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Direct your own Fighting Fantgsy films!

Now you &nd your friends can create ;.;Imr uign fantasy
movies! Imagine that you are the director and your
friends are the cast of heroes. Will you send them to bat-
tle with the evil wizard or recover the Dragon's hoard?
The choice is yours, and Dungeoneer makes the exciting
world of fantas'jq roleplaying accessible in a thoroughly
/ user-friendly manner, {
You can start strmght away and mtmduée more complex
.rules and scenarios as you and your friends gain experi-
.eince as direﬁ d actors. So, are you ready? Then let
'/ the cameras roll ,
f ; ertten E}r Marc Gascoigne ami Pete Tamlyn.

) Ci :wfrr and illustrations by John Sibbick
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THE FIGHTLEN

PUFFIN BOOKS

DUNGEONEER:
ADVANCED FIGHTING FANTASY

You and your friends can create your own fantasy films! No
expensive equipment is needed - you will be imagining the
scenarios in your sitting-room, and you and your trusty
band of heroes will be playing all the roles yourselves! Nor
are there complicated rules to learn before you start: Dun-
geoneer explains how you can begin straight away and intro-
duces the rules in easy stages as the shooting of your film
progresses. So, are you ready? Then let the cameras roll . . .

Dungeoneer is a companion volume to Steve Jackson's popu-
lar role-playing game, Fighting Fantasy, but develops the
Fighting Fantasy role-playing rules so that you can achieve
even more reality in your games.

Steve Jackson and lan Livingstone are the co-founders of the
hugely successful Games Workshop chain and are the crea-
tors of the Fighting Fantasy series, Marc Gascoigne is a
freelance writer specializing in fantasy gaming and is the
author of Out of the Pit, Titan and Battleblade Warrior., Pete
Tamlyn works in the computer industry; Dungeoneer is his
first book.
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Gritting his teeth in order to steady his hand, Ulrik Wolfstane
silently unsheathes his mighly longsword. The rune-carved
blade glows with an eerie lght, as if shimmering with some
inner magic. The barbarian creeps forward, every iistinct
straining to alert him to amy hidden danger. Nerves jangling
with corcentration, he reaches the lip of the parapet and, with o
final muttered prinyer to his uneartily guardians, peers over fo
eaze down al the arcane ring of stones,

His green eyes widen as they alight wpon the object in the very
centre of the circle. The flickering torchlight dislorts his vision,
filling the scene beneath him with dancing dlusions; but there
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......

can be no doubt that he has at last found the object of his quest
over many long years. The idol, carved from puresl Khulian
jnde, looks so very small and insignificint upon its masntolh
granite plinth; bul Wolfshane knmws too well its atwesome evil
vower, the power wihich has cursed his beloved land of Allansia
with a foul plague of famine and decay.

Clarmping hris sword betweert his teeth, Ulrik Wolfshane SIings
his body over the edge and begins to climb down into thepit. . .
ANDCUT!

Have you ever wanted to starin your own fantasy movie,
or become the hero of an epic swords-and-sorcery novel?
The very best fantasy movies and books are wonderful
excuses for letting the imagination run not on an awe-
some scale, freeing it from the trappings of everyday life
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and letting it stalk through worlds full of excitement and
danger. But think how much more fun it would be

actually to be there, to be doing all the things your heroes
do, to become your heroes!

Well, now's your chance. You need look no further than
the pages of this very velume to discover everything you
could ever wish to know in order to create the fankasy
wotld of your favourite books and movies - and, most
importantly, the wildest flights of your imagination —
right there on the tabletop in front of you!

Simply turn the page, and let the action commence!



New Adventurers Start Here

You may think that what you have in your hands at this
moment is just a book. Well, it is that, certainly, but
that's not all it is; it's much more than that, Dungeonecr 15
a complete introduction to a whole new experience, a
key to the wonderful world of fantasy role-playing
games and the Fighting Fantasy game specifically.

But just what does that mean, you ask. Well, when we
say ‘fantasy’, we are referring to the books of a whole
range of writers, including J. R. K. Tolkien, Robert E.
Howard and Fritz Leiber, and a whole range of films,
from Conan to Willow; to a dark, medieval world where
magic really works — a world of knights and brigands,
Dragons and Orcs, thieves and sorcerers, samural and
ninja, proud heroes and crazed momsters. A world
where adventure and excitement lurk round every
corner. And what we are going to do is to re-create these
fantasy worlds via the medium of role-playing'’.
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Atits simplest, this usually means that a group of friends
sit round a kable and act out a story together, solving
problems and winning through to the conclusion. It's as
if you and your friends are going to create a fantasy film
right there in front of you on the tabletop, with evervone
playing the part of one of the heroic stars! Unlike a film,
however, everyone who plays has a voice in deciding on
the script; eteryone will have to choose what his or her
respective character says and does — and do it with
sufficient skill, they hope, to slay the dragon, rescue the
princess or bring home the treasure.

And, finally, it is a game for two reasons. First, because
we use a few simple rules to decide on the outcome of
chancy events: if your hero is having a showdown with
the evil wizard, you'll need to know whether you can
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glash out at him with your sword before he zaps you with
a bolt of magical energy. To decide this sort of thing, you
roll dice according to the easy rules which we will go into
in detail later on. And second, we call it a game because
the main intention is for everyone to enjoy themselves
and have endless amounts of fun!

Solet’s gol Skip the next couple of pages, which are for
those lucky people who've played games like this before,
and let's get cracking on our fantasy masterpiece!

Veterans Start Here

If you have already played the Fighting Fantasy multi-
player role-playing game or any of the marvellous range
of Fighting Fantasy gamebooks {such as The Warlock of
Firetop Mountain or Deathtrap Dungeon), you may well be
familiar with $ome of the concepts and rules we are going
to present here. That's quite all rght, because there's still
plenty of fun and excitement to be had here, even by the
most experienced of adventurers!

You'll find that this book updates many of the basic rules
found in the Fighting Fankasy game and gamebooks. As
its title indicates, this is simply Adwvanced Fighting Fantasy.
We have taken nothing away from the original rules; we
have simply added more details. For example, there isa
new individual skill system which allows every hero to
specialize and becore even more skilful in certain areas,
be it swordplay, sneaking or sorcery. There are copious
new notes on designing and running your own fantasy
adventures too, along with every tip and hint we could
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cram in for making your games more enjoyable than
ever. Finally, we shall be describing the way vou play the
games using a novel procedure, to ensure that everyone
can understand all the unfamiliar concepts we shall be
presenting.

Depending upon your experience of the Fighting Fan-
tasy game, you may wish to skip the first few sections of
this book - in which we introduce the Fighting Fantasy
experience to those people who are about to play the
game for the very first time — and head straight for the
nitty-gritty, the new rules and adventures. This is quite
acceptable. Like any set of role-playing game rules, you
need take from this book only as much or as little as you
wish in order to have fun playing your own fantasy
adventures. If you don't like one particular new rule
we've presented, don't use it. The whole point of every-
thing in this book is to have fun creating the most
exciting scenes from a range of fantasy books and
movies, whether they are familiar ones or new slories
you have thought up for yourself! Happy adventuring!

1. GETTING STARTED

If you have ever glanced through the rules of other role-
playing games, you may have noticed that there seemed
to be hundreds of pages of charts and tables, rules and
regulations, which all had to be read and leamt before
you and your friends could sit down and get started. In
this game, however, we are going to tell you the rules as
you go along, revealing them only when they are
needed. This way you can get started straight away — at
this very minute, in fact, if you so choose!

Just before you start to create your fantasy adventure,
though, you will need to gather together a few things.
We'll explain each of them in more detail in a moment
but here’s a checklist bo be going on with,

- Some Heroes

— A Director

- Somewhere to play

- Some dice

- Pencils and paper

— & watbch or clock

- Props {optional)

— Miniatures and scenery (optional)
= Other items (optional)

The Heroes

Your wonderful fantasy adventure will need a group of
actors to play the roles of the Heroes, that brave but
foolhardy band of characters who are going to solve all
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the puzzles, defeat all the monsters and generally van-
quish evil and win through to fight another day. Have
you got anyone in mind for these parts? Well, your
budget probably couldn’t run to Arnold Schwarzenegger
or Sigourney Weaver, so you'll have to make do with
your own friends. Gather together a motley group of
between two and six of them (any more than six and the
action will get very confusing; they probably wouldn'tall
be able to squeeze in round your table anyway),

Dungeoneer players can be male or female, as can the
Director: you don’t need to be big and beefy to wield an
imaginary sword in Dungeoneer, and brains can always
be as important as brute strength. To avoid getting long-
winded, though, in these rules we'll refer to everyone as
‘he’.

The Direckor

Since what you are going to be doing is very like making
a fantasy movie, you will need a Director. As this is your
book, we think you are the ideal person for the job;
congratulations! From now on, we are going to assume
that you are the Director.

Just as in a real film, the Director instructs the actors {our
Heroes) in their roles, sets the scene by describing what
is poing on around them, and then lets them get on with
their heroic acting. In Dungeoneer, the Director is also the
person who interprets all the rules of the game whenever
anything important happens. (That is why the Director is
sometimes referred to in other games as the Referee,
Gameshaster (or GM), or Dungeon Master. )

We know what you're thinking: ‘This doesn't sound like
ruch fun to me so0 far! Can't [ be a Hero too? Well, the
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fact of the matter is, the Director also has to play every
character that the Heroes meet, Depending on the plot of
your adventure, this could include evil wizards = ‘Heh-
heh-heh, you meddling fools!” — doomed knights — "We
must duel . . . to the death!" - brutish Orc guards -
“Yoomans! Kill ‘em alll’ —and any number of other types.
All these parts (which some games call Non-Flayer
Characters, or NPCs) will be referred to here as Bad
Guys, Extras or the Cast, and you get to play all of them!
This aspect of the game is one that you will enjoy, we
promise!

As Director, it's your job to read out to the Heroes and
interpret to them all the necessary material from the
script of the fantasy adventures (which we will get toina
minute). Unless we say otherwise, only you should read
from this book. Secrecy isn't too important at the mo-
ment, but you should discourage anyone whois going to
be playing a Hero from reading the script of any particu-
lar adventure; it will spoil the surprise and exciternent for
them, and they won't have so much fun. As we said
earlier, so far as the first adventure in this book is
concerned, you can sit down and play it through simply
by reading it out as you go along; itis net essential to have
memorized rules and tables or anything like that. If you
do have some Hme to spare before your first game,
though, it would make things even easier if you read the
adventure through beforehand.

12

Somewlhere to Play

Role-playing game sessions can last from as little as half
an hour to all night, depending on the complexity of the
situations the Heroes find themselves in. The first ad-
venture in this book should last around two hours or so.
The second will last slightly longer and will probably
need to be played over two or more sessions, depending
on how much time you have to play, and how regularly
your little band of Heroes can all get together.

We think that the most comfortable and friendly way to
play Dungeancer is with everyone grouped round a table,
with the Director at one end and at a slight distance away
from everyone else; that way, everyone can see what's
happening, no one has any excuse for falling asleep, and
you're not constantly hunting for runaway dice under
the sofa. If you want to create a suitable atmosphere,
turn down some of the lights (but not so much that you
can't read the adventure!) and put on some appropri-
ately mysterious music in the background. 1f the session
15 going to drag on for a long Hme, some snacks and
drinks will be appreciated by everyone, too. Remember,
vou'te all getting together to have fun and be sociable, so
enjoy yourselves!
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Dice

The rules of this game come into operation whenever
something that a Hero or an Extra does will either fail or
succeed. For example, if Ulrik Wolfsbane is swinging his
trusty longsword at a Goblin brigand, we need to know
whether the blade connects or goes flying past its target.
To adjudicate at these moments you will need some dice.
Ordinary six-sided dice will do; these can be borrowed
from a boardgame or bought from mest toy and game
shops. You don't need to buy the multi-sided dice that
some shops sell; these are used in some role-playing
games, but not in this one.

You will find it handy to have at least four dice, if you can
acquire that many, so that everyone playing can lay their
hands on some when they need them. At various stages

in the adventure, both the Heroes and the Director will
nead to throw dice.

14

Pencils and Paper

Everyone who is playing a Hero will have to write down
who their character is, what he or she can do, what
weapons they are carrying, and 5o on. You, the Director,
may also need to make notes concerning certain secret
matters relevant to the adventure. Therefore, make sure
everyone has a pencil and a few sheets of paper — and
perhaps an eraser for the inevitable mistakes that occur.

A Wateh or Clock

Some things in the game will last for a certain length of

time, such as a spell or the effects of a sleeping gas. Have
a watch ready for such occasions.

Props

By Props, we mean those few little items which can be
given to the Heroes as if they had really acquired them.
For example, if your Heroes go into a tavern and decide
ter indulge in a little gambling with some of the ruffians
there, wouldn’t it be great if they all had some plastic
coins ko wager with? Props are of course optional. You
never reed bo have them, but they can add extra funtoa
game and we'll be offering suggestions for them as we go
along. Remember, though, if you don't want to use
Props, orif you can't find anything to use, then you don't
have to have them.
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Miniatures and Scenery

These too are optional; it is not essential for you to use
them. When role-playing games first became popular,
people started using inch-high model soldiers to repres-
ent their Heroes; arranging them on the tabletop so they
could see, for example, just who was clobbering whom
in a punch-up. These days, whole ranges of knights,
wizards, Orcs, Goblins, Dragons — and just about any
other creature you could dream up — are available; many
toy and game shops stock them. They are not essential,
but they do come in useful sometimes, and they can help
players visualize what is going on.

If you are going to use metal miniatures for your Heroes
and their grisly adversaries, you might care to think
about using scenery too, thus turning your tabletop into
a proper set for the adventure you are about to act out.
Mor do you need to pay out huge sums for your scenery:
books under a tablecloth can become hills; a blue ribbon
can represent a skream; walls made of children’s building
bricks can become the dungeon walls. More expensively,
yvou could buy specially manufactured scenery from
your local hobby shop; a wide range of trees, buildings,
doors, dungeon decor and more is available, though,
again, most of it is quite expensive. Scenery is not at all
essential, but, like Props and Miniakures, it can look very
nice,

Ot Thewoes

Although this book {(and the few easily available items
we've just mentioned) are all you need to play the
adventures contained within it, there are several other
books in the Fighting Fantasy series (all published by
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Puffin} which you may find will come in handy later on,
espedially if you go on to designing and writing your
very own adventures for your friends and yourself to
play. You won't need these books right now; but they do
contain information and adventures which you will be
able to use in the future.

