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Introduction 

BWODIN 

ESS 
Welcome to Blood in Darkness, the second part of the 
Doom.stones Campaign. In this Warhammer Fantasy 
Roleplay adventure, the adventurers searchfor another of 
the great Crystals of Power - the Crystal of Earth. 
The trail leads through ancient caverns, across 
monster-infested wastes and o�er treacherous 
mountains. The adventurers must overcome hos
tile terrain, predatory monsters and many other 
perils simply to catch a glimpse of their goal -
after that, the real difficulties begin. 

This adventure is set in the same part of the 
southern Vaults mountains as Fire In the Moun
tains. It can be played as a stand-alone adven
ture, although it is preferable to have played - or 
at least read - Fire In the Mountains first. 

WHAT THIS BOOK 

CONTAINS 

This adventure includes the following elements: 

CJ this section, which gives you notes on how to 
use the book, and background on the events 
which lead up to the start of this adventure. 

□ the adventure itself.
CJ an appendix detailing of the Crystal of Earth, 

the artefact at the heart of this adventure. 
□ a selection of pregenerated player characters.

The Three Chapters 
Blood in Darkneu breaks down Into three dis
tinct phases, or chapters: 

Going Home 
The adventurers find a relic of the Ore invasion of 
the valley, and a clue about the Crystal of Earth. 

Into the Mountains 
Having discovered the approximate location of the 
Crystal, the adventurers must make a hazardous 
Journey through wild mountain country to find a 
hidden Shrine. 
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The Shrine at Kadar-Helgad 
After a per.Uous Journey, exploring a Dwarven 
shrine, finding the Crystal of Earlh and taking it 
away should be straightforward. shouldn't It? 

HOW TO USE THIS 

BOOK 

In order to use Blood in Darkness (BiD), you will 
need the Warhanimer Fantasy Roleplay rule
book, plus scrap paper, pencils and dice. It is also 
useful - but not essenUal - to have the The Rest
less Dead campaign and rules supplement. 

Blood in Darkness Is designed for characters In 
their third careers. Players can generate charac
ters of their own using the WFRP rulebook, or 
they can use the pregenerated PCs in the back of 
this book. The pregenerated characters can be 
used to start play almost Immediately, saving a lot 
of time for eager players! 

Jfyou have already played Fire in the Mountains, 
you can use the same characters. The pregenerat
ed characters supplied here are those from FitM, 
with extra skills and advances reflecting their 
experience from that adventure. 

Whether or not you intend to use the pregenerated 
characters, have a look at them - you might be 
able to use them as NPCs at some time. Their 
backgrounds can provide a useful basis for you to 
sketch In details of player-generated PCs to fit 
them into place In the country around the Yetzln 
Valley, where the action begins. 

BiD can be used with less experienced characters 
- or with more experienced characters, provided
that you bear the following points In mind.

The kind of opposition which this adventure pre
sents will be too much for beginning characters. 
Be guided by the strength of the party, but as a 
rule of thumb. halve the number of monsters In 
encounters, and replace some with less powerful 
alternatives. Be careful with traps, too - don't let 
any trap cause more damage than half the 
Wounds score of the weakest character. 

If you are using characters with five or more 
careers in this adve_nture, you should scale up the 
strength of the opposition accorcllngly, or keep the 
size of the party low. If the party has completed 
more than 20 careers between them, then It's a 
good idea to strengthen the monsters and/or 
increase their numbers. 

Beginning the Adventure 
The start of this adventure assumes that the 
adventurers have Just finished Fire in the Mo�
talns. If this ls not the case, then you will have to 
make a few slight changes. 
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The pregenerated characters provided with this 
adventure have backgrounds which account for 
their being together In this part of the Vaults when 
the adventure starts. You can use similar back
grounds for newly-generated characters, or work 
out something suitable with your players. 

The Enemy Within Campaign 
If you want to use Blood in Darknesa in conjunc
tion with the Enemy Within campaign, you should 
play this adventure before Empire in Flames. 
During ElF, the adventurers will have quite 
enough to do without excursions Into the Vaults; 
by the end of the campaign, they may be nobles 
and have other (worse?) problems to-worry about! 

A good polnl lo use Blood in Darkness Is lmmedl
alely after Something Rotten in Kislev. The 
adventurers are sent to the Vaults (by Graf Borls 
or Sulrtng Durgul, lt makes no difference al this 
point) to search for a lost Dwarthold or to Investi
gate reports of fresh GobUnoid activity, when they 
stumble across the ftrst clue which sets them 
looking for the lost Dwaiven shrine. 

Alternatively, If the adventurers are all well
advanced In their second careers or starting thlrd 
careers by the end of Death on the Reik. you 
might have them find a document In Castle 
Wittgensteln pointing to a Purple Hand base in the 
Vaults. This lead might take them up the River 
S6ll and Into the mountains where they find the 
clue at the start of this adventure. The journey 
can be filled with Incidents and encounters from 
the River Life of the Empire section of DoTR, giving 
you the opportunity to toughen the characters up. 

The Restless Dead Campaign 
PCs from this campaign will flt quite well Into 
Blood in Darkness, provided that they are at least 
beginning their third careers by the time this 
adventure starts. 

The Restless Dead campaign ulUmately leads the 
PCs to Delberz, which is not far from Altdorf, so 
again they can travel up the Reik and 8611 to the 
Vaults given a suitable reason to do so. For exam
ple, In the adventure The Haunting Horror, they 
might find a document giving details of a powerful 
cull base ln the VauJts, with a clue that this cult 
was somehow respqnsible for the Chaos creatures 
which have afflicted the house. If you have a copy 
of Death on the Reik, you can use some of the 
Incidents and encounters from the River Life of 
the Empire section to enliven a long river journey 
and toughen up the characters a little. 

A Note on Language 
Some of the key handouts in this adventure are 
written in Orrakh, the language of the Ores. 
Before the adventure starts, you should make sure 
that the adventurers Include at least one character 
who will be able to read this language. One of the 
pregenerated player charadets has a magical Item 
which allows hlm to do this, and if you are not 
using the pregenerated characters you might like 



to arrange for the adventurers to obtain a similar 
Item at some time. Alternatively, an adventurer 
might have Speak Additional Language - Orrakh 
coupled with Read/Write skill; and a character 
with Ungutstics and Read/Write skills will under
stand the written language on a successful Int 
test (with a +20 modiller for linguistics skill). 

THE CRYSTALS OF 

POWER 

Six thousand years ago, the DwaJYen realm was at 
Its height. The devastating Elf Wars had yet to 
happen, and the Dwarfholds In the mountains of 
the Old World were as yet untouched by Chaos or 
Goblinolds. And Humanity? A mere gleam in the 
eye of some mad god, say the Dwarfs. 

This was the golden age of the Dwarfs. The great 
caverns and arches of Caraz-a-C&rak were the 
maJYels of the age, the deepest of delvings yielded 
riches beyond measure, and Dwarven artificers 
wrought marvels which have passed Into legend. 

Among these were the Crystals of Power: cunning
ly-wrought gems Invested with powerful magical 
virtue, each allowing Its user mastery over one of 
the four elements. If the four should be combined, 
It was said, their master would be master of all. 

But the power of these four crystals does not come 
solely from the Dwarfs who created them. Their 
creation did not escape the notice ofTzeentch - no 
transformation of such power Is ever Ignored or 
overlooked by the Changer of the Ways. Tzeentch 
saw great p otential In  these crystals and, 
unknown to the Dwarfs, he Intervened in their 
making so that the artefacts were more powerful 
than their Dwarven creators could have hoped. 

Tzeentch's plan was subtle, and worked on many 
levels. Firstly, there were the changes which must 
be wrought In the mere creation of the crystals -
both materially and magically, each acted upon 
the balances which exist between the four ele
ments, and on which depends the existence of 
matter and physical Jaw as mortals know it. 

Secondly, Tzeentch knew well that the purposes of 
Chaos could be served merely by giving power to 
mortals. The greater the power, the greater the 
likelihood that they would destroy themselves. At 
the very least, they would contribute greatly to the 
cause of Chaos as they fought over these baubles. 

No mortal would be strong enough to keep hold of 
all four crystals for very Jong, which gave them a 
greater long-term value. The crystals would 
Inevitably become scattered; sometimes hidden. 
sometimes found and used, but never together. 
And whenever one crystal was used without its 
brethren to balance It, elemental balances would 
be tilted. One day, physical laws might begin to 
collapse under this strain, and there might be the 
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beginning of a new Age of Chaos. Or some other 
change might occur - even Tzeentch did not know, 
which pleased him above all things, for certainty 
was poison to him. 

It was not Jong before the Dwarfs realised the 
destructive potential of their creations, and It was 
decided to widely separate them to prevent any 
one person gaining too much power. The Crystal of 
Fire was sent northward into the Worlds Edge 
Mountains; the Crystal of Earth was hidden in a 
Dwarven shrine deep in the mountains of the 
Vaults; the Crystal of A1r was given to the Elves -
then friends and allies of the Dwarfs - who, so 
Dwarven legend says, promptly Jost it: and the 
Crystal of Water was Jost in battle during the 
Incursions of Chaos. 

THE BLOODAXE 

ALLIANCE 

The Bloodaxe Alliance were able warriors even for 
Ores, and were employed as mercenaries by the 
Hobgoblin Hegemony for many generations. The 
Hegemony, however, came to value profits from 
trade more highly than the spoils of war, and the 
Bloodaxe Alliance became surplus to require
ments, Like many demobilised armies, they turned 
to raiding and banditry, and ultimately the Hob
goblins ejected them from the Hegemony. 

Returning to the western fringes of the Dark 
Lands, the Bloodaxe Alliance began to send war
bands sweeping across the northern states of the 
Border Princes, sometimes reaching as far as the 
borders of The Empire and Bretonnia. Just over a 
century ago, when the leading priests assembled 
to read the omens In the offal of ritually sacrificed 
enemies, a special expedition was planned. The 
whole strength of the Bloodaxe Alliance marched 
across the Border Princes in search of the fabled 
Black Fire Pass. 

A navigational error landed them up in the Vaults 
some three hundred miles to the south-west of 
their goal. However, the quest for Black Fire Pass -
linked in Orcish tradition with such great names 
as Notlob and Harboth - had taken on the quality 
of a crusade. The Ores established a permanent 
base In the Yetzin valley, from which raiding and 
scouting parties were constantly despatched. 

Togoch was one of the warrior-priests of the 
Bloodaxe Alliance. A century ago, the whole of the 
Yetzin valley fell under his sway, but a series of 
events Involving the Crystal of Fire led to the 
destruction of his 'kingdom· and. ultimately. of 
himself. During his campaign of conquest in the 
Yetzin valley, Torgoch discovered and hastily ran
sacked the DwaJYen shrine, and there something 
strange happened. 

Torgoch carried an ornately-worked red stone with 
him, which, as a young warrior. he had looted 
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from the body of a Human wizard during a raid 
further north. He sensed that It had some magical 
power, but could not discover how it functioned. 
Inside the shrine, the stone began to glow: the 
deeper he went. the brighter the light became. Tor
goch could not fathom the meaning of this phe
nomenon. Puzzled, he returned to his conquests. 
Torgoch's story Is told in full in Fire in the Moun
tains, the first part of the Doomstones Campaign. 

Llltle did Torgoch know that his red stone was the 
Crystal of Fire. and that the light was caused by 
Its proximJty to the hiding-place of the Crystal of 
Earth, deep in an undiscovered secret chapel. 

The Crystal of Air had also come to Yetzin. Almost 
three centurtes ago, the Bloodaxe Alliance stood 
poised on the northern edge of the Vaults to attack 
the Elven fastness of Athel-Loren. The Crystal's 
hiding-place was right in their path. and the r:lven 
army could not hope to arrive in time to defend It. 
Therefore, a small party took the Crystal west
ward, hoping to reach the sea. arid then the safety 
of the Elf Lands. 1bey never even reached the edge 
of the forest: weakened by constant attacks from 
Beastmen and other hazards, they fell prey to 
Human bandits, and the Crystal was lost. 

The bandit chief was no wizard, and did not see 
the true nature of the oddly-shaped blue stone 
which he took from an Elven body. He kept it as a 
curiosity for a few years, and In that ttme, - a cen
tury or so before the coming of Torgoch - he 
carved himself a domain In the Yetzin valley. and 
prospered for a while. In the end, he gave the 
stone to a crew of Dwarf Engineers In payment for 
the building of a fortified tower. Thus the Crystal 
of Air came Into the possession of the Loremaster 
Hadrin; the Dwarfs of Yetzln now had two Crystals 
of Power In their hands. 

One power of the Crystals Is their abUity to sense 
each other's nearness; so when Torgoch entered 
the Yetzin ,Valley, Hadrin knew that a Crystal of 
Power was approaching. The Dwarfs did not know 
that the main Ore force had deserted Torgoch, nor 
that he had not learned to use the stone. And If 
the Ores should gain control of two more Crystals, 
the consequences were unthinkable. 

Hadrin begged the dwarven leaders to flee with the 
two Crystals, bul they refused; their pride forbade 
retreat before the hated Ores, however dire the 
consequences. In desperation, Hadrln gave the 
Crystal of Air to the mage Yazeran, with Instruc
tions to flee the valley and find a new hiding-place. 
More will be seen of Yazeran's travels in Death 
Rock, the third of the Doomstones adventures. 

Soon afterward, despairing o f  the foolhardy 
courage of the dwarven leaders, Hadrin left Yetzin 
with a small group of followers. Encountering a 
strong Ore scouting party, they took refuge in a 
small tunnel complex behind a waterfall; a mes
senger was sent to raise the alarm, but died In the 
mountains. The Dwarfs were wiped out, and -
Ironically - It was through Hadria's books that 
Torgoch learned to use the Crystal of Fire. 
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Mere hours after Hadrin's departure, the Ores 
breached one of the entrances to the Halls of the 
Kings. The dwarven leaders were thrown into 
panic; without Hadrin's wisdom, they had only the 
poorly-understood power of one Crystal with 
whtch to defend themselves. For the first time they 
began to realise the wisdom of Hadrin's warnings. 

Realising that all was lost, they ordered that the 
Crystal of Earth should be destroyed to keep It out 
of Orclsh hands. But could It be destroyed? And if 
so, how? Thne was running short, and the priests 
of Kadar-Helgad used the Crystal to summon a 
very powerful elemental. They hoped that this 
entity could both protect the Crystal's resttng
place, and destroy or remove it If lhe shrine fell. 
There the Crystal remains to this day. although 
Torgoch came very close to finding it. 

GM.SPLOT 

SUMMARY 

The plot of this adventure concerns the adventur
ers' quest for the Crystal of Earth. They must find 
the lost shrine of Kadar-Helgad, and deal with its 
present users by some means. If they can find the 
inner shrine and the Crysta

l's hiding-place, then 
they must overcome the magical wards with which 
lhe Dwarfs guarded their treasure. There are 
many battles to be fought and many perils to be 
overcome before the Crystal of Earth wtll be In 
their hands. 

Events In this adventure are as follows: 

Travell1ng on (or beside) the river Yetzin toward the 
Border Princes, the adventurers discover a cache 
of objects left behind by a group of deserters who 
had abandoned Torgoch. Among these items are 
several things which the deserters had stolen from 
Torgoch, including some clues about the presence 
of a Crystal of Power at the ruined dwarven shrine. 

Following the directions given by these clues, the 
adventurers must travel up the valley and into the 
high mountains to disc�ver the shrine. Along the 
way they encounter various hazards, and have the 
chance to acquire more information about the 
shrine and Its present occupants. 

Arriving at the shrine, the adventurers must find 
some way of getting in and exploring. They can 
take various approaches in dealing with the Ogres 
who now live there, but various traps survive from 
the defence against the Ores, and the Goblins who 
occupy the more confined sections of the Shrine 
are a constant menace. 

If the adventurers can win through to the place 
where the Crystal of Earth Is hidden, they must 
find some way of dealing with Xhardja, Its final 
elemental guardian. Finally, they will only have 
the small problem of getting out again, past the 
Goblins and the Ogres ... 



Going Home

GOING HOME 
In this chapter the adventurers discover traces of 
the Ore occupation of the Yetzin valley. Among the 
relics of the past they find a document which 
mentions a powerful magical artefact- a Crystal of 
Power - and gives a clue as to its whereabouts. 
They must traverse the length of the valley and 
head into the high mountains in the north-east in 
order to find the Crystal's hiding-place. 

THE ADVENTURE 

STARTS 

Blood in Darkness starts when the adventurers 
stumble upon the cache of objects which is 
described in the section headed We Waz Ere below. 
Map la shows the Yetzin valley, and the location 
of the cache. Map lb shows the location of the Yet
zin Valley in relation to The Empire and Bretonnia 

If the adventurers have Just finished Fire in the 
Mountains, the previous adventure in this series, 
then they will be In exactly the right place to make 
the discovery which sets them on the trail of a sec
ond Crystal of Power. If you are not using this 
adventure as a sequel to FitM, then you must find 
some way to bring the adventurers to the area. 
Some possibilities were discussed in the previous 
chapter. 

As the trade road leaves the southern end of the 
Yetzin valley, 1t runs alongside the river Yetzln for 
a little way. The events in this book start with the 
adventurers travell1ng along the road or river at 
this point. 

If the adventurers have just completed Fire in the 
Mountains, they w111 have no strong reason for 
going In any particular direction. At the start of 
that adventure, they were all heading into the Bor
der Princes for their own reasons, and they may 
well resume their Journey. On the other hand, 
having just fought an epic battle and secured the 
Crystal of Fire, they may want to rest, recuperate 
and study their treasure before moving on. They 
might try to find the Elven settlement of Sith Fas
coluinne and re-establish contact with Erimayfin, 
for Instance. A Druidic Priest, if there is one in the 
party, might want to spend some time restoring 
the desecrated complex beneath the stone circle, 
and may even pray for guidance there. 

Rest and Recuperation 
It is up to you as GM to decide whether or not to 
give the achrenturers a breather before pressing on 
with Blood in Darkness. If they have had a hard 
time, and need to rest and heal up before braving 

another journey through the forest, then you 
might let them stay at Sith Fascoluinne for a few 
days. Erimayfin and the other Elves will be ner
vous of the Crystal of Fire, though, and may begin 
to drop hints about moving on. They might even 
try to Involve the adventurers in a crusade to 
cleanse the Twisted Lands of Chaos creatures. 

Sooner or later, the adventurers will have to move 
on In one direction or another. When they do, they 
w111 encounter the bronze staff in the riverbank 
which opens the first part of the adventure - see 
We Waz Ere below. 

If the adventurers have completed Fire in the 
Mountains with little difficulty, then you might 
decide that they should press right on with Blood 
in Darkness. In this case, they will spot the staff 
In the riverbank very soon after they leave the 
complex b eneath the stone circle, plunging 
straight into the events described in We Waz Ere. 

Sacred Duty 
As well as structural repairs to the tunnels 
beneath the stone circle, the use of the fourth level 
Druidic spell Create Sacred Graue will be neces
sary to re-dedicate the site, so a Druidic Priest of 
less than fourth level will not be able to re-dedi
cate the stone circle to the Old Faith. 

If a Druid or Druidic Priest in the party expresses 
a desire to stay behind and re-establish the stone 
circle as a sacred site of the Old Faith, you can 
drop a subtle hint to move the adventurers on: 

Before the character's eyes (and visible pnly to him 
or her) appears a large, pure white animal of the 
same species as the character's familiar. In the 
case of a Druid, select a familiar type at random -
but note it down, for it will be the familiar type the 
character will gain on rising to Druidic Priest. The 
animal Is pure white, and seems to emit light - it 
is almost painful to look upon. It stares into the 
character's eyes for an instant, and then moves 
away, pausing every now and then to be sure that 
the character Is following. It leads the character 
out of the complex, away from the stone circle, 
and along the riverbank to a point where a bronze 
staff sticks up out of the soil. It waits by the staff 
for the character to catch up with it. and then 
vanishes. This is a broad hint to investigate the 
staff and find the cache of relics buried beside it. 

Experience and Advancement 
If you are running straight from FitM into this 
adventure, you may want to give characters the 
opportunity to spend the experience points they 
will have accumulated. They are still technically 
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Going Home 

'on campaign' between the two adventures, so D 
there are certain restrictions on what they can do 

You might also allow a Cleric or Druid to roll 
on the relevant Advance Table at this point 
in the adventure, since the advance depends 
on divine favour rather than training. You 
might impose modifiers to the roll to reflect 
the fact that the character will not be praying 
in a temple. 

at this point: 

Advances 
Profile advances can be purchased freely at this 
point, since they reflect a character's ongoing 
development through the practice of his career, 
and require no training. 

Skills 

The adventurers will have no opportunity for 
training at this point, so skills which require 
tuition cannot be learned. Where a skill requires 
practice, you will have to judge for yourself 
whether a character will have the opportunity for 
the required practice. 

Career Changes 
Changing career will be very difficult in these cir
cumstances, owing to the lack of time and training 
facilities. There are three viable possibilities for 
allowing career changes: 

D You could allow characters to train fellow
adventurers in their own careers, if you 
judge that there ls enough time on the Jour
ney up the valley; 

D Where a career change Is a 'natural 
progression' - from Mercenary to Mercenary 
Captain, for instance - it could be permitted 
if you judge that training ls unnecessary or 
minimal; 

WEWOZERE 
By one means or another, then, the adventurers 
are at the southern end of the Yetzin valley, near 
the river. The adventure begins when they see a 
strange object sticking up from the riverbank on 
the north-east side of the river, away from the 
trade road. 

You might like to have each character make an I 
test (Excellent Vision +10) to spot the strange item 
- characters with Excellent Vision will be able to
see that it appears to be a staff, made of heavily
verdigrtsed bronze and topped with the figure of
an eagle. To other characters, the staff could easi
ly be mistaken for a sapling or some other part of
the undergrowth.

The staff has clearly been in place for some time, 
and the players may wonder how it Is that no-one 
has found and investigated this strange item 
before. The reason for this is up to you. It could be 
that an ancient tree has just fallen, dragging down 
a lot of undergrowth at the edge of the forest and 
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revealing the staff for the first Ume. Or It could 
simply be that the merchants and travellers who 
use the trade road are very nervous about cross
ing the liver - after all, that way talces them Into 
the Chaos-infested area of the Twisted Lands. 
Merchants will have their hands full getting their 
caravans safely Into the mountains and over the 
Winter's Teeth pass. and will not be inclined to 
waste time and effort crossing the liver just to 
Investigate something odd that someone might 
have seen in the distance. 

The very fact that the staff has clearly stood there 
for some time should lntrtgue the adventurers and 
prompt them to investigate. They will find that It is 
made of solid bronze, and is green with verdiglis. 
It sticks up about four feet above ground, and 
another two feet or so are Jammed into the bank. 

A character with Metalworking skill will notice that 
the staff was made by a crude process invoMng a 
mixture of casting and carving; one with Art skill 
will conclude on a successful Int test that the staff 
is of Orcish manufacture. Characters with Magi
cal Sense skill will not be able to detect any magi
cal aura surrounding the staff. 

The Treasure-Cache 
The staff is set In the crown of a small hummock 
in the grass; as it is withdrawn the soil is dis
turbed, and there is a gleam of metal. As the 
adventurers scratch the soil away, they find the 
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mildewed remains of a 
leather satchel, with two or 
three pieces of jewellery 
spilling out of it. These, 
again, are of Orcish manu
facture, and a character 
with Theology or History 
skill will recognise on a 
successful Int test that 
they are the trappings of 
an Ore warrtor-pliest. 

There is a matched pair of 
gold and garnet cloak pins 
(worth 15 GC each individ
ually, 45 GC as a pair) and 
an arm-ling made of gold 
twisted together with silver 
and copper (worth 10 GC 
to a scholar with an inter
est in the peliod, or 5 GC 
for its metal content). 

The satchel contains what 
appears to be a shallow 
bronze soup-plate, about a 
foot in diameter and green 
with verdiglis like the staff. 
It seems to be of dwarven 
manufacture, and on its 
underside is a st amped 
inscription on Khazalid,  
the language of  the Dwarfs. 
In an archaic (and some

what stilted) version of the language, the insclip
tton reads as follows: 

GIVEN BY ROGNI SON OF MORDIN SON OF VAGNIR 

SON OF BROGAROFTHE HOLD OF KARAKKADRIN IN 

THE 7lR'.J THOUSANIYIH SEVEN HUNDREDTH AND 

FOKIYSECOND YE-iRAFIER THE FINISHING OF THE 

GREAT ARCH .AT omtz .A �WHERE GIVMBIN OF 

OUR CLAN WAS PRESENT. THIS PU.TE MADE W11H HIS 

OWN HANDS JS GIVEN 7D THE GREAT SHRINE OF 

IGWAR HELCAD IDTHEGWRYOFCRUNGNI LORD 

OF UNDEREARTH AND SMEDNIR SH.APER OF ORE IN 

THANKS FOR HIS .APPRENTICESHJPCOMPIEIED. 

A Dwarf or a non-Dwarf with History skill will 
realise on a successful Int test (Super Nwnerate 
+10) that the inscription dates the plate to 2,772
years before the present day, or -258 IC, before
Hwnan history began in the Old World. The name 
Smednir will be recognised by a Dwarf as the
patron deity of metalworking; a non-Dwarf will 
realise this on a successful Int test (Theology +10). 

If the upper side of the plate is examJned closely, it 
will be found to have a design scratched Into the 
surface (Handout 1). There ts also a pair of damp 
and mildewed parchments (Handouts 2 and 3). 

