaud has red a spell that keeps the spirits confined. Armed with revolvers and some rifles the fascists have deployed in numbers on the hill and started to plant explosives. The bushy and dark hill is sets for a very confusing battle and the spirits if the fascist starts taking casualties they will flee quickly. But a show of with Renaud is a good climax. After scaring of the fascists Explosives 10 will disarm the charges. 

Getting kids to the scene
Renaud has a paper with the spell locking the spirit. Spoken close to the Rune stone it can the players can actually command the kids to go to scene. If they don’t grasp this they can be creative and find out some more complicated way of getting them to the stage. The kids will emerge from a number of holes in the ground. They are very messy covered in dirt and will silently and ghostly march to the scene.

Enduring the play 
The next version of the play will have the added excitement of the grotescue looking children. Otherwise it is even more boring, confusing and enervating then the first time. Let the players roll against Courgae if they can stand it. Create some dram if any rolls low and let the other players hold one in place and so on. During the play dark clouds will gather and thunder can be heard in the distance. When the play ends a huge lightning can be seen hitting the Barhill. The rain then starts pouring down cleaning the kids from the dirt. They are now free of their possession. 

End of scenario.

Gnomes
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