Titan is a complete adventurer's guide to the Fighting
Fantasy world where these adventures are set. ltisn't a
gamebook; it's an encyclopedia of the world of Titan,
with maps and descriptions of places, people, fransport,
money, the gods and demons, history and legends, and
a lot more besides. It will provide you with many ideas
for adventures and the background to your characters, as
well as information on every aspect of life in Allansia and
the rest of the Fighting Fantasy world.

[ts companion volume, Oul of the Pit, describes over 250
different monsters ready for use in your Fighting Fantasy
adventures. They range from tiny Sprites and Elemen-
tals to enormous Giants, Dragons and Demons. Each
creature and being is described in minute detail, together
with game information for use with the rules laid out in
this book.

The Riddling Reaver was the first book of ready-to-run
multi-player adventures written for use with the Fight-
ing Fantasy rules system. Its four linked episodes take
players flying round the southern jungles of Allansia in
search of that most elusive of villains, the Riddling
Reaver. The adventures can be easily adapted for use
with these advanced rules, and they really are great
fun!
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Finally, many books from the Fighting Fantasy range of
solo gamebooks can also be adapted for use by groups of
more than one Hero, using the Dungeoneer rules. Of
course, some won't work because the plots require the
Hero to be on his own; but so long as the Heroes stick
together, most of them will prove fun to play. Anyway,
some of the puzzles or situations found within them may
lead you, as the Director, to dreaming up similar tight
spots for your Heroes.

We shall be giving you more copious notes on creating
and playing your own fantasy adventures later on in this
book, once we have taught you and the players you
recruit how the game actually works.

A Duick Recap

S0, now you've got this book, you want to start playing.
To sum up, this is what you should do next:

1. Enrol some friends who are interested in playing
Heroes in yvour adventure.

2. If you have time, read the rest of this book; other-
wise, read at least the Hest adventure which follows on
page 4.

3. Sityour friends down round the table and give each
of them the following: paper and pencil, possibly an
eraser and two six-sided dice. If you're feeling really
flush, you can also hand out a metal miniature to each
player, plus food and drink. If you have time, and if
you feel it will help the atmosphere, you can assemble
some handy props for use in the adventure,

4. Read on: everyone is now going to be given their
own individual Hero to play, and then the adventure
can start!

19




2. THE HEROES

Your first tabletop fantasy movie is about to start — but
you still need one more element: the Heroes, stars of the
show. In later adventures, your players will be able to
create their own Heroes, using the rules we provide; but
for this first game we have provided a selection of six
ready-made Heroes for them to choose from, You will
find these Heroes and their Adventure Sheets at the very
back of this book. You should either pull out the pages,
or photocopy them, or copy the details on to separate
sheets of paper.

You should then have one Hero for each player (up to a
maximum of six players). Let the players pick which
Hero they want to be, rolling one die to determine who
chooses first, You don’t have the chance of picking a
Hero, of course, because you're the Director; you'll be
Playing all the other characters. Once everyone has
chosen a character with whom they are at least vaguely
happy, put any remaining Advenfure Sheels to one side;
they won't be needed. Don't fret if you have only been
able to drum up enough players for two or three Heroes,
as quite a small band of sufficiently valiant Heroes can
succeed in this quest. In fact, if your party contains five
or six Heroes, on several occasions you will find notes
telling you to add more enemies in some of the scenes.
However, don't worry about that for now.
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Hero Chatacters

After you've given everyone enough time to read
through their particular Hero's Adventure Sheet, you may
read out the following to your players:

O each characker sheet, a Here is described i bwo ways. First,
he or she is described in mumerical terms, with scores given for
SKILL, STAMINGA and LucCk, Each character has also been
assigned some appropriate Special Skills or magic Spells. These
are simply what the Hero is especially good at.

Secondly, there is a brief outline of the sort of person the Hero
is. Rewember: you will be playing the role of the Hero, just as
you would in a movie. You stould therefore try to behave as
your Hero would, according to these suggestions, at all Hmres.
There i3 no script for you fo learn — you make that wp as you go
along, acting out the adventure — but we have given you some
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suggestions as o the sort of things your Hero might say. A lot
of the fun in playing a game hike Hiis lies in trying to stay in
character and acling out the character of your Hero, and doing
things you wonld never do in real life!

You should now run briefly through all the items on
everyone's character sheets, ensuring that everyone un-
derstands the gist of their Hero's personality and skills.
At this stage it isn't necessary for the players to know
gxacHy what all the numbers mean and how they affect
the Hero's capabilities; that will rapidly become apparent
as the adventure progresses. {Players who are familiar
with Fighting Fantasy solo gamebooks or the rules as set
out in Fighting Fautasy will need no explanation anyway.)
For those players who do need some assistance, read out
the following to them.

Skl

The number given here is a measure of the Hero's
expertise, both at ighting in combat, and in a wide range
of other activities. The latter could include, say, sneaking
about without being heard, climbing up a steep wall,
dodging an enemy's arrow, or many other actions.
Heroes usually have a skitL in the range from 7 to 12;
their enemies may have less than this - or, occasionally,
more!
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Staming

This score shows just how fit and healthy a Here is, and
also how determined he is to survive. It may be helpful to
think of sTAMINA in terms of 'lives’, because every time
a Hero sustains a wound, his STAMIN A score is reduced
by one or more points. If a Hero's sTamMiNA reaches
zero, most probably he is dead! sTAMINA points can
however be recovered by a prolonged period of rest after
an adventure, or by the application of healing magic.
sTAMINa for a Hero usually lies in the range between 14
and z4.

Luck

Everyone has a certain amount of Luck, and this can
sometimes be called upon when all else has failed. The
score given on the Adventure Sheet is a measure of the
particular Hero's good fortune and success so far, and it
usually lies in the range of 7 to 12, Calling on one’s Luck
drains it, and it is recommended that Heroes do not
resork to frying their Luck too often; if it runs out, their
adventure will end in death.

Special Skills

These are dependent on the Hero's [nilial sK1LL score,
and show how expert he or she is in certain specialized
areas. [The number given on the Adventure Sheet for each
Special Skill is worked out according to the Hero's sk1LL
score. Exactly how these points are arrived at is ex-
plained fully later.) Note that a Special Skill in using a
Sword, for example, can be applied only if the Hero in
question is actually Aghting with a sword. In'a situation
in which he has broken or lost his sword and is using an
axe Instead, his basic sk1LL score would apply instead.
In certain situations, the Director may temporarily add or
subtract 1 or 2 points from a Special Skill score, depend-
ing on the ease or difficulty of the task being attempted.
Ifa Hero's sk1LLIs reduced, through magic or injury, his
Special Skills are reduced by the same amount,

Most of the Special Skills given for the Heroes are self-
explanatory. A few, though, may need a little more
explanation:

Aumreness — The chance of sensing something out of the
ardinary: this could include hearing someone sneakin
up, smelling faint traces of poison, spotting a hidden
trap, ebc.
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Con — The chance of duping someone, for example into
believing what the Hero is saying or buying what the
Hero is selling.

Duark Seeing — The ability to see in near darkness, espe-
cially underground. This Special Skill does not work in
total darkness.

Dodge — The chance of getting out of the way of some-
thing or someone coming towards you at speed.

Magic—The lore of spells and sorcery; without this Skill, a
spell cannot be cast at all; what's more, the Skill also
determines the likelihood of its being cast correctly!
Incidentally, the choice of this Special Skill requires so
much concentration that the Hero will have his skiLL
{and hence his other Special Skills) reduced to compen-
Late.

Underground Lore — The ability to survive in a dungeon or
cavern complex: not getting lost, noticing rock falls be-
fore they happen, etc.

Wood Lore — The ability to survive in woodland, this Skill
includes the chance of finding foed, staying on a path,
tracking someocne, finding shelter, and more.

World Lore — The chance of knowing a particular fact
about an area’s geography or history, or about the
weather, local personalities, the right roads to take, and
5 O

A comprehensive list of Special Skills and more detailed
explanations are to be found later in this book, starting
On page 114.

2b

Spells

Magical spells are stored in the mind of the Hero, ready
to be invoked at an appropriate moment. Spells can be
quite powerful if used in the right situations — but they
can be risky, too. Casting a spell first requires a success-
ful check against the Hero's Magic Special Skill. Activat-
ing a spell, whether it works or not, costs the Hero a
number of T AMIN A points {the number for each spell is
listed after the spell’s name). A Hero can continue cast-
ing spells until his sTAMIN A runs out (at which point he
dies - so be careful!), Spells which last for a certain length
of ime may be automatically stopped before that time by
the spell-caster. The spells possessed by the characters in
our first adventure have the following effects:

Darkness (1} — Puts out all artificial light (and negates the
Dark Secing Skill) in a circular area up to five metres round
the caster, for three minubes,

ESP (2} — Allows the spell-caster to read the general
feelings and emotions of any one nominated person or
being (not plants or rocks, unless they are intelligent!). It
can't read actual thoughts or words, and the longest time
it can last is one minute,
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Fear (1) - Terrifies one nominated person, sending them
cowering as far away from the spell-caster as possible.
The effects last for two minutes,

Fire Bolt (1) — Hurls a blast of fire at one target, causing
one die of damage to the victim's STAMINA,

Hlusion (1) — Creates an illusion that will convince one
person of its validity for up to three minutes, If anything
happens to reveal that the illusory object doesn't exist or
is not the thing that it appears to be, it reverts to its
normal form immediately. A wound from, for example,
an imaginary sword, will be revealed as having not really
hurt only after the illusion has run out.

Levitate {2) — The object upon which this spell is cast is
freed from the effects of gravity, causing it to move up or
down in the air, under the caster’s control. The caster
may also levitate himself with this spell, which lasts fora
maximum of five minutes,

Leeck (1) — This spell restores up to 4 points to one
character's . uc K score. & character's LUk can never be
raised higher than its Initial score,

Mirror Selves (2) — This illusion, which lasts for three
minutes, convinces one person that there are now three
of the spell-caster! If fighting, the victim has only one
chance in three of choosing the right enemy. However,
all three images of the caster may fight back and wound
the victim!

Sleep (2) - This sends one person or creature to sleep for
five minubes.
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Starmira (1) — Similar to the Luck spell, this restores up to
& points of one Hero's sSTAMINA, up to their Initial
STAMINA SCODE.

Weakreess (1) — This spell temporarily reduces its victim's
5KILL score by between 1 and 6 points (roll one die) for
five minutes.

Director's Note

Spells which go wrong (that is, when the caster fails to
make his Magic Skill roll) usually have the reverse effect,
attacking the caster instead of the spell’s intended wvic-
tim. It is up to you to decide on the precise results; but
our advice is to make it funny, but not unfair or lethal!

Many more spells will be available to Heroes after this
first adventure, The full list of spells is given later, on

page 125,

Equipmen!

This is simply what each Hero is currently carrying to
help him on his quest, For this first adventure we have
allotted every item already, and nothing more can be
bought. For future adventures, the Heroes will be given
the opportunity to purchase extra items.

30

Gold — This details what little money our Heroes are
carrying. The standard coinage is the Gold Piece (often
shortened to GI’). The other common coins are Silver
Iieces (5P); ten 5Ps equal one GP.

Background

Just who is the Hero, and where has he come from? This

section adds a few relevant facts for the players’ informa-
tion.

Personality

This secHon summarizes our Hero's attitudes to life, the
other Heroes, special enemies, and so on. This section
should be used by each Hero's player as a basis for acting
out the Hero's character as the adventure unfolds.

Qriotes — The suggestions given here are just a few typical
phrases that each Hero is fond of saying. Players are
encouraged to invent more for their characters; others
will surely become popular as the character progresses
through his adventuring life!

Cnce all the players are at least vaguely aware of who
they are playing, and are happy that they understand
roughly what their skiLL and sTAMINA scOTES mean,
we can proceed straight away with the adventure. Are
you ready to start shooting the fantasy adventure to top
all fantasy adventures? Then let those titles roll!
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DUNGEONEER
ADVENTURE I:
‘TOWER OF THE SORCERER’

Director's Introduction

All the information about this adventure, from this point
on until the credits roll at the end, is for the Director’s
eyes only. If the cast needs to know something, you will
read it out to them, provided it is something they shoudld
know or are able to discover. So, if you are a member of
the cast, stop reading now. That's NOW,

Now that the others are out of earshot, Mr Director, this
is the procedure: we've got a number of scenes to shoot
here. We'll present each one in an identical manner so
that you can find out exactly what you have to do. You
may find it useful to read through the whole script
before shooting begins, but with a short item like this
you can probably dive straight in unless you intend to
use any props. That way, too, as the plot unfolds you'll
have just as much fun discovering what is going on as the
cast of Heroes does.

34

As we come to each new scene, we'll describe the Loca-
fion first, Generally we do this from the point of view of
our imaginary camera as the scene opens. You can read
this description out to the Heroes to help them visualize
what they can see, The parts for you to read out directly
will be in ifalic bext like Hris, Sometimes a map will be
included for the benefit of those of you who like to use
miniatures. On other occasions there will be a picture
which you can show the heroes.

MNext comes the Plof Sunirnary: a few quick lines solely for
your beneht so you will know straight away what is
about to happen.

This is followed by the Cast List. Mo, not the Heroes; this
time we mean all the bit parts, the Extras and, most
importantly, the Bad Guys. Most of them appear in only
one or two scenes, which is why we haven't allocated
players for them. So who plays all these characters? You
do — remember? And your friends playing the Heroes
thought they were having all the fun, eh? Well, since you
are working harder than they are, we've saved the best
roles for you. The Bad Guys may just get killed in the
end, but all the same they are great fun to play.

5




Mext come the Props, those little bits and pieces which
are riot at all essential to the plot but help liven things up
a bit and create a good atmosphere. These things may
need a bit of preparation, so, if you do want to use them,
make sure you've got everything ready before shooting
bejzins.

And so to the call for Action! In some scenes there will be
more than one Action! segment, but some of them hap-

n only if the cast do certain things. For each one we
will tell you what is supposed to happen, how to make
sure it does (we can’'t have the cast running away with
the plot, can we?) and when to cut that part of the scene
and move on to something else. We'll also provide some
suggestions for the script, especially when one of the Bad
Guys has a big dramatic speech to make!