A close examination of the plate reveals a rough 
map of the area around the Yetzin valley. The 
three-peaked mountain Is visible, and if the play
ers have trouble recognising the course of the liver 
Yetzin, a few Int tests for their characters (Cartog
raphy + 10, Orientation + 1 O) might be tn order. 



Roglud Zogs Off 
Characters who have taken part In Fire in the 
Mountains might recognise the name of Roglud at 
the bottom of the note -you might want to Jog the 
characters' memories with a few Int tests. Roglud 
was one of Torgoch's lieutenants, who deserted 
along with a group of warriors as Torgoch was on 
his way to the stone circle. His name ls also found 
on the lnscriptlon outside the Minotaur caves In 
Fire in the Mountains. 

Torgoch's Increasing obsession with the Crystal of 
Fire led him to neglect his troops, and he was 
plagued by desertlons as he made his way south 
to the stone circle. Roglud deserted when the Ores 
had stopped In the small cave complex which was 
occupied by the Minotaurs In FitM, and led a 
small group of Torgoch's warriors back toward the 
Dark Lands. 

Before he left, Roglud stole various small items 
while Torgoch was closeted In a side-chamber with 
his stone, and buried them here - he hoped by 
doing so that he would avoid the divine wrath 
which he was sure Torgoch would bring down on 
the whole tribe. 

By this tlme, Torgoch had mastered the Crystal of 
Fire sufficiently to be aware that he had come very 
close to another Crystal of Power when he sacked 
the shrine, and he was talking of going back for It. 
Roglud simply wanted to go home, and stole the 
map Torgoch had scratched onto the bronze bowl, 

Going Home

along with some scribbled notes relating to the 
shrine. Another Crystal, he reasoned, would surely 
make the demented chieftain worse, and the final 
wrath of the gods more painful. 

After getting well away from Torgoch, Roglud 
burted the stolen Items here. Since most of them 
were priestly accoutrements Roglud had no desire 
to keep them for himself - his only reason for 
stealing them was to weaken Torgoch. Indeed, he 
was a little afraid of the things he had taken, In 
case Torgoch could somehow strike at him 
through the stolen property. So he burled the 
satchel here, and thrust the staff Into the ground 
above It. In a way, he was hoping that someone 
might find the cache, and get to the second Crys
tal of Power before Torgoch. 

Roglud and his mutineers never reached the Dark 
Lands. They were wiped out by a force from one of 
the Border Princedoms after raiding farmsteads to 
sustain themselves on the march. 

THE JOURNEY 
BEGINS 

Having found the cache left by Roglud, the adven
turers should be able to work out that a second 
Crystal of Power may be found In a deserted dwar
ven shrine somewhere on the flanks of the three-
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peaked mountain. Their most direct route to that 
landmark takes them northward up the valley, 
then into the mountains with no convenient pass 
like Winter's Teeth to provide an easy route. The 
rest of this chapter is concerned with the Journey 
to the head of the valley. 

Fire in the Mountains includes various encoun
ters set in the Yetzin valley, and if any remained 
unused when you played that adventure, you can 
use them this time around if you wish. This chap
ter also includes a selection of new encounters 
and incidents for use on the Journey. Feel free to 
use any that appeal to you, and make up your 
own if you like. Be careful not to weaken the 
adventurers unduly, though - they have a long 
and arduous trek ahead of them, with few oppor
tunities for rest and healing. Scare them by all 
means, but try to avoid mauling them unless they 
really deserve it. 

The Lie of the Land 
Map la shows you the layout of the Yetzin valley. 
Essentially, it divides into four zones: the forest, 
the Twisted Lands, the trade road and the moun
tains. The encounters in this chapter fall into 
three groups, covering the first three of these ter
rain types. As soon as the adventurers enter the 
mountains, go to the next chapter. 

THElWISTED 

LANDS 

As you will have seen from Fire In the 
Mountains, one side-effect of Torgoch's fall was 
the landing of a fair-sized warpstone meteorite in 
the southern part of the Yetzin valley. What 
became of the warpstone, no-one can tell. Most 
likely it was recovered by the ever-watchful 
Skaven or by an evil wizard who desired its magi
cal power. But the area around its landing-place 
has been permanently affected, and is now known 
locally as the Twisted Lands. And the Twisted 
Lands stand squarely in the adventurers' path. 

Here are some encounters and incidents to use as 
the adventurers travel through the Twisted Lands. 
There are three creature encounters and three ter
rain encounters - more can be found in Fire in 
the Mountains, and you're welcome to add 
encounters and incidents of your own if you like. 
As always with optional encounters, be careful 
how you use them. Try to strike a balance between 
weakening the party too severely for the rest of the 
adventure and letting them off too lightly. 

Harpies 
The adventurers wander into a small clearing 
which ls used as an ambush site by a group of 
Harpies. If you want to give them a hint that they 
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are entering a dangerous area, then the forest 
floor is littered with bones and torn scraps of 
armour for a few yards all around the clearing. 

There are six Harpies in the group, and despite 
their low intelligence they have evolved a very 
effective ambush technique. They lie in wait for 
prey, hiding in the upper branches of the trees all 
around the clearing and sleeping most of the day. 
When a potential meal wanders into the clearing, 
they rise into the air and swoop down into the 
clearing. 

In the case of a large group of potential victims -
like a party of adventurers, for instance - four of 
the Harpies will attack straight away, while two 
hover overhead waiting to swoop on any character 
who becomes separated from the group by more 
than 3-4 yards. 

The first sign of the attack will be the sound of 
large beating wings and rustling in the upper 
branches of the trees as the Harpies rise Into the 
air. From this moment, the adventurers have one 
round to prepare before the Harpies come into 
view. In the second round, the first four will swoop 
down on the adventurers - they count as charging 
for their first attack. These four will fight for D3+2 
rounds. Each Harpy will break off the attack if it is 
reduced to 5 W or less, or if it finds Itself left alone 
to fight the adventurers. 

As soon as any character moves away from the 
rest of the party by more than 3 yards, the 
remaining two Harpies will swoop on him. If there 
is more than one separated character, they wtll 
choose the lightest. For this attack, they gain the 
+ 10 WS bonus for charging. If both hit (not neces
sarily causing damage), they have the character in
their grasp, and begin rising into the air. While
carrying a victim their flying speeds are halved;
they can rise up up to 30 ft (10 yards) per round.
Once the Harpies and a victim are at the level of
the tree canopy (60 ft), the other Harpies will
break off the attack. The adventurers now have
one free round of missile fire before the Harpies
are lost to sight.

A captured adventurer may attack the Harpies 
carrying him if he has one or more arms free. A 
Harpy will release its grip if reduced to 5 W or less, 
and a single Harpy cannot carry a victim alone. A 
character who is dropped over the clearing will 
suffer normal falling damage; one who is dropped 
over the tree canopy counts as falling only D4+2 
yards, as the branches break his fall somewhat. 

If the Harpies succeed in snatching a victim away, 
he is taken to a convenient feeding-place on top of 
the forest canopy, and the surviving Harpies gath
er to feed. The victim is allowed an I test (Escapol
ogy + 10) to escape from their clutches before all 
six begin to feed. If the test is successful, the vic
tim falls D4+3 yards to the forest floor, where the 
Harpies cannot follow through the branches. If the 
test is failed, the character is attacked by all sur
viving Harpies each round; each round he sur
vives, he may repeat the I test to escape. 
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Hydra 
The adventurers first become aware of this 
encounter when they hear a loud crashing noise 
in the forest some way off. Determine the direction 
of the noise randomly, using a D8: 1 is the direc
tion in which the adventurers are travelling, 2 is 
ahead and right, 3 is right, 5 is behind and right, 
and so on. T hey may attempt to av oid this 
encounter if they wish; if they move directly away 
from the noise for three turns immediately after 
they first hear it, the Hydra will not become aware 
of their presence. 

If the adventurers do not evade the encounter, the 
crashing becomes progressively louder and closer. 
The Hydra has their scent. and ls following them 
through the undergrowth as quickly as It can. It ls 
not much slower than a horse ln this rough ter
rain, and will catch up with them unless they take 
risks by galloping through the forest. 

If the adventurers make no efforts to outdistance 
the approaching beast (le move no faster than 50 
yards per round directly away from the noise), it 
will eventually catch up with them. owtng to the 
dense forest, it is only D6+3 yards away when it 
comes into view - characters who have prepared 
missile weapons in the pevlous round may fire 
them once, other characters may only ready 
weapons. Cool tests against fear are necessary at 
this point. 

The Hydra charges the nearest character, attack-
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ing with all six of its heads (btte attacks, S 4). It 
will Ignore other potential targets, concentrating 
on killing one victim. It will use its taU-lash against 
characters who get behind It, but that Is all. 

The Hydra Is used to scattering groups of prey ani
mals, taking the nearest and leaving the others to 
flee. If the adventurers resist it as a group, make 
an Int test for the beast at the end of each round, 
with a bonus of +5 for each W point it has lost. 
When the test succeeds, the Hydra turns round 
and flees into the forest, ignoring all attacks and 
concentrating on getting away. 

Manti core 
The Manticore Is more intelligent than many crea
tures of Chaos, and this one has developed a more 
subtle hunting technique than the other creatures 
which the adventurers may encounter in the 
Twisted Lands. 

As the adventurers are making their way through 
the forest they hear, from some way off, what 
sounds like a Human voice calling for help. If they 
follow the voice, they come upon a small glade, 
where a warrior lies, propped up against the bole 
of a tree. He has suffered terrible wounds to the 
head and chest, and by the time the adventurers 
enter the glade he Is silent. 

Make an I test for each Ranger character (Follow 
Trail +10) as the adventurers enter the glade. 
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Those who succeed will notice that there are the 
tracks of a large four-footed animal on the ground 
- a successful Int test will reveal that there appear 
to be no Human tracks anywhere around. 

As the adventurers approach the body, they 
realise that 1t is dead. A successful Int test (Initi
ate/Cleric of Mcrr +IO/level, Physician's Student 
+ 10, Physician +20, Heal Wounds + 10) will reveal 
that the warrior has been dead for some time, pos
sibly weeks rather than days. Characters who 
make this test have a +20 I bonus for the next 
round only. 

As soon as the adventurers are within a few yards 
of the body, the Mantlcore bursts out of the forest 
on the other side of the glade. All characters must 
make a Cool test against fear. It charges the 
avdenturers, hoping to scatter them and split off 
one target from the rest. Its limited intelligence 
enables 1t to speak a little Old Worlder, and it 
placed the body here as part of an ambush, mim
icking the voice of a wounded Human to draw the 
adventurers here as soon as it heard and smelt 
them coming through the forest. 

The rest of the encounter is a straight fight. If the 
adventurers flee before the beast, it will try to pick 
off the hindmost; if they stand and fight, 1t will 
confine its attention to what it thinks is the weak
est character (it judges this by physical size, 
armour and visible weapons). The Manticore will 
flee if reduced to 10 W or less. 

If you want to prolong this encounter and turn it 
into a running battle, you could change the Manti
core's hunting technique a little. Give it a scorpion 
tail; it will try to sting as many characters as pos
sible in the first attack, and will retire into the for
est quickly. Then, it will track the adventurers at a 
distance, waiting for the first character to weaken. 
It will attack from ambush repeatedly, trying to 
poison at least one character into immobility . 
When this happens, it will make sneak attacks 
from ambush until it is able to drag its prey off. 

Chaos Geyser 
The adventurers come to a small clearing, about 
20 yards across. The ground is covered with a 
strange, sticky mass, as if a huge cauldron of 
some insane stew had been poured out into the 
clearing and left to cool and solidify. Flies buzz 
around the cleartng in a dense cloud, reducing vis
ibility to 10 yards and imposing a -10 penalty on 
all WS, BS and I tests made within the cleartng. 

At the centre of the clearing is a small hole in the 
sticky mass. Each tum the adventurers spend in 
the clearing, it has a cumulative 10% chance (le 
10% on the first tum, 20% on the second, etc) of 
spewing a stream of some substance straight up 
into the air, in a plume some 40 ft high, which 
rains down all over the clearing. 

To determine the nature of the substance, roll on 
the following table: 

DB Roll 
1. Blood

2. Nectar

3.Pus

Going Home 

Geyser Type 
Followers of Khorne in the clear
ing become subject to frenzy for 
DI0 turns. Other characters must 
make a Cl test or lose DI 0 points 
of Cl until they leave the Twisted 
Lands. 
Followers of Slaanesh in the clear
ing gain +IO I for DI 0 turns. 
Other characters must make a WP 
test or lose Dl0 points of WP until 
they leave the Twisted Lands. 
Followers of Nurgle in the clearing 
gain +l T for DI0 turns. Other 
characters must make a T test or 
lose I point of T until they leave 
the Twisted Lands. 

4. Warpdust Followers ofTzeentch in the clear
ing gain + I T for DI 0 turns. Other 
characters must make a T test or 
lose 1 point of T until they leave 
the Twisted Lands. 

5. Boiling Water All creatures in the clearing take a 
single S 1 hit, modified by T but 
not by armour. Protection from 
Rain spell will negate damage, but 
a character must make a success
ful I test to cast it in time. 

6. Bolling Oil All creatures in the clearing take a
single S 3 hit, modified by T but 
not by armour. Protection from 
Rain spell will negate damage, but 
a character must make a success-

7. Acid
ful I test to cast it in time. 
All creatures in the clearing take a 
single S 4 hit, modified by T but 
not by armour. Protection from 
Rain spell will negate damage, but 
a character must make a success
ful I test to cast it in time. Non
magical armour and equipment 
must be st ripped down and 
cleaned within 1 hour (takes I 
hour) or it will become corroded 
and useless. 

8. Maggots Followers of Nurgle in the clearing 
become subject to frenzy. All other 
characters must make a T test 
(Immunity to Disease + 10) or suf
fer from nausea for DI0 turns, 
with a -10 penalty on all tests. 

Roll again on this table each time the geyser 
erupts, if the adventurers stay around that long. 

Slaughterfidd 
The adventurers come across a huge clearing, a 
mile or so across. It is a gently rolling plain, and is 
covered with the dead of some long-forgotten bat
tle. Corpses in every stage of decomposition are 
strewn three or four deep across the plain. Some 
are hideously mutated, and all  bear terrible 
wounds. Adventurers may be tempted to ransack 
the nearest bodies in search of interesting equip
ment, but all they will find are broken weapons 
and armour damaged beyond use or repair. 
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It is impossible to cross the slaughterfleld without 
treading on bodies, and the whole plain counts as 
difficult ground. The experience Is so disturbing 
that each character must make a Cl test. Failure 
Indicates that the character has lost D10 points of 
Cl until he leaves the Twisted Lands, and that he 
has gained D3 insanity points. 

If you think the adventurers have been having too 
soft a time of It until now, you might decide that 
some of the long-forgott.en dead are still active. 
bound by a compulsion to slay which has outlast
ed their own deaths. In this case, roll a D6 each 
turn until the adventurers reach the other side of 
the field. A result of 6 indicates that some of the 
dead have risen In response to the approach of 
new living victims. The roll on the following table: 

D20Roll 
1-4 
5-7 
8-9 
10 
11 

12-15 
16-17 
18-19 

20

Undead Type 
D6 Skeletons 
D6 Zombies 
D3 Skeleton Champions 
D2 Skeleton Minor Heroes 
1 Skeleton Major Hero 
D6 Ghouls 
D4 Mummies 
D3 Wights 
1 Wraith 

Undead are not subject to instability while on the 
field, and need no controller. The undead have a 
+20 bonus to all magic tests against any necro
mantic spells or magic Items used by the adven
turers to control or dispel them.
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Vale of Screaming Statues 
The adventurers approach a narrow, steep-sided 
valley. When they come within a few hundred 
yards, they hear an eerie wailing noise coming 
from the valley, borne on a chamel breeze. 

Ahead of them, the valley floor Is filled with stone 
statues. Each one Is different , and Just about 
every known humanoid race Is represented, as 
well as a few with which the adventurers will not 
be famil1ar. All have open mouths, and all are 
screaming continually, as if In great pain. 

The noise within the valley Is almost unbearable -
the steep sides reflect the sound, concentrating It 
within the valley. All characters passing through 
the valley must make a Cl test (Acute Hearing -1 0 
penalty, +20 bonus for characters who think tp 
stop their ears) or lose D 10 points of Cl un ttJ they 
leave the Twisted Lands. In addition, characters 
with Acute Hearing skill must make a T test or 
lose the skill due to noise-induced deafness. The 
skill can be restored by a healing spell or potion. 

THE FOREST 
Leaving the Twisted Lands, the adventurers come 
to the more normal, natural forest which covers 
the rest of the Yetzln valley. While It Is not warped 
by Chaos, the forest still has Its dangers. Here are 
a few ideas for forest encounters; you'll find more 

, 
I 

'41 

., 
�-

'/;.;,.,_ I�-::..
;t, ...... ·-� 
.,...,.

- - ... -

- -- ' � ,.._" - . 

' ·.;. �• 
. �·· •C-'·>, � ·�f;•��: ii(-�.



. . . 

. • 
• .. , ·t -

' 
I• 

' 

• ,_'¢.�. 

In Fire in the Mountains, and, of course, you 
should feel free to add some of your own encoun
ters to this part of the adventure. 

Giant Spider 
The hunting techniques of Giant Spiders are as 
diverse as those of their smaller relations, and 
many creatures - adventurers included - are sur
prised when they meet a Trapdoor Spider. 

The spider digs a burrow, 10-20 ft In diameter and 
some 60 ft deep. This Is lined with silk to stabilise 
the walls. It then constructs a 'trap door' from fall
en branches, leaves, compacted earth and other 
debris to cover the entrance. Lurking near the sur
face, it senses approaching prey, and lunges out 
to drag the victim down the burrow. 

Adventurers must make a successful I test (Fol
low TraU +10, Spot Traps +10, no chance to dis
arm) in order to spot the well-concealed entrance 
to the burrow. Any character going within 3 yards 
of the entrance will cause the spider to lunge out. 
gaining surprise a utomatically unless the 
entrance has been spotted. In a single round, it 
emerges partway from its burrow, makes a grab at 
the nearest living creature over 4 ft tall (WS + 10 
for charging), and retreats back down its burrow, 
holding the trap door shut with its rear legs. 

If the spider succeeds in striking its target, the 
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victim Is permitted an I test (Dodge Blow +10) to 
avoid being grabbed - the attack still causes nor
mal damage, although the spider Is not venomous. 
Other characters within reach may attack the spi
der normally for one round. It will ignore all other 
attacks and concentrate on getting its prey into 
the burrow - the victim will take on automatic S 5 
hit per round thereafter as the spider feeds. 

Once the spider has retreated Into Its burrow and 
is holding the trap door shut, a total combined 
Strength of 10 or more Is needed to force .i.nd hold 
it open. Adventurers holding the trap door open 
may not attempt any other action. Alternatively. 
the trap door can be destroyed in the same way as 
a normal door. It has T 3, D 9. 

If the adventurers manage to kill the spider with
out also killing Its victim, the silk on the vertical 
sides of the burrow make it fairly easy to climb 
down, although it is a tight squeeze past the spi
der's body. There may even be some valuables in 
the burrow, from the bodies of past victims. There 
Is a 20% chance of D6 pieces of armour which are 
still in a usable condition, a 25% chance of 2D20 
GC in coins, and a 5% chance of a randomly-gen
erated magical Item in the burrow. 

Lashworms 
The adventurers come to a particularly dense part 
of the forest, consisting of huge ancient tree-
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trunks packs very close- together. Almost no light 
comes down through the forest canopy, and con
sequently there is very little undergrowth apart 
from weirdly-shaped and brightly-coloured assort
ments of fungus. Whether there is anything spe
cial about the fungi is up to you. 

The trunks are about 8 yards apart, and covered 
with moss and hanging creepers. A successful I 
test (Spot Traps +10, Identify Plants +10) will 
enable a character to notice telltale disturbances 
in the growth-pattern of the lichen, small blood
stains and other clues that all 1s not as innocent 
as it might appear. Adventurers with Identify 
Plants skill are allowed an Int test to realise that 
the feature is actually a colony of Lashworms. If 
no-one realises the danger, of course, the adven
turers only find out about the Lashworms when 
the first character is attacked. 

The adventurers have two possible responses to 
this - they can push through the Lashworm 
colony, or try to go around it. 

Pushing through the colony means that each 
character is attacked by D4-1 Lashworms per 
round for the 2D 1 O+ 10 yards 1t takes to cross the 
area occupied by the colony. Because the area is 
relatively clear of undergrowth owing to the dense 
forest canopy above, characters may move at nor
mal rate without risk, but a Rtsk test becomes 
necessary each round 1f a character runs - there 
are many low branches, areas of uneven footing 
and other hazards. 

Going around the colony will probably seem like 
the best option if the adventurers recognise the 
Lashworms. However, finding the edge of the 
colony will be a problem in itself, since the indMd
ual Lashworms are so well camouflaged. Each 
round that the aqventurers spend trying to work 
their way around the edge of the colony, have each 
character make an I test (Spot Traps + 10, Identify 
Plants + 1 O) to spot and avoid further Lashworms. 
A failed test indicates that D3-1 Lashworms attack 
that character. 

The adventurers should have an oppressive feeling 
of unseen danger all around them - at any second, 
yet another barbed tendril may shoot out from a 
tree. You can let the adventurers off the hook 
when you've had enough fun driving them para
noid, or when three rounds go by with everyone 
making the I tests successfully, or after D6+3 
rounds, as you like. 

Some parties may try more direct ways of dealing 
with the Lashworms. Trying to blast a path 
through the colony with Ftre Ball spells or whatev
er will work to a llmited extent - however, 1t can't 
be guaranteed to neutralise every single Lashworm 
in the colony. So as the adventurers make their 
way along the scorched path they have made, each 
character ls attacked by D4-2 Lashworms per 
round. 

Flying over the colony will enable the adventurers 
to avoid the Lashworms completely, while a diver-
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sion, such as a Wind Blast spell, may trigger all 
the Lashworms In a certain area, allowing the 
adventurers one round to make it across the 
colony before the creatures can attack again. 

Note that Lashworms always attack with surprise, 
even 1f they have been spotted. Their whiplike ten
drils cause D4+ 1 Wounds on a successful hit, 
modified as usual by T and armour. 

Shrine 
Somewhere in the forest, the adventurers might 
come across a small circular drystaone hut with a 
conical thatched roof and the skull of a stag flxed 
over the doorway. This is a shrine to Taal, the god 
of wild places, and may also be sacred to his wife 
Rhya, the mother-goddess of the Old Faith. 

The WFRP rulebook contains full rules for shrines, 
and the adventure.rs are free to rest and pray 
there. If you want to give the adventurers some 
hints and encouragement, then one or more of 
them might receive a vision of a three-peaked 
mountain and see the entrance to the shrine of 
Kadar-Helgad. Or, If the adventurers have been 
too profligate in their use of the Crystal of Fire, 
you might like to issue a subtle warning - eg a 
vision of the forest in flames, with a daemonic 
creature holding the Crystal over the burning 
trees and laughing in malignant glee. 

If the adventurers have had a hard time in the for
est, you might decide that the shrine Is occupied 
by a Cleric of Taal, who has lived there for many 
years as a hermit. The hermit will refuse to give 
any name, claiming that -such worldly things as 
human labels are unnecessary for him and his 
home. While this may make the adventurers sus
picious, they have no reason to fear the hermit, 
who Is exactly what he appears to be: a god-fear
Jng man who has found his own route to wisdom 
and peace. 

This character may be able to supply as much 
healing and advice to the adventurers as you think 
they deserve (or need). He may also be willing to 
pray with a PC Cleric of Taal who wants to 
advance a level. In this case praying at the her
mit's shrine gives a· +5 bonus to the roll on the 
Cleric's Advance Table, thanks to the aura of 
sanctity that the hermit has created In the place 
over the years he has lived here. There ls no other 
benefit for any other kind of prayer to Taal. 
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INTO THE 

MOUNTMNS 
This chapter starts when the adventurers have 
made their way through the forest to the head of 
the valley. Now, they must scale the valley side 
and make their way through the trackless moun
tains to the Shrine. 

TRAVELLING IN THE 
. 

MOUNTAINS 

The adventurers are well away from the trade 
road, and have to rely on goat tracks and the 
occasional stretch of easy footing. They are on dif
jhdt ground for the whole of the Journey through 
the mountains. 

The following encounters and incidents can be 
used at any time, whenever you think they are 
appropriate. As with the last chapter, you are also 
free to add encounters and incidents of your own. 

Bad Weather 
One of the great dangers of travelling in the moun
tains is the unpredictable nature of the weather. 
Within a few minutes, a bright, still sunlit day can 
turn into a freezing downpour with zero visibility. 

A Dwarf or Ranger character is permitted an Int 
test to spot w arning signs a few minutes in 
advance of a drastic weather change - certain 
species of flower closing up, very slight tempera
ture changes, and the like. D6 minutes after these 
warning signs, things happen with unnerving 
speed. 

Clouds gather over the next 2-3 minutes, and the 
temperature drops almost as if a Zone of Cold spell 
had been cast over the area. Vlslblltty drops 
almost instantly to less than thirty yards.and that 
through a mixture of low cloud and the fine drizzle 
which has started. Then the wind picks up almost 
to gale force, lashing the freezing rain against the 
adventurers as they trudge onward, getting colder, 
wetter and more miserable by the minute. Good 
weatherproof clothing will keep out the worst of it, 
but th� rain ls fine enough to penetrate every
where, and only a Protection.from Rain spell pro
vides any real comfort. 

Sensible characters will try to find shelter some
where - even the lee of a rock is better than noth
ing. Pitching a tent in these conditions requires a 
Dez test at -30 and takes 10 turns for each 
attempt. 

Some foolhardy adventurers may refuse to be 
cowed by a little bad weather, and may insist on 
pressing on. Dwarf and Ranger characters are per
mitted an Int test with a +20 bonus to realise that 
this is a very bad idea. Water flows down the track 
in torrents, turning the whole area from d!fficult 
ground into very difficult ground - this reduces 
movement to one-quarter normal, and Imposes a 
Risk test on creatures moving at nonnal rate. Run
ning is quite Impossible in these conditlons - any
one who tries will automatically fail all Risk tests. 

Animals can become very unco-operative in this 
kind of weather, too. Horses are nervous and 
unsure of their footing. They must make a Ld test 
each turn (if they are being handled by a character 
with Animal Care, Animal Training or Charm Ani
mal skills, use the character's Ld score) or spend 
the next turn rearing, whinnying, turning round, 
and generally refusing to move - pack horses have 
a 5% chance of shedding their load while doing 
this. If a test is failed by 30 or more, a horse will 
lash out with its hooves at the character who is 
trying to force it to go on. Donkeys and mules will 
simply plant their hooves and refuse to move no 
matter what anyone does, braying loudly until 
they are left alone. 

Characters who fail to take shelter from bad 
weather will end up soaked to the skin and freez
ing cold. Shivering reduces WS, BS, I and Dez to 
half their normal levels until the character can get 
warm and dry. In addition, the character must 
make a T test (Immunity to Disea�e +10, water
proof clothing +20, cumulative) or eo down with a 
stinking cold the following day. All percentage 
characteristics are reduced by -5 for D3+1 days. 
and any attempts at stealth suffer a -10 penalty 
because of the character's tendency to let rip with 
a shattering sneeze at Just the wrong time. 

The Thousand-Foot Drop 
In this precipitous terrain, the ultimate sanction is 
the long, long way down. If a character fails a 
Risk test spectacularly in attempting to perform 
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some exceptionally foolhardy action, you might 
take this opportunity to give him (and his impetu
ous player) a good, healthy fright. 

If the character is on horseback, make an I test for 
the horse (30 under most circumstances), adding 
+IO if the rider has Ride Horse skill - success indi
cates that the horse has managed to make it to
better footing, as the PCs watch assorted lumps of
mud and rubble fall a thousand feet to the valley
floor below.

If the horse fails its I test, then it joins the mud 
and rubble - along with any packs, saddlebags 
and so on. Give the rider an I test (Acrobatics + I 0, 
Ride Horse +IO) to throw himself off his doomed 
steed. If he falls. take a fate point and leave him 
hanging on by his fingernails until the others can 
rescue him. 

If the character ls on foot, give him an I test (Acro
battcs +10) each round until he comes to rest. 
Each failed test results in the character falllng 
another D6 yards down the mountainside, until he 
can finally grab bold of something to bring himself 
to a halt. The character may we_ll shed some 
equipment in the process of fall1ng and siding 
down the mountainside - a backpack has a 5% 
chance of coming off per yard fallen, but for other 
items this ls reduced to 1 % per yard fallen. 

If it looks like a character ls going to die as a 
result of this kind of misadventure, take a fate 
point and have him end up in one of the hardy 
bushes that somehow cling to the rock face, 
Jammed in a c rack partway down, or saved by 
some simllar chance. 

Rockfalls and Avalanches 
These are another well-known hazard of travel in 
high mountains. It's a popular belief that loud 
noises can trigger a rockfall or avalanche - they 
can, but It's not that common. However, it's a good 
storytelling device, so if the adventurers start 
making too much noise, you might drop a subtle 
hint by having a small amount of loose scree or 
snow trickle down toward them. 

If the noise keeps up. the pieces will get larger, 
until a full-scale slide Is triggered. If the adventur
ers have gone through Fire in the Mountain• and 
got hold of the Crystal of Fire, you might want to 
discourage them fooling around with lt to while 
away the Journey. If they start throwing Ftre Balls 
around the mountainside, 1t could well dislodge a 
small snowsllde that could build up Into a proper 
avalanche ... 

Rockfalls and avalanches work on much the same 
prtnclp]es - an awful lot of a certatn substance 
coming down the mountainside over a wide area. 
There is a certain amount of warning, In that a 
trickle of rocks and/or snow will come down the 
mountatnside a couple of minutes before every
thJng comes down. Consequently, characters with 
an eye for this kind of terrain - principally Dwarfs 
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and Rangers - are permitted an Int test to realise 
that a heavy fall ls imminent and get everyone out 
of harm's way in time. 

Getting caught in a rockfall or avalanche ls no fun 
at all, and you can seriously damage your adven
turers this way. So be careful - scare them by all 
means, but you don't want to wipe out the party 
with so much of this lovingly-crafted adventure 
(and Indeed, campaign) still before them. If in 
doubt, err on the side of leniency. 

In terms of g ame mechan i c s, a rockfall or  
avalanche is  much the same as  a spell of the 
magic missile class - the air Is full of pain and 
misery, and the best a character can hope for is to 
avoid some of It. Give each character an I test 
(mounted characters average their I with that of 
their mount). Results are as follows: 

Fall type 
Rockfall 

Avalanche 

Testfailed 
D6 S 4 hits 

2D6 S 3 hits 

Test made 
D3 S 4 hits 
D6 S 3 hits 

Armour and Toughness offer normal protection. 

Getting hit by the stuff on the way down Is only 
half the problem, however - there are other Inter
esting things to contend with. llke being, swept 
down the mountainside and being buried alive. 

Once the Initial damage has been worked out, 
repeat the l test, giving Dwarfs and Rangers a +10 
bonus. If you're dealing with an avalanche, give 
everyone a -20 penalty. Those who fall this test 
have not been able to get to shelter, and have been 
swept away by the rock or snow. 

Characters who fail the test by 30 or more are 
swept down the mountainside, taking damage as lf 
from a fall of IO yards, and then burled. Charac
ters who fall the test by less than 30 are Simply 
burled by the falling mass. 

When a character Is burled, he will take automatic 
damage of some kind each round. A character 
burled Jn rock takes D3-1 automatic S I hits per 
round {modifled as usual by T and armour). 
reflecting crushing damage; a character buried 1n 
snow loses 5 points from each percentage charac
teristic per round, due to cold and suffocation. 

In addiUon, you should secretly roll a D6 to 
determine how deep he Is. This score lo the mun
ber of successful S tests the character must make 
In order to dig himself out; Dwarfs gain a +10 
bonus to this test while digging themselves out of 
rockfalls. Trying to dig yourself out has Its haz
ards, though, as a failed S test leads to further 
damage. Each time a character falls a test, he 
loses D3 W points regardless of T and annour. 

A character's comrades may help dig him out. 
provided that they know where he Is. If you rolled 
1-3 on the depth roll, the character can be spotted
straight away. On a 4-6 things are more difficult,
and a successful I test Is necessary to locate the
burled character - the test may be repeated each 
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round by each searching character, but each 
searcher may only search for one victim at a time. 
Once a buried character has been located, each 
character helping to dig him out counts as one S 
test passed automatically. 

If a character has any characteristic reduced to 
zero by being buried, he may spend a fate point in 
order to survive. Keep rolling dice, making notes 
and muttering to yourself, and don't let on to the 
player that his character is entirely safe - if the 
character has not already been found, let the 
searchers spot a hand or foot sticking out of the 
pile of debris. 

When the character is finally dug out, he w1ll be 
unconscious and blue in the face. Breathing is so 
shallow that only a character with Heal Wounds 
skill can detect it. The skin is icy cold. Then an 
eyelid flickers. The character starts breathing -
he's unconscious, wounded, but alive. 

Lost W points are regained in the normal way. 
Characteristic points lost through burial in snow 
are regained at the rate of D6 per hour of travel 
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and other activity, or 4D6 per hour of rest. A char
acter who survives being buried in a rockfall or 
avalanche gains an insanity point - this ls a very 
close brush with death. 

OPTlUNAL 

ENCOUNTER: THE 

TROLL SLAYER 
There ls a chance - especially if you are canying 
straight on from Fire In the Mountalna - that the 
party may be under-strength, or still too weak to 
stand much chance against the dangers to be 
found in the Shrine complex. This encounter gives 
you an NPC who can be used as extra (and not 
inconsiderable) muscle or as a replacement PC 
according to your party's needs. Full details of the 
Troll Slayer can be found with the pregenerated 
characters at the back of the book. 

As the adventurers make their way through the 
mountains, they see a short, stocky figure travel
ling on foot about half a mile ahead of them. Char
acters with Excellent Vision will be able to see that 
it ls a Dwarf, with a tall crest of stiffened hair. He 
seems to have no belongings other than the axe he 
carries. As the adventurers spot the Dwarf, he 
pauses, looks back at them for a long moment, 
and then turns and walks on. 

After about an hour, the adventurers will be within 
halllng distance of the Dwarf. He wlll ignore all 
shouts and greetings, looking straight ahead and 
walking steadily. 

As the adventurers catch him up, they will see 
that he has the tattoos, jewellery and dyed hair of 
a Troll Slayer. His only possessions are a large 
two-handed axe and a belt-pouch with a few provi
sions. He ignores the adventurers unless they 
greet him respectfully in the Dwarven tongue of 
Khazalld, or very respectfully in Old Worlder. If 
there ls a Dwarf in the party, the Troll Slayer will 
address himself to that character and ignore all 
others. Here are some samples of conversation. 
They should give you a good enough idea of the 
Troll Slayer's personallty to improvise further 
speech for him. 

Good day to you. 
"Hmph. A good day ts one spent alone.• He looks 
pointedly at nearest Elf. 

Who are you? 
"RognL I cannot give you my clan and hold, for I 
have left them.• 

Where are you eolng? 
"Into the mountains.• 

Um ... any particular destination? 
"There ts a valley near here. Full of greenskins, so 
they say. It might provide what I'm looking for." 



And what might that be? 
He looks at his tattoos. "if you don't know that, 
you're wasting my time. if you do, you're wasting 
your breath. • 

Would you like to travel with us? 
"Are you Implying that I need your protection?" He 
hefts his axe ... 

Ah - no, no, of course not. We were - um -
thinking of our own safety, actually. 
"Hmph. And what wlll you give for my protection?" 

What do you need? 
"Nothing." 

When playing Rognl as an NPC, bear his personal
ity In mind. He ls proud like most Dwarfs, and try
Ing to work off the shame of a past disgrace by 
seeking a heroic death. He ls extremely touchy 
where his honour ls concerned, and his fellow
travellers will have to choose their words carefully 
when they speak to him - he ls capable of perceiv
ing an insult in the most innocent of 'comments. 
The Troll Slayer will simply refuse to acknowledge 
the existence of any Elves In the party, and will 
have no qualms about attacking an Elf if 'It' refus
es to leave him alone. 

If the adventurers begin to grate on his neives, he 
will simply leave them and carry on his lone quest 
for a glorious death - so when the party has 
healed enough not to need his extra muscle, you 
can simply have him disappear. 

FINDING THE 

SHRINE 

From Handout 1, the adventurers will know that 
the Shrine ls somewhere at the foot of the three
peaked mountain, on the western side. You can 
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drag out the process of actually finding the Shrine 
for as long as you like, depending on how long you 
want a particular game session or the adventure 
to last. 

The Easy Way 
If you want to get straight on with the main part of 
the adventure, then the adventurers come across 
a narrow ledge cut into the side of the mountain. 
Dwarfs and charac ters with Engineering or 
Stoneworking skills will notice on a successful Int 
test that the ledge Is artlflcial. 

Following the ledge westward around the base of 
the mountain, the adventurers find a narrow defile 
or notch. Squeezing through, they find a kind of 
natural courtyard - a large cavern whose roof col
lapsed, perhaps - with the entrance to the shrine 
at the far end. 

The Hard Way 
If you want to make the adventurers work hard for 
the reward to come, then they will have to conduct 
a painstaking search of the whole western flank of 
the three-peaked mountain. Each day or half-day 
(or any other basic timekeeping period you like), 
have each character on the search make an I test 
(Dwarfs +10, Rangers +10, Excellent Vision +IO, 
Follow TraU +IO) to spot telltale signs which give 
away the location of the defile leading to the 
Shrine entrance. 

If you·re feeling mean, have everyone make an Int 
test (Cartography plus Orientation +20) before they 
start searching - if no-one passes, the adventurers 
get the crude map hopelessly confused and start 
searching the wrong side of the mountain! 

As soon as the adventurers find the Shrine 
entrance, the next stage of the adventure begins. 
Go immediately to the next chapter. 
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THE SHRINE AT 

-HEWAD
This ls the final chapter in this adventure; the 
adventurers have located the Shrine, and must 
somehow get inside, locate and recover the Crystal 
of Earth, and make good their escape. 

THE 

SHRINE 

The Shrine of Kadar-Helgad ls situated on the 
lower slopes of the three-peaked mountain to the 
north of the Yetzin Valley. There ls a small plateau 
before the Shrine's entrance, stretching about 
twenty yards on all sides and covered with a smat
tering of coarse mountain grass and a few low 
clumps of flowering shrubs. 

Above the entrance to the Shrine, the mountain 
rises like a wall for perhaps two hundred feet, and 
then slopes more gently toward Us snow-covered 
peak several thousand feet above. To the north 
stands the Vaults mountain range, to the east the 
three-peaked Mount Yetzin, and to the south Yet
zin valley winds its way down to the plains. 

Once the Shrine was at the heart of a thriving 
Dwarven kingdom, whose remains Utter this part 
of the Vaults. In Fire in the Mountains, the 
adventurers discovered one outpost of this king
dom, behind a waterfall high In the valley side; 
later In the Doomstones adventures, they wlll 
explore the fabulous royal tombs of Kadar-Gravn
ing. There are many other Dwarven remains in the 
area: some are abandoned, but many have been 
occupied by new tenants. 

The Shrine itself was once a small complex of nat
ural caves, but was occupied by the Dwarfs since 
the far-off days of legend. Deep in the roots of the 
mountain, the caves somehow held and ampllfled 
the powers of elemental Earth which had long 
been sacred to the Dwarven race. They founded a 
Shrine here to Grungnl, Lord of the Underearth, 
the greatest of the Dwarven dettles. The natural 
caves were open to all, but the Dwarfs made a new 
tunnel complex beneath the caves, where only the 
Chosen might enter. This was the heart of the 
Dwarven Shrine. 

The name of the Dwarthold which lay at the centre 
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of this great mountain kingdom ls lost, one of 
many which vanished during the upheavals of the 
Goblin Wars. But somehow, the Shrine at Kadar
Helgad survived In Its hidden valley for another 
four thousand years. As the strength of the Dwar
ven realm waned, the pilgrims became fewer and 
less frequent - whole decades would pass without 
any visitor from the outside world. And then, a 
century ago, came the Ores. 

The Dwarfs In the Shrine heard the sounds of bat
tle from the south, and a few wounded warriors 
fleeing via Kadal-Helgad brought news of over
whelming odds. Hadrin, who had tried so hard to 
convince the Dwarf leaders of the danger, had 
already fled the Yetzin valley, as had the Crystal of 
Air. The situation looked desperate. 

The dwarven priests packed up as many of the 
treasures and relics as they could, and sent them 
away to safety. Some of the rellcs were either too 
large to be carried or were strongly tied to the 
Shrine to be moved. Despite the fate that might 
befall these items at the hands of the sacrilegious 
Ores, the priests could not bring themselves to 
strip the Shrine completely. This would have been 
a betrayal of their faith. 

They therefore contrived to protect the relics to the 
best of their ability. The lay priests constructed a 
number of minor traps to dissuade investigation of 
the caves, while the spellcasters wove a complex 
web of protection around the lower Shrine, culmi
nating in the summoning of a creature from the 
Earth they worshipped to stand as guardian In 
their absence. They then blocked off the main 
entrance to the lower level and fled into the moun
tains, eventually returning to their ancestral 
homes in the south. 

But what of the Crystal of Earth? It had begun to 
glow, indicating that one of its brethren was 
approaching. With profound horror the Dwarf 
leaders reallsed that the Ores had a Crystal of 
Power with them! 

A desperate defence was organised. It was decided 
to destroy the-Crystal of Earth rather than risk its 
falltng into Orcish hands. But how? The priests 
tried to drain It of power by summoning an ele
mental being of Immense power. This entity, 
named Xhardja, was to destroy or remove the 
Crystal if and when the Ores took the Shrine. 
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However, the summoning spell was not perfectly 
executed - for the Crystals of Power were partly 
shaped by Chaos, and are thus somewhat unpred
icatable in their effects. Xhardja was confined to a 
single level of the Shrine, and did not have the 
freedom of movement that the priests had intend
ed. In addition, the force of the summoning tore 
open a crack in the caves leading down to the 
lower levels, frustrating the priests' plan to seal 
them from intruders. Nevertheless, the Ores did 
not find the Inner Shrine, and the Crystal of Earth 
remained safely hidden. 

After Torgoch began to master the Crystal of Fire, 
he came to recall how It had glowed in the Shrine. 
He began to suspect how close he had been to 
mastering two of the Crystals of Power, and deter
mined to return to the Shrine and find the Crytal 
of Earth. But by this time, his obsession with the 
Crystal of Fire had led him to neglect his warriors, 
who became disaffected and began to desert. By 
the time he fully realised that there was a second 
Crystal of Power In the Shrine, he no longer had 
the force necessary to make the Journey. So he 
risked everything In a gamble, challenging the Ore 
gods themselves with the power of his stone. As 
we have seen in Fire in the Mountaina, this led to 
his destruction. 

Torgoch had left a garrison in the Shrine, consist
Ing of a small group of Ogre mercenaries and a 
large number of Goblins. Their descendants still 
occupy the tunnels of the complex, but things 
have changed a little. 

The Ore commander Torgoch left in charge of the 
garrison was killed and eaten by the Ogres in the 
course of a petty disagreement. Without a single 
commander, the Ogres and the Goblins soon 
became two separate and actively hostile armed 
camps. The Goblins remained In the more con
fined areas where Ogres were not a threat to them 
- for. as often happens, the Ogres had come to
look on the Goblins as an emergency food-supply.
The Ogres explored the Shrine as much as they
were able, eating the Goblins wherever they came
across them. With Its stable Goblin population the
Shrine complex offered a reasonable food supply,
so the Ogres were content to wait for the Ores to 
return as they had promised.

Decades went by, and still the Ores did not return. 
The original garrison died out completely, and its 
successors - to whom the Shrine was the only 
home they had ever known - developed Into a 
community. Occasionally, one or two of the more 
venturesome youngsters would travel In search of 
adventure and new kinds of food - word of this 
cave of endless edible Goblins spread among the 
Ogre mercenaries of the Old World, and the com
plex began to attract visitors. 

In the course of their explorations, the Ogres 
found many things that they did not understand. 
Penetrating into the old Shrine In the upper levels, 
they realised that this was a holy place. At the 
closing of the brief but bloody civil wars which 
rocked The Empire, an Ogre mercenary leader 
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named Kartagg Horseblter called at the Shrine on 
his way from The Empire to fight for one of the 
petty monarch of the Border Pinces. Having seen 
his Human employers pray at shrines, he Imitated 
them. He took off his armour, washed himself, and 
took an offering of food Into the Shrine, praying 
there that he might win glory in the battles to 
come. 

The other Ogres were amazed - as much by the 
fact the Kartagg left a good half of his food in the 
Shrine as by anything else he did - and were quite 
relieved when the next day saw Kartagg move on 
with his troops. The Ogres at the Shrine had 
already decided that he was more than half ma, 
and were glad te back of him. Scarcely a week 
later, reports began to come back of great victo
ries, including the incident when Kartagg won the 
name by which he is still famous. The Shrine's 
fame spread through the mercenary grapevine, 
and It attracted Ogres from all over the Old World. 

Korschner's Tale 
In addition to the Ogres and the Goblins, the 
Shrine Is inhabited by a Human spellcaster named 
Korscher - or, rather, by what's left of him. 

Korschner visited the Shrine in the early years of 
the Ogres' occupation. He bribed the Ogres well, 
and they left him alone to search the Shrine. 

Korschner had come here In search of the answer 
to some matters of earth-magic that had puzzled 
him for years, and that had held up the last stages 
of some life-prolonging rituals that he was devel
oping. He discovered much of the information he 
needed among the abandoned scrolls In the old 
dwarven priests' accommodation (area 10 of the 
Shrine). 

Korschner read and deciphered the scrolls eagerly 
and, having memorised them, he destroyed the 
originals, so that no-one after him would discover 
the secrets. He then decided to try to complete his 
new rituals, which would allow him to prolong his 
own life through the consumption of other beings. 

Korschner barred the door to the study and then 
cast a warding spelf to prevent Interruption. He 
took out a potion (a mixture of the distilled of the 
essences of a number of creatures) and prepared 
the spell. It was at this point that a couple of the 
Ogres guards came to see what he was doing. 
Being unable to open the door, they broke a hole 
in It, to see the spellcaster In a trance. They con
cluded that something magical was going on, and 
decided that they didn't much like the idea -
despite the fact that Korschner had bribed them 
both handsomely only an hour or so before. One of 
the Ogres threw a hand-axe at the immobile Ele
mentallst, killing him before he could complete the 
spell. His body· has remained in the chamber ever 
since, slowly withering and decaying. The Ogres 
leave the room well alone, and are still distrustful 
of the magic that Korschner might have been 
brewing there. 



APPROACHING THE 

SHRINE 

So, the adventurers have com� to tile end of an 
arduous Journey. The Shrine of Kadar-Helgad is in 
sight, and they know that it contains the object of 
their quest. They've Just found out that the dwar
ven Shrine isn't deserted after all. The question 
now is: how do they get into the Shrine, find the 
second Crystal of Power, and live to tell the tale? 

Inhabitants of the Shrine 
If the adventurers spend some tlme watching the 
Shrine rather than rushing straight in with 
swords drawn, they should be able to ensure that 
they only have the regular residents to contend 
with. These are listed in the Profiles section. A 
straight assault will meet with least opposition at 
night, when only the guards will be awake. 

There is always the chance, though, that there will 
be one or more visitors at the Shrine. Since a dif
ference of half-a-dozen Ogres either way can mean 
life or death to the adventurers, we'll leave this for 
you to decide. If the party is weak, there might be 
only one or two pilgrims staying in the Shrine. If 
the party is strong, you might increase this num
ber - a regimental reunion, for example, or a wed
ding party. Any visitors and priests will be in the 
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Shrine itself (area 11), and there is a chance that 
they will not hear any minor disturbances at the 
entrance to the caves. The guards are changed 
every couple of months at full moon - there is a 
300/4 chance that any arrival during full moon is 
the new guard, meaning that for that night there 
will be a double-sized guard contingent. 

The current Ogre 'priest' of the Shrine is 
Rothnogg, and it is him and his cronies that the 
party will face when they reach the Shrine. The 
actions of Rothnogg's group are left very much to 
your discretion, although guidelines are given in 
the text with reference to specific locations and 
items. The Ogres are by no means brilliant. but 
they are not stupid either - brought up in a cul
ture which regards winning fights as a vital sur
vival skill, they can probably give overconfident 
adventurers a few surprises. Essentially, you 
should treat the Ogres as your own player charac
ters - they will put up a splrtted defence, but their 
idiosyncrasies will show through and each will 
react individually to any situation. Avoid playing 
them as a single mindless lump of cannon-fodder, 
but avoid, too, playing them as ubiquitous, infalli
ble tools of the all-seeing, all-knowing GM. 

Visitors to the Shrine may range from a single 
Ogre to a mercenary chief and his troops. If you're 
feeling particularly cruel. two tribes may be gath
ered for a wedding. Even though impossible odds 
can be tempting, you should be careful not to pre
sent the adventurers with certain death - parties 
who solve all problems with three feet of steel may 
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need less strong opposition than those who are 
adept at confidence trickery. We suggest that you 
keep the visitors as a factor to be used if the game 
ls going too much in the adventurers' favour, but 
to be left out if they are already having problems. 

Different Approaches 
The adventurers have three options when 
approaching the Shrine: direct assault, covert 
infiltration, or bluff. 

"Charge!" 
This approach has the advantages of quickness 
and simplicity. The disadvantage ls, the adventur
ers had better be able to cut their way through a 
large number of highly disgruntled Ogres. 

"Shhhl" 

Despite the semi-alert Ogre sentries, it ls possible 
for a group of adventurers to sneak into the com
plex. Note that Ogres typically underestimate 
Humans and other 'Slims', so even if the adven
turers are discovered, the Ogres will probably 
treat them more like an infestation of mice than 
an invasion of warriors. In fact, they'll probably 
treat the whole exercise as a great and glorious 
game: a kind of hide-and-seek with your next (still 
wriggling) meal as the prize. Normal stealth, hid
ing and listening rules apply. This approach 
should lead to a few pleasantly harrowing hours 
on the part of the adventurers. 
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"Just Vlaitlng" 
The Shrine ls, after all, still in use as a place of 
worship, and the adventurers may decide to bluff 
their way in by claiming to be pilgrims. This ls 
fine, provided that their money and supplies hold 
out they don't stray from the public areas. Howev
er, they will have to be prepared for an endless 
barrage of short jokes and a fair amount of high
spirited and painful (but not intentionally lethal) 
Ogrish horseplay. Imagine the Ogres as a bunch of 
Marines or rugby players, and the adventurers as 
a group of weeds who tum up at their party with 
ten crates of beer. Nearly good-natured bullying ls 
the tone for with this. 