Of course sometimes a member of the cast will do some-
thing so dumb (or even so wonderful) that the whaole plot
seems to be in danger of being overturned. Because of
this, we've included a Problems? section for each scene,
and this will help you get the show back on the road.

Finally, there are the Turn To.. . . instructions. In movies,
you never have to spend ages wakching the Heroes
travelling from place to place or sitting around waiting
for wounds to heal; but occasionally you need to explain
how they got from where they were in the last scene to
where they will be in the next. We have the additional
complication that the cast have a certain amount of
freedom in what they can do. Because of this, they won't
necessarily use every scene. So this section tells you
which scene to shoot next, and how the Heroes manage
to get there.

Are you all set? Have you got your dice ready? Are all the
players sitting comfortably and attentively? Here we go
then, Scene One . . . Roll cameras!
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Scene 1 - Into The Forest
Location

You should read out the following to your players, to set
the scene for the action to come:

The adventure opens on a lonely forest road. As the imaginary
camera tracks forward, we see g line of mounted soldiers, Their
uniforms are splendid; bul as we move around b see their foces,
it is obwvions Hut they are nome too happy with their surronnd-
imgs, Although picked velerans, they all have a nervous,
worried expression. Many of thewr ride with Hieir hands resting
upon e pommel of their sword.

Cher camera now pans atonyg the line of troops towards the head
af Bhe colwimm, ebserving the faces as it goes. AF the front we see
several urnsual indieiduals, Obwiously Hhey are not soldiers,
vet sowre of Heem look as if they could take on Bre entire column
by themiselives. These are our Heroes, and as they ride along they
are degp i conversation with a richly dressed young man and
the commander of the soldiers,

Fimally the camern moves forward to view the overgrown path
head of the company; then it rises info the branches of the forest
wred beyond, We see a lone, rocky crag tewering above the trees.
Al the top of it is a grim, evil-looking castle. Cue dramatic
mr.::;d-ejl‘]%d.s and swirling, epic music on the imaginary sound-
rack!

The camera now swings back down to watch the Heroes
and soldiers ride past. As they do so, decorative text
serolls up the screen to explain to the viewer (and, in our
vase, the cast) what is going on, while a deep voice
(yuurs) reads out for the benefit, presumably, of those
viewers who can't read:
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In the year 285 After Chaos, King Pindar of Chalice, knowing
that his aged body would nol see many more summers and
fearfud of the advance of Evil, sought to provide for the safely of
his people after his demise. Mindful that @ small city-state like
Chalice could nof stand alore for long, he sought an alliance
with mighty Salamonis. It so happened that King Salarmon had
a dawghter of similar age to Pindar's son, and 50 8 marriage us
arranged, But before Prince Barinjhar and the lovely Sarissa
coreld be wed, the Pringess uas kidnapped, even as she rode fo
weet her intended husband, by Xorkan Throg, an evil-hearted
soreerer who dwelt desp in the forests, novth of the Catfish
River,

Kiny Pindar hastily sunmoned his counsellors, Chalice was in
dire danger, for surely Salamonis would be angry at the poor
cure faken of its princess, end hotw could such a small cify hope
to provide enough warriors lo overcome a mighty wizard? Why,
lis rocky castle looked as if i could withstand the onslaught of
every army in Allansia. In desperation, it was suggested that
the king hire a small, select bard of experl adventurers, the sort
of people to whom ne odds are foo figh and wizard killing is all
in a day's work . .

Plof Semmary

The Heroes (and their players) learn of their quest and
arrive ak the wizard's castle.
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Cuast List

Prince Barinjhar

The prince is the richly dressed young man we saw at the
head of the column. His father has trained him carefully
and he iz as polite and courteous as you would expect an
Allansian prince and heir to the throne of a ciby-state to
be. Yet he is no idle, foppish nobleman. He rides as
expertly as his bodyguard and is keen to get to grips with
the wizard who has stolen his fiancée.

Morval

The captain of the guard is a veteran of many years spent
guarding Chalice against the forces of incessant Evil and
infernal Chaos. He has never been to war, for Chalice has
not fought one in Pindar's lifetime; but he is an able
soldier and would doubtless serve well if ever called
upon to do so. He has considerable admiration for the
Heroes and, were he ten years younger, might well have
asked to go with them into the tower.

The Royal Bodyguard

These motley troops are Exiras who serve no dramatic
function other than to ride along behind the Prince
looking worried.
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Props

Mone are needed for this first section, which is all talking
and explanation.

Action!

1. The Conversation

As the Heroes ride along, they have the opportunity to
guestion Barinjhar and Morval about the wizard. They
should also be taking the opportunity to establish their
personalities and reveal some detail of their past back-
ground. All the Herces have been hired from various
parts of Allansia, so they will need to introduce them-
selves to one another too. Let the players ease into their
roles gently, but ensure that everyone says something in
character before the conversation comes to an end.
Hopefully they will ask lots of questions themselves. If
not, or if you prefer to take full control to begin with
{usually a good idea if everyone is a novice player), here
are some speeches for Barinjhar and Morval which will
reveal to the Heroes all the information that is available.
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Barninjuar: To some extent, my friends, I Blame myself.
Had [ come to meet her as | had wished, | might have been able to
do somebhing to save her, but Father persuaded me that the
proper thing to do was for us fo meet at the city gales. Due pomp
aned ceremony and all thaf, a siee spectacle for the people, gives
them an excuse lo stop work for a bil of a celebration. Still, if
Hrger Brave sten coidd rof save Ber, whal cowldd | ave done?”

Magrval (bowing his head as he starts to speak to his
lege): "Very little, 1 suspect, sive. [ stayed as close to the
Princess as possible, We were on the main forest road, of course,
the ore that runs east of here, as (s wuch wider and sasier to
spot ar ambust. We saw the Goblins coming 2 mile off and I had
wiy wten in position in good time. Vs almost a roukine man-
oenare; they rush o, woe ride thewr down; iF beats me why ey
Keep trying!

Aoy, all wes going well, when suddenly there was a great
screamt above me. 1 looked wp and saw a huge Griffin diving
shraight for Hie Prineess. Fortunabely T still had oy spesr to
Frared, but not having time fo charge | hiad ne speed behind il and
mty Hernsk was deflected by the thick fealters on Hie belly of the
monster, The beast took the Princess's horse in the neck, killing
it instantly, and as it did so the sorcerer — for he was riding wpon
its back - reached down and pulled Hre girl azeay. ! thrust again
and Fook a fair bunich of feathers from iks tail, yelling all the
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while to my men fo get bows, but the wizard had planmed his
attackwell. By the time we had disengaged from Hre Goblins and
readied our bonws, the Griffin was awey over the trees and out of
sight. He's @ cunning opponent all right; we'll have our work
cil out te get her back,”

Baniwgnar: ‘Cunning he may be, Morvel, buf we have the
gods om our side. I wouldn't fancy the chances of anyone
assaulting that castle, even if he had a legion of Dragons at his
back. But our priests tell us there is q secrel enfrance to e
castle, hidden in fhe trees af the base of Hhe crag. If this
divination proves correct — and who am 1 lo dowlt the word of
thie gods? — then wiile [ distract the wizard with talk of ransom
our friends here can sneak in and catch hin wmmwares,”

Mowrvav: “Tisa good erough plan, sire, and, as you say, one
with divine blessing, One thing still puzzles me, though, and
Fhat is why he did it Now, granted that most wizards are a
pretty bad lol — comes from all that cavorting with Demons and
the Iike, 1 shouldn'wonder — though His fellow has some prefly
disrepridable servants, he's wever given us any brouble before.

wenty years Ne's lved Here o that keep and the worst
complaint weve heard of him is that his Goblins steal e odid
sheep from e villages on the edge of the forest. Why, seme folk
even satd he king shonld make him an admser. What can we
e dome foe offend une?
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Barinysar: ‘Nanght that T know of, faitiful Morpal, bus
men's mins are sometimes turned by other things than offence.
After all, if what you tell me of this young princess is frue, Hn
oy mar miight take risks for her, especially if he were a lonely
old man with wone but Gobling and Trolls for company!”

If you are having difficulty getting your players to speak,
try having Prince Barinjhar ask them questions. Have
they fought wizards before? Do they know much magic?
Ask them individually, perhaps giving a question that
will help them display their personalities and back-
grounds. If they are included in the party, for example,
ask the warrior Jerek Stormgard if he has ever fought a
Griffin before {a truthful answer would be no, but the
Hero could always lie in order to appear braver), or the
EIf if she is at all worried about the quest? {Incidentally, a
Griffin is a large and fearsome creature with the body of a
lion but the head and wings of an eagle. All the Heroes
will have heard of the creature, but none have fought
with one.)
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Umnece most of the information has been revealed and the
conversation is starting to drag ({maybe sooner, maybe
later, depending on your players), move to the next part
of the scene by having Barinjhar say:

‘Hush! This nust be He grarled onk of which our priests spoke.
Aye, there appears fo be a path through e trees here, Morval,
you accompany our friends into the forest. When you report
back that they have found e entrance, I will make wyself
kneton o the wizard and ask to speak with him.”

2. Finding the Entrance

The Heroes must now dismount and move through the
trees on foot, accompanied by Morval. There is a clearly
marked path. If present, Aspen Darkfire and Axel
Wolfric could look around and use their Wood Lore
Special Skill here, If either asks to use it, get them to roll
two dice. If the total is equal to or less than their Weod
Lore score (10 or less in this instance), they will realize
that the path is used regularly by Goblins. If the total
rolled is 11 or 12, they don’t notice any clues as to who or
what made or uses the path.

After a short while the Heroes arrive at a cave entrance.
Here Morval wishes them the best of luck and returns to
the prince. They can ask him for any information they
might have missed on the way, if they have any further
questions — but, once he has gone, they are on their own,
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Problems?

Let us hope that the Heroes will not be so cowardly as to
try to get out of their quest, but they may ask for some
assistance, perhaps a few soldiers to accompany them.
Barinjhar says he would love to go but his father has
forbidden it, and in any case he has to distract the
wizard. As for the troops, they are needed to protect
him. Anyway, they are far too nervous of the sorcerer’s
reputed power to go anywhere where they might meet
him face to face again!

Something else the Heroes may do, especially if one of
them is the Dwarf {Grimbold Tornhelm), is to ask about
payment. Naturally King Pindar intends to reward them
as richly as his small kingdom can afford, but the terms
are strictly payment by results. After all, if the Heroes
fail, Pindar must have the means left to hire others. If this
topic comes up, Barinjhar will remind the Her~es that
the agreement was that they would be ‘handsomely
rewarded’ by his father once the job was done.

Turn To . | .

Once Morval has left the Heroes, the action mowves
immediately to Scene 2 — Info the Crag!.
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Scene 2 — Into The Crag!
Location

This scene begins with the Heroes entering a half-hidden
cave at the foot of the crag. They light torches — at least,
we hope they do! — and move slowly forward. The cave
500N narrows bo an uneven passage which climbs slowly
up through the rock. The Heroes must struggle forward,
heads bent because of the low ceiling, in single file. A
small stream trickles down through the tunnel, making
the rock underfoot wet and treacherous.

That will do for telling the Heroes what they can see.
Eead out to them what they encounter, using the above
as a guide, as they tell you what they are doing moving
forward up the tunnel, we hope! They've got a few
decisions to make before you reveal any more, but while
we're describing locations we'll let you know what they
are going to find further up the tunnel when they pet
there, Don't reveal the following information to them
untl they push on up the tunnel.

After a fairly long and clumsy climb, the tunnel endsina
huge natural cave. The weak light from the Heroes'
torches will not be sufficient to see right across it. Dark
Secing is no use when a torch is lit, and without a torch
the Dwarf cannot see any further than the others could
with the torch. At the far side is an artificially widened
tunnel with stairs which presumably lead up to the
castle. On either side of the cave are many small tunnels
leading off to the caverns in which Xortan Throg's Goblin
hordes live. Unknown to the Heroes (for the moment),
the shadowy recesses of the cave are packed with armed
Goblin warriors.
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Plot Semremary

The Heroes carefully make their way up the tunnel. In
the great cave they are ambushed by an army of Goblins.
Many of the Goblins are slaughtered and the rest flee in
terror!

Casil List

Large numbers of Goblins who will get carved to pieces
{poor Goblins!), The Goblins are armed with long dag-
gers and each has sk1LL 5§ and sTamina 5. Yes, we
realize that may not mean much to you just yet, but it will
in a moment; just bear with us for now.,

Props

If you are running this game during the evening or night,
vou may like to turn the lights down for the first part of
this scene and then swilch them up again suddenly
when the Goblins attack. Don't do this if you can't see to
read out what comes next, of course,

ActHorn!

1. Up the Tunnel

You will need to check what the Heroes are doing as they
make their way up the rocky passage. You know that
they are going to be ambushed; they don't, but hopefully
they will want to take precautions against the chance of it
happening. Do they use torches, or do they try to find
their way blind, led by the Dark Seeing Dwarf? Torches
will be noticed by the Goblins, of course, but in the dark
the Heroes will miss their footing and fall, making quite a
lot of noise,
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There are no tracks within the passage. but it smells
strongly of Goblin; both the EIf and Dwarf will recognize
the smell immediately. If the Dwarf uses his Underground
Lore Special Skill (by rolling 10 or less with two dice) he
will notice other tell-tale signs, such as bits of ragged
clothing snagged on rocks. Although well hidden, the
entrance seems to be in regular use.

Check the order in which the Heroes make their way up
the passage, by asking them to tell you exactly who is
where in the line. This isn't actually important, but in
other circumstances it might well be, so you should ask
about it here as well, so as not to make the Heroes
suspicious,

Once you have established the order of march and
answered any questions the Herpes may have about
their surroundings using the Location section, you
should be able to move straight on to Achiom! segment 2.
However, if the Heroes are engaged in interesting con-
versation (the Dwarf likes being underground, the Elf

Rz

hates it, the thief is suspicious, everyone else can invent
their own opinions), let them get on with it for a while
before moving on.

2. At the End of the Tunnel

When the Heroes get to the end of the tunnel they will
probably want to check out the cave before actually
setting foot in it. This is a difficult moment for you, as
vou have to choose exactly the right time to spring the
ambush,.