If the adventurers attempt to bribe an ogre guard, 
have him produce an ·ogre penny,' thoughtfully 
weighing their offer in the other hand, then 
demand an equivalent weight! This is of course 
negotiable, especially if the PCs think to mention 
their own relatively small size; the Ogre will even
tually settle for twice the offer (or whatever you 
think is fair - plus a little). 

"You Need U•" 
Imaginative adventurers might think of offering 
the Ogres some kind of service as a bribe to get 
the run of the complex. In response to the ques
tion Mls there ru1ything we cru1 do for you?", most of 
the Ogres will immediately start thinking of food -
first the adventurers' supplies and horses, and 
then the adventurers themselves. 

A bit of fast talking on the part of a charismatic 
adventurer might persuade the Ogres to look on 
the 'Slims' as visiting exterminators. They can get 
into areas where the Ogres can't - the Goblin 
quarters, for instance. The Ogres are thoroughly 
fed up with the Goblins raiding their supplies, but 
can't get into the Goblins' chamber to sort the lit
tle bu ... persons out once and for all. They content 
themselves with eating any slow, incautious Gob
lins they manage to catch. The adventurers may 
be able to fast-talk Rothnogg into allowing them 
the run of the Shrine by offering to exterminate 
the Goblins. A successful Fel test coupled with 
this suggestion will get the adventurers into the 
Shrine, but you might like to roll dice every hour 
or so to see whether Rothnogg has changed his 
mind - the Goblins are a stable food source, after 
all. He has a 500/4 chance of changing his mind 
each time you check - with potentially very con
fusing results for Our Heroes! 

There are also the questions of Korschner the dead 
wizard in his sealed room, and the strange mud 
that fills the lower levels. These are things which 
make the Ogres uneasy, but which they have no 
particular desire to sort out of themselves. Finding 
out about these problems and offering to sort 
them out might buy the adventurers the run of the 
Shrine while they do so. 

One Good Tum ... 
If the adventurers negotiate with the Ogres suc
cessfully, they wlll be allowed the explore the 



Shrtne unhindered - although Rothnogg or one of 
the other senior Ogres will stay with them in the 
Ogre-occupied areas. Requests for Ogre assistance 
will be ignored, or mildly rebuffed with a comment 
to the effect that the adventurers are lucky not to 
be on the menu, and they shouldn't push this 
luck any further. Requests for information will 
meet with a shrug and a blank stare unless the 
adventurers ask Rothnogg or Grathyagg - these 
two might mention the story of Brolgoth and 
Orgadd. 

Brolgoth and Orgadd set out to explore the lower 
levels around a month ago. They squeezed down 
the shaft in the hope of ambushing the Goblins. A 
few of the other Ogres stood by with ropes to haul 
up Goblins for eating. They heard a crash, and the 
two Ogres shouted up the shaft, saying that they 
had gone past the Goblin cave and landed in a 
lower chamber which was full of mud, according 
to their shouted reports. 

After a few moments there was a lot of noise from 
the shaft, which ended abruptly. All has been 
quiet down there ever since, and nothing has been 
heard of the two Ogres. The other Ogres all 
assume - quite correctly - that Brolgoth and 
Orgadd are dead. 

In addition to this information, Rothnogg has a 
few scraps of ancient documents (Handouts 5-6) in 
his quarters. If he is impressed by the adventur
e rs, and if he remembers (the adventurers' 
spokesman must make a successful Fel test, and 
Rothnogg must make a successful Int test), he 
may decide to give them to the adventurers. 

ADVENTURING IN 

THE SHRINE 

Although the Shrtne is built within a natural cave 
system, the Dwarfs have added several rooms and 
reshaped or enlarged others. Some of the cham
bers still appear natural, but most are now shaped 
to a regular pattern. All passages are I Oft high, 
and all rooms are 12ft high, unless otherwise stat
ed. All rooms and passages have smooth floors of 
bare rock. In the regular areas, the walls and ceil
ings are smooth and thinly plastered; the rough 
areas are merely bare rock all round, the walls 
arching inwards at the top to meet the ceiling. 

All of the wooden furnishings in unoccupied areas 
have begun to rot, but those still in use have been 
repaired (poorly) by the Ogres. Most materials are 
somewhat mouldy and food and other pertshables 
don't keep well if exposed to the damp atmosphere 
of the caves. In the rough and less traversed 
rooms and passages there are mosses and lichens 
growing, and suitable insect life is found through
out the caves. The whole complex, especially the 
lower levels, has a dank, decaying smell - though 
the Ogres, judging by their appetites, don't seem 
to mind. 
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The doors are solidly constructed of wood bound 
with iron, but many have decayed and weakened 
since they were last replaced more than a century 
ago - they have T 4, D 10 (roll 3D6 for each door's 
D score if you prefer). All doors may be barred on 
the inside (the direction in which they open is 
noted on the map) although, unless otherwise 
stated in the text, lt is up to you to decide which 
will be barred - this will depend upon the adven
turers' approach and the tactics that the Ogres 
employ. 

The Shrine Movement and Combat Summary at the 
back of the book summarises the effects of the 
confined surroundings. Standard areas are 
described below; this information here applies to 
all areas of the Shrtne unless stated otherwise in 
the descriptions of the Upper and Lower Levels. 

Passages 
A standard passage is 3-4ft wide and I Oft high -
plenty of room for a Dwarf, but perhaps a little 
cramped for other races, especially if they are 
planning to do any fighting. Sloped passages 
descend at a rate of about 1:2 (a 30° angle). 

The Ogres flt the main passages almost exactly. 
Their heads scrape the ceiling, and their shoulders 
rub along either wall. Getting past an Ogre in this 
kind of confined space is impossible - you have to 
knock the Ogre down and climb over his prostrate 
form. On the other hand, the Ogres are at a dis
tinct disadvantage in the Shrine - they suffer 
severe movement and characteristic penalties 
when in combat because of their size. 

Stairs 
Stairs are of the same rough dimensions as pas
sages. They are worn down the middle by hun
dreds of years of dwarven feet, and any character 
fighting or moving at more than cautious speed on 
the stairs must make a Risk test or fall, being 
prone for the next round. The stairs descend 
roughly at a rate of I: I (a 45" angle). 

Rooms 
Unless stated otherwise in the relevant area 
descriptions, all rooms and chambers in the 
Shrtne have 12ft high ceilings. 

Light 
All areas In the Shrine are unlit unless specifically 
stated otherwise In an area description. 
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THE UPPER LEVEL 
I. Entrance
The entrance to the Shrine is about 20ft high, the 
top partially covered by climbing vegetation. On 
each side of the entrance stands a 4ft tall, 1ft 
diameter stone post, topped with a carved dwar
ven head - Dwarfs and characters with Theol.ogy 
skill will recognise these as heads of Grungni on a 
successful Int test. Two armed Ogres lounge in 
the passage. One has a large horn in addition to 
his other equipment. 

The whole entrance, including the p1llars and 
heads, has been systematically defaced by the 
Shrine's post-Dwarf inhabitants. Here and there, a 
skilled character may be able to make out frag
ments of ancient inscriptions in the Arcane Dwarf 
language, but little or nothing survives that makes 
any sense. Overlaying the original lnscriptlons ls a 
thick layer of Orkish graffiti - feel free to improvise 
wordings if the adventurers inspect this closely, 
but in the main it concerns itself with the fighting 
prowess of the Bloodaxe Alliance, the lack of fight-
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ing prowess of the Dwarfs, and comments on the 
strength, body odour and personal habits of vari
ous Ores. Carved over the doorway is a single 
crude symbol, incised ooout six inches deep. 
Characters with Re ad/Write Grumbarth or 
Read/Write coupled with Linguistics may attempt 
an Int test to recognise this as an Ogrish glyph 
meaning ·tasty', or 'good to eat' - the proper trans
lation under the circumstances is 'this is a good 
place to be'. 

The Alarm Syatem 
Despite their highly defaced condition, the carved 
Dwarven heads on the plllars st1ll perform the 
function for which they were originally built and 
enchanted. When any living thing over 2ft tall 
approaches within 10 yards, they call out in the 
ancient Dwarven tongue, giving a greeting and a 
challenge. 

Any character who speaks Khazalid w1ll under
stand the burden of the message, although it ls 
couched in a very archaic form of words. Those 
who do not understand the language will hear a 
stream of gutturals: 

"Bzukur valkmur brezuntraa, Kadar-Helgad 
akfaur vurklar. • 

"Welcome, vtsttor. Introduce yourself. and state 
your business tn the Shrine of Kadar-Helgad. • 

Almost any reply in Khazalid will suffice, eliciting 
the response: 

"Valkmau Khaztd ukktakhjaertetter, Juntradd 
Junne stojurskruynur med karakkubredur sten
sjupptker .frouyden. • 

"Welcome, true-hearted Dwarf Enter the great 
Shrine with peace as wtde as the mountains and 
as deep as the bedrock.· 

Anything said in any other language will bring the 
answer. 

"Okkundra ljuvur. Geskav laer zdoetmud stenstal
stlska okk Khaztddergod. vuppner. •

"You are not known to us. Begone or face the 
wrath of stone and steel and stout dwaroen arms.• 

The heads are nothing more than a kind of magi
cal doorbell, and have no other powers. Greeting 
them properly was part of the ritual expected of 
visitors to the original Shrine, and there is now 
nothing to back up their threats to strangers. If 
the adventurers want to believe otherwise, of 
course, that is their prtvilege. 

However, the heads still have a function. The thing 
is, their voices are loud. They can be heard 
throughout the outer Shrine (areas 1-9): 

Area 
1-3
4-6
7-9
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Voices are 
loud 

normal 
soft 

chance to hear 
100% 
60% 

30% 

Skills such as Acute Hearing modify chances to 
hear any noise as normal. Closed doors reduce the 
level of volume by one step (le loud becomes nor
mal, normal becomes soft, soft becomes complete
ly inaudible). 

Evading the Alarm 
If the adventurers go for a stealthy approach, this 
little magical alarm system will present them with 
something of a problem. Here are a few ways In 
which it can be circumvented. 

The watchposts are not affected by anyone from 
inside the caves, so they can be avoided by cllmb
ing the cliffs a little way off, traversing to a point 
above the entrance, and dropping Into the 
entrance passage from above. 

They will not respond to anything less than 2ft 
tall, so it may be possible for a shape-changer to 
evade them by using a small animal form. Any 
magical effect which reduces a character's size to 
less than 2ft tall will also prevent the stone heads 
from detecting him. 

If the party ls floundering hopelessly at the 
entrance and you want to be kind to them, then 
you might rule that the heads only respond to 
bipedal beings more than 2ft tall. The heads will 
ignore any characters who crawl into the Shrine 
on their stomachs. The adventurers will have to 
think of this for themselves, of course. If you allow 
this option, you should try to get the players feel
ing like their characters are crawling through a 
minefield that could go "BOOM!" at any second 
and at the slightest provocation ... 

Entrance Guarda 
There are two Ogre guards in here at all times. 
They have an oversized bronze horn that they will 
blow if they spot any intruders. This can be heard 
throughout the Shrine, and reinforcements will 
begin to arrive after 2 rounds, as follows: 

Round 
3 

5 

6 

8 

9 

Arrivals 

Ogre guard from 2 
Grathyagg from area 4 (night only) 
,Ogre guards from area 5 (3 In the day, 
2 at night) 
Ogres from area 7 (1 guard + Hradyagg 
in the day, 2 guards at night) 
Hradyagg from area 8 (night only) 

If the adventurers go for a hit-and-run raid on the 
Shrine and you want to put them under time pres
sure, you might decide that a blast on the guard's 
horn may be heard by the Ogres in the mountains 
who are travelling to the Shrine. It will take them 
D4+2 hours to get to the Shrine - and the adven
turers had better be somewhere else when they 
arrive ... 

If the adventurers prefer to bluff their way into the 
Shrine, they will have to talk their way past these 
two guards first. The guard from area 3 will amble 
out to join In the discussion, and the three will 
exchange rumbling comments In the Ogre lan
guage of Grumbarth, chuckling occasionally. 



2. Guard Room
One of the three Ogre guards sits on an old bench 
against the east wall to greet visitors, direct them 
to the Shrine, take messages, and so on. If the 
adventurers by to bluff their way into the Shrine, 
he will come and join the Ogres in area I while the 
adventurers are talking to them. 

In the fork of the two passages to areas 3 and 9 
there is a lump of smooth black rock projecting 
from the wall. All Ogre visitors touch this as they 
pass believing the strange substance to be holy 
and that it will bring them good luck; the occu
pants don't bother any more. 

The rock, in fact, is nothing more than a curious 
geological feature - characters with Mlntng skill 
will realise this on a successful Int test, and Mag
ical Sense will not reveal any magical aura. 

3. Store Room
This room contains the supplies for the Shrine. 
The size of the stocks depends on how long it is 
since the last visitors arrived, but most of the time 
it will be stacked from floor to ceiling with sacks, 
barrels and crates. There may even be the bodies 
of horses, wolves and Goblins killed in the valley. 
This is a good opportunity for you to show the 
players just how broad an Ogre's diet can be - if 
you want to Include some wooden buckets, cart 
wheels, candles, scraps of clothing, bits of leather 
armour, half-pound bags of pepper and other, 
apparently inedible items, feel free. 

4. Blocked Stairs
The rockfall caused by the Dwarfs before they left 
the Shrine covers about a flight (12ft high, includ
ing the landing) - the rocks are obviously looser 
than the surrounding walls, but It would stlll take 
a long time to dig through to the lower level. Any 
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character with Mlntng skill will realise that six or 
so people could clear around ten feet a day, gtven 
the proper tools and expertise. 

The landing before the blockage ls used by 
Grathyagg as a place to sleep and rest when he is 
not working in the Shrine. A pile of soiled furs and 
rags lies on the landing and there ls usually a 
scrap of food, often several days old, somewhere 
among them. The steps by the blockage smell just 
as though an Ogre has used the loose rocks as a 
latrine. There ls a purse hidden behind one of the 
rocks, containing 17 shillings and 23 pennies. 

5. Ogre Ouarters
This room houses the five Ogre guards (and occa
sionally visitors to the Shrine) and is also used as 
the mess hall for all of the occupants of the 
Shrine. The Ogres sleep amongst the huge piles of 
furs, sacks and other debris that are littered 
around the edges of the room. 

In the middle of the room stand two large tables, 
both badly scratched and gouged, surrounded by 
15 chairs and stools in various states of disrepair. 
Most are crudely patched up and will only just 
bear the weight of the Ogres. There are metal and 
wooden plates on the tables (only cleaned when 
the Ogres are really bored) and a few knives and 
spoons, plus a selection of different sized and 
shaped goblets. 

Against the west wall is an open stove, made from 
old pieces of armour, that the Ogres use when 
they can be bothered to cook their food - they use 
wood from area 3, but sometimes they smoke 
themselves out by using wood that is too damp to 
burn properly. 

There will be two Ogres in here in the day and 
three at night - they will be awake if It is near to 
the guard change (early morning or early evening) 
and asleep at other times. 
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6. Shaft
This is the only part of the cave system that does 
not show the workings of the dwarven miners. It 
was caused by the force of the arrival of the ele
mental creature Xhardja, which was summoned 
by the retreating Dwarfs to guard the Crystal of 
Earth. The shaft completely negates the Dwarfs' 
attempts to block off the lower levels, but by the 
time it appeared all but one had left, and there 
was nothing further that could be done. 

The stone of the shaft is seamless - it appears to 
have melted and cooled rapidly. There are a few 
scratches, made by Ogres exploring the shaft and 
bound prisoners who have been lowered into area 
8 from above. Some of the marks are an ominous 
red-brown colour where captives were bounced 
about on the way down. The shaft is quite steep (2 
in 1, or 60° ) and is only 3ft 6in wide - a tight 
squeeze for the Ogres! You should use common 
sense to determine whether anyone with bulky 
gear will get stuck if they try to go through lt. 

Any adventurers captured by the Ogres will be 
placed in this shaft once they have been interro
gated by Rothnogg and Hradyagg - if too many are 
taken at once some may be left trussed up in area 
11. Unfortunate characters left dangling in the
shaft will be tormented by the Goblins in area 9,
who will have great fun poking things through the
gaps between the bars and prodding the adventur
ers with whatever comes to hand.

7. Antechamber
The other two Ogres on guard will be in this room. 
At night (or for a weak party) this will be two of the 
standard guards. During the day (or for a tougher 
party) the antechamber will contain Hradyagg plus 
one of the guards. There is a bench and a table in 
the east part of the room for the guards to sit at, 
and another table in the west part. 

The guards are instructed to remove the weapons 
of all those who enter the Shrine, plus any other 
items that can be easily left outside - shields, 
helms, packs, and the like. 

If the visitors have brought some form of offering 
(other than supplies, which are left in the store 
room), the guards will check it to make sure that it 
conforms to the standards expected. The hanging 
across the entrance to area 11 is of a dark, heavy 
cloth, with a single earth rune in blood red on 
each side of it. 

8. Hradyagg's Ouartcrs
This room contains the wellshaft that supplies the 
Shrine with fresh water. The shaft is l-2ft wide 
and 75ft deep, opening into a small subterranean 
stream. Beside the hole stand a pair of leather 
buckets, each on a rope about 100ft long. 

This room ts mainly used by Hradyagg alone, 
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although especially prominent visitors may be 
quartered here. Hradyagg has his bed (a pile of 
furs) in the south-east corner of the room. When
ever he is in the room he bars the door and hangs 
a bell on an iron spike in the middle of the lintel 
so that it will ring if the door is forced open. 

In the north-east corner there is a small chest and 
a crate of wine. The chest contains 17 crowns, 35 
shillings and 103 pennies, plus a small winged 
humanoid figurine made of brass covered with a 
thin gold leaf (worth about 20 GC). 

If the PCs decide to lower themselves down the 
well, you will have to determine their chances of 
becoming stuck - this will depend on their equip
ment, etc. The ropes attached to the buckets are 
not strong enough to hold any great weight, and 
have a 1 % chance of snapping per 10 encum
brance points placed upon them. 

About 35ft down, there is a small ledge on which 
stands an old and rotten chest. The chest is not 
locked and contains 354 silver shillings. It should 
be remembered that Xhardja can attack charac
ters at this point as it is at the same depth as the 
lower level. 

9. Goblin Ouartcrs
This natural cavern was a store-room in the origi
nal dwarven Shrine, and the shaft caused by the 
summoning of Xhardja (area 6) passes through 
the eastern side on its way down to area 15. 

The passage from area 8 to here is smaller than 
those in the public areas of the Shrine: it is about 
5ft wide and only 5ft 6in high. The Ogres cannot 
get down this passage at all, which is the main 
reason that the Goblins survive (uneaten) in area 
9. The Goblins scratch a meagre living by making
occasional forays into area 3, stealing what they
can, and running back to area 9. They treat every
outsider as hostile, and will crowd into the pas
sage to repel intruders, having learned that their
small size is an advantage in this environment.

14 Goblins live in here, and the cavern is musty 
and squalid. Two guards are on duty at all times 
in the doorway to the passage, watching in case 
an Ogre should try to sneak up on them on hands 
and knees, as has been done in the past. They can 
generally muster about fifty coins between them, 
half of which will be copper and half silver. They 
have no other valuable possessions apart from 
their weapons. 

The the eastern end of the chamber, where the 
shaft (area 6) passes through, ls blocked off by a 
crudely-built barred gate, made by the Goblins 
from wood that they found around the caves. 
There is a similar construction - with fewer gaps 
in it - laid across the shaft to block access to the 
lower level. The floor ls merely placed on several 
supports and can be pulled out when the gate 1s 
open; the gate itself ls hinged at the top and can 
be lifted up to allow access to the shaft. The gate 
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is closed by a pair of huge rusty bolts on either 
side - a Strength test at -20% (or at normal chance 
with Strongman skill) is needed to open them. If 
the Goblins manage to capture any of the adven
turers, they will tie them up and hang them in the 
shaft, poking them through the gate with an 
assortment of pointed objects, giggling manically 
all the while. 

10. Scaled Chamber
This room was once the study of one of the origi
nal dwarven priests of Kadar-Helgad. Most of the 
valuable contents were removed when the Dwarfs 
left. It now contains - among other things - the 
remains of Korschner the Elementalist (see 
Korschner's Talet. 

Korschner's warding spell on the door to this 
chamber is still in effect, and is not released even 
if the actual bar across the door is removed. Only 
a Dispel Magic spell or ability can break the spell. 
There is a hole about 3ft high in the upper part of 
the door, and the rest of the door can be smashed 
away- it has T 4, D 7. 

The hole gives a good view of the room's interior. A 
chest of drawers stands against the east wall in 
the south-east corner, with the empty drawers all 
over the floor. In the middle of the room there is a 
table with a single chair on the south side of it. 
Sitting upright in the chair is the skeleton of 
Korschner, held together only by the remains of 
his cloak and robes. On the table in front of him 
are a few scraps of parchment, the stubs of a cou
ple of candles and a handful of wax figurines. 

On entering the room, the adventurers will also 
see some shelves in the north-west corner (on the 
west wall) which hold a number of rusty and 
mouldy domestic utensils. They will also see that 
Korschner's skeleton holds a glass potion-bottle in 
its right hand. The parchments on the table are all 
burnt and illegible. 

If the potion is split or the glass bottle smashed 
(moving the skeleton ls highly likely to achieve 

.. .___,...., this), strange things will happen. A small part of 
the stored magic for the spell that was Interrupted 
by Korschner's death ls released. The skeleton ani
mates, and - stlll driven by the magics of gaining 
sustenance from the lMng- attacks all living crea
tures it encounters until it ls destroyed. 

If any character finds and drinks the potion (and 
this will also activate the spell and anhnate the 
skeleton), the Imbiber will feel magical force pour
ing into his body at an almost unbearable rate. All 
the character's Injuries will be completely healed, 
and all lost W points are restored. Any diseases or 
infections that the character might have are also 
healed, but psychological conditions or disorders 
are unaffected. At the same time, the force of the 
magic gives the character a blinding headache -
all percentage characteristics (and magic points in 
the case of spellcasters) are halved for the next 
D4xl O minutes. 



11. Upper Shrine
The ceiling of the entrance passage rises to 15ft 
before it opens out. There is a portcullis across the 
entrance. It was once operated magically by the 
dwarven priests, but is now lifted by Ogre brute 
strength using ropes looped over spikes in the 
wall. As they cannot lift the gate more than 1 Oft, 
the ogres removed the upper 5ft of the portcullis 
and hammered it to the wall with spikes, making a 
permanent blockage at the top of the entrance. 

Unless the alarm has been raised, the portcullis 
will be ralsed when the adventurers reach this 
chamber. The rope holding it up ls tled to a spike 
hammered into the wall to the west of the 
entrance. Untying or cutting lt will drop the 
portcullis with great force - characters in the 
entrance are allowed an I test (Dodge Blow +10) to 
avoid a single S 6 attack as it crashes down on 
them. Once it has come down, you need to know 
who ls on which side. If there is any doubt, roll 
dice for characters who dodged the falling gate, 
assigning an equal chance of their being on either 
side. The fallen portc_ullls can be lifted with a com
bined Strength of 15 points. 

The room itself ls 20ft high, and arched slightly 
toward the roof. The walls still bear traces of low 
reliefs carvings from the original dwarven occupa
tion of the Shrine, plus more orcish graflttl. Half
pillars are moulded Into the walls, originally 
intended to give the Impression of a massive pil
lared chamber ln the flickering torchlight of the 
ceremonies. A number of small holes ln the walls 
and floor - now mostly fllled with dlrt and debris -
used to hold the torches. A couple at the north 
end of the room still have half-burnt torches in 
them, occasionally lit by Rothnogg. The room has 
been stripped bare of all dwarven furnishings and 
appointments. 

The hole in the floor (which ls 35ft deep and 3ft 
wide) leads to the Sacrificial Chamber (area 24). 
You should determine the chances of climbing 
down lt without getting stuck. according to each 
adventurer's bulk, armour worn aking the 
attempt, and general encumbrance. 

The Shrine itself is on the natural ledge at the 
north end of the room. This ls 6ft above the main 
level of the room and is separated from the rest by 
a steep, roughly-hewn slope across the width of 
the alcove. A heavy, dark red curtain hangs across 
the mouth of the passage to area 12. 

In the centre (approximately) of the alcove ls a 
pedestal, 3ft high and 2ft in diameter, rising out of 
the rock of the floor. On the pedestal stands a 
large piece of a crystalline black rock. roughly egg
shaped and about 2ft by 3ft. This ls the chamber 
in which Kartagg Horseblter obtained his apparent 
miracle, and the Ogres regard lt as the holy of 
holies. In fact, It was originally only a lesser 
Shrine serving the main sanctuary on the lower 
level The black stone has no magical or sacred 
-power, it symbolises the world-stone from which 
Grungni hewed the dwarven realm in legend. 
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Despite the stone's non-magical nature, Magical 
Sense skill or some similar ablllty will reveal a 
magical aura surrounding it. This ls because the 
stone ls fixed onto its pedestal by a magical hold
ing spell. This ts another reason why the Ogres 
regard the stone as sacred - despite all their 
efforts, main force cannot detach it. 

The holding spell can be removed by Dispel Magic 
spells or abilities, or it can be overloaded by apply
ing a total Strength of 33 or more to the stone. 
Note that only four human-sized creatures can 
gather round the stone at any one time. 

The holding spell does not protect the stone 
against blows, and it can be broken. It has T 8, D 
35. As It loses Its last D point. the holding sp�ll
collapses. Shards that were previously held in
place by the spell fly off as the stone shatters vio
lently. Everyone within 3 yards of the pedestal
takes D3 automatic S 2 hits (halved on a success
ful I test) from the flying shards.