The Heroes will not be able to see or hear the Goblins
from where they are. If one of them is sent forward as a
scout, spring the trap fairly quickly. You will need to
leave the scout time to run back to his friends, otherwise
he will stand no chance - and you don’t want to kill
anyone off this early, If the entire group marches into the
cavern, then the Goblins can make a better job of it by
waiting until they are sure they can surround the Herpes
easily.
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The Goblins don’t have anything to say as they leap out
from their hiding places, but they can utter all sorts of
horrid, inhuman war-cries as they charge forward. (Yell
any old gmbbersh at your players, but make it sound
horrid!} Goblins are nasty, green-skinned, humanoid
creatures, smaller and skinnier than a man (see the
illustration). They are also brutish and ugly but with a
self-serving intelligence. They are dressed in scraps of
cloth and tattered fragments of armour, and they carry
long, jagged daggers. Some of those at the back light big
torches, illuminating the whole of the cavern. The pur-
pose of this is to show how many Goblins there are (lots
and lots” — the Heroes don’t have time to count the exact
numbers!); it also gives you an opportunity to describe
the cavern to the Heroes, To inexpert eyes the situation
should look quite hopeless.

3. The Fight

The Heroes should have tirme to move back to back as the
Goblins circle them, or, if the Goblins have to attack
carly, side by side in the tunnel mouth. This means that
they need fight only one Goblin at any one time. As the
Coblins are pretty feeble fighters, they should die quite
quickly, Once each Hero has killed two or three Goblins,
the rest of the Goblins flee back into their tunnels. An
especially good time to have them retreat is just after one
uf the Heroes has cast a spectacular spell, if they can (and
dal). The Heroes should then be able to make their way
across the cave to the staircase. This ends the scene.
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Here's how to fight. Each Goblin has similar characteris-
tics to those possessed by all the Heroes, possessing
SKILL 5 and sTAMINA 5. You will need to keep track of
these fipures on some rough paper. Each hero should
decide which weapon he is using {(normally the one in
which he has a Special Skill, as he is better at fighting
with that one). Only close-up weapons can be used;
bows cannot be used. Sort out each battle between one
specific Hero and a Goblin before moving on to the
next.

The sequence of combat is as follows:

(1) You roll two dice and add the result to the Goblin®s
SKILL {5).

{2z) The Hero rolls two dice and adds the result to the
Special Skill score for the weapon he is using (or to
the [nitial k1L if he hasn't a Special Skill in any
weapon).

{3} Compare scores. If the Goblin's score is higher, it has
wounded the Hero: turn to (5). If the Hero's score is
higher, he has wounded the Goblin: turn to (4). If
both scores are equal, the blows have been blocked or
avoided. Return to (1) and begin another round of
fightng.

{4} Ask the player to roll one die and cross-reference the
result with the weapon being used, on this chart:

Die-RoLL
12 3 4 5 6
SWORD 1 2 2 2 2 3
AXE 5 3 3 3ui5iia
DAGGER 1 1 2 2 2 2
STAFF 1 2 3 3 2 =2
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The number given is the number of points deducted
from the Goblin's sTamim a because of the injury. If
a Goblin's sTAMINA score drops to zero, it is dead.
Otherwise, turn to {6).

{5) Roll one die on the ‘Tagger’ row of the above table,
The Hero loses the number indicated from his
STaMINAscore. [fany Hero's sTAMIN A score drops
to 1 or 2, the Goblins will run away; ne Hero should
die here — the adventure must continue! (This last
point applies to this fight only, Other creatures will
fizht to the deathl)

(6] Begin the next round by returning to (1), and carry on
fighting.

Magic: Any Hero who is able to use magic has the option
of cither casting a spell at a Goblin or fighting him. The
Hero should choose which he wants to do; if he chooses
te fight, use the method we've just detailed. If he
chooses magic, let him state which spell he is going to
use (we recommend Fire Bolt, Fear or Sleep, if available).
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Don't forget that casting a spell requires a successful roll
against the Hero's Magic Skill using two dice. If the roll is
equal to or less than the Hero's Magic Special Skill score,
the spell works properly (you should check the time on
your watch if the spell is one which lasts for a specific
duration - and don't forget that, once the time’s up, the
Goblin may well pop straight back up inte the fight!).
Any Goblin struck by a Fire Bolt will lose between 1 and 6
sTaMINA points (roll one die) in a tremendous flash of
light which may well scare off several other Goblins. If
the Magic roll fails, the spell goes terribly wrong - think
up something funny that is appropriate to the spell and
inflict it! For example, a messed-up Sleep could send the
spell-caster into a deep slumber!

Problems?

The route into the Wizard's castle should be quite ob-
vious to the Heroes, but there are a few stupid or
cowardly things they could do. If they try to flee back
inko the tunnel they came from, point out that it is low
and cramped and that they could not fight, or even flee,
effectively in there. The Goblins will catch up with them
and fight, though the narrowness of the tunnel means
that not everyone will be involved.
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It is possible that one of the Heroes has really rotben luck
with the dice; they are not supposed to die here, and
there are ways of preventing this. For instance, you can
make the Goblins even more cowardly and have them
flee sooner. This may seem a little like cheating, but this
is your film; what's going to become of your fabulous
closing battle if all your stars get rubbed outin the second
scene?

Alter the fight, the Heroes may decide to hunt down the
Goblins rather than get on with the rescue. This is not
very heroic - and it is also very difficult, The Goblins will
have retreated into side-tunnels which are only just big
enough for them (and therefore much too small for every
Hero except the Dwart, who should be restrained by the
other characters if necessary).

Possibly one of the Heroes will be smart enough bo
capture a Goblin alive and interrogate it (yvou should
dissuade them from torturing the poor thing; these are
the Good Guys, remember}. The Goblin can confirm that
the stairs lead up to the castle. It adds that the wizard's
hirelings include a few Orcs, an Ogre and the much-
feared Griffin. More than this the Goblins do not know —
they are not allowed into the castle; furthermore, the
wizard has set many maglcal traps to prevent them
getting in. Don’t worry if the Heroes decide to take the
caphive with themn — he won't last long.

Turn To . - .

As soon as the Heroes regroup and start to ascend the
staircase, move immediately to Scene 3 — The Wizard's
Tower,

59




Scene 3 — The Wizard's Tower
Location

The Heroes make their way up through the main tower
of the wizard's castle. [t is well built and obviously very
sturdy, If the Dwarf is present he may well admire the
fine workmanship (if he doesn't, you can always point it
out to the Heroes). At several points, they will encounter
traps designed to keep the Goblins out of the castle; these
will be described in the appropriate Action! segments.
The Heroes will also pass several stout wooden doors
which they may check in the hope of finding Princess
Sarissa. Again the rooms behind the doors will be de-
scribed in the appropriate places.

Plot Summiary

The Heroes ascend the central tower of the castle,
avoiding various fraps and encountering prisoners
and monsters as they go.

Cast List

This scene features two human prisoners, plus the
Criffin and a Giant Lizard. The Griffin, as we have
already said, is a very large creature, part eagle and part
lion. The Giant Lizard is slightly larger than a carthorse,
green and scaly,

GRIFFIMN skILL12 STAMINA 15
2 Attacks, Large claws (as Sword)

GIANT LIZARD skiLL8 sTaMINag
Large bite (as Sword)

Props

Mone for this section. Miniatures, while letling you see
where everyone is in the light scenes, are not essential to
play.

| gl
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Artion!

There is a separate Aclion! segment for each trap or room
that the Heroes come across. None of these is designed
bo pose any great danger unless the Heroes do some-
thing stupid. Certainly they need not fight either of the
monsters. You should try to keep things moving along,
especially if the Heroes are having difficulty working out
how to get past a particular trap. This scene is an inter-
lude between fights, designed to introduce some of the
other skills that the Heroes possess. It should not be
allowed to drag on and become boring. Finally, please
remember that you are here to present the adventure to
the Heroes; it is not sporting to try to kill them off at every
opporkunity {it's also no fun for the players if you do). In
other words, give them a fair chance at solving the
puzzles.

1. The Portcullis

At the top of the stairs is a passageway. A loose flagstone
in the passage floor triggers a portcullis which thunders
down from an unseen groove in the ceiling, hopefully
{from the sorcerer’s point of view) impaling anyone who
is passing beneath. If the Heroes have a Goblin prisoner
leading the way, this is an excellent — if messy — way to
get rid of him.

However, they will probably be taking more care. If the
Dwarf is present, he might suggest using his Trap Sensing
Skill. He should roll two dice and try to roll a number
equal to or less than his Special Skill score (10). If he is
successful, he will notice the slit in the ceiling. You need
to put at least the weight of a Goblin on the flagstone
bo activate the trap, so a gentle prod would not activate
it.
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Should they trigger the trap, they still have an oppor-
tunity to roll out of the way. This can be done in one of
two ways. Ifany of the Heroes has Dvdge Special Skill, he
can try to dodge the porteullis as it falls. He should roll
two dice. If the result is less than or equal to his Special
Skill score, he dodges successfully; if he rolls higher, he
gets caught under the portcullis. Alternatively, any Hero
can try Testing his Luck. He should try to roll his Luck
score or less using two dice. If he does this, he is Lucky
and has managed to avoid the portcullis. Whether the
roll is successful or not, the Hero must reduce his Luck
score by 1 point (every Hero has only so much good
fortune). If a Hero gets hit by the porteullis, it will cause 5
points of damage; subtract this from his sTamMINA,

The trap can be avoided by jumping over the loose
flagstone or edging round it - it doesn't quite fill the
width of the passageway. If some Heroes are trapped on
the wrong (cavern) side, the portcullis can be lifted far
enough for someone to crawl through {a combined
skiLL of 20 i required to do this; add together the
skILL scores of everyone lifting until they total 20 or
meore). If Axel Wolfric is present, he can attempt to lift it
by himself by making a successful roll against his
Strength Skill. Really smart Heroes may think to fetch a
boulder from the cavern below to wedge underneath the
dropped porteullis so that everyone can wriggle underin
safety.

2, The Prisoners

After the passageway with the portcullis in it, some more
stairs lead up and round a corner, to reveal another
passage. The Heroes should get the impression that they
are ascending a tower. There are two wooden doors here

by

on opposite sides of the passage. No sound can be heard
at either {but don't tell the Heroes unless they ask to
listen). Both doors are locked.

Someone with a lock-picking skill could probably open
them. Since none of the Heroes has this, though, a Fire
Bolt spell or a hefty kick from a strong character like
Stormgard or Wolfric will break the lock, though you
should comment on the amount of noise they make. The
noise doesn’t mean much: the intention here is simply bo
make the players increasingly nervous as their characters
creep through the sorcerer’s tower.
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Behind the doors are bwo cells, but neither contains the
princess. Instead the Heroes find two wretched, mis-
shapen peasants whom Xortan Throg has been using for
his experiments. They are suitably grateful at being
rescued, profusely thanking the Herces with much pa-
thetic forelock-tugging, but otherwise are of little use.
Their main dramatic role is to emphasize that the wizard
is wicked through and through. You should play up their
wretchedness as much as possible, but then move on as
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soon as the Heroes have had a chance to express their
anger and sympathy.

3. The Sword Blades

More steps, another corner, and another corrider, On
either side of this passageway are glant stone hands;
each clasps a huge scimitar, which it swings back and
forth across the passage in a murderous arc! Anyone
trying to walk down the passage will be sliced in bwo!

|_T he chnrd

Initially the Heroes may be shocked and frightened by
the hands. But again there are several ways past this
trap. Anyone with the Climb Special Skill could, follow-
ing a successful roll, move along the wall above the
hands where there is a space free of the blades; he could
also knock a blade out of the hand while up there.
Rangor could attempt to Lerabate up and achieve the same
object. A well-aimed bow shot (requires the successful
roll of a Bow Special Skill) will knock the sword out of a
hand. A boulder fetched from the cavern could jam a
blade. The Heroes could try running past (test against
Dodge skill) but, if they fail, the penalty is a savage cut
and 4 points deducted from the Hero's sTAMINA.
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4. The Griffin

After the next set of stairs is yet another passage, this
Hme with one door set in the side. The door is locked and
barred on the cutside. A Hero listening at the door will
hear noises suggestive of a large, clawed beast; he will
also smell the scent of a large animal and feel a draught
coming from under the door.

This is the lair of the Griffin, The far end of the room lacks
a wall and is open to the air, but is barred by huge iron
gates which can be opened to allow the creature to fly
out. {This is the reason for the draught.} If the deor is
opened, the Griffin will rear up on its hind legs and
screech. Ibis a very ferocious sight, especially startling to
someone who has never seen a Griffin before (probably
everyone presentl).
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If the Heroes decide to open the door to the room, they
should be told what is inside and quickly asked to declare
what they do next. If they say something like ‘imme-
diately slam the door and bar it!", let them do that. If they
hesitate, the Griffin will bound across the room and they
will have to fight. Although a trained riding beast, the
Griffin is intelligent, vicious and loyal, It will try to kill
anyone who is not its master. Its master is Xortan Throg.

Up bo three Heroes can attack the Griffin at once (unless
they opt to fight itin the doorway, in which case only one
can get at it). The Griffin has two attacks. This means it
can fight bwo opponents simultaneously; so two Heroes
fight the Griffin as usual (rolling two dice plus Special
Skill or Initial skILL, as before), A third Hero can also
fight as usual, but if the Griffin wins a round it does no
damage to this Hero, merely fending off the blows, If
only one Hero is fighting the Griffin from the doorway,
the beast has only one attack, and combat continues in a
normal fashion. The Griffin cannot get through the door
into the corridor.

If anyone wishes to try a spell, their Magic Special Skill
must be reduced temporarily by 3 points {so that some-
one with a Magic Skill score of 10 must roll 7 or less to
succeed in casting a spell), because a creature the size of
the Griffin isn’t as easy to affect as someone of human
size. As usual, a failed roll will result in something
unexpected happening instead.




It is possible that a Hero will be killed here, but that is his
own fault = the Heroes didn’t have to fight, and the
Griffin is an innocent creature. The Griffin has no trea-
sure (would you give vour pets gold and jewellery to
play with? Well, the sorcerer hasn't). Its skin may be
valuable in the markets of somewhere like Salamonis or
Fort Blacksand, but no one is going to stay and skin the
beast right now, are they? Good. When everyone is
ready (and after a spell-caster has tried to dish out some
healing by means of a Stamina spell, perhaps), they may
move on up the corridor.

5. The Fireball .
Beyond the Griffin’s lair the passage ends in more stairs.
As soon as the Heroes turn the corner at the top of the
stairs, they see a long passage with a huge ball of spitting
flame rolling slowly towards them. This object fills the
entire passage; there is no way round it.

The Heroes can retreat back round the corner, but if they
so much as poke their heads around, they see the fireball
advancing upon them again, exactly as it was doing
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before; it doesn't seem to have got any closer. Strangely,
it does not pursue them round the corner. This is because
it is not really there — it is just an illusion to scare the
Goblins and cannot harm anything - but the Heroes have
to work this out for themselves. If they seem to be having
trouble, suggest to them that despite the great ball of fire
near by, they don't seem ko be feeling any heat. The
illusion cannot be dispelled by anything, but anyone
walking through it will simply pass through into the
passageway beyond.

6. The Giant Lizard

Beyvond the fireball is another locked and barred door.
Once again, noises and smells from the room beyond are
suggestive of a large, clawed animal. This is the Giant
Lizard — one of the large, trained beasts suitable for
riding. A saddle and bridle hanging from pegs in the
room should give the game away here, The Heroes can
avoid a messy encounter by slamming the door, just as
they should have done for the Grilfin, Alternatively,
they could just be firm with it as they would with any




other trained mount. If they do get to fight, it should be
handled in the same way as with the Griffin. The beast
has only one attack; anyone else fighting acts in the
normal way, but if the Lizard wins a round against this
second assailant, it does no damage in that instance,

The creature is worth far more alive than dead and could
be taken by the Heroes. However, it is not trained as a
cavalry animal and will refuse to enter a fight with a
rider. It could be ridden elsewhere after a successful roll
of a Ride skill (but deduct 2 from the Skill score for this
roll, becavse the mount is not a horse),

Proflems?

These traps should not pose too much of a problem for
the Heroes, bulif it is necessary to prompt them, then do
g0 (especially if your players are beginners), Rather than
just give them a clue, we recommend instead that you
take one Hero aside and say something that uses that
Hera's abilities or background. For example, confronted
by the fireball, tell a spell-caster like Rangor or Darkfire:
"This immediately strikes you as very odd, being well
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versed in the ways of magic. A huge permanent fireball
like this requires a colossal amount of magical energy
and no one would use such a thing to guard a passage.
Besides, the air should be scalding hot anywhere close to
it.” Or, tor the Lizard, perhaps tell Brondwyn or Waolfric:
‘On your-extensive travels through Allansia you have
seen such beasts being ridden, and it surprised vou how
docile they become when trained - like this one could
be."

TurmToe. ..

Past the Lizard's room are yet more stone stairs. At the
top of these is a large set of double doors, closed, If the
Heroes listen, they will hear grunting sounds and dice
being rolled. When they open these doors go to Scene 4 —
The Guardroom.
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Scene 4 — The Guardroom
Location

The puardroom is a largish reom swhich covers both
entrances to the upper parts of the castle. As the
floorplan here shows, one set of doors lead to the stair-
way and down into the crag, one set leads to the main
courtyard, and the third leads to the wizard's chambers.
The room is sparsely furnished — just a few rough chairs
and a table. In the third wall is a fireplace, and over the
fire are the remains of a recently roasted something . . .
quite possibly a Goblin?

The Guardroom ™

N |

Plot Summary

The Herces somehow try to make their way past the
wizard’s brutish and inhuman guards.
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Cuast List

This scene features a number of Ores (one per Hero, buta
minimum of two) and Grudthak the Ogre. Orcs are like
larger, more devious and better-organized Gobling,
while Ogres appear to be even larger and broader ver-
sioms of Orcs — with all the increases in nastiness that that
implies. The Orcs, while knowing themselves to be
superior to the Goblin hordes, are stll minor lackeys;
they grumble all the time but leap into combat as soon as
they are told to — because the only other alternative is
fighting Grudthak. When the Heroes arrive, the Orcs are
playing dice to decide who gets the final leg of the
Goblin. This is in fact a waste of time, because they all
know that Grudthak will want it — but there’s nothing
else for them to do until the Heroes arrive,

The Ogre is leaning back in a rickety chair by the fire
sucking on the remains of the Goblin's other leg. Heisa
lazy fellow who prefers not to fight unless he has to.
Most of his fighting therefore involves keeping his sub-
ordinates in order —a task which, for someone of his size,
isquite easy. Asaresult, he is not very fit and is therefore
not quite as fearsome as he looks (he looks very fear-
s0me}.

bl

ORCS eachskiLLs sSTAMINAG
Sword

CRUDTHAK THE OGRE sSKILLE STAMINA 10
2 attacks Heawy club (damage as Sword +1 point),
Strength Special Skill 10

During the fight Grudthak periodically flings half-
chewed Goblin bones at the Heroes. If you want to
simulate this for your players, a few of the toy bones that
pet shops sell for dogs to chew on will come in useful
here. If you want b be really authentic, a batch of week-
old fried chicken drumsticks would be more suitable -
but we don’t see why you should behave as disgustingly
as the Ogre.

If there are more than three Heroes in the party, things
may prove rather confused once the lighting starts. To
get the best results out of this fight, it will be helpful for
you to use miniatures and a playing board {which you
can draw on a piece of paper, laid out according to the
map). This means that both you and the Heroes will be
able to see exactly where each fighter and each piece of
furniture is. Don’t draw the furniture on the map; use a
die or square of thin card to depict each item as it could
well move about quite a bit. If you don't have any
miniatures, you could use counters from a boardgame or
pieces of paper to represent the protagonists.
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Action!

When the Heroes first come through the door, the Orc
guards will look up from their game, grab their swords
and grin. A single grinning Orc is not a pretty sight; since
there is an Orc for every Hero, this scene of multiple
grinning Orecs could rank as quite X-certificate!
Grudthak, meanwhile, puts down the P:iEL"E of bone he
was gnawing, and grunts out the following speech, The
Ogre has a very deep, guttural voice and sneers unpleas-
antly as he speaks:

"Ere, you took yer time, didn't yer? T hope you ain't hurk none
of the masier's pels - or we wight fust have bo take you alive,
wifrich won 't be af all nice for you sote, will it? No, it won't; no,
ral nice @t all!”

Hopefully the Heroes will see fit to boast a bit in return,
in a vain attempt to scare off the Orcs or perturb
Grudthak. You should encourage them to do so, though
it does no good. Ores and Ogres never listen to what
humans say if they can help it; there are always more
important things to be done, like killing them.

If they think about it, the Heroes may gather from
Grudthak’s comments that they were expected, and can
ask about this:
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‘Oh ayel” replies the Ogre, ‘We been lookin® forward fo your
arrival fer ages and ages. Blinkin® borin” if were, ool Ain'f Huet
so, ads?”

‘Grunt, snarl, yooman scum! Huk huk!? comment the Orcs
with a widening of fanged grins.

More information than this cannot be obtained. Indeed,
none of the guards actually knows how their sorcerous
master knew that the Heroes were coming. Like all the
other things he knows, it was somehow mysterious,
uncanny and best not thought about, After all, thinking
is a tiring business when you are an Ore.

The plan for the fight — and there seems little doubt that
there will be one now —is that each Hero should fight one
Ore (you will doubtless have noticed that we cunningly
provided one each for this purpose) and then afterwards
everyone can gang up on the Ogre,

During the first part of the fight, therefore, Grudthak will
remain slouched in his chair, chewing idly on the roast
leg and tossing bits of bone and what he considers to be
witty and sarcastic comments into the fray. The bones
don’t hurt or distract anyone enough to make any dif-
ference. He will make no effort to fight until all the Orcs
are dead — but if one Hero finishes his Ore off quickly, he
may be able to force combat, especially if he makes a
move to enter the wizard's chambers through the door.




This should be the most entertaining incident of the
adventure, and you should take every opportunity to
liven it up and play it for laughs. As well as the Ogre's
sarcastic running commentary - and whatever caths and
grunks you care to give the Ors — you have some
furniture to play with, perhaps even a burning brand out
of the fire or that one remaining Goblin leg,

Everyone will move towards one ancther and initiate
combat. Combat is as before, with each round consist-
ing of dice-rolls plus sk 111 on either side, the higher roll
indicating an injury to the other, which is then rolled on
the weapons table given earlier (see page 56). Only close-
up weapons and magic may be used (no bows or spears).
This time you should run the combat on a round-by-
round basis, with everyone getting to do something
before the action moves on to the next round. If a
character is free, he may move towards another oppo-
nent, if one is available, A character (Hero, Ore or Ogre)
may move one square of the map per round of combat.
Whenever there is more than one character free, the Bad
Guys get to declare what they are going to do before the
Heroes do, though everyone then makes his move at the
same tHme.

In order to swap weapons (to pick up a flaming brand,
say), a character needs to spend one round perform-
ing this action. A successful roll against the Sirength
Special Skill is needed to lift the table if a character wishes
to use it as a weapon (so Grudthak or Axel Wolfric can
pethaps try this). A flaming torch or roast leg can be
thrown; a character must roll his sx1LL or less on two
dice in order to hit, If the roll is higher, the item just
misses; but, on a roll of 12 exactly, the item has hit the
next nearest person, whether Orc or Hero, The leg
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inflicts 1 point of damage to a character's sTaMina if it
hits; a flaming brand does z points; the table will do 4, but
it can't be thrown without a Strength roll, only pushed!

Magic works as normal, with a successful roll against the
Magic Skill needed for it to work properly, and with the
usual hilarious consequences resulting from failure, This
time, a roll of 12 means something extremely odd hap-
pens. Casting a spell at Grudthak is slightly harder than
zapping the Orcs: reduce Magic Skill by 1 if casting
something at the Ogre so as to reflect this more difficult
attempt.

When the fight is under way, you may find that two or
more Heroes are fighting one enemy (or vice versa!), Run
this combat usging the normal procedure for multiple
combat, with the outnumbered character fighting back
against the two but able to wound only one opponent.
Don't allow more than three people to gang up on one
encmy. If the Heroes question this ruling, you may
explain that, as experienced swordsmen, they know not
to crowd an opponent too much for fear of hitting their
friends as they swing, Besides, it isn"t very Heroic, is it,
and these are meant to be the Good Guys.
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In some circumstances a Hero (or an Orc) may manage to
creep up behind an enemy who is already fighting some-
one else. If you see this happen, allow the fellow at the
back an unopposed strike — don’t roll for combat, just
for damage to the vicim's sTAMINA. Once he has been
hit, the victim will be aware of the person behind him
and will be able to fight back normally (unless he's also
fighting someone in front of him, in which case the rules
for fighting two opponents apply). Don't allow a free
strike against the back of an unengaged enemy -
experienced [ighters are always looking around warily
when in the middle of a pitched battle.

Once the Orcs have been killed, Grudthak will do his
best b0 position himself between the Heroes and the door
to the wizard’s chambers, always trying to keep his back
to a wall. His club is very heavy, and any Hero suc-
cessfully hit by it will be sent sprawling backwards one
square and will have to spend the next round out of
combat, getting up again. Roll for the club’s damage as if
it were a Sword on the table on page 56, and then add 1
further point of damage. What is more, Grudthak enjoys
two Attacks. These can be used only against two sepa-
rate opponents. If he is attacking one opponent, he has
just the usual one attack.

Problgns?

It is quite possible that a Hero will die in this scene. That
is all dAght, if unfortunate. S5ad scenes are allowed in
movies as long as someone survives to beat the Bad Guys
in the end. Furthermore, it adds a poignant note to the
combat which can counterpoint the hilarity of the actual
fighting. Good Directors do this all the time in the
maovies, 50 why shouldn’t you?
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If things really go awry, with the Heroes making bad
dice-rolls and stupid decisions, you may use your Dir-
ector’s powers bo ensure that someone gets through, but
don’t make it too obvious or the Heroes will suspect that
something odd is happening to them. If the Heroes are
very badly wounded when they arrive in the guardroom,
it may be a good idea to reduce the number of Ores by
one so that the sickest of them doesn't have to fight one.
Don't forget that a spell-caster may have STAMINA
spells to help heal injured characters.

It is unlikely that any of the Heroes will run out into the
courtyard during the fight — they are Heroes, not cow-
ards — but if they do, this is what it looks like:

There is @ large open space. To dither sile are some wooden
storerooms. The whole area is surrounded by & small wall, and
at the far side there is a gate. From thiz, ¢ drawbridge leads
across a chasse to the main wall of the castle. The chasm
surrounds the enbire towver which the Heroes Tave fust climbed.
The drawbridge is up.

Having seen this; they will probably lose interest in
the area and get back to the fight - and a good thing,
too,

Turt T, . .

As Grudthak crumples to the floor dead (or, more
probably topples like a felled tree 1n a thunderstorm)
the doors that he was defending swing open of their own
accord and a quiet, commanding male voice says,
‘Welcome!” The camera swings dramatically to look in
through the gap in the doors and we all go straight into
Seene s . ..

83




Scene 5 — The Wizard's Chamber
Location

Everyone sees a large, well-furnished room. To one side
is a fireplace. Immediately in front of us, the evil Xortan
Throg sits on a splendid throne, flanked by incense-
burners. To either side of him are two doors. Unless a
miracle happens, a fight will take place here, 50a map is
provided in case you wish to use miniatures or counters.

Ciast List

Xortan Throg is an old, nearly bald man who wears
ornate but rather old-fashioned, toga-like robes and the
skull-cap so beloved of evil wizards everywhere. He
speaks slowly and quietly but with considerable power

By

and presence; clearly he is used to being obeved, imme-
diately and totally. He has no need of props such as
magic wands and the like, but the incense-burners to
either side of him seem to flare up whenever he casts a
spell.

The wizard knows a vast array of spells but will call upon
only a few of them; these will be detailed in the Action!
sepment when he uses them: If any of the Heroes have
especially good senses (such as the Elf's Awaremess
Special Skill, for example) they may well notce, when

the fight begins, that he moves rather slowly and wood-
enly. The reason for this will be revealed ina short while.