When the holding spell ls broken, the magical 
aura vanishes, and it will be realised that the 
stone has no magical powers - the rock ls very 
obviously not the Crystal of Power the adventurers 
might have thought it was. Even so, it ls an inter
esting dwarven relic - provided it's still intact -
and might fetch a few hundred GCs from a collec
tor or a dwarven temple. Moving It may be diffi
cult, though, slnce the black stone Is unusually 
dense and It weighs 550 encumbrance points. 
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Note, also, that the Ogres regard the stone as the 
focal point of their Shrine, and will not take kindly 
at all to anyone messing about with it. 

12. Krodogg's Ouartcrs
This was originally a robing-room and antecham
ber to the main Shrine, and has been taken over 
by Krodogg, the deputy priest of the Shrine. 
Krodogg will usually be In bed during the night, 
and will be In the room awake at most other times, 
unless there ls a ceremony In progress In area 11. 

The room contains a table and three chairs, a cou
ple of large old chests, and several sacks and 
crates. The bed has been made up from a couple 
of the smaller dwarven pallets - it ls In the north
west corner of the room, and has a large quantity 
of furs \aid on it. Under the bed ls a small locked 
box for which Ktodogg has the key. If the key ls 
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not used, the lock has CR 
25. In the box are 25 GC, a
silver necklace (5 GC), and
a piece of parchment
(Handout 4 - see the previ
ous page).

The table stands in the 
middle of the room and has 
various items of cutlery on 
it. Rothnogg and Krodogg 
eat in this room, though 
they sometimes conde
scend to eat with the 
guards, and also sit here 
trying to while away the 
hours when there are no 
ceremonies at which they 
must officiate. The sacks 
and crates contain supplies 
that the priests have 
removed from the main 
storeroom for their ow n 
use. These are usually of a 
higher quality than the 
supplies used by the 
guards. The chests are 
used to store any equip
ment taken from prisoners 
that the Ogres have no 
immediate use for. Neither 
ch est ls locked, though 
both have stiff catches that 
make them a little awk
ward to open (Du: test). 

One chest hol ds broken 
and rusting weapons - dag
gers, short swords and the 
like - plus human-sized 
pieces of armour, mostly 
odd bits of plate which the 
Ogres cannot easily incor
porate Into their own dress. 
The other chest contains 
items of general use such 
as packs, spikes, rope, 

flasks, torches, clothes, etc. The Ogres use these 
things as they need them but don't care for them 
while In storage so they are In poor condition. 

Most of the items In the chests are broken, rusted, 
and otherwise useless. However, the chests pro
vide you with a very convenient opportunity to slip 
the adventurers any missing pieces of non-magical 
equipment that you're convinced they're going to 
need In the rest of the adventure. If they need to 
stock up on rope, lamp oil (although the Ogres 
might well have drunk this!), iron spikes, or what
ever, this ls their chancel 

13. Rothnogg's Ouartcrs
Rothnogg uses this chamber as a bedroom and 
study and does not allow any of the others to 
enter. Even Krodogg has only been In here a few 
times, and never without Rothnogg. The door ls 



locked at all times, and Rothnogg always carries 
the key With him. The room ls high enough above 
the main bulk of this level to avoid Xhardja, but 
Rothnogg ls vaguely aware that some creature of 
power exists nearby and has even glimpsed lt 
briefly in the antechamber below (area 14). 

There ls a bed ln the south-west corner - or rather 
a pile of furs, skins and rags. Some shelves made 
from a couple of drawers have been nailed to the 
north wall and next to them are a few spikes used 
as pegs for Rothnogg's ceremonial robes. 

On the shelves are around a dozen fragments of 
rock, some plain and others of fasclnatlng shapes 
or colours. In the middle of the room ls a table 
with one chair. On the table are a lantern and a 
collection of earthenware Jars. 

The rocks on the shelves are Icons, used by 
Rothnogg ln rellgJous ceremonies. They will be 
recognised as such by a character wltb Theology 
skill on a successful Int test. There are 2D6+6 
rocks in total. The rocks have no magical proper
ties, but a scholar might pay 10-20 GC �ch for 
them. An Ogre - especially an Ogre shaman -
might pay the same amount, but could well resort 
to violence instead. After all, the icons must have 
been stolen from somewhere, which means that 
someone will have to pay. 

There are eleven earthenware Jars on the table, all 
stoppered With corks or rags. Most of them con-
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taln powders made from crushed herbs and soil -
these have no effect other than to induce nausea 
in anyone who Ingests them. Each Jar contains 5 
doses, and a T test Is made at -5 per dose ingest
ed. Failure renders the character helpless with 
vomiting for 2D6 x 10 minutes. Three Jars. howev
er, contain the basic preparations for some simple 
potions. These are as follows: 

Yellow Powder: 6 doses. Taken neat, it causes 
nausea as above. Applied neat to wounds, it acts 
as a simple disinfectant (+10 to T tests against 
wound Infection or other diseases arising from the 
wounds). If mixed with a small quantity of water, it 
will rQake a paste that speeds the recoveiy of cuts 
(one-third normal healing time). 

Brown Pute: 4 doses. Taken neat, it causes nau
sea as above, but with a -10 modifier to all T tests. 
One dose mixed with about a pint of beer will 
make a sludgy brown sleeping draught (T test or 
fall into a deep sleep for 2D6 turns; thereafter the 
drinker may be woken, normally). 

Purple Granules: 8 doses. Taken neat, each dose 
counts as 2 doses of Black Lotus (see Deleriants in 
the WFRP rulebook). Each dose should be mixed 
with a pint of water to produce a mild euphoric 
drug sometimes used in ceremonies. 

Behind the uppermost of the two shelves is a 
recess that Rothnogg has crudely cut into the wall. 
In this there ls a small locked box. The lock is a 
good one, by Ogrish standards (CR 15), and the 
key is hidden in a ,-,,,---,----------, 
crack on the east side 
of the door to 14 (this 
door is barred from this 
side). The box contains 
a large but poorly cut 
red gem wgrth 25 GC, 
47 Crowns and 26 
Shlllings in coin, plus a 
bone scroll case con
taining Handouts 5-6. 
Rothnogg has no idea 
of their significance 
(Handout 5 refers to the 
faces in  area 25, 
Handout 6 to the stone 
circle in Fire in the 
Mountain•). but keeps 
them because they are 
old, and in writing, and 
probably very, very 
important. 

If the adventurers get 
on friendly terms with 
the Ogres and le t on 
that they are interested 
in exploring the Shrine, 
Rothnogg may try t o  
sell  them these two 
scraps of paper. He will 
initially ask for 100 
GCs, but may be bar
gained down to 25. 
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THE LOWER LEVELS 
General Notes 
The last dwarven priests remained after the other 
Dwarfs left the caves ln order to summon a crea
ture of Earth to defend their Shrine and the Crys
tal of Earth from the approaching Ores. As with 
any action Involving one of the Doomstones, the 
effect did not quite match the intent... 

The creature - a powerful Elemental named 
Xhardja - arrived as they had planned, but 1t was 
confined to the level on which they summoned 1t 
and lt could not free itself entirely from the rock. 

There were also several side-effects of the sum
moning. Firstly, the shaft (area 6) was created, 
which has already been described in The Upper 
LeueL Secondly, a number of small wormllke crea
tures were brought into being along with Xhardja, 
and these - the Mud-Worms - now Infest the lower 
levels of the Shrine. They are responsible for the 
slimy deposits of foul-smelling mud which flood 
parts of the lower levels. The Mud-Worms eat the 
rock itself, and the mud is their excrement. 

The mud is only to be found at a level 50ft or more 
below the entrance to the caves. This means that 
areas 18, 20 and 23 arc free ofit, as is part of area 

24. Where there is mud, 1t is about 2ft deep. It ls
very dark brown ln colour and has a slekening.
slightly acidic, smell. Characters who come into
contact with the mud suffer a temporary ll'el loss
of -10 to -30, depending on how badly they get
covered with the malodorous stuff: lost ll'el is
recovered after a good scrubbing. Despite the
acidic smell the mud itself does not cause any
physical damage, although the adventurers will
probably want to belleve otherwise! Wading
through the mud ls hard work, especially for
smaller beings, and it slows movement as follows

CnMJture Size 
over 7ft 
4ft-7ft 

under 4ft 

Mouement 
two-thirds normal 

half normal 
one-quarter normal 

This movement penalty is tn addition to any penal
ties from the Shrine Mouement and Combat Sum
mary. The mud also imposes a -10 penalty to all I 
tests made by wading characters. 

In addition to its smell and its effect on movement, 
the mud allows Xhardja and the mud worms to 
move and attack. Although It is trapped on this 
level, Xhardja can move freely through the mud 
and is aware of happenings in mud-fllled areas. 
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Xhard;a 
XhardJa can move freely through the rock and 
mud of the second level, but ls trapped at the level 
of the mud. It moves at a rate of 4 yards/round, 
and although this means that it ls slower 'than the 
average character (even at reduced speed because 
of the mud) it can always take the most direct 
route to any part of the complex. 

It can only locate characters who are in contact 
with the ·cerung· of its operattonal area (ie in any 
of the places with mud); if they leave area 21 and 
head north, for example, they wtll 'disappear' from 
XhardJa's senses as they approach area 23 and 
then 'reappear' as they go down the slope to 24. 
Note that XhardJa ls tntelligent enough to be able 
to anticipate that they wlll appear Jn the next 
room along. 

Xhardja's task, as it sees Jt, ls to destroy any livtng 
thing as soon as it becomes aware of It This does 
not mean, however, that Xhardja will attack mind
lessly. Primartly. it wtll attempt to stop intruders 
from reachtng areas 24-26. Elsewhere, it will let 
them move into vulnerable positions before attack
ing. It Is aware that area 26 cannot be entered via 
area 14 unless other characters have moved 
through the caves towards the Shrine from the 
south (see the description of area 24). XhardJa's 
tactics are described in a few places. In other 
cases you should determine what it does, bearing 
in mind both Its sensory llmltations and Its mode 
of movement. 

XhardJa will never show its body. It will attack by 
bludgeoning with the tentacles, and wtll attempt to 
wrap them around opponents. When Xhardja 
attacks. the first sign will be a frenzied bubbling of 
the mud, followed moments later by 3-12 tentacles 
extruding from it. Full details of Xhardja's abilltles 
are gtven in the Pro.files section. 

The Mud-Worms 
Although they cannot cause serious damage, these 
elemental parasites can be a nuisance. Every 
minute that a character ts in the mud, there ls a 
1 OOAi chance that one of these worms will become 
attached to him. Or if you prefer, you can have a 
few mud-worms attack whenever the action ls 
slowing down. 

Mud-worms feed on metal, and if one attaches 
itself to a character who ls not wearing metal 
armour on his legs (or whatever part of his body ls 
in the mud at that time) it will leave again, caus
ing only a minor irritation of the skin where it 
attached. If it finds metal, the creature will begin 
to feast. It will take 4-16 (4D4) minutes to eat its 
way through a piece of armour sufficiently to 
make that item useless. The time the creature 
takes indicates its size - 4-7 minutes ts large, 8-12 
ls medium and 13-16 ts small. While characters 
are in the mud there ts a 1 % chance per size 
group (ie 1 % small, 2% medium, 3% large) that the 
Mud-Worm will be noticed. Once out of the mud it 
becomes a 5% chance per size group. Double 

't-a-,-. i these chances if the adventurer ls spectflcally 
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looking for mud-worms, or if he cleans his boots, 
etc - the mud ls so thick that the worms can easi
ly be mistaken for lumps clinging to the clothes. 
Once found they are easily pulled off, and any 
blow kills them. 

14. Antechamber
This room was used by dwarven priests waiting to 
enter the main Shrine (area 26) for a ceremony. 
The two doors to area 26 are made of stone and 
gtve off a strong magical aura. They have no \rfsi
ble handles but are richly carved. The doors are 
actually a part of the elemental enchantment that 
underlies the whole of the main Shrine (but not 
the same enchantment which binds Xhardja 
there). and will prove immensely dtfllcult to open 
without the correct ceremonial procedure. This Is 
explained in the description of area 24. 

15. Store Room
In all probabillty this ls where the adventure.rB will 
enter the lower level proper. It was origln�Ily a 
store room, although its contents were removed 
when the Dwarfs fled the Shrine. The only 'inter
esting' things in the room are two decaying Ogre 
corpses, half-submerged in the mud. They still 
wear leather tunics and boots, but all the metal 
equipment they once had has been completely 
eaten by the Mud-Worms. 



16. Trapped Room
The walls of this room are predominantly rough 
but show some signs of having been worked. The 
Dwarfs were in the process of enlarging the Shrine 
complex when the Ores attacked, and this room 
was to be the beginning of a new section. Now, it 
stands incomplete and unfurnished. 

Before they left the caves, the Dwarfs trapped the 
passage leading east to area 19. At the point indi
cated on the map, a cord is stretched across the 
mouth of the passage, 1ft off the floor (and thus, 
1ft beneath the surface of the mud). If this is dis
turbed at all, a construction rather like a sharp
ened, sideways-facing portcullis will shoot out as 
far as the other wall. The character who set off the 
trap must make an I test (Dodge Blow +10) for 
every full foot of his height. Each failure means 
that one spike has hit the hapless adventurer, 
causing a S 3 hit - modified as normal by armour 
and Toughness. 

Once the device has closed across the passage, it 
is lodged fast and cannot be pushed back. The 
adventurers will have to hack their way through it 
(T 4 D 10). 

Xhardja knows that this trap is here, and will 
often make its first attack in this room, seeming to 
come from the recess in the north-west corner and 
using the confusion generated by the trap to gain 
surprise. It may even try and herd them towards 
the trap and crush them against it - a variant on 
the hammer and anvil tactic. 

Try to stage this trap so that you know exactly 
where everyone is before the mud hits the fan. You 
know those troublesome players who are forever 
insisting that you misunderstood where they said 
their characters were standing - make sure those 
players have time to tell you they're well away 
from the trap, then hit them with a few of Xhard
ja's tentacles. Or let them get away from the tenta
cles and run straight into the trap. Finally, sit 
back and look smug. 

17. Priests' Ouarters
This room was stripped when the Dwarfs left. The 
remains of small cots loom like islands out of the 
muck in the north-east, north-west and south
west corners, while a table and four chairs rise in 
the middle. There are shelves fixed to all four 
walls, about three feet off the floor (le 1ft clear of 
the mud). There are no small or loose article visi
ble in the room. All the furnishings - especially the 
shelves - show signs of being attacked with some 
large blunt instrument. This damage is due to 
Xhardja flailing about with its tentacles in an 
effort to escape its imprisonment on this level. 

A detailed search of the table will reveal a hollow 
area in the middle, which can be reached by 
removing some loose boards from underneath. 
When these are removed (which is not difficult) a 
cloud of spores will be released, saturating a 5ft 
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area around the table - this comes from a small 
colony of Yellow Mould that has somehow grown 
up inside the concealed space. Toughness tests 
have a +10 bonus in addition to the normal +10 
for Immunity to Poison skill and other protections. 

The hidden compartment in the table is 18in 
square by 1 in deep, and seems to be empty apart 
from the mould. If a detailed search is made (or if 
the searching character has Magical Sense skill) 
an iron finger-ring will be found, wedged in a 
small crevice. This ring is a lesser variant of the 
Amulet of Adamanttne, and increases the wearer's 
Toughness by +2, but only to a maximum ofT 7. 

18. Trapped Passage
This stairway used to lead to area 4 on the upper 
level. but the retreating dwarven priests blocked it 
with a rockfall. To make sure that the passage was 
secure, they also laid a trap at the bottom. 

There are three triggers to this trap, all set into the 
floor: these are marked on the map. The triggers 
are magical, and cannot be found and disarmed 
by conventional means. A character with Magical 
Sense skill who is specYfcally searching the pas
sage for magic will detect a faint magical aura in 
the trigger areas - if any attempt is made to identi
fy or dispel the magic, you will have to judge its 
effectiveness for yourself, being more lenient if the 
party has already had a hard time. 

The trap is activated in two stages. Stepping onto 
the area at the bottom of the stairs arms the trap, 
and then it can be set off by any weight greater 
than 50 encumbrance points being placed on 
either of the other trigger areas. When the trap is 
activated, a barred gate falls in front of the doors 
to 17 and 19. Characters in either doorway are 
allowed an I test (at +10, since the gate is fairly 
slow-moving) to get out of the way. Those who fail 
take a single S 5 hit. 

If someone wants to get under a slowly-falling gate 
and hold it, let them try. First, they have to be 
actually in the doorway, then they have to make a 
successful I test at +10 to catch the gate. 'Then. 
have the player total the character's encumbrance 
- if your players are slack about bookkeeping, this
may give you time for a well-earned break. The
gate weighs 400 encumbrance points, so add this
to the character's total. Subtract the character's
allowance (S x 200 for Dwarfs, S x 100 for every
one else). After all that, the adventurer must make
a strength test. at -1 for every 10 encumbrance
points left over - be mean and round up. If the test
is failed, the character can't hold the gate, and
takes a single S 5 hit.

Once they have fallen, the gates are jammed in 
place. They may be smashed through (T 5, D 20). 
The gates are held together by metal nails, and the 
lower ones have been eaten away by the mud
worms. This means that the bottom 2-3 feet of 
either gate are comparatively easy to break off (S 
test, Carpentry/Engineering +10). 
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19. Main Hall
This room was used as an audience chamber, and 
also seived as a sort of waiting room for those who 
wished to enter the Shrine. 

The ceiling ls 18ft above the main floor level. At 
the south end of the room ls a raised platform, 6ft 
higher than the rest and 4ft. clear of the surface of 
the mud. A parapet 9in high runs across the front 
of this platform. The walls of this southern area 
are covered by hangings of a heavy deep blue 
cloth. These are almost totally decayed. and they 
will fall apart if they are handled without the 
greatest possible care. 

In the lower area are a few plain wooden benches 
and a large table. The benches. being only a foot 
or so high, are completely submerged lo the mud, 
and may come as a surprtse to any character who 
accidentally runs into them. The mud-worms have 
eaten all the nails and other metal parts from 
these furnishings, and they will fall apart if dis
turbed. On the platform are three small chairs -
again, the seats are a foot or so high - with 
ornately-carved backs. 

The eastern door in the north wall (leading to 
areas 21-23) ls barred on the outside, and must 
be forced open (it has T 4, D 9). The south-eastern 
passage, leading from the platform to area 21, 
slopes down into the mud. Note that this means 
Xhardja can attack the adventurers as soon as 
they reach the comer. 
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20.Library
This room once contained the Shrine's priceless 
collection of books, scrolls, parchments, and so 
on. The Dwarfs stripped the library when they 
abandoned the Shrine, and only a few items 
remain. 

In the middle of the room there are two small 
tables, each with a chair by it. Along the south 
and east walls are three shelves (these run all the 
way from the north-east comer to the south-west, 
incl udlng around the angled corner). In the middle 
of the west wall there ls a broader shelf which was 
used as a desk. It has a pair of chairs in front of it. 

Set into the celling ls a globe of polished, uncut 
crystal. which radiates a soft lJght over the whole 
of the room. The globe can be removed with care. 
Have the players describe their proposed method 
In detail, then make a S test for the character 
attemtpig the tesk, modlfled by up to +/-30 
according to how you rate their plan. 

A successful test frees the globe, but the test ts 
then repeated. If the second test 1s successful the 
globe has been destroyed. Once free lt will shine, 
becoming weaker all the time, for another 2-3 
years, but may be of some use. 

There are stlll a few odds and ends on the shelves 
- scraps of unused and decaying parchment, bro
ken quills and nibs, an empty ink pot, some curi
ously shaped stones that were once used as



paperweights, and so on - but nothing of any real 
value. However, a careful search will reveal a loose 
section 1n the middle shelf on the south wall of the 
room. ·The shelf can be pulled out to reveal a 
concealed space which contains Handouts 7 and 
8. Both parchments refer to the rituals which
must be performed 1n area 24 1n order to open the
magical door to the Inner Shrine.

Handout 7 ls extremely delicate, and may fall to 
pieces unless It ls removed with extreme care. If 
the players tell you that the parchment ls belog 
treated carefully, allow an I test for the character 
handling It 1n order to stop the parchment disinte
grating. If the test ls successful, give the players 
the handout Intact. Otherwise. tear It along the 
marked lines before glvlng It to the players. Hand

out 8 ls, by comparison, relatively sound. 

21. Audience Chamber
This room was once used by the priests to give pri
vate audiences to visitors, either before they 
entered the Shrine {to discover what It was they 
required). or after a ceremony {to lnte,rpret the 
omens that had been revealed). It now contains 
only three chairs, a table and a couple of benches, 
all of which have been overturned by XhardJa. 
Like the benches 1n area 19, they are fully covered 
by the mud, and all metal fittings have been eaten 
away by the mud-worms. The south door, leading 
to the raised platform 1n area 19, ls barred on the 
Inside. 
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22. Xhard;a·s Lair
This ls the room 1n which XhardJa was originally 
summoned, and much of its power resides here. 
XhardJa has sealed the door to this room by 
wrenching a four-foot boulder from the walls and 
wedging It against the door. The adventurers will 
not be able to force the door open against this 
obstacle, but they can smash through the upper 
part of the door (T 3, D 7) and clamber into the 
room that way. Xhardja is - understandably - pro
tective towards this room, and will always attack 
Intruders. Its usual tactic is to attack 1n the pas
sage, herding them against the blocked door to 
this room. 

The room was stripped of almost all Its furnish
ings before the dwarven priests summoned Xhard
ja, and only those Items that were necessary to the 
summoning remain. In the centre of the room 
stands a low pedestal, 3ft In diameter and 2ft 
high, on top of which ls a strangely-shaped white 
crystal. It glows with an irregular inner light, 
seeming to pulsate slowly. In each corner of the 
room, and In the centre of the east and west walls, 
iron spikes are driven Into the stone. A shard of 
blue-grey crystal hangs from each spike on a 
leather thong - these crystals seem to pulsate 1n 
time with the large white one. The walls of the 
room Itself are scarred and pitted, with thousands 
of lndMdual scratches - some Inches deep - form
Ing an Irregular pattern of whorls and curves. 

The crystal in the centre of the room ls not the 
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Crystal of Earth, although the adventurers may 
conclude otherwise. It ls the source of XhardJa's 
power and acts as a focus for the elemental ener
gies on which XhardJa feeds. Touchlng the crystal 
ts dangerous - any character doing so will lose 
Strength and Magic Points as the crystal sucks life
energy out to feed Xhardja - 1 point of each on the 
first touch, 2 on the second, 4 on the third, and so 
on. Spellcasters are permuted a WP test to resist 
this draining effect. Touching the crystal with a 
metal object w111 also allow a character to be 
drained, but there ls an automatic WP test at +20 
to resist in this particular case. Lost Strength 
points are recovered at the rate of one per day. 
Magic points may be recovered by normal means. 

If Xhardja manages to grab one or more charac
ters with its tentacles while in this room, 1t will 
beat them repeatedly against this rock (once each 
per round), drainlng their life-energy to feed itself. 
In addition to the characteristic drain, each blow 
counts as a normal S 2 hit - Xhardja 1s pulling its 
punches, so that the victim is hopefully not killed 
before all the life-energy has been extracted. 

To deprive Xhardja of its power. the rock must be 
smashed - any attempt to hit 1t will succeed, but it 
has T 8, D 50. Spells such as Crumble Stone and 
Smash wlll affect the crystal normally, but several 
castings will be required in order to destroy it. 
Dispel Magic will interrupt the crystal's functions 
for one round, and for that round Its D points are 
dMded by 5 (round down). 
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If the crystal is smashed, XhardJa wlll not be able 
to regenerate lost Wounds and its movement will 
be halved. It will also automatically lose 5% of its 
Wounds per day untll it ts destroyed in this world 
and sent back whence it came. XhardJa knows 
this, and w111 play dead once the crystal ts 
smashed, saving its now-11mited powers for a final 
battle in area 26, in defence of the Crystal of 
Earth. It will fight to the death in that battle. 

The blue shards were used as a focus for the 
Dwarfs' spellcasting, and are not affected by the 
fate of the crystal. They glow and pulsate regard
less of what happens to it. They can be destroye_d 
1f they are stuck hard enough (T 8, D 1 each). 

23. Antechamber
Rough steps lead up to this small chamber, which 
ls some ten feet above the level of the mud. This 
room was occupied by the Shrine's guards who 
controlled access to the inner part of the Shrine 
(areas 24-26). This was mainly done by covering or 
uncovering a pit which stands before the western 
entrance to the room. The retreating Dwarfs 
destroyed the cover, but cast an illusion on the pit 
to render it invisible - the floor appears unbroken 
over it. 

The pit ls 21ft (7 yards) deep, 3ft wide, and 5ft 
long. The illusion covering it can be penetrated in 
the normal way. It counts as 3rd level for test 



modlflcation purposes. Once 1t has been found, 
the adventurers should be able to leap or step 
across the pit with no difficulty. 

24. Sacrificial Chamber
This room was originally the sacriflcial chamber. 
Unlike the bulk of dwarven religious sects, the 
Dwarfs of Kadar-Helgad used blood sacrifice in 
some of their religious ceremonies. It could be that 
the presence of the Crystal of Earth somehow 
tainted the Shrine with a light touch of Chaos, or 
that the cult had become corrupted by some other 
means. Since the adventurers will not run into 
any living members of the Kadar-Helgad cult dur
ing this campaign series, we leave the truth of the 
matter to you - If you want to make anything of it 
in extending the campaign for yourself, feel free. 