Also in this scene, nasty Prince Barinjhar reveals his true
nature. He is an ambitious schemer who sneers rather
unpleasantly when explaining his wickedness to people
he has duped. When called upon to fight, he proves a
capable sswwordsman and a match for all but the very best
fighters among the Heroes, but he knows no spells.

If the Heroes make a mess of things, the beautiful Prin-
cess Sarissa may well make a brief appearance in this
scene. She is described more fully in scene 6, where she
iz currently scheduled lo make her proper appearance.
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XORTAN THROG SsSKILL2 STAMINAG
Finigernails {ns dagger)
Magic Specind Skill 20. The spells he uses are defailed below

FRINCE BARINJHAR sSKILL11 STAMINA 14
Sword

Plot Summary

Xortan Throg and Prince Barinjhar reveal a scheme of
quite sinister proportions. The Heroes teach them a
lesson (we hope!).

Props

MNone needed, though miniatures will once again prove
useful for the fight scene.

Action!

It is customary in all movies for the major Bad Guys to be
given a long, dramatic speech in which they both explain
their evil plot in great detail and gloat about how easily
the Heroer have been tricked. That happens at the
beginning of this scene. Hopefully, the Heroes will enter
into the spirit of things and listen patiently; butif they are
rude and try to attack in the middle of a speech, Xortan
Throg will erect a Barrier spell across the middle of the
room which will prevent them from approaching him.
The barrier is invisible except for little bursts of light
whenever anyone touches it. As he does this, Throg will
say something like, ‘Do not interrupt me when I am
speaking. Be grateful that I have allowed you to live long
enough to appreciate the sheer depth of my cunning!” (or
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whatever is appropriate on the part of Bannjhar, if he
happens to be speaking at the time.)

1. The Kidnap Flot

The scene commences with Xortan Throg welcoming the
Heroes to his castle. Carrying on the speech he began at
the end of scene 4, he says the following, which you
should act out in high dramatic fashion, according to the
notes about the evil sorcerer’s character given above:

‘Welcomne lo my castle, goodly fools! I brust you have enjoyed
your stay Hees far, though st admit am surprised fo see so
many of you skill alive after the excellent enfertainment I laid on
especially for you. I oan only apologize for that, but I hope to
correct miatters shortly, Before you die, however, [ thought that
you should know a little about the affair that your greed and
arragayce have gof you involved in. I'd like to fnbroduce a friend
aof meine wfto wll explain.”

At this, the door to the left of the wizard opens — and
Prince Barinjhar enters the room!

You should leave a few moments for the players to
retrieve their jaws from where they have dropped, be-
fore continuing as the foppish prince:

it
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‘A, my old adventuring friends,” he says. ‘T am so glad to see
you heve, Father was right when he said he was hiring the best
adventurers in all Allansia, Unfortunately, your famed abil-
ihies will do you little good here. You see, I cannot allow
Princess Sarissa fo be rescued. It was very thoughtful of my
father to arrange such a prestigious marriage for me. She is both
pretty amd wise, @ highly suitable maich for my noble self,

‘But were it fo go akead, it wowld not be long before Chalice
would be full of “advisers” and “ministers” from Salamonis.,
Within two shakes of a roc’s bl we would be nothing but a
puppet of that oile city, T hawe no intention of so subjugating
myself or my people, so I made a deal with my learned friend
here. He has even more reason to hate King Salamon than [

‘Naturally, we had to make a show of rescuing the poor girl; but
omce the best adventurers in Allansin had fried and failed, it
wnided be obwious that nothing more could be doe. I mvst admit
1 am surprised fo see wou have evaded the [ittle traps we lnid for
you on your way fere, with a little help from those foolish
priests whose secret passage was nothing but the entrance to the
Groblin caverns, but you will urderstand hat we simply cannof
allow you fo live any longer!”

With this, the Prince draws his sword and advances on
the Heroes, If the magical barrier was present, it will now
be dropped. There seems nothing to do but give battle,




2. The Fight

Prince Barinjhar will tackle one of the Heroes. Belng an
evil sort, he will try to pick one of the less capable
fighters, but he will probably have to settle for the
character nearest to him at the time. He will fight to the
death rather than surrender, initially through over-
confidence but later in desperation if he starts to lose (as
hopefully he ultimately should). The Heroes, if they
have any sense, will be frying to get to the wizard.

Once you get close to wizards, they are often easy to kill -
but of course getting close is another matter. Xortan
Throg will not re-erect the magical barrier because while
it is there he cannot cast spells through it at the Heroes,
Instead, he will pick one Hero (preferably not the
one fighting Prince Barinjhar) and try to kill him, His
priorities will be as follows:

(i) If the Hero fires a bow, casts a spell or throws a
weapon at him, he will deflect it with a wave of his
hand. He is a powerful sorcerer and can counter any
spells the Heroes throw at him. You should make it
obvious to the players that Throg doesn’t need to have
any dice rolled for him.

{ii) If the Hero advances towards him, Throg will cast
a Force Bolt, The Hero has a chance to avoid this by
Testing fis Luck or successtully using a Dodge skill; butif
it hits, it does 4 points of damage to the Hero's
sTAMINA and has a kick like Grudthak’s club, send-
ing the Hero (even one with Strength Skill like Wolfric)
head-over-heels backwards, so that he ends up back
where he started at the beginning of the round! Testing
One's Luck is done by rolling one's LUCK or less on two
dice; this alempt reduces the Hero's Luck by 1 point,
whether it succeeds or not.

{iii} If a second Hero succeeds in striking the wizard or
knocking over an incense-burner, from then on Throg
will concentrate on him until distracted again, He can
never attack or defend against more than one Hero at
once, (The reason for all this will soon be made clear;
for now, it 15 sufficient that the Heroes begin bo realize
that this is so, though you shouldn't simply point this
out to them unless they are failing terribly )

Incidentally, don’t worry about keeping track of
sTaMINA points for the sorcerer when he casts his
spells. He is getting them from elsewhere.
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If you are not using miniatures to control the combat,
vou will need some other means of knowing when the
Heroes are close enough to do something. It takes four
successful dodges against Force Bolfs to be in a position to
strike the wizard. If Throg is ignoring a Hero, the latter
can get next to the villain, or to anincense-burner, in four
combat rounds. It takes one round of free movement {or
one successful Dodge) to move from an incense-burmer to
the wizard.

Remember fo mention to the Herces that the incense-
burners flare up each lime the wizard casls a spell. The
Heroes may soon get the idea that they are somehow
connected with his sorcerous powers. If one is knocked
over (by an arrow, a kick ora thrown object), then Xortan
Throg's powers are reduced: he can no longer deflect
spells, and his Force Bolts no longer do any damage,
though they do still knock Heroes back.

If both incense-burners are knocked down, Throg will
not be able to cast spells at all and must fight hand to
hand. He is armed with only long, claw-like fingernails
(these do damage equal to that caused by a dagger). The

g2

wizard can deflect missiles aimed at himself, not those
aimed at incense-burners.

Problens?

If three or more Heroes have survived thus far, they
should have little trouble in overcoming the Bad Guys.
Two Heroes should be encugh to take out the wizard;
they can improve their chances by one of them simply
engaging the wizard in discussion while his colleague
deals with the over-eager Prince Barinjhar. If only one
Herois left, Xortan Throg will wait until Barinjharis dead
before attacking, but a single Hero will have trouble
against him unless he is very good at dodging (or ex-
tremely lucky?). If it looks as if the Hero is going to die,
you will have to take matters in hand to make sure that
the good guys win the day after all: your film can't end
here! If there is a risk of the last Hero dying, this is what
happens next:

As the lone Hero inches his way towards the wizard, the
door to the left of the villain's throne opens quietly. A
pretty young girl in tattered robes sneaks in. Princess
Sarissa has managed to free herself from her bonds, and
she creeps into the room carrying a large vase. Putting
her finger to her lips as a signal to the Hero to keep quiet,
she moves up behind Xortan Throg and brings the vase
down upen his head with a tremendous crash! While the
wizard is dazed, the Hero has a chance to leap at him and
thrust a sword through his buny, sorcerous ribs.

Tuent To L ..

Onee Xortan Throg dies, you must move immediately to
the closing Scene 6.
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Scene 6 — The End?
Location

The closing scene of this movie takes place in the wiz-
ard’s throne-room (detailed in the last scene) and in the
two adjoining rooms. The door to the left of the wizard's
throne leads to a bedroom. This is sparsely fumished
with a chair and a four-poster bed. A small chest holds a
perfectly ordinary {not magical} set of clothing, similar to
the topga costume the sorcerer was wearing in the last
scene. If Sarissa didn’t escape in the last scene, there will
be an ancient-locking vase standing in one corner. If she
was not required to save the Heroes in the last scene,
Princess Sarissa is lying on the bed, bound and gagged,
her clothing in slight disarray but still completely cover-
ing her young bady.

The door at the right of the throne leads to the wizard's
study. Surprisingly, this contains little of interest, There
are plenty of herbs and spices, stuffed crocodiles, odd
little statues, animal and human skulls, and many other
mysterious bits and pieces. There are also a few small
gems in a leather pouch — worth about 20 Gold Pieces -
but there is no sorcerer’s spell book and no proper
money,

Plot Semmary

The Princess is rescued (if necessary) but, in a surprising
twist to the story, the Heroes learn that Xertan Throg is
more cunning than they had thought.

Qa4

Curat Lick

Princess Sarissa is sixteen years old, with long blonde
hair, and is very pretty, just what one might expect a
captive princess to be. She is also clever and brave.
Rather than dissolving into tears and helpless wailing,
she has been trying to escape and deciding how she is
going to get even with her captors when she manages to
free herself, '

Having been brought up properly by her father, the wise
and renowned King Salamon, she will be duly grateful to
her rescuers, but not to such an extent that she falls in
love with one of them or agrees to a marriage or other
arrangement. Princesses are brought up to expect a rich
and powerful prince for a husband, not a rough, ill-
mannered adventurer, especially if they are princesses of
one of the most prosperous city-states in Allansia. Being
a person of noble birth and good upbringing, Sarissa
naturally assumes that she is now in charge and that the
Heroes will do what they are told. If they are uncoopera-
tive with her, she may become just a little petulant.

Oh, and Xortan Throg makes a surprise reappearance,
though only from the neck upwards. Yes, we realize that
this comes as a bit of a shock, butread on . . .

Props

If you can find a beautiful sixteen-year-old blonde girl
willing to play the part of Sarissa, all well and good —but
do remember to ask her permission first before tying her
up or there may be problems later {only joking!).

You could also profitably use something to simulate the
booming, echoing voice needed for the sorcerer’s final
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cryphc pronouncement. If you don'tactually have access
to a megaphone or a zoo-watt PLA. system with built-in
echo unit, kry rolling up a piece of paper and intoning
through that.

Action!

Depending on their personalities {and the players con-
trolling them), the Herves will have one or another thing
in mind. Most of them will be keen to rescue the princess
and remove her from this dangerous place as rapidly as
possible. Brondwyn the Thief and Grimbold Tomhelm
will be just as keen bo search for portable loot to stuff into
their pockets, and the young wizard - Rangor —may well
be after Xortan Throg's spell book {you should alert him
to the possibility of there being one, full of loks more juicy
spells to leamn!). As they don't know which door is
which, the first two Action! segments could happen in
either order. If Sarissa has already rescued herself, just
use her speech from segment 1, and then go straight into
segment 3.

1. The Princess
Sarissa is bound and gagzed, and will need to be released
by the Heroes. If they are somewhat slow in doing this,
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she will writhe about and try to plead with them through
her gag. When finally released, she will admonish the
Heroes for taking their time, and then take the situation
in hand. Having expressed her extreme gratitude to the
Heroes —and perhaps given cach of them a quick peck on
the cheek or a firm-but-gentle regal handshake - she will
explain a few points that the Heroes may not have
considered (you may have to paraphrase or omit some
things from the following speech if the Heroes have
already discussed them):

‘Well, you can hardly go back fo Chalice and claivr your revnard,
hawving just killed King Pindar's only son, now can you, evern if
he was a right royal creep? Don't suppose for eve moment Hhat
the King will belicve any Iales of wicked plots. Kings are no
different from anyone else — they Hrink their children can do no
wrong. Fortunately for you, though, I expect my futher will
reward you fust as lavishly as Pindar promised te — maybe
better, indesd, because Salamonis is the richest city in all
Allansia,

‘Of cowrse, we shill have to escape from here, [ heard that slimy
Baringhar kelling old Throy-face that s men were on guard
outsice and would cakch wou if you tried to escape; bul we can
probably get out the same way you cante in. That meaes Pl e
bo walk Dack Hhrough the forest, which will ruin my dress even
more, but 'm gure Dadedy will forgive me once he knows the
circumstances. Shall we go?’

If the Heroes have the trained Giant Lizard with them,
they may suggzest that Sarissa ride on that. She will not be
very impressed:

‘Urgh! O s, [ simply couddn't! Is if clean? And safe? It
doesn’t look very friendly, or very comfortable, I Hink on the
whole Id rather walk, Hank you.”
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All suggestions leading to marmiage and the like will be
greeted with disdainful comments in the order of:

‘Sir, grateful as [ am to you, I should point out that you are
getbing ideas a litHe above your stabion!”

2. The Study

The greedier Herges will want to spend some time
searching here and doubtless becoming very frustrated
that there is no treasure. If Sarissa gets a look inside, she
will comment on some of the pots: ‘Ooh look, there are
more vases like that one in the bedroom,” (which she
may have ruined by smashing over Xortan Throg's
head). ‘They're smaller, but clearly the same design.
They're ever so old, you know. [ remember my ftutor
showing me a picture of one once and saying that they
were made in a place called Carsepolis that doesn’t exist
any more. History is terribly borng, don't you think?”
There is probably no answer to this, as the Heroes are
unlikely to have studied any history at all, and certainly
don’t know anything about anywhere called Carsep-
wherever-it-was. 5arigssa then wanders back into the
throne-room,

3. Xortan Throg Returns!

Once you can get everyone, including Princess Sarissa,
gathered back in the throne-room, a miraculous event
will occur, With a strange sucking sound the body of the
dead wizard will suddenly collapse in on itself, leaving
only his robes on the floor. A fire suddenly flares up in
the fireplace, from nowhere, and in the Hames can be
seen the all-too-familiar head of Xortan Throg. He
speaks, in a mocking and arrogant tone, his voice
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booming: now's the time for the improvised mega-
phone, if you have one to hand:

“Auatt,” he boows in a loud, echoing voice, *[ have made contact
again. It seems, good sirs, Hat your reputations are not false,
you are as brave as [ had heard. [ hadn't thought that old fool
Pindar could have afforded anyone as good as you. Heh-heh,
pertaps he couldn’t and was hopivg you'd take piky o lim — or
he even thought fo frick you out of your reward, FI bet you
didn’t think to get anything in advance, eh? Never mind.