The room is 15ft high, and the walls are covered 
with low-relief carvings of Dwarfs at worship. In 
the middle of the room there is a stepped platform 
that rises 5ft from the floor (and 3ft from the sur
face of the mud). Set into the top, from floor to 
ceillng, is a circular cage about 3ft in tliameter, 
made from iron bars 2in thick and set at 6-inch 
intervals. The cage is embedded in both the ceiling 
and the floor and is of very sturdy construction 
(each bar has T 5, D 12, and trying to do anything 
to the bars in the cramped conditions of the cage 
imposes a -30 penalty. The top of the cage opens 
onto the shaft that descends from area 11 above. 

The doorways at the south western end of the 
room are about 10ft tall (each door is 3ft wide and 
10ft high). Grotesque, leering dwarven faces are 
carved on both sides of these doors - each face is 
roughly 4ft high and set into the centre of the 
door. They are quite hideous, covered with erupt
ing boils and tumours and their mouths are open 
as If screaming with terror or laughter. The doors 
themselves are basically slabs of rock 18 Inches 
thick, with the outsides (including the faces) cov
ered with a layer of bronze. Below the surface of 
the mud this has been eaten away. 

The doors carry a powerful and permanent 
enchantment, which has lasted since the building 
of the Shrine and taps directly into the earth power 
that runs through lt. They are the Shrine's ulti
mate protection against intrusion and desecration. 
They cannot be opened by normal means. A spe
cific ceremony must be completed in order to move 
them. No amount of pushing or ramming will have 
the slightest effect. Similarly they cannot be 
smashed through - the bronze plating will come 
away, but the doors themselves will be unmarked 
(or to be more precise, they will reform into their 
original shape, assuming that the blow was strong 
enough to deform them In the first place). Until 
the ceremony Is completed, the doors are firmly 
rooted in floor, ceiling and both walls - a solid wall 
of self-healing stone. 

The key to the ceremony required to open the 
doors is to be found In the library (area 20) in the 
form of Handouts 7-8. If the adventurers are deft-

The Shrine at Kadar-Helgad 

nitely not up to working this out, you might let 
them gain entry through some magical means -
for example, one character might cast Dtspel 
Magic to drop the regeneration property for a 
round, while another stands by with Smash, 
Crumble Stone or some similar spell to to make a 
hole. This should only be permitted in direst emer
gency, though, perhaps If the adventure looks like 
breaking down completely in front of the doors. 
Don't be afraid to make the adventurers work! 

The Ceremony 
The ceremony must be performed exactly as 
described In Handout 7, In the correct order. This 
may be something of a problem If the handout has 
fallen to pieces and the adventurers have pieced it 
back together in the wrong order . 

First, the blood sacriflce must be made. An offer
ing must be placed in the cage on the dais, and 
blood from this victim must be allowed to fall on 
the floor of the cage. The 'victim' must be a living 
or dead intelligent creature - animals are not 
acceptable. One of the dead Ogres in area 15 
would make a quite acceptable blood sacriflce, as 
would a PC volunteer. 2 Wound points of blood will 
suffice - one for the floor of the cage, and one for 
the edges of the top and bottom steps. Getting a 
victim into the cage may be something of a prob
lem. This can only be done by lowering someone 
from above, unless the adventurers manage to 
bend the bars or find a suitably slim victim. 

Next, blood (not necessarily from the same victim) 
must be wiped along the edge of the top step of the 
dais and on the eyes of the small figures that are 
engraved around the bottom step. Being under the 
mud, these small figures are not immediately 
apparent to the adventurers, and it should be an 
interesting test of their ingenuity to see how they 
manage to smear the eyes when the step ts cov
ered by a couple of feet of mud. 

Thirdly, the faces on the doors must be struck, 
simultaneously, six times - preferably in two 
groups of three, although you can let this point go 
If the adventurers need a break. To conclude the 
ceremony, the declaration from Handout 8 should 
be read, in Khazalid, in a loud voice. 

Once the scroll has been read - assuming that the 
ceremony has been conducted correctly - there is 
a groaning sound from under the floor. The floor of 
the cage suddenly ceases to exist, revealing a shaft 
3ft in diameter. If the sacriflclal victim Is still alive 
and in the cage, he must make a successful I test 
or fall 30ft (l O yards) onto a set of spikes worth D6 
automatic S 3 hits in addition to falling damage. 
The shaft then closes - the rock seems to flow 
back together - and there Is a grinding sound from 
deep in the earth. This ts the 'feast' referred to in 
Handout 7 - the earth Is chewing on Its victim. If 
there Is no victim still in the cage, any object 
weighing 200 encumbrance points or more may be 
dropped down the shaft, and will cause It to close 
as described. 

The ceremony ts now complete. The doors from 24 
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to 25 and from 14 to 26 open. Those who observe 
the doors closely will see cracks appearing round 
the edges of the doors as they become separate 
from the rock around them. Mer about five sec
onds they are fully detached, and they swing open. 

25. Passage
The doors at the south end of this passage can 
only be opened by the correct ceremony in area 
24. They fold back to the wall and seem to blend
into the rock - indeed, they are now impossible to
close by normal means, Just as they were previ
ously impossible to open. Both sets of doors bear
similar leering dwarven faces.

Two pairs of pillars are moulded lnto the walls of 
the passage. Between the pillars, in low relief, are 
faces similar to those on the doors. As the adven
turers pass the northern set of pillars, the north 
doors will swing open to reveal the Inner Shrine 
(area 26), folding back into the walls like the south 
doors did. Like the south doors, they too have 
faces on both sides. 

There is a magical trap in this passage, but It will 
only be set off tf intruders somehow get into the 
passage without completing the ceremony in area 
24, or if any sacrilege or other Impiety takes plac_e 
in the passage. Then, both sets of doors will slam 
shut as before. The carved faces will begin emit a 
horrlflc wailing sound, which grows louder and 
louder until It Is absolutely deafening (-10 to all 
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tests because of the distraction of the constant 
noise). 

Meanwhile, the bronze plating which covers the 
faces will begin to glow, growing hotter until It 
flows sluggishly down the walls. Anydne who 
touches It wlll suffer D4 Wound points of bum 
damage tn:espectlve of Toughness and armour, but 
- strangely - the passage ttself does not become
any hotter.

As the bronze becomes semi-molten (after a 
minute or so of heating) each of the faces puffs out 
its cheeks and spews forth a spray of glowing, 
molten bronze. Each spray covers a cone-shaped 
area 12ft long and 6ft diameter at the end. It is 
possible for a character to be hit by more than one 
spray, as the diagram shows. 

Characters hit by the sprays take an automatic S 
4 hit each round (doubled tf .flammable) from each 
spray that hits. Magical protections against fire 
work normally against the molten metal. Armour 
protects as normal, but use the ruJes for Incendi
ary hits In the WFRP rulebook. Shields only pro
tect one side. A non-magical wooden shield will be 
destroyed lf additional damage Is rolled for any 
spray hJttlng It. It Is possible for some characters 
to shelter behind others. For each character 1n the 
line of a spray, reduce the damage done to those 
behind by half. 

The spray of molten metal lasts for 6 rounds, and 
then the bronze runs out. The faces overheat, the 
stone itself begins to glow dully, and then they 
explode, filllng the air with stone shards which 
have the same effect as an Assault of Stones spell 
affecting everyone 1n the passage. 

Once the trap has been activated, the doors 
remain closed. Characters who are still In area 24 
may attempt to open the doors anew, or those 
trapped may try to tunnel out by some means -
like the combination of Dispel Magic and Smash 
already mentioned. 

This is an extremely vicious trap, designed to kill 
off even the bardlest of Intruders. This ts Just as 
the Dwarf-priests intended. If the adventurers set 
this off, not all of them are likely to survive - but 
they should have been warned through Handout 
7. and they should know better than to set it off in
the first place. The Crystal of Fire. along with a lit
tle luck, should keep at least some of the adven
turers altve through this firestorm.

26. The Inner Shrine
This is the heart of the Shrine of Kadar-Helgad. If 
the adventurers get this far and Xhardja has not 
yet been destroyed, It will attack with every means 
at its command - only one side will get out of here 
alive. 

The room ls shaped like a stepped octagonal bowl. 
Each step ls 181n wide and 1ft deep, so that the 
centre of the chamber ls 10ft below the level of the 



mud. The celling ls 1 Oft above the surface of the 
mud at the edges, but ls stepped like the floor - In 
the centre it ls 18ft above mud level, or 28ft above 
the floor. 

All the visible surfaces of the room (including the 
doors to 14, but not the doors to 25) are painted a 
deep red colour. This ls paint, but if the players 
want to think it ls dried blood, let them. 

Painted over this on the north wall, between the 
doors, ls a stylised image of the three-peaked 
mountain. The paint on the six side-walls appears 
to be a little mottled and uneven, but only a care
ful examination under good light will reveal that 
the dark areas form a rough humanoid outllne, 
about 8ft high, in the middle of each wall. 

A llttle to the north of the chamber's centre, a 
rough pillar of rock stands about three feet above 
the level of the mud. If the adventurers have the 
means to Investigate it, they will find that the pil
lar issues seamlessly out of the rock of the cham
ber's floor. The surface of the pillar ls covered with 
runes and other cryptic carvings - these were to 
specific to the cult which worshipped here, and 
have no meaning beyond those assigned by the 
cult. The adventurers will not be able to interpret 
the symbols. 

This rock was used by the Dwarf-priests for cast
ing auguries - a sacrifice Is made, questions may 
be asked, and the answers will form on the sur
face of the stone. Questions and answers are 
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always in Khazalld - the stone ignores any other 
language. The number of questions and their com
plexity are determined by the number and quality 
of the sacrifices: one human (7 Wound points of 
blood) will allow one simple question, and so on. 

The stone ls not omniscient, but can answer a 
wide range of questions, especially relating to the 
earth and things that are happening underground. 
It cannot see into the future, but may make edu
cated guesses which are far more likely to be cor
rect than mortal guesses on a similar matter. Toe 
answers will be highly cryptic and usually take a 
trained priest to unravel them, though laymen 
may understand something of their meaning. The 
answers last until the next question Is aaked but 
fade in tlme. 

There are several things which may be done in 
this chamber that will set off the trap in area 25. 
The first ls touching the stone in any way - this 
merely sets off the trap. Asking the stone trick 
questions to make 1t prove itself will have the 
same effect, as will any insult or blasphemy to the 
dwarven gods or the powers of earth. Although 
touching the stone only sets off the trap In 25, 
other sacrilegious acts cause a second danger to 
manifest itself here - the Stone Man. It Is worth 
noting here, before describing this danger, that the 
doors to 14 do not close when the trap ts set off -
this was origlnlally so that the priests could flee 
through them, possibly taking the culprit if he was 
highly valued. Once shut, the doors to 14 become 
sealed as before. 
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The Stone Man 
If the adventurers do anything which activates this 
trap, the doors to 25 slam shut and the trap in 
that passage Is set off as already descrtbed. At the 
same time, the stone beglns to hum, and the 
vague figures on the six side-walls become more 
clarly defined 

After a few seconds, a misty humanoid figure 
appears from each wall and floats over to a point 
above the stone; there, the six figures merge. 
While this is happening, they cannot be damaged 
by any means whatsoever. The figures are not real 
1n themselves, but are merely the visible sign of a 
summoning spell in progress. Once the figures 
have merged, there ls a great cracking and grind
ing noise from the floor, and the Stone Man rises 
from the floor at the foot of the rock just like a 
swlmmer pulling himself out of the water. 

The Stone Man ls 12ft tall, and looks like a partial
ly-finished statue. It has no facial features or other 
detail, but is simply a rough humanoid shape 
made of stone. It attacks the offendens) lmmedl
a tely, and fights unt il i t  or i ts  opponent ts 
destroyed. More information about the Stone Man 
can be found in the Profiles section. 

The Cry•tal of Earth 
You may have noticed, perhaps with some con
cern, that here we are In the last room of the 
Shrine and still no mention has been made of the 
Crystal of Earth. So where ls it, the object of the 
adventurers's quest? 

When Xhardja ws summoned a century ago, It was 
given two orders: one, to defend the complex 
against intruders; and two, to keep the Crystal of 
Earth safe. Accordingly, It has hidden the Crystal 
Inside the stone pillar. There are several clue_s 
which may lead the adventurers to find the hiding 
place of the Crystal of Earth: 

Firstly, they should have the Crystal of Fire from 
Fire In the Mountaina. This artefact w1ll be glow
ing very brightly in this chamber - far brighter, in 
fact, than the adventurers w1ll have ever seen 
before - and It will emit an almost dazzling light 
when It is within a foot or so of the base of the pil
lar. If you're feeling extremely generous, there 
might be an answering glow from within the pillar. 

Secondly, the fact that Xhardja has propably 
fought to the death in here ought to give the play
ers the idea that this room ls important. 

Thirdly, 1f the adventurers work out the prophetic 
function of the pillar, then the location of the Crys
tal of Earth will probably be one of the first ques
tions they ask, eliciting the answer 'wtthin'. 

The pillar can be destroyed by force (T 8, D 35) or 
by magic. Dfspel Magic will shatter the base of the 
pillar, as the Crystal and the pillar wtll then be 
forced to occupy the same space without magical 
aid. When the pillar ls destroyed, the Stone Man 
crumbles to dust, and the Crystal of Earth wtJ1 be 
found among the wreckage of the pillar. 



FINALE! 
The battle with the Stone 
Man and the possible find
ing of the Crystal of Earth 
would probably make a 
perfectly satisfactory con
clusion to this adventure, 
but ... 

With any luck, it's been a 
hard slog through the 
lower level of the Shrine, 
and the adventurers will be 
missing fate points, several 
Wounds, and maybe a cou
ple of friends. At last, the 
second Crystal of Power ls 
in their hands. In this case, 
you can allow them out 
With only a few minor extra 
hassles. 

On the other hand, there ls 
just a chance that the 
adventurers have won 
through Without any seri
ous damage - they've been 
too clever by half, outra
geously resourceful, or just 
plain lucky. They saunter 
into the inner Shrine, sum 
up the sttuatlon at a 
glance, and the Crystal of Earth ls theirs. No suf
fering, no heroism, no blood. That's no way to end 
an adventure. 

For use in such circumstances, here are three 
bonus endings, any of which can be used to lead 
the adventurers into another adventure, to give 
them the dramatlcally necessary final fight scene, 
or to crush any remaining end-of-adventure com
placency that they may have. 

We Need a Favour 
A large force of hostile creatures has just launched 
an assault on the Shrine complex. Perhaps the 
Ores have come back, or the Goblins have got 
word to a few hundred of their cousins, who have 
come to take over. As the adventurers make their 
way out of the depths, Rothnogg is waiting for 
them. He points out how helpful the Ogres have 
been, and draws the adventurers· attention to the 
common danger. Surely, the 'Slims' can't refuse to 
help out - after all, there are only a few hundred 
of the little greenies ... 

Ogre Battle 
A large group of Ogres has arrlved at th� Shrine -
a whole mercenary regiment. or even more. They 
heard how a bunch of 'Slims' got past Rothnogg 
and Into the complex (with or without his help), 
and now the Ogres arc in danger of losing face. 
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Regardless of thel,r attitude when the adventurers 
went 1n, the Ogres are definitely hostile when the 
adventurers come out. If they can kill the adven
turers and take all their gear, the Ogres can at 
least claim that they were using the 'Slims' to col
lect goodies for them before putting them into the 
pol This would not only save face. it would also 
give them a reputation for 'cleverness'. This is a 
virtue much prized among Ogres, although It is 
not exactly the same as the Human conception of 
cleverness and Intelligence. 

A Rock and a Hard Place 
Xhardja, as you may remember, is not utterly 
destroyed but simply banished from this world 
when the adventurers defeat lt The adventurers 
might think that the matter ends there. but 
Xhardja has decided otherwise. It may hold a 
grudge for having been defeated by mere soft-bod
ied animal-things, or it might have an unusual 
devotion to duty arising from the use of the Crys
tal of Earth to swnmon It. Or, possibly, it might 
have decided that the only way to guarantee its 
own freedom is to keep control of the Crystal. 
Whatever the reason, It calls in a few favours with 
a group of Earth Elementals, and sends them after 
the adventurers. Since they will not have had tlme 
to attune to the Crystal of Earth, half a dozen 
Earth Elementals of sfie 04+2 could give Our 
Heroes a hard fight. They could even be trapped, 
with the Ogres on one side and a few(!) Elementals 
on the other. 

51 



Blood in Darkness 

EXPERIENCE POINTS 
1be experience point awards are broken down by 
chapter and by section. As always, you should 
properly reward good roleplaylng and bright Ideas 
- an average character should get about 30 points
per chapter (or per gaming session, whlchever Js 
the more convenient to you), going down to zero 
for bad, uninspired or out-of-character play and 
up to 100 for excellent play. 

In addition, the experience point awards listed 
below can be earned by each character who 
actively contributed to that part of the adventure. 
Where a range of experience points ls given {eg 0-
20), you must Judge how well the adventurers 
dealt with that part of the adventure and award 
points accordingly. 

Don't divide awards among the contributing char
acters - they are for each character who took part. 
Also, don't award experience for encounters and 
Incidents which never took place for any reason. 
Fo.r example, lf the adventurers didn't meet the 
Harpies on the way through the Twisted Lands, 
they shouldn't receive the EPs for that part of the 
adventure. 

Going Home 
The Twisted Lands 
0-20 for dealing with each encounter 

Chaotic Terrain 
0-20 for deallng with each encounter 
25 for coming through the Twisted Lands 

without having lost Cl points or gained 
Insanity Points 

The Forest 
0-20 for dealing with each encounter 

Into the Mountains 
0-20 for dealing with each encounter 
0-50 for finding the Shrine 

The Shrine at Kadar-Helgad 
The Approach 
0-50 for the effectiveness of the initial approach 
I 00 for persuading the Ogres to help 
100 for defeating the Ogres 

The Upper Level 
0-50 for dealing with the Goblins 
0-20 for dealing with Korschner's skeleton 
25 for finding Handout 4 
50 for finding Handouts 5-6 
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The Lower Level 
50 for each of Xhardja's tentacles forced to 

retire and regenerate 
10 for spotting a mud-worm before damage is 

done to equipment 
25 for spotting or advoiding the trap in area 

16 

20 for spotting or advoiding the trap In area 
18 

50 for finding Handouts 7-8 
50 for stopping Handout 7 falJJng apart 
25 for piecing Handout 7 back together In the 

right order 
100 for destroying the main crystal In Xhard

Ja's lair 
50 for forcing Xhardja to retire until the 

adventurers reach areas 24-26 
10 for evading the camouflaged pit In area 23 
10-100 for opening the doors to passage 25 from

the sacrificial chamber 
50 for avoiding the trap in area 2 5 
25 for surviving the trap in area 25 
200 for finding and recovering the Crystal of 

Earth without activating the Stone Man 
200 for finally defeating Xhardja 
100 for defeating the Stone Man 

Optional Finales 
0-100 for dealing with any optional finale

FATE POINTS 
If Xhardja Is destroyed (no matter how) and the 
adventurers get the Crystal of Ear

t

h, each surviv
ing character gains 1 Fate Point. The character 
who struck the blow which destroys XhardJa gains 
an additional Fate Point. 

CONTINUING THE 

ADVENTURE 

The Doomstortes Campaign continues in Death 
Rock, which begins as the adventure in this book 
comes to an end. 



PROFILES 
All the proflles for important NPCs and monsters 
mentioned in the text are in this chapter. Profiles 
have already been adjusted for relevant skills, 
such as Very Strong. See WFRP for further infor
mation on skills and spells. 

THE JOURNEY TO 
THE SHRINE 

The Twisted Lands 
The Harpies 

M WS BS S T W I A Dez:Ld Int Cl WPFel 
4 41 25 4 4 11 20 1 33 35 14 43 66 5 

Special Rules: Claw attacks. Fly as swoopers; M 
score is for ground movement only. Missile ranges 
increase one step when shooting at a flying Harpy. 
When flying, a Harpy can attack in any direction. 

The Hydra 
M WS BS S T W I A Dez:Ld Int Cl WPFel 
6 33 0 4 6 41 30 8 - 24 14 24 24 -

Special Rules: 1 AP, all locations. Causes fear in 
living creatures under 10 ft tall. 6 bites, 1 stomp, 1 
tatl-lash 

The Mantlcore 
M WS BS S T W I A Dez:Ld Int Cl WPFel 
5 59 34 6 6 41 40 3• - 43 24 43 43 -

•4 if the Manticore has a scorpion tail.

Special Rules: 1 bite and 2 claws. If the Manti
core has a scorpion tail, it can make a venomous 
attack to front and side; the victim becomes 
drowsy on the first failed T test, and dies in 2D6 
seconds after the second. Flies as swooper. Caus
es fear in living creatures under 10 feet tall. 

The Forest 
Giant Spider 

M WS BS S T W I A Dez:Ld Int Cl WPFel 
5 33 0 5 4 1 7 10 2 - 43 2 24 6 -

Special Rules: Causes fear in living creatures 
under 10 feet tall ,  terror in characters with 
arachnopb.obia. Subject to fear of fire but other
wise immune to psychological effects. 2 bite 
attacks, venomous - a failed T test leads to paral
ysis, with death In D6 rounds after the second 
failed test. Exoskeleton gives 2 AP on all locations. 

Pro.files 

Lashworms 
M WS BS S T W I A Dez:Ld Int Cl WPFel 
0 33 0 1 3 5 • 1 0 0 0 0 -

Special Rules: Always attacks first, regardless of I 
scores. Immune to psychological effects. Attacks 
roll D4 for damage, not D6. 

THE SHRINE 

The Ogres 
Rothnogg, Level 2 Ogre Cleric 
Rothnogg is the leader of the Ogres In the caves 
and ls head priest at the Shrine. He stands a head 
taller than most of the Ogres, and ls covered with 
a multitude of ceremonial scars. He has lost the 
little finger on his left hand (bitten off In a playful 
tussle ln his youth) but ls otherwise flt and 
healthy despite being old for an Ogre. Unless in 
ritual dress he wears a huge chain mail shirt and, 
if outside, a black bearskin cloak. His only sign of 
office is the small piece of glinting rock that hangs 
on a chain around his neck. When he is officiating 
at the Shrine he wears a cloak covered with bird 
feathers, bones and skulls, and carries a tall 
rough staff topped with a human skull - and he 
wears his mail shirt on under the cloak. 

Rothnogg's spellcasttng abilities put him in an 
almost unique position among the Ogres - espe
cially since spellcastlng does not seem to have 
made him any weaker or less proficient in physical 
combat. But Ogres on the whole have a deep dis
trust of magic, and Rothnogg quickly realised that 
he could wield more influence as the chief priest of 
a shrine than as the advisor to a tribal chief or 
mercenary commander. He is an intelllgent Ogre, 
and will be able to contrive a reasonably effective 
defence of the Shrine if necessary. 

Like all Ogres, he ls possessed of a measure of 
casual brutality to the smaller and weaker races -
if he catches a Goblin (or even an adventurer) he 
is quite capable of pulling an arm off and eating it 
there and then. Even if he ls dealing in a relatively 
friendly manner with the adventurers, his first 
reaction when they are brought to him will proba
bly be to assess their food value: 

"What's this, then? Not a lot of meat on 'em. ts 
there? Well, stick 'em tn the grub dump anyway. 
And pull their heads off first - don't want 'em eat
ing our fodder. 

"What? Well, well, they talk/ First time dinner's 
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talked back in a long ti.me. Speak up. SUm, I can't 
hear that squeaky little IJOtce of yours. So you 
want taktng off the menu, do you? What's ft 
worth?• 

In a last-ditch attempt to save himself, Rothnogg 
may destroy his staff by smashing the skull onto 
the ground - this will release an Earth Elemental 
of si7.e 4 which will attack his opponents, allowing 
him some time to escape. 

M WSBS S T W I A DezLd Int Cl WPFel 
6 38 23 5 5 1940 2 28 38 34 28 38 20 

Special Rulee: causes Fear in creatures under ten 
feet tall. 

Skill•: Cast Spells - see below; Magical Sense: 
Read/Write; Street Fighting; Strike Mighty Blow. 

Spell•: 16 Magic Points

Petty Gift of Tongues; Produce Small 
Creature; Sounds. 

Battle 1 Fire Ball; Hammerhand; Strength of 
Combat. 

Battle 2 Animate Sword; Arrow IntJttlnerabiltty. 

Poaeesaions: sleeveless mall shirt (1 AP, body); 
sword; key to room 13; staff with bound Elemental 
(see above); bearskin cloak; ritual cloak; 5 crowns, 
27 shillings and 54 pennies (in a leather pouch); a 
selection of bones, teeth, etc, (used In the telling of 
auguries). 

Krodogg, Ogre Initiate 
Of average height (12ft) and build for an Ogre, 
Krodogg Is not as Imposing as his superior 
Rothnogg. He has some ritual scars, but some 
became infected and festered. Only one or two 
occasionally ooze pus, but his face seems distorted 
almost as it had been accidentally melted and not 
reset quite right. For ritual purposes he has a 
cloak llke Rothnogg·s, though not so splendid, but 
he no staff. Otherwise he wears a filthy jacket 
made of an assortment of skins and furs, with 
oddments of armour crudely stitched on. 

Krodogg is not as intelligent or accomplished as 
his boss and gained his current positlon more by 
determined toadying than by any real merits. 
Rothnogg knows that he is of little use, but prefers 
someone he can trust as his lieutenant. After all, 
Krodogg can only retain his authority if Rothnogg 
is around to protect him, so he has no compulsion 
to usurp Rothnogg's position. Both Ogres are 
aware of the nature of their relationship and 
Krodogg knows that Rothnogg has only contempt 
for him. If the chips are down, Krodogg will run 
rather than sacrifice himself for his master or the 
Shrine. 

M WSBS S T W I A DezLd Int Cl WPFel 
• 5 40 23 5 5 15 35 2 28 38 20 28 15 20

Special Rulee: causes Fear in creatures under ten 
feet tall. 

Skill.a: Dodge Blow; Strike Mighty Blow; Torture. 
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PoHe••ion•: semi-armoured Jacket (0/1 AP, 
body/arms); club; feathered robe. 

Hradyagg, ogre Guard Commander 
Hradyagg Is a large, powerful Ogre who ts almost 
as- big as Rothnogg. He who wears a chain mall 
coat and an open helm at all tlmes, and wields an 
enormous double-bladed axe. He is fairly dull-wit
ted. but ls a good fighter and in the confined space 
of the Shrine would be a dlfflcult adversaiy. He is 
endowed with a good measure of the unreasoning 
courage for wh.ich Ogres are Justly feared, and will 
fight to the death In defence of the Shrine if need 
be. He will not throw his life away, but he will take 
as many attackers with him as he can. 

M WSBS S T W I A Dez Lei Int Cl WPJl'el 
5 55 23 5 5 16 35 3 28 38 14 38 25 20 

Special Rules: causes Fear in creatures under ten 
feet tall. 

Skilla: Dodge Blow; Disarm; Strike Mighty Blow; 
Strike to Injure. 

Po .. e .. iona: mall coat and helmet (1 AP, all loca
tions); Axe; 45 shillings; small ruby (50 GC); set of 
five silver dice (honestly balanced) worth 10 GC. 

Grathyagg, Ogre Supplicant 
Grathyagg ls the only permanent resident at the 
Shrine who is neither a priest nor a guard. 
Grathyagg is here because he thinks he has been 
cursed: about a year ago he lost his appetite, a 
terrible thing for an Ogre. He looks skinnier than 
the other Ogres, and has a permanently miser
able, haunted expression. He has decided to work 
in the Shrine (preparing food for all the other 
Ogres, ironically) until he can work the curse off. 

Grathyagg wears a stout leather Jerkin and carries 
a sword which he uses as a general-purpose knife. 
If the chance to defend the Shrine is presented, he 
will do so without regard to his own life - It is a 
chance for the gods to notice his piety, after all. 

M WS BS S T W I A Dez Lei Int Cl WPJl'el 
5 30 23 4 5 15 35 2 25 38 20 28 15 20 

Special Rules: causes Fear in creatures under ten 
feet tall. Subject to frenzy (fanatic). 

Skllla: Cooking; Dodge Blow; Sixth Sense. 

Po&Huiona: leather Jerkin (0/1 AP, body); sword. 

5 ogre Guuda 
The five guards at the Shrine are not typical of the 
bulk of Ogre warriors. The fact that they have 
opted to seive at the Shrine rather than lMng a 
cheerful mercenary life of travel, fighting and dou
ble rations marks them out as reflective and ph1lo
soph1cal - by Ogrish standards. This subtle differ
ence may not be apparent to the adventurers, 
especially when the guards start treating them to 
an almost endless collection of height Jokes and 
commenting to each other about the best way to 
prepare each adventurer for eating. 



"Roast on a spit, that one. The Juices'U bring the 
flavour out of the meat.• 

Wah. Too stringy for that. Stuffed with onions and 
bolled - only way.• 

"Want to talk to the boss? Don't krww about that -
he might not be hungry Just yet. Oh all right -
through there. Don't open the door - Just walk in 
under it. (chuckle)" 

"Well, look at this - them Goblins have started 
painting themselves pink/" 

"Can't hear you, way down there. Go and .find a 
box to stand on.• 

Like nightclub bouncers, the guards llke to be 
seen to be tough, and may casually bend thick 
iron bars as they talk, crush small rocks in their 
fists, and so on - showing off while trying to 
appear not to. Any 'Slim' who can match these 
minor feats of strength, win an arm-wrestling con
test with one of the guards, or otherwise impress 
them will be listened to, and the other adventurers 
will be ignored in his favour. 

M WS BS S T W I A DexLd Int Cl WPFel 
6 33 27 4 5 17 30 2 18 18 24 18 29 13 

';- .J 

Special Rule•: cause Fear in creatures under ten 
feet tall. 

Skills: Dodge Blow; Street Fighting; Strike Mighty 
Blow. 

Possessions: hand weapon (ogre sized); leather 
Jerkin and helmet (1 AP head, 0/1 AP body); wine; 
coarse bread; half a wheel of blood-and-milk 
cheese; 2D6 silver shillings; 50% chance of an 
·ogre penny'.

Most of the Ogres have about 5 crowns worth of 
valuables, though the composition of this treasure 
may vary - some of tt will be in copper and silver, 
with a few gold coins, and some of it will be in odd 
trinkets and small items of Jewelry. The disposi
tion of this among the Ogres will change as they 
play the dice games that fill their spare time. 

The Goblins 
The Goblins sneaked into the Shrine about a year 
ago, and were trapped when the Ogres returned. 
They have survived in a small area of low, narrow 
passages where the Ogres can't get at them. They 
eat by mounting swift, stealthy raids on the Ogres' 
supplies from time to time. They'd like to get out 
somehow- or, better still, make the Ogres go away 
and take over the Shrine for themselves - but for 
now they are trapped. They have no clear idea of 
what to do next, so they just survtve from day to 
day. 

Because of their precarious lifestyle, these Goblins 
are completely and violently paranoid. Anything 
which ls not one of themselves is an enemy and 

Profiles 

must be destroyed. They fight with the desperate 
ferocity of cornered rats. 

M WS BS S T W I A Dex Ld Int Cl WP Fel 
4 33 25 3 4 7 20 1 29 29 18 29 29 18 

Special Rules: subject to frenzy (desperate). 

Possessions: hand weapon; knife; 30% chance of 
short bow and D6 arrows. 

Korschner's Skeleton 
Korschner's is a sad but all too common case: that 
of a magician who, though not necessarily evil 
(though at best self-centered), went step by step 
down the path to Chaos in his search for power. 
Each step, he promised himself, would be the last, 
until finally he determined to prolong his own 
wretched existence at the expense of the lives of 
others. Unfortunately, he planned without the 
fickle hand of Chance. The spell which he thought 
would give him immortality has instead confined 
him to a sort of living death. See the main text 
(area 10) for the full story. 

What's left of Korschner attacks using its claw-like 
bony fingers, both hands counting as a single 
attack. This attack drains D4 points from the vic
tim's Magic Points, Strength. Intelligence and WUl 
Power - see below for details. The skeleton will 
attack the character with the highest MP first, if 
possible. The skeleton ls (obviously) Impervious to 
all spells that affect the mind including illusions. 

M WS BS S T W I A DexLd Int Cl WPFel 
4 33 0 3 4 17 30 1 18 18 18 20 23 0 

Special Rules: causes fear ln living creatures. 
Immune to all other psychology rules (including 
mind-influencing spells and illusions). Cannot be 
forced to leave combat. Not subject to instability 
while inside area 10. Immune to non-magical 
weapons. 

Special attack: when Korschner's skeleton scores 
a hit, 1 D4 points are drained from his victim's 
Magic Points total. When this is exhausted, the 
next hit drains 1D4 points of Strength. When the 
victim's Strength is gone, he will slump to the 
ground unable to move. Any further hits will drain 
Intelligence and Will Power, in that order. It is 
unlikely that Korschner's skeleton will last long 
enough to reduce a character to zero in all four 
scores. but if this happens the victim is dead and 
Korschner adds 2/20 to each of his own charac
teristics. to a maximum of 10 / 100. When he is 
destroyed, victims will regain half of their lost 
points immediately, then 1 / 10 per charactertstlc 
per hour. 

The Mud-Worms 
These elemental parasites are up to a foot long 
and very thin, the widest being about a quarter of 
an Inch in diameter. They appear to be animated 
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strings of seml-solld mud, and are roughly slmilar 
to leeches. They feed on metals of every type, con
verting them to the foul-smelllng mud which 
floods most of the lower level. 

Rules for the mud-worms are gtven in the general 
description of the Shrine's lower level. They have 
no real need for a profile. Any blow will kill them. 

Xhard;a 
Xhardja ts a powerful creature of elemental Earth, 
but ls not the same as a standard Earth Elemental 
from the WFRP rule book. Baste information on 
this creature is given in the introduction to the 
Shrine's lower level. 

If Xhardja makes two successive hits, it wtll 
entangle its opponent. It may then try to constrict 
for half normal damage, or 1t may match strengths 
with its victim and attempt to pull him under the 
the mud to drown him. To match strengths, each 
side makes a Strength test: two successes or two 
failures indicate a stalemate (repeat next round), 
while a success and a failure indicate a result. If 
Xhardja wins, the character ts pulled under the 
mud for one round (use normal drowning rules), 
and 1f the victim wins he frees himself from the 
tentacle. 

Xhardja has 24 tentacles in all - the Wounds score 
on the profile below applles to each tentacle. It will 
withdraw tentacles if they take more than half 
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damage - these tentacles regenerate lost damage 
at one point per 6 rounds (le 1 minute) while 
inside the rock, but will not return to attack until 
they are once more at full wounds. 

Only the tentacles are ever free of the rock, and 
these are the only parts of Xhardja that can be 
affected in any way. 

Xhardja's regenerative ability ls lost when the 
crystal in area 22 ts destroyed. Thereafter, it will 
be banished to its place of origin when all of its 
tentacles are reduced to zero Wounds.

Xhardja ls immune to all psychology rules , and to 
all mind-influencing magic including illusions. It 
is also immune to non-magical weapons. 

M WS BS S T W I A Dez Ld Int Cl WPFel 
2 33 0 6 6 23 50 • 0 20 30 66 66 0 

The Stone Man 
M WSBS S T W I A De.zLd Int Cl WPFel 
4 50 0 7 5 25 23 2 23 0 0 0 0 0 

Special rules: Once 1t has been summoned, the 
Stone Man will attack the adventurers and will not 
cease until they or 1t are dead. However, 1t cannot 
leave the lower level of the Shrine to pursue fleeing 
characters. While it ts in the inner part of the 
Shrine (areas 24-26) the Stone Man regenerates 
one Wound per round. 





Blood in Darkness 

The Crystal of Earth ls one of a set of four crystals 
of Immense power. Although each Crystal ts a 
mighty artefact In Itself, they become even more 
powerful when used In combination. 

At the end of this section are some notes on com
bining the Crystal of Earth with the Crystal of 
Fire, which the adventurers will already have In 
their possession if they have successfully complet
ed Fire in the Mountain•. 

USING THE 

CRYSTAL 

Like all the Crystals of Power, a character must 
become properly attuned to the Crystal of Earth 
before he can use It to Its full extent. This can be 
achieved by Meditating while holding the Crystal; 
no Magic Points aro regained while doing this, but 
an Int test may be aUempted once per hour (Iden
tify Magical Artefact +IO, Elementallst + 1 O) at the 
cost of 1 Magic Point. When the test succeeds, the 
character ls attuned to the Crystal. 

Each power of the Crystal, starting with the first 
and moving down the list, will be discovered after 
an hour of uninterrupted study and a successful 
Int test (Identify Magical Artefact +10). 

Once attuned, the user merely holds the Crystal 
and concentrates on the effect required (success
ful WP test required, no modifiers) to brtng it Into 
being. After a Lesser Power has been used, the 
Crystal becomes dormant for a full turn, and no 
further Lesser Powers may be used In that time. 
After a Greater Power has been used, the crystal 
becomes dormant for D6 hours, and only its auto
matic powers will function In this time. 

THE CRYSTAL'S 

POWERS 

The powers of the Crystal of Earth fall Into three 
categories: automatic, lesser and greater. 

Automatic Powers 
The Crystal of Earth creates the following effects 
automatically, regardless of whether Its wielder ts 
attuned to It. 

Earth Protection 
The wielder is completely Immune to damage from 
normal and magical earth, stone and the like. This 
Includes cave-Ins, rockfalls, Assault of Stone 
spells, stone axes and the like and so on. Stones 
will bounce off the wielder, causing no harm what
soever. He becomes Immune to non-magical 
weapons as well. You might like to keep this a 
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secret from your players, and stage things so that 
they are never certain of the truth. 

Elemental Protection 
An Air Elemental cannot come within 20 yards of 
the Crystal under any circumstances. This effect 
ls modified If the Crystals of Earth and Air are 
combined. 

Detect Other Crystal of Power 
Whenever the Crystal of Earth ts within a mile of 
one or more other Crystals of Power,tt will begin to 
glow with a red Inner light. This light will become 
stronger as the Crystal gets closer to Its brethren. 

Lesser Powers 
Magic Lock 
The Crystal casts a permanent form of this spell, 
which fuses the stone and/or metal parts of the 
lock or bolt to be reinforced. Once the Crystal has 
cast this spell, It can only be undone by the Crys
tal. This power may be used at will. 

Each time this power is used the Crystal's wielder 
must make a successful WP test to keep the power 
under control. Failure Indicates that the Crystal's 
elemental power has run out of control, and Rein

force Door has been cast Instead. 

Reinforce Door 
This power ts also permanent In Its effects, and 
can only be undone by using the Crystal. It fuses 
all the metal and stone components In a door and 
doorway, which means that its effect will be vari
able according to the amount of metal and stone 
In the door's makeup. As a basic rule of thumb, 
the door's Toughness ls doubled. This power may 
be used once per hour. 

Assault of Stones 
The Crystal can cast this level 1 Elemental Magic 
spell once per hour. Each time this power ls used 
the Crystal's wielder must make a successful WP 
test to keep the power under control. Failure indi
cates that the Crystal's elemental power has run 
out of control, and the spell has been cast D3 
times at once. The power may not be used again 
until the same number of hours have elapsed. 

Smash 

This power only affects constructions of earth, 
stone or metal, but ts otherwise identical to the 
Battle Magic spell of the same name. It may be 
used once per hour. If a WP test ts failed when 
using this power, an Assault of Stones spell ls cast 
at the same time, centred on the Crystal's wielder. 

Magic Bridge 
This power ls identical to the Battle Magic spell of 
the same name. It may be used once per day. 

Create Quicksand 
The Crystal can cast this Elemental Magic spell 
once per day. If a WP test ls failed when using this 
power, the area of effect Is doubled , and this 
power may not be used for another 2 days. 



Leuer Summomn, 
Once per day and once per night, the Crystal can 
summon a single Earth Elemental of stze 5. 

Greater Powers 
Tunnel Through Stone 
This effect ls identical to the level 4 Elemental 
Magic spell of the same name. The Crystal may 
cast the spell once per day. 

Wall Shaker 
This effect is identical to the level 4 Elemental 
Magic spell of the same name. The Crystal may 
cast the spell once per day. 

Greater Summomn, 
Once per week. the Crystal can summon a single 
Fire Elemental of size 10, or D3+1 Fire Elementals 
of size 5, as the user desires. 

SIDE-EFFECTS 
The user's eyes become completely black for 2-5 
hours after any power ls used. If another power ls 
used before this tlrne elapses, the tlmes arc added. 
This effect will become permanent whenever you 
think the character has been abusing the Crystal's 
power. 

ROLE PLAYING THE 

CRYSTAL OF EARTH 

Like its three brethren, the Crystal of Earth is a 
very special magical artefact. On no account 
should you allow player characters to use lt 
unthinkingly ln the way they use most other magi
cal items. Hence, this set of notes, to help you as 
GM roleplay the Crystal whenever it is used. 

As you will have noticed In the description of the 
Crystal's powers, there are no provisions made for 
controlling or banishing summoned Elementals. 
This ls intentional - on the part of Tzeentch, that 
ls. He bullt into the Crystal certain weaknesses 
and changes that would most llkely engender 
Chaos. This is one of them, and another is the 
weakness in fine control that can lead to unex
pected Assaults of Stones. 

The Crystal ls chock full of elemental power, and 
sometimes - If the Crystal is not handled properly 
- it boils off ln the wrong direction as power gets
the better of control. Use this tendency to instll a
little fear ln the adventurers. This Is a mighty arte
fact, and It should neuer be taken for granted.

As you describe the effects of the Crystal, keep In 
mind Its essentially Chaotic nature. Every tlme, 
there will be some very minor twisting of the 
desired effects. Most of these will be harm.less, 

The Crystal of Earth 
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and If you can't think of a nice variation, assume 
lt was something unnoticable. This ls not to say 
the Crystal won't perform as advertised, simply 
that you may use colourful descriptions to betray 
hints of Its origin. Again, the players (and their 
cparacters) should feel a tinge of unease about 
being so close to so much power. 

Remember, too, the WP test that ls necessary to 
use a power successfully. This gives you scope to 
let the Crystal misbehave occasionally. 

Suppose, for Instance, that a player wishes to use 
the Crystal of Earth to drive a tunnel through a 
mountainside. Depending on the results of the 
WP roll, you may cause something like the follow
Ing to occur: 

Fall by 30 or more: Nothing happens; at your 
option, a whopping (99-00) failure may even do 
something terrible - cause quicksand under the 
wielder's feet, bring down an avalanche, destroy 
all non-magical stone and metal objects within 20 
feet. or any other colourful effect you care to think 
of. Remember, the Crystal's wielder ls protected 
from all stone, metal or earth-based attacks, 
Including those generated by the Crystal. 

Fail by 10-29: Nothing seems to happen, but the 
character later discovers that all gold and gems 
within 50 feet of the Crystal have mysteriously 
turned to, say, coal. 

Fail by 0-9: The tunnel appears, but something is 
wrong. It goes ln the wrong direction, is only two 
Inches high, or collapses Instantly. 

Success by 0-29: The tunnel appears as request
ed, but something minor and worrying also hap
pens. The rock of the walls has flowed Into shapes 
like leering, mocking faces, or there is a dank, sul
phurous smell. 

SucceH by 30 or more.: The tunnel appears 
silently, and extends straight as an arrow's flight 
through the entire mountain. Faint daylight can 
be seen gleaming like a star at the other end. The 
tunnel cuts through stone, dirt, underground 
rivers, walls, inhabitants. This is a real hazard to 
innocent bystanders, but exactly just what was 
requested. 

COMBINING THE 

CRYSTALS OF EARTH 

AND FIRE 
If the adventurers have successfully completed 
Fire ln the Mountalna, they will now have two 
Crystals of Power. those of Fire and Earth. The two 
Crystals can be used ln combination by a single 
character, to give certain additional powers that 
are possessed by neither Crystal on Its own. These 
joint powers are as follows: 
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Automatic Powers 
Power Sharing 
By combining the Crystals, the indMdua.l powers 
of each Crystal can be used more often. For exam
ple a power that can be used once per week with 
one Crystal will be usable twice per week with a 
pair of Crystals. 

Extended Protection 
When two Crystals are used together, all automat
ic protections are extended to cover anyone touch
Ing or being touched by the Crystals' wielder. This 
extended protection happens whether the Crystals' 
wielder wants lt to or not. 

Lesser Powers 
Heat Earthy Substance 
This power ls usable once per hour. It can cause 
any non-magical earthy substance (le earth, stone 
or metal) to heat up very quickly. The target must 
be a piece or an area no larger than human-sized, 
within the wielder's line of sight. 

Weapons will become brittle and shatter the next 
time they are used. Heated metal armour will 
cause a single S 4 hit to the wearer each round for 
D4 rounds or until It ls taken off. Earth and stone 
underfoot can become so hot that It becomes d!ffi.
cult ground for any creature walking on It without 
stout footwear. 

Stone or metal objects (such as doors) which are 
heated ln this way and then cooled rapidly - with 
water or a Zone of Cold spell, for Instance - must 
make a Toughness test or shatter. Even if they 
pass the test they still lose D4 D points. 

Greater Powers 
Magma Storm 
This power ls similar to the Blast power of the 
Crystal of.Fire (and has Identical effects) but, 
being composed of earth as well as fire, lt can 
affect creatures which are immune to one of the 
two elements. 

Side Effects 
Whenever a lesser power of the combined crystals 
is used, there ls a 5% chance that the wielder will 
lose one randomly-determined non-magical object 
of metal or stone. Whenever a greater power ls 
used, the chance is 20%. The object will crumble 
to dust, which then flares up for a second and ls 
gone - destroyed to feed the elemental powers of 
the two Crystals. 

This side effect can be particularly unfortunate If 
the object happens to be Inside the character's 
clothing or ln a backpack next to any inflammable 
material. Characters using both crystals together 
are well advised to ditch any non-essential stone 
and metal objects. 



Sample P(CJller Characters 

CAILISSION SILVEREYE. TARGETEER 

ex-Bodyguard. ex-Bounty Hunter 
·tmjust wandertng righi now. seefng what comes up. I'd been think
Ing of signing on wUh one of the Human prlncellngs south of here as
an archer captaln. but there's no lunTy. l don't suppose they'll stop
making war on each other for a while yet. So. if anythtng tnteresttng
comes up, ru stop and haue a look."

Calllsston used to be a member of the Ftr Rannascath. a group of 
Elven wan1or-scouts who protected travellers in his native Loren 
Forest. He was left for dead when a caravan was attacked by 
Human outlaws, and spent nearly a year hunting them down. Hav
ing completed his vengeance. he was at a loose end - too much had 
changed within him to be able to return home, but with the hunt 
ended he had no real directions or aims. He fell In with a group of 
adventurens among the high passes of the Vaults, and ls following 
wherever fate leads him. 

A chance encounter with a homeward-bound mercenary gave him 
the vague Idea of heading for the Border Princes - many there would 
pay well for a Captain of Archers with his skills. But he Is quite will
Ing to be distracted by anything else that comes along. He ls sWI 
haunted by his failure to protect the caravan, and does not speak of 
his reasons for travelJing. 

BORGIN FORKBEARD. SCHOLAR 

ex-Wizard's Apprentice, ex-Student 
"There are dozens of lost holds tn these parts - tn the old days there 
wasn't a peak nor a valley without Dwarfs. Before the greensktns. 
Now, no-one knows how much was lost, and euen the names are for
gotten In some cases. I don't expect you people to I.Ulder..tand this, 
but history and tradition are very tmportant to a Dwarf: Just thinking 
about forgotten n ames and lost chronicles can drtve me crazy. 
Besides - who's to say what might be lytng about. just watttng to be 
founct?· 

Borgtn ls strongly built, with an impressive forked black beard 
which ls generally tucked Into his belt. He Is mild-mannered, devot
ed to learning and quick to avoid confrontation, but his travels have 
taken him to some wild and dangerous places, and he can take care 
of himself. 

Borgln was apprenticed to a Dwarf Wizard In Zhufbar. but devel
oped a deep Interest In Dwarven history and lore. He has travelled 
throughout the Worlds Edge Mountains vlsltlng historic sites and 
searching for lost and forgotten Dwarfholds. His dream ls to redis
cover one of the great lost holds from the Goblin Wars, which exist 
today only as entries In ancient chronicles. The Yetzln Valley has 
held many surprises, and there could well be more - enough to 
build a reputation, perhaps? 
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Blood in Darkness

Age:75 
Fate Points: 2 
Alignment: Good (neutral tendencies) 
Rellgion: Liadrtel (not devout) 

Starter Profile 
M WS BS S T W I A Du 1d Int Cl WP FJ 
5 37JJ-f3 6631 41 ◄6 55 50◄8◄9 

Current Advuice Scheme ITargctcer) 
M WS BS S T W I A Du Id Int Cl WP FJ 

+◄O' +11 +11 +-r+2oz+r +301 +10' +10'+301 +10' +20 

1234 Advances taken for characteristic. 

Current Profile 
M WS BS S T W I A Du Id Int Cl WP FJ 
5 57 73 5* ◄ 10 83 2 61 56 65 80 58 ◄ 9 

Skills: Disarm; Excellent Vision; Follow Trail; 
Luck; Marksmanship; Musicianship - Lute; 
Read/Write - Fan-Eltharln and Old Worlder: Scale 
Sheer Surface; Shadowing; Silent Move Rural; 
Silent Move Urban; Speak Addltlonal Language -
Old Worlder; Specialist Weapon - Lasso; Street 
Fighting; Strike Mighty Blow; Strike to Stun; Very 
Strong•. 

Possessions: leather Jack, sleeveless mall shirt 
and helmet (1 AP, body/head, 0/1 AP, arms): elf 
bow (R 32/64/300, ES 4, Rid l); quiver of 20 
arrows; 25ft rope; riding horse with saddle and 
harness, saddlebags with one-man tent, bedroll, 

Age:86 
Fate Points: 3 
Alignment: Neutral (good tendencies) 
Religion: Grungnl (not devout) 

Starter Profile 
M WS BS S T W I .A Du l.d Int Cl WP FJ 
3 ◄ 329 ◄ 5* 8 27 l 21 � 38 � � 

Current Adva.nce Scheme (Scholar} 
M WS BS S T W I A Du r.J Int Cl WP FJ 

+Ill' +IO' +1+301 +Ill' +30'+10' +JOZ +to'

1 a 3 Advances taken for characteristic.