"SHIL, wry brave boobies, it seems [ uns wise to take precautions,
As soon as [ heard who was coming after me, 1 decided to absen
nmyself from the scene of the action. Sorvy about that, but I've
been leagues moay all along. That poor creature wou killed was a
miere simulacrusm, an artificial being animated by the force of
my powerful sorcery. [ am safe in my secret sanctum from which
Lawdll take my revenge wpon you . . oneby one . . | slowly and
Fideously. Heh-heh-het!

And you, my pretty, don’f think [ hase forgotten you! Return
and tell your wise and good father that Xortan Throg lives still,
and while he does no one in Salamonis can afford to sleep £asY in
thetr beds, Ahahwhahah . 17

The wizard's face fades out amid cackling laughter,
leaving the startled Heroes and the white-faced princess
alone in the tower. The closing titles roll.

The End
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Problems?

If the Heroes manage to mess this up (if they somehow
manage to kill the princess or do something equally
daft), you obviously hired the wrong actors to play them,
and there’s not very much that we can do to remedy the
situation. Sorry.

They may, of course, wish to search the rest of the castle
for loot. Tell them they are welcome to do so, but also
that there is nothing there and you are not going to waste
your time filming such boring action. As far as everyone
15 concerned, the adventure is now effectively over and if
they wish to continue, they must wait for the sequel!

TurnTo . ..

Luite obviously there are several loose ends left which
the players may harass you to clear up. Will Xortan
Throg get even with the Heroes, or will they get to him
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first? Why does he hate Salamonis? Al this and much,
much more will hopefully be revealed in the main adven-
ture detailed a little later in this book.

We intend to start filming again when the Heroes have
reached the court of King Salamon, for nothing dramat-
ically interesting will happen in the meantime.
However, if you are feeling really keen, or if your players
nag at you so much that you feel you can’t leave out the
journey, you might like to try your hand at writing a
simple script for a separate adventure, telling how the
Heroes and Princess Sarissa escape from the castle and
flee through the wolf-strewn wilds to Salamonis, pur-
sued by Xortan Throg, his Goblins and Prince Barinjhar's
bodyguards, However, we still think you'd do better
waiting!

02

Therefore you can now relax, recover your voice, turmn all
the lights back on, untie the girl, and so on. We hope you
all had a good time, especially if this was everyone’s first
experience at role-playing. For now there’s nothing
much more to do but clean up the mess, collect the
character sheets, and reflect on (we sincerely hopel)
what fun everyone had. You might also care to arrange a
date for the next instalment in this thrilling fantasy
adventure series!

Coming Soon!

DUNGEONEER
ADVENTURE II;

‘REVENGE OF THE
SORCERER"




3. THE RULES OF THE GAME

MNow that you have played a Dungeoneer Fighting Fantasy
adventure with your friends and have experienced some
of the few simple rules we use to govern it, we can move
on to slightly more complicated characters and situa-
tions. Before you play Dungeoncer Adventure 1T Return
of the Sorcerer’, though, we recommend you read
through this whole chapter in which we summarize all
the rules which go together to make up the Advanced
Fighting Fantasy gpame-system.

As we progress we shall show you how to create your
own personalized Hero characters, how to kit them out
in their adventuring equipment, and then how to use
them to struggle against ravening monsters, swing from
chandeliers, climb steep cliffs, swim mighty rivers, and
generally do all the things that will make them famous
throughout the length and breadth of mythical Allansia!

This whole chapter can be read by Director and players
alike and may be consulted at any Hime before, during or
after an adventure. Its likely that, for your first few
adventures, this chapter will become very well-
thumbed. Try not to spend too much time looking up
every last little rule if it's going to destroy the flow of
play, however.

Following the rules, we've provided a short section
(starting on page 215), intended for the Director's eyes
only, which gives some pointers on running and control-
ling an adventure so that everyone can enjoy the game to
the fullest extent. In case you were wondering, the rules
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and guidelines on actually designing and running your
very own custom-built Dungeoneer adventure will start
straight after Dungeoneer Adventure I1, on page 227,

As you read through this chapter for the first time, it may

& useful bo have a few dice, a pencil and some blank
paper handy. As we run through the examples, try
rolling up a Hero of your own so that you will appreciate
just what is going on.

Omne final point: in Dungeoneer Adventure I we detailed
some of the rules as we went along. To make things
easier for you and the players, we simplified some of
these rules; you will therefore discover that some of the
rules we now present are slightly more complicated
versions of the ones you know already, From now on, we
recommend that you use the new versions.

Right, let's start casting!

Creating a Hero

The single most important component of any Dungeoneer
adventure is the Hero. Without a Hero to do all that
daring stuff with his sword and his other skills, the
princess would never get rescued, the evil necromancer
would never be dispatched, the country would never be
saved for good and loyal citizens everywherel

Every Hero is defined in terms of two things. First, there
are his characterisics; these are SKILL, sSTAMINA and
Luck. We shall always write them like that so that you
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will know we are referring to them. These characteristics
are each assigned a numerical value which reveals —
when we use the game rules — just how adept or not our
Hero is at something — rather like knowing one’s [0
score, for example.

Secondly, there are the skills and spells a Hero has. Just
like anyone in the real world, each Hero is very experi-
enced and practised at doing certain things, while he
knows nothing at all about other things. These Skills are
based on a combination of the Inifiel sk1LL of a Hero
together with any learning he may have received.

The Advenfure Sheet

Over the page is an Adventure Sheet. This sheet will be
familiar to you if you've played a Fighting Fantasy
gamebook before - though this one has several modifica-
Hons to it, to take into account the expanded skills and
spells which some players possess. Every player should
have a copy of this sheet, on which they will keep a
record of all the numbers and skills relating to the specific
Hero character they are playing. You have our permis-
sion to photocopy this sheet (for use in your own games
only). If you can’t get to a photocopier, you can always
copy out the details on to a plain sheet of paper.

Now that you've played through the first adventure, you
should have a fair idea as to what the various characteris-
tics mean, but we'll go through them once more just to
make sure. By the way, when you come to write the
various scores on the Advenfure Sheef, be sure bo use a
pencil rather than a permanent ink pen or ball-point, as
scores can (and frequently do) change as the game pro-
gresses. Have an eraser handy for just such an occasion.
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ADVENTURE SHEET BACKGROUND:

MaME: PLAYERE:
AGE: RACE/ 7
PROFESSIOMN;
' MIF:

SKILL {1 STAMINA LUCK

FPERSOMNALITY :

Imitl; Tnitinl: Triitial:
Crrrent: Currend: Curret: |
SKILLS Value | § SPELLS  Slamina
C\'J‘EI \ﬁ
QUOTES:
|
MONEY GPs SPs{ JEQUIPMENT
TREASURE
PROVISIONS !
NOTES: FICTURE: ﬁ‘ |
EXPERIENCE 1
POINTS ;




Skill

A Hero's sK1LL i5 found by rolling one dic and adding 6 to the
result.

Unless you are going to learn how to cast spells, this is
your Initial skt score. Either way, wrte it in the
appropriate box on your sheet — but be prepared to rub it
out or change it in a moment.

This sk1LLscore indicates a Hero's own superb skillsina
range of areas: swordsmanship and general fighting
abilities; strength and dexterity; intelligence, infuition
and knowledge; and more besides. The skiLL score is
also used as the basis for the individual Special Skills
which we will discuss in a moment. Plainly, the higher
the skILL score the better, though Heroes with low
SKILL scores have been known to defeat the most awe-
some opponents — for this game is about quick thinking
and bravery just as much as it is about having a strong
sword-arm!

Stamina

A Hero's sTAMIN A score is defermined by rolling buwo dice and
m{di::lg 12 Fo e resolf.

Your sTAMIN A 15 a measure of your Hero's fitness and
good health, his will to survive, his determination and
general constitution. Injury, hunger and exhaustion dur-
ing an adventure may eat away at a Hero's sTAMIN A,
Should it reach zero, the Hero may well die, accord-
ing to rules we shall be covering in a later secHon.
However, rest and recuperation, or the eating of some
tasty Provisions, will replenish a certain amount of
STAMINA.
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Luck

A Hero's vuck score is fourd by rolling one die, and adding 6
fo the result,

LUCK is a very important fact of every adventurer's life; it
shows how favoured by the gods he is, and how success-
ful he is in his adventuring. The higher the Luck score,
the luckier the Hero is, and will be. At certain times
during the course of an adventure, 2 Hero may be called
upon bo Test his Luck to determine whether a situation
will go for or against him.

Sometimes an adventurer may choose to Tes! his Luck in
an attemnpt to fry and make a situabion go more favour-
ably for him, Of course, there is no guarantee that this
will always happen; that's the way with luck and chance.
Furthermore, each and every time a Hero Tesls his Luck,
whether or not he 15 successful, he must reduce his LUCK
by 1 point. If he is not careful, his Lvck will run out
altogether! We will explain how a Hero Tests his Luck ina
moment.
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Sample Hero:

To show how all this works, we’ll create a Hero as we go
along, Hero (as we shall call him for the moment) rollsa 3
and adds 6 for a sk of g; rolls a 6 and a 2 and adds 12
forasTAMIN A of 20; and finally rolls a 6 and adds 6 fora
Luck score of 12, This Hero is obviously going to have
the nickname Tucky’!

Testing for Luck

At certain times during an adventure, a Hero may find
himself in such a dire situation that there may be nothing
he can do to escape certain injury or even death. At this
puint, however, the Director may allow you to Test your
Luck and give you one last chance of avoiding whateveris
about to happen.

The way you Test your Luck is as follows:

Roll two dice and add their scores together, 1f the result is
equal to or less than your Luck score, you have tested
your Luck successfully and avoided whatever it was
that threatened vou. If you roll higher than your Luck
score, however, you have been unlucky; whatever it is
that threatens you is, we're sorry to say, going to get you
after all.

Each time a Hero Tests his Luck this way, whether he is
lucky or unlucky in the outcome, he must reduce his
LuCK score by 1 point. Be careful that your luck doesn’t
run out entirely!

LUCK can also be used in combat to turn an opponent’s
blade away, or to use yours to wound him more gravely.
We shall cover this in our section on Fighling Battles later

(see page 147).
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Special Skills

Everyone, everywhere, is better than the next person at
doing some things and worse at doing others. For a
Hera, the most important things o be better at include
fighting with one’s chosen weapon, the various adven-
turing skills {such as creeping silently about, climbing,
sensing traps, seeing in the darkness, etc.) and even the
ability to cast magic spells. In Dungeonesr we represent
these abilities by allowing all the Heroes to choose
several Special Skills.

Each Hero may assign the same number of points that he
has in his Initial sk1LL to any Special Skill of his choice,
up to a maximum of 4 points per Special Skill. Each
Special Skill then has a value equal to the Hero's current
SKILL score, plus the number of points assigned to it, If
more than 1 point is put into any Special Skill, this
denotes even greater specialization; if players choose to
put 1 point into lots of different Special Skills, this makes
their Hero more of an all-rounder.
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Special Skills can be increased further by training and
practice later in the game. Important: if any Hero wishes
to choose Magic as one of his Special Skills, consult the
relevant section on this subject; it appears after the
Special Skills list, below, on page 122. Magic 15 a quite
different area of skill, and is a little more complicated
than most Special Skills.

Sample Hero:

‘Lucky”’ has a sk1LL of g; this gives him g points to spend.
He decides he is going to be an expert warrior, and
chooses to put 3 points into Sword and 3 into Bow, 2
points into Sneak and 1 into Dedge. Therefore he now has
the following Special Skill scores: Sword 12, Bow 12, Snenk
11 and Dodge 10 (as well as his Initial sk1LL of g, which is
unaffected). Let's hope he never has to climb on a horse
or swim anywhere!

Special Skills List

These are the Special Skills which are available. We've
divided them up into groups for easy reference, but
these groups have no bearing on the rules. The Director
might have invented some more Special Skills which are
peculiar to the world which you adventure in; he will tell
you if these are available for you to choose. Similarly,
there may be some skills on this list which are not in use;
if 50, the Director will tell you,

One final point before you make your selection. It is
assumed that most Heroes will be of human origin.
However, you may choose to play a character who is a
Dwarf or an Elf. Since there are a few rules about the
Special Skills these races may choose, we recommend
that anyone thinking of playing a non-human character
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should take a look at the section on Non-Human Heroes,
below, on page 138.

The Special Skills available are as follows:

Combat Axe
Dagger
Poale Arme
Spenr
St
Tiwvo-handed Sword
Chther Wenpon (specify)

Crosshoe

Javelin

Throwing Dagger
Efra'.r:gth
Linarmed Comlat

Movement Climmbe
Du:ldge
jump
Ride
Swfmr

Stealth Awareness
Dhark Secing
Hide
Lock Proking
Sleight of Hand
Swneak
Trap Knowledge
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Learning Con
Ettquette
Languages
Magic
Sea Lore
Underground Lore
Wood Lore
World Lore

Special Skills Explained

Whenever a Hero is in a situation where one of his
Special Skills applies, he uses his Special Skill score to
resolve the action. In every situation not covered by a
Special Skill, a Hero uses his sk 1L score.

The individual Special Skills work as detailed below. Ttis
not essential to leamn every single aspect of the Special
Skill at this Hme, but every Hero should know approx-
imately what he now can and cannot do with his Special
Skill. We'll go through them in alphabetical order:

Amvreness — This gives the Hero a chance of spotting it
when something is out of the ordinary or is otherwise
‘wrong'. Depending on the situation, this could include
hearing someone creeping up on you, smelling poison
smeared on a lock, sensing the presence of a hidden trap,
etc. This Special Skill will usually be checked tor you by
the Director: the Director will roll dice to see whether or
not you are successful when using this skill.

Azxe — The Hero is skilled at using a battle-axe in hand-
to-hand combat, He also knows something about the
care and maintenance of an axe to keep it shining and
sharp.

116

EE.

Bow — The Hero with this Special Skill is well versed in
archery and missile combat, and also in the care of his
B,

Climb — This Skill gives the Hero a better-than-average
chance of scaling even the most daunting of slopes. Of
course, there will always be some places where no one
can venture, but this Hero is more skilled than most.
Bear in mind, however, that the Director may, at his
discretion, impose penalties on the chance of climbing a
very steep or smooth slope.

Con — The Hero is sharp-tongued and quick-witted, and
may very well be able to con someone into believing
what he is saying, or into buying whatever rubbish the
Hero is selling!

Crosshow ~ This simply endows a Hero with the skill of
drawing and firing a crossbow, and also maintaining and
repairing such a weapon.

Dagger — The Hero with this Special Skill is adept at
fighting with a knife. This skill does not include throw-
ing a dagger, which is a different skill - see Throwing
Dagger, below,
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Dhark Seeing — The ability to see in near darkness, espe-
cially underground, The Director doesn’t normally need
to check this Special Skill with a roll of the dice, unless
the Hero is trying to spot something specific which is
hidden in the dark. This skill doesn’t work where there is
no light at all. Few characters will ever need more than 1
point in this Special Skill - unless they are going to spend
their whole life underground! Dark Seeing cannot be
learnt from scratch by experience, but it cen be added to.

Duudyge — This gives the Hero a chance of getting out of the
way of anything or anyone moving quickly towards him;
this could include a falling rock, a swinging sword or
even (at higher skill levels) an arrow!

Etiguette — The Hero with this Special Skill is especially
well versed in the ways of courtly behaviour. He knows
just the right things to say to a king or prince — and,
perhaps more importantly, when to shut up! This is an
essential skill for anyone spending any length of time ata
roval court,

Hide — The Hero is adept at finding somewhere to secrete
either himself or something he wants to hide, so that
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others will not be able to spot him or it. Of course, no one
can hide if there is nowhere to go, but, given sufficent
material, this Hero can do better than most.

Javelin — This Special Skill allows the Hero who chooses it
to throw a javelin with accuracy over a greater distance
than his peers. He is also able to select and care for the
best weapons.

fumip = This Hero is endowed with the ability to leap up,
down or across greater distances than is usual without
injuring himself in the process.

Languages — This Special 5kill gives the Hero who pos-
sesses it a facility for speaking or reading a contemporary
foreign (humanoid) tongue or scnpt. It does not usually
apply to the language of animals or magical beings.

Lock Picking — The Hero is more skilled than most at
opening a tncky lock mechanism. This Special Skill is
very important for any successful sneak thief!

Magic — The lore of spells and sorcery; a spell cannot be
cast at all without this Special Skill, which also deter-
mines the likelihood of its being cast correctly and with-
out the caster accidentally tuming himself into a frog! See
the special section on page 122 for many more details
about magic and spell-casting.

Other Weapon — If your Dhirector allows it, you can choose
whichever weapon you want this Special Skill to apply
to, whether it be a spiked ball on a chain, a war-
boomerang or a ninja throwing-star. You must clear your
choice of exotic weapon with your Director first, for it
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may not fit in with the background of the world your
Hero lives in.

Pole Arm - This Special Skill allows a character to fight in
close combat using a pole arm, usually a wide blade
slotted into a long, spear-like shaft.

Ride — Simply, the ability to stay in the saddle while
riding a horse. [t also gives a (reduced) chance of being
able to ride other, unfamiliar animals, be they elephants,
riding lizards or giant eagles!

Sen Lore — Knowledge of the tides and currents, knots,
sails and other aspects of sailing and the sea. The
Special Skill's rating is a measure of how much the Hero
knows.

Sleight of Hand — The Hero with this rather useful Special
Skill has great dexterity in his hands. A Hero could use
this skill to pick someone's pocket, palm a small item, do
conjuring tricks, and 0 on.

Sneak - This Special Skill allows the Hero who possesses
it to move about without being noticed. Implicit in this
gkill is the ability to go wherever you wish without being
heard or seen.

Spear — Like Pole Arm, this Special Skill simply allows you
to fight in close combat with a spear. [t does not allow the
spear to be thrown with any great skill.

Strength — The Hero with this Special Skill has trained
himself and increased his physical strength to close to
that of a Troll or Ogre. He can lift and throw heavy
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objects (and someHmes people, too!) and may aaa 1
point to damage done with a hand-held or thrown
weapon or in unarmed combat.

Swimt — This Hero 15 adept at swimming, both on the
surface and under the water. Most sca-dwelling beings
will have a very high rating in this Special Skill.

Sword — Our Hero has trained long and hard with his
sword, and is on his way to becoming a master swords-
man! This Special Skill also includes sword knowledge,
including the care and maintenance of a sword, spotting
a badly forged weapon, and more.

Throwing Dageer — This skill allows the Hero who has it to
throw a throwing dagger with speed, strength and ac-
curacy. [t does not allow him o fight in close combat with
any greater proficiency,

Trap Knopledge = The Hero has made a study of traps, and
can spot, avoid or dismantle them with more skill than
the average person. At higher levels, your Director may
even allow you bto design and construct your own
devious mechanical traps.

Two-handed Sword - Fighting with a huge two-handed
blade is very difficult and requires a combination of
strength and dexterity, which this Special Skill bestows.
The skill also includes knowledge concerning the care
and upkeep of such weapons.

Unarmeed Combat — This Special Skill gives a Hero a better
chance at coming out the victor in any wrestling match or
tight to the death, using only his bare hands, In Eastern
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lands this skill could include skill at some form of martal
art, be it judo, karate, kung fu or whatever your Director
allows in his game.,

- Underground Lore - This confers the ability to stay alive in
a dungeon or cavern complex, not getting lost, noticing
potential rock falls before they happen, finding one’s
way to the surface, and so on.

Wood Lore — The Hero is skilled at surviving in woodland,
including the ability to find food, stay on a path, track
someone, find shelter, and much more.

World Lore — This gives the Hero who possesses it a better
chance of knowing a particular fact about an area’s
geography, history, legends, famous people and events,
as well as the weather, the right roube to somewhere,
local personalities (whether to find, or stay away from,
themn), and so on.

Magic Special Skill

A Hero must have at least 1 point assigned to Magic
Special Skill if he intends to cast any spells. Every time he
wishes to cast a spell, he must succeed in rolling against
his Magic Spedal Skill, otherwise the spell may well go
WIOng,
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However, studying magic and the supernatural requires
a very intensive effort, which is made partly at the cost of
his other abilities. For every point put into Magic Skill, a
Hero must reduce his $K1LL score by a similar 1 point.
This does not affect a Hero's first choice of Special Skills
(he may allot as many poinks as he had in his very first
SKILL score, as described above on page 113), but it does
affect his sk1LL and Special Skill scores and dice-rolls
from now on. This new, reduced skILL score is now
counted as his Inikal score, where necessary, and his
SKILL may not be raised above it. So, all Special Skill
poinks are spent on a range of Specal Skills, and a Hero's
SKILL is Hren reduced by the number of points put into
his Magic Special Skill.

Every magic spell costs a certain number of sTamMIiNa
points to cast: casting magic requires a great deal of effort
and concentration, and uses up the physical energy of
the caster to give the spells their power. As a result of
this, all spells are defined by how many sTamM 1N A points
they cost to cast; this is their Stamina Cost, For every skill
point put into Magic Skill, a Hero may choose to leamn
spells worth a total Stamina Cost of 3 points,
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MNovice Heroes may choose only those spells which have
a Stamina Cost of 1, 2 or 4 points. Spells costing 6 or more
points to cast may not be learnt yet; they are reserved for
more experienced - nay, legendary! — Heroes and espe-
clally nasty Bad Guys.

Sample Hero:

Our Hero, ‘Lucky’, has had a change of mind and now
decides to become a sorcerer instead, From his sk1it of
g, he spends 2 points in leaming to use a Sword, 2 on
using a Bow, 1 on Dadge, and the remaining 4 on Magic
{total: 9 puints). He now has asxrcLof 5, Sword 7, Bow 7,
Didge 6 and Magic g, and can choose spells with a total
Stamina Cost of 12 points,

Spell Lis

Although Heroes may not choose spells with a Stamina
Cost higher than 4, we have listed all the available spells
here for the sake of completeness. The Director may have
invented more spells exclusive to the particular world
you are adventuring in, and he may allow you to choose
them. He will inform you if any are available. Similarly,
he may forbid certain spells from this list if they are

incompatible with his game; if so, simply choose some-

thing else.
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Stamina Cost Stamina Cost
Darkness 1 All Heal 4
Fear 1 Arrot-Snake 4
Fire Bolt 1 Find 4
Musion 1 Fly 4
Light 1 Grrand [Husion 4
Lock 1 Grow 4
Luck 1 Inwisibility 4
Chpent 1 Restram 4
Skill 1 Shrink 4
Starmina 1 Speak te Animals 4
Strength 1 Wall 4
Ward 1
Weakness 1 Banish Undead 6
Cockroach 6
Counter-Spell 2" Petrify 6
ESP 2 Raise Skeleton (3]
Farseeing 2 Teleport &
Foree Bolt 2
Languages 2 Death 10
Levitate z
Mirror Selves 2
Sleep z

¥ = St deneriphine below for sore detadls,

Spell Explan

ations

This is a list of what the spells can and cannot do. The
effects of most of them cannot be avoided by their
intended victim, and many last for a certain length of
time {measured in real minutes), All spells of Stamina
Cost 1, 2 or 4 can be cast and then forgotten about; the
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higher-cost spells require full concentration in order to
wirh.

Drkness (1) — This spell conjures up an area of murky
darkness in a circular area, up to five metres round the
caster, for up to three minutes. The darkness ex-
tinguishes all artificial light, and negates the Dark Seeing
Skill.

Fear {1) — This spell terrifies one chosen person, sending
him cowering as far away from the spell-caster as poss-
ible. The effects last for two minutes, after which time the
victim recovers from his irrational fear.

Fire Bolf (1)— The spell hurls a short, stabbing blast of fire
at one target from the pointed finger of the caster. Unless
the target manages to Dodge the blast, or succeeds in
Testing his Luck, the spell causes one die of damage to his
STAMINA,
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[Musion (1)—The spell-caster can use this spell to create an
illusion that will convince one nominated person, For
example, the caster may convince a pursuing monster
that there is a bridge over a gaping chasm. The illusion
will immediately be cancelled if anything happens to
dispel the illusion {for example, if the monster steps out
on to the ‘bridge’ — though in this case it may be too late
for the monster!). Anyone wounded by an imaginary
weapon will appear to take damage, even to the point of
unconsciousness, but, when the illusion wears off, will
reawaken and realize that it was all in the mind. The
illusion lasts for a maximum of three minutes.

Light {1) = The spell creates a magical light which glows
with the same intensity as a firebrand. It is usually cast
upon the tip of a staff or torch. The light lasts for up to
fiffeen minutes, but can be snuffed out at will by the
caster. A magical light of this sort is affected by Darkiress.

Lock (1) = This spell simply locks a door, treasure chest or
whatever by magic and stops it from being opened by
unauthorized persons. The spell can be removed by an
Ohpen spell, or by the original caster casting another Lock
spell on top of the first (so the original caster doesn’t
need to know Open in order to get back inside the chest!).

128

Luck {1) = When cast, this spell can restore an adven-
turer’s LU CK score by up bo 4 points. The L UC K score can
never be raised above its [mifial level; any additional
points are lost. This spell cannot be cast while the spell-
caster is in combat,

Open (1) = This one is used simply to open a lock, whether
on a door, treasure chest, window, or anything else that
is lockable. It also cancels out a Lock spell.

Skill {1} — As with the Luck spell, this simply restores an
adventurer's skItL by up to 4 points, The sxi1LL score
cannot be raised above its Initinl value; any extra points
are lost, This spell cannot be used while the spell-caster is
engaged in combat.

Sktamina (1) — As in the case of the Luck spell, this simply
restores an adventurer's STAMINA, but this time by up
to & points. The sTamina score can never be raised
above its Iritial level; any further points are lost. This
spell cannot be cast while the spell-caster is in combat. If
a Hero casts it upon himself, the Stamina Cost is de-
ducted affer the 6 points have been restored.

Strength (1) — This spell endows the caster {or another
chosen recipient) with the strength of a Troll when it
comes to lifting, carrying or battering. It can be very
useful for getting heavy boulders out of the way, kicking
open locked doors and so on. The Direcror should bearin
mind that a Troll's strength may be just too great for a
delicate task and judge the results accordingly. The spell
lasts for a maximum of one minute or one major task (one
locked door, one huge boulder, etc.).
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Ward (1) — This spell may deflect one arrow, spear or
other missile thrown at the caster. The missile whistles
past and falls harmlessly to the ground.

Wenakness (1) - This spell reduces a vicim’s sK1LL score by
1-6 points (roll one die) for five minutes.

Counler-Spell (2 to choose, but read on) ~ This spell,
which cancels out any other spell, works in quite a
complicated way. When used, the spell will auto-
- matically cost the caster sTAMINA points equal to the
cost of the original spell being cancelled plus a further 1
STAMINA point, plus any special penalties which may
affect the caster. Furthermore, for Counler-Spell to work
successfully, the caster must reduce his Magic Skill by the
Stamina Cost of the incoming spell before trying to
cancel it. This spell works only on spells cast against the
caster. The caster still pays the Stamina Cost even if the
Counter Spell fails,

For example, cancelling a Fire Bolf cast at our Hero with
his Magic Skill of 12 costs him 2 $TAMINA points, if he
can roll 11 or less on two dice. Cancelling out a Death
spell, though, would cost him 17 $TAMIN A points (and,
in that case, also cost him a year of his life) if he could
somehow roll 2 or less on two dice.

ESP (z) = With this spell, the caster suddenly becomes
able to tune in to a creature’s thoughts. It won't allow
him to read actual words or ideas, but can indicate a
creature’s emotions and general frame of mind. For
example, it can reveal whether someone, who appears to
be frendly, really is so. It cannot work on inanimate
objects, unless they have some vestiges of intelligence.
The power lasts for a maximum time