Current Profile 
M WS BS S T W I A Du l.d Int Q WP FJ 
3 SJ 39 ◄ r 10 57 l 31 � 68 6177 35 

Skills: Ambidextrous; Arcane Language - Maglck; 
Astronomy; Cartography; Cast Spells - Petty 
Magic; Flee!; History; Identify Plant; Linguistics: 
Magical Sense; Metallm:-gy; Mining; Numismatics; 
Read/Write - Khazalld, Old Worlder and Orrakh; 
Rune Lore; Scale Sheer Surface; Scroll Lore; 
Secret Language - Classical; Speak Additional 
Language - Old Worlder; Very Resfllent•. 

Spells: 4 Magic Poln ts 
Petty Magic Gift of Tongues, Glowing Ligh t, 

Magic 1'1ame, Protection from Rain, 
Sleep, Zone of Silence, Zone of 
Wannth. 
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cooking gear; 4-plnt water bottle with shoulder
strap; lute and wooden case; purse with 56 GC, 
17 / 4, and 2 gems (50 GC each). 

Magic Items: magical sword (D +3); 6 �rrows of 
True Fttght: Enchanted Rope, 8ft.

Notes 

Poaeeseione: leather Jack (0/1 AP. body/arms); 
sword; dagger (I +20, D -2, P -20); wrltlng kit; 
books: Dwarven Epic Ibetry of the Heroic Age, A 
Corpus of Lost Dwmjholds, Vol II: Black Fire Pass 
and the West; pony with saddle and harness; sad
dlebags with bedroll, one-man tent and cooking 
gear: Jewelled scroll-case (10 GC); 500 GC gem 
hidden Inside clothing; 234 GC, 14/6. 

Magic Items: Jewel of Power (energy) with 10
magic points; Amulet of Adamanttne-; Glass of 
&holarsh� - a character with Read/Write skill
who looks at any form ofwrttlng through the glass 
will understand It. 

Notes 



Sam.pie Plager Characters 

LARS MORTENSEN. FREE UNCE 

ex-Mercenary Sergeant. ex-Marine 
-rs good life ad.uenturtng, yah? Mercenary was good. but adventuring
ts no captain telling you go here, do th1s all the time. Much better.
And good pay if you ltue. Maybe one, two years I go back to Norsca
with my saga and become ,Jarl - money, land, wamors, euerythlng.
Or maybe I don't get tired of aduenturtng. When I go home I take
much gold, many stortes, for sure.•

Lars ls a huge man, with shaggy, shoulder-length blonde hair and a 
short, unkempt beard. His lee-blue eyes are generally meny, but he 
can suddenly become very serious Indeed - several people have died 
because the speed of the change caught them unawares. He ls a 
devout follower of Ulric (or Olric, as he ls known tn Norsca}, and 
does not ltke impiety - several people have died because of this, too. 
He ts also intensely superstitious, and ls an avid collector of 
amulets and talismans, both genuine and otherwise. 

Lars grew up tn western Norsca, and made many voyages - peaceful 
and otherwise - to the Old World. Like many young Norsemen, 
curiosity and wanderlust has led him into the mercenary life, and 
thence to the life of an adventurer. Hts dream ts to amass gold and 
glory, find a poet to v.-Tite his saga, and return to Norsca a hero, to 
set tle down with wealth and honour. While brave - insanely so, 
some Old Worlders would say - he ls not reckless: a heroic death ts 
well and good, but no-one makes sagas about a fool. Of course, 
Lars' idea of folly differs slightly from that of the average Old 
Worlder. 

OLEG KURYITSIN. EXPLORER 

ex-Scout. ex-Hunter 
-1 used to scratch a liuing tak1ng carauans up and down the trade
road and through Winter's Teeth. but not any moTF. Spend too much
time around neroous merchants and you end up afraid of euery little
shadow. Besides, you. neuer see anything of a country if you sttck to
the trade road. All you see ts the people passing through, and you
can see that In a city.•

A native of Klslev, Oleg bears many dtsUngulshlng features of the 
Ungol horse-warriors who swept across the Steppes eight centuries 
ago. A slim, wiry man of medium height, he has a narrow, hawkllke 
face with high. flat cheekbones and narrow dark brown eyes. Hts 
hair and straggllng moustache are black. 

Oleg ls a self-sufficient, taciturn character, with little time for con
versation and socialising. He ts used to fending for himself In the 
wilds, and spends ltttle time in the company of fellow-Humans. 

After five years working as a scout on the Yetzln valley route, Oleg 
has decided that thelr must be more to life than nursemaidlng mer• 
chants along trade roads. So he has begun to explore the Yetzin val
ley and the surrounding area, in search of adventure and - hopeful
ly - some of the treasures reputedly left behind by past inhabitants. 
There have been rumours ever since he can remember, about a lost 
pass leading to a dwarven highway which bypasses the Dark Lands 
and runs straight to Cathay; It might Just be an empty legend, but If 
Oleg could rediscover Jt, he·d make his fortune. 
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Blood in Darkness 

Age:24 
Fate Points: 2 
Alignment: Neutral 
Religion: Ulric 
Insanity Points: 3 

Disorder&: Frenzy 

Starter Profile 
MWSBSS T WI .A DuLilntCIWPFJ 
◄ 31 79 st ◄ 7 ◄2• I 3 I 35 23 25 33 36 

Current Advance Scheme IFrce Lance) 
M WS BS S T W I J Du LI Int Cl WP FJ 

+301 +31 +11 ➔�+2()1 +2' +30' +10 +30' +10'

1 2 
• Advances taken for characteristic.

Current Profile 
M WS BS S T W I .A Du LI Int Cl WP FJ 
◄ 51 19 6 t 5 II 6 2*2 3 I ◄5 23 35 ◄3 ◄6 

Skills: Consume Alcohol; Disarm; Dodge Blow; 
Lightning Reflexes•; Ride - Horse; Night Vision; 
Row; Salllng; Secret Language - Battle Tongue; 
Speak Additional Language - Old Worlder; Street 
Fighter; Strike Mighty Blow; Strike to Injure; 
Strike to Stun; Swim; Very Strongt. 

Posseaaions: sleeved mail coat, helmet and shield 
(2 AP, all locations); sword; dagger (I +20, D -2, 
Pany -20); crossbow (R 32/64/300, ES 4, Rid l 
load, l fire); 10 arrows; backpack; grappling hook 
and 30ft rope; fur-trimmed hooded cloak; silver 

Age:25 
Fate Points: 2 

Alignment: Neutral 
Religion: Taal 

Starter Profile 
M WS BS S T W I .A Du LI Int Cl WP FJ 
◄ 3726 3 5• 7 311 2.5 33 .32 28 38 23

Current Advance Scbcmejfulorcr) 
M WS BS S T W I Lk LI Int Cl WP FJ

+20' +20' +11 +I' -Hi' +11 +20' +20 !i-301 +20' +20' +20

1 2 6 Advances taken for characteristic. 

Current Profile 
M WS BS S T W I .A Du ld Int Q WP FJ
◄ 57◄6 ◄6* 13 512 35 ◄3:◄238◄8 23

Skills: Acute Hearing; Animal Care; Cartography; 
Concealment Rural: Follow Trail; Immunity to Poi
sons; Orientation; Read/Write; Ride - Horse; 
Secret Language - Ranger; Secret Signs - Woods
man's, Scout; Silent Move Rural; Specialist 
Weapon - Lance; Trick Riding; Very Reslllent•. 

Poaaeaalona: leather Jack and leggings, mall shirt, 
helmet and shield (2 AP head/body, 1/2 AP else
where); sword; spear (I +10/+20, WS +10 - see 
rulebook); 2 daggers (I +20, D -2, P -20); short 
bow (R 16/32/150, ES 3, Rld 1); quiver of 30 
arrows; riding horse; 30ft rope; riding horse, sad
dle and harness; saddlebags with bedroll, one-
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wolf-head pendant (10 GC); rat's skull on leather 
thong; bronze anchor pendant; iron pendant ln 
the shape of a stone axe; sliver pendant in the 
shape of a stone arrowhead (10 GC); silver ann
rtng (2 GC); riding horse with saddle and harness; 
saddlebags with bedroll, one-man tent and cook
ing gear; 2 bottles of rough brandy; lantern; 2-
plnt flask of oil: purse with 332 GC 13/6 and 4 
gems (100 GC, 150 GC, 50 GC, 50 GC); gold belt 
buckle (35 GC). 

Magic Items: magical battleaxe WS + l O, Mighty 
Strtke (one S 10 hit per day); Amulet of Iron (+20 to
WP tests vs magic); Amulet of Righteous saver 
(immune to psychological effects caused by 
undead); magical sword, banesword vs Gobll
nolds. 

Notes 

man tent and cooking gear; 2-plnt water canteen; 
4 small animal traps; purse with 135 GC, 17/8 
and 2 gems (50 GC each). 

Magic Items: Amulet of Thrfce·Blessed Copper. 2
doses Potion of Healing; Rtng of Protection vs
Beastmen; 4 Arrows of True Flight; magical sword
(I +5). 

Notes 



Sample Player Characters 

FIATHIRIEL CLEARWATER. WIZARD 

ex-Wizard's Apprentice 
"I started out wandering about, seeing what there was to see. I had 
an Idea of gofng across the Border Princes, possibly ending up tn 
Araby, and stopping when anything took my Janey. but Araby'U keep 
if something more Interesting turns up. As my old master safd, if you 
don't see anything you won't leam anything.• 

Flalhlrlel Is short for an Elf, and very slim. His hair Is corn-blonde -
wtth a slight reddish tinge - and his e�s are blue-green. Red hair Is i 
seen as a sign of bad luck or evtJ among Elves (many Dark Elves are 
redheads) and Flath lrlel has grown up distrusted by his more 
supersUUous fellows. In reply, he has developed a sense of humour 
Just between black comedy and outrtght bad taste. He always comes 
out with a tasteless remark when nobody wants one. 

Perhaps It was other people's concern with appearances which led 
FlathJrtel to specialise In the magic of Uluslon. It ts certainly true 
that he has a deep contempt for those who form snap Judgements. 
rely on appearances, don't bother to look beneath the surface, and 
so on. "AU is neuer what tt seems· Is one of his favourite sayings. 

Like many things ln Flathlrlel's life, his Journey began on a whim. 
He Is following the trade-route to the Border Princes and perhaps, If 
the mood lakes him, he will Journey on to Araby. For now. though, 
he is content to travel and observe. 

KUUS TREUER. DRUIDIC PRIEST 

ex-Herbalist. ex-Druid 
"There's a great deal wrong tn this area - those of my fatth here were 
wtped out over a century ago. and things have gone from bad to 
worse euer since. Something has to be done.• 

Klaus Is a tall, rangy man, soft of speech and movement. Hls hair ts 
light brown and looks slightly mottled. His eyes are light brown -
almost amber - and unwaveringly steady. He has an air of aloof
ness, and never speaks unnecessarily. He has followed the Old 
Faith since his birth In the Forest of Shadows, and has been a 
Druidic Priest for a little over a year. 

Klaus sees 1t as his mission to flnd out what has happened In the 
Yetzln valley since the Old Faith was wiped out by the Ores, and put 
right what he can. 

Never far from his side Is Malkin, bis spirit familiar - visible to him 
as the smoky-grey outline of a domestic-size cat. He knows that 
Malkln's companionship Is a sign of his acceptance as a Druidic 
Priest, and that she must always be treated with the respect due to 
an equal. 
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Sample Player Characters

GIUSEPPI TOLLUCCI. RACKETEER 
ex-Thief. ex-Buiglar 

"HEYi How ts everybody? Good to be out of the cold, no? Ah, what a 
fire! EY. PADRONEI Landlo,d/ You got mulled wine? Good. bring me 
same here, to me and my frtends. Euerybody has a drtnk with 
Gtuseppt. no? So - who ts eoerybod.y, where you au going, where you 
all come from? Anyone wanna play cards? It's st(ll early, we got 
plenty time.• 

Gluseppl ls of medium height, wiry, and always talldng. Originally 
from the Tllean city of MtraglJano, hls quick and Inventive nature 
led him Into crime - the only outlet open to those of his low social 
class. Despite a natural aversion to violence. he rose swiftly through 
the ranks of the Mlragllanese underworld, until a recent Indiscretion 
with the daughter of a prominent underworld 0gure made 1t neces
sary for him to seek out opportunitles elsewhere. Fast. 

Crossing the Vaults with the lntenUon of heading for the great ciUes 
of The Empire, Gluseppl found that his moves had been anticipated. 
Finally, he decided to head for the Border Princes - where, with any 
luck, the aggrieved father will have no employees, associates or 
business contacts, and Gluseppl's legs will remaJn Intact and use
ful. If he can lle low for a few months, watt for the heat to die dQWll, 
and maybe work his way into The Empire over Black Fire Pass, then 
a new life beckons, full of new citles, new experiences and new vlc
thns. 

ANDERS GRUBER FENCE 
ex-Smuggler, ex-Tomb Robber. ex-Tunnel 

Fighter 
· "WeU. I suppose it's an dl wtnd that blows no good. My business Cn

Helmgart had to cease trading unexpectedly, but tt's given me the
chance to travel, meet new people, see new places, and so on. Trade
through the mountains certainly needs easing - there are a lot of
opportunities for a Jar-sighted entrepreneur in these parts.•

Anders ls a bulky man of medium height, wtth lank, straw-coloured
hair and pale blue eyes. He sees himself as an enterprising trader
rather than a crlmlnal, refusing to let bureaucrats strangle the flow
of trade with their truces and regulations. He could never settle down
and become a conventional merchant, since he lacks several of the
more Important aptitudes - like reading and writing - and he would
find life on the right side of the Jaw too easy, and far too boring.

Anders spent his early career in what he would call the antiques
business, looting tombs and other potential treasure sttes. The dan
gers of this kind of llfe led him to move Into distribution, until a
misunderstanding wtth the Imperial Excise at Helmgart sent him on
an extended business trip southwaros, spying out n�w routes and
potential sources - especially of 'antiques', which are his first love.
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Blood in Darkness 

Age: 19 
Fate Points: 2 
Alignment: Neutral 
Religion: Ranald 

Starter Profile 
M WS BS S T 1V I A Du uJ Int Cl WP FJ 
◄ 26 37 3 3 5361 35 'JJ2933 3129

Cum:nt Advance Scheme {lbckctc:c:r) 
M WS BS S T 1V I A Du uJ Int Cl WP FJ 

+2111 +20' +11 +I +JI +10' +11 +10' +ta1

1 2 3 Advances taken for characteristic. 

Current Profile 
M WS BS S T 1V I A Du uJ Int Cl WP FJ 
◄ ◄6 57 ◄ ◄ 8 ◄6 2 ◄5 37 29 ◄3 31 39 

Skills: Concealment Urban; Dodge Blow; Evalu
ate; Flee!; Gamble; Pick Lock; Pick Pocket: Scale 
Sheer Surface;  Secret Language - T hieves' 
Tongue; Secret Signs - Thieves' Signs; Silent Move 
Urban; Specialist Weapon - Fist Weapons; Spot 
Trap: Street Fighter; Strike Mighty Blow. 

Possessions: leather Jack, leggings and cap (O/ 1 
AP, all locations); sword; 2 daggers (I +20, D -2, 
Parry -20); crossbow (R 32/64/300, ES 4, Rld 2); 
quiver with 20 bolts: knuckledusters; lock picks: 
riding horse; one-man tent and bedroll; saddle
bags containing cooking gear and 235 GCs, 17 / 4; 
gold ring (5 GC); gold & garnet ear-ring (3 GC). 

Age: 20 
Fate Points: 2 
Alignment: Neutral 
Religion: Ranald 

Starter Profile 
M WS BS S T 1V I A Du uJ Int Cl WP FJ 
◄ 'D 32 3 3 6 32 I 29 31 37 35 32 35

Current Advance Scheme {Fence) 
M WS BS S T If I A Du uJ Int Cl WP FJ

+21>1 +20' +11 +-f+20' +11 +10' +10' +10' +10' +10'

12 Advances taken for characteristic. 

Current Profile 
M WS BS S T IV I A Du uJ Int Cl WP FJ
◄ 31 ◄2 ◄ ◄ 8 ◄2 2 'J9 ◄I 37 ◄5 ◄2 ◄5 

Skills: Bribery; Concealment Rural: Concealment 
Urban; Dodge Blow: Drive Cart; Evaluate: Luck: 
Orientation (underground only): Palm Object; 
Row; Scale Sheer Surface; Secret Signs - Thieves'; 
Silent Move Rural: Silent Move Urban; Spot Trap: 
Strike Mighty Blow: Strike to Stun. 

Possessions: crowbar; sword; 2 daggers (I +20, D 
-2, P -20); knuckledusters: shield, leather Jack,
leather leggings and metal helmet (2 AP head, 1 /2
AP elsewhere); sleeved mall coat (1  AP body/
arms/legs If worn); lantern; 30ft rope: 30ll rope
plus grappling hook; crossbow (R 32/64/30, ES
4, Rid l load, 1 fire): quiver with 32 bolts; lock
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Magical Items: magical dagger, WS + 10, parries 
Incoming hand-to-hand blows to give the equiva
lent of +3 AP on each body location; Ring of PrCr 
tecUon vs spells, +10 to all WP tests against spells: 
Boots of Speed.

Notes 
Gluseppl has now completed the advance scheme 
for his present career, and is looking for a career 
change. His recent travels have given him no 
opportunities to get the necessary training. 

picks; riding horse: one-man tent and bedroll: 
saddlebags containing cooking gear and 243 GCs, 
11/4. 

Magical Items: Boots of Silencet: Ring of Protec
tion vs traps (+10 to all relevant tests, half dam
age); fbtlon of Healing, 2 doses. 

t This magical Item Is taken from The Restless
Dead. If you do not have access to this book, you 
may wish to replace it with something else. 

Notes 



Sample Player Characters/Hand.outs 1 & 6

ROGNI GRIMSSON. TROLL SLAYER 

ex-Soldier. ex-Tunnel Fighter 
-rm told there are greenskins and worse things In these parts. Why
else would I be here? I suppose It would do no harm to travel with
you if you wish my protection. What wUl you.gu,efor It?"

Rogol Is of medium height for a Dwarf, and his heavily-corded mus
cles stand out noticeably - there Is very little fat on his body. His 
eyes are grey, and his hair Is dyed orange and stiffened lnlo the tra
ditional Troll Slayer's crest. Every visible part of his body Is covered 
In tatoos, and a heavy gold chain runs from his nose to his left ear. 
Rognl speaks IJttle, and Is proud and quick to .yiger. He wlll not
speak of his disgrace to anyone. 

Rognl's early career, spent among the warriors of Caraz-a-Carak, 
was distinguished: he rose quickly through the ranks, and was 
recruited Into an elite tunnel fighting force dedicated to re-opening 
the Worlds Edge tunnels and clearing lost Dwarfholds of occupying 
Gobllnolds. It was on one such expedition that he encountered an 
ethereal undead creature, and his courage failed him. To make his 
disgrace worse, he was In command at the time. He had no option 
but to become a Troll Slayer. Now he wanders the mountains, seek
Ing danger wherever It may be found - only a heroic death against 
Impossible odds can wipe out h1s shame. 
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Blood in Darkness 

Age:47 
Fate Points: 2 
Allg)mient: Neutral 
Religion: Grungni 

Starter Profile 
M � BS S T 1V I .A Du l.d Int Cl WP F,J 

3 -15 '11 3 ◄ 7 ZS I 23 .S.S 32 51 .S.S 23 

Current Advinee Scb.cmc ITroJJ SJ�r) 
M�BSS T WI ADul.dlntCIWPF,J 

+HJ' +10' +11 ◄1 +10' +11 +10' +10' +20'

1 2 Advances taken for characteristic. 

Currcnt Profile 
M � BS S T IV I A Du l.d Int Cl WP FJ 
3 SS 37  ◄ r 9352 33 65326155 23 

Skills: Disarm; Dodge Blow; Mining; Orientation 
(underground only); Secret Language - Battle 
Tongue: Scale Sheer Surface; Specialist Weapon -
Two-handed Weapon; Street Fighting; Strike 
Mighty Blow; Strike to Injure; Strike to Stun. 

Poueulona: sleeveless mail shirt (1 AP, body); 
two-handed axe (I -10, D +2); dagger (I +10, D -2, 
P -20): belt pouch with 2 days' Iron rations: gold 
nose-chain (10 GC); gold arm-ring (15 GC). 

Magical Items: Amulet of Ada.manttne-.

Blood in Dukness Handout I 
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Notes 

Hates Gobllnoids. 4 Insanity Points. Herofc Idtocy 
disorder. 



Handouts 2, 3, 4 & 5 
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Blood in Darkness 
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Handouts 7 & 8 
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Handout 9 (part 1) 

HANoouT9 

THE CRYSTAL OF EARTH 

How to build the Crystal of Earth
Glue or photocopy pages 76 &. 77 onto thin card of about 
the same thickness as a plain postcard. You wtll also 
need some clear general-purpose adhesive (not super
glue) to assemble the Crystal. 

Cut round the outline of the net on this page, and then 
score internal lines on the front to make 'mountain' 
folds. Glue each triangular tab to the underside of the 
edge on the adjacent pentagon on faces Bl to Cl. Do the 
same with faces B2 to C2, then glue the remaining tabs 
into place to make a 'D 12' shape (this Is the internal 

bracing of Crystal). Set the 'D 12' aside to dry. Cut out 
each pair of ·spires' (Al + A2, BI + 82, etc), and agaln 
score the lnternal lines on the front lo make ·mountatn· 
folds. Glue the large tab to the underside of the long 
edge on the same spire. Allow these to dry. 

F'lnally, fold the remaining tabs on each spire Inwards, 
and glue spire A l  to face Al on the 'D12', Repeat for the 
rernalning 11 spires. Note that the Crystal should have 
the same symbol on spires attached to directly opposite 
faces when It Is n.ntshed. 
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Handout 9 (part2) 
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Blood in Darkness - Monster & Treasure Roster

SHRINE MONSTER AND TREASURE ROSfER 

1. Entrance

3. Store Room

5. Ogre Quarters-

7. Antechamber

9. Goblin Quarters

11. Upper Shrine

13. Rothnogg·s Quarters

15. Store Room

17. Priests' Quarters

19. Main Hall

21. Audience Chamber

23. Antechamber

25. Passage

Contents 
2 Ogres 

2 Ogres (day) 3 Ogres (night) 

2 Ogres 

14 Goblins 

Rothnogg (night) 

XhardJa, Mud-Worms 

Xhardja, Mud-Worms 
Yellow Mould in table 

Xhardja, Mud-Worms 

Xhardja, Mud-Worms 

Xhardja, Mud-Worms 

Notes 
Pillars outside serve as a1ann 
system. 

9�qtt:11
r

>;: �ft-�� wide; 

During the day one Ogre will be 
Hradyagg. 

Passages very confined. 

Hole leads to 24. 

Potion ingredients, box with treasure 
and Handouts 5-6. 

_�=-¥i�t®;,&:(f'=i���TT�::r· 
2 Ogre corpses. 

Ring of Adamanttne hidden in table 

Door to 21-23 barred on other side. 

Pit concealed by illusion of floor. 

Fire/molten metal trap. 

:;•�!��� 
:��:, __ �}:i ;;;:· 
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Blood in Darkness - Shrine Movement & Combat Summary

SHRINE MOVEMENT AND COMBAT SUMMARY 
The confined space in the shrine affects movement 
and combat as shown here. Creatures may 
attempt to move one step faster than their Max.

Move rate given below, but must make a Risk test 
each round - those who fail suffer D3 W points 
automatic damage (regardless of Toughness and 
armour) and spend a round inactive and prone. 

Standard Passages 
(3-4ft wide. l0ft high) 
Creature ws BS I Max. Move 

Goblin/Halfling run 
Dwarf -5 -5 -5 normal 
Elf -10 -5 -10 cautious 
Human -15 -15 -15 cautious 
Ogre -20 -30 -20 cautious/2 

Stairs count as passages, except that any creature 
fighting or attempting to move at more than cau
tious speed while on stairs must make an I test 
(Tunnel Fighter +20) or fall, spending one round 
inactive and prone. 

Standard Rooms (12ft high) 
Creature ws BS I 

Goblin/Halfling 
Dwarf -1
Elf -5
Human -5 -10 -5
Ogre -20 -30 -20

Goblin Passage (area 9) 
Creature ws BS I 

Goblin/Halfling -5 -5 -5
Dwarf -10 -10 -10

Elf -15 -10 -10

Human -15 -15 -15
Ogre impassable

Upper Shrine (area 11) 
Creature 

Goblin/Halfling 
Dwarf 
Elf 

Human 
Ogre 

WS BS I 

-5

-10

Main Hall (area 19) 
Creature 

Goblin/Halfling 
Dwarf 
Elf 

Human 
Ogre 

80 

WS BS I 

-5

Max. Move 

run 
run 

normal 
normal 

cautious 

Max. Move 

run 
normal 

cautious 
cautious 

Max. Move 

run 
run 
run 
run 

normal 

Max.Move 

run 
run 
run 
run 
run 

Sacrificial Chamber ( area 24) 
Creature 

Goblin/Halfling 
Dwarf 
Elf 

Human 
Ogre 

WS BS I 

-5

-10

Inner Shrine (area 26) 
Creature ws BS I 

Goblin/Halfling 
Dwarf 
Elf 

Human 
Ogre -5

Tunnel Fighters 

Max. Move 

run 
run 
run 
run 

normal 

Max. Move 

run 
run 
run 
run 
run 

Characters who have followed the Tunnel Fighter 
career are more at home in these subterranean 
surroundings. Accordingly, they suffer only half 
the characteristic penalties given here, rounding 
fractions down. Where movement is impeded, their 
maximum movement rate is one step faster than 
that shown on these tables. 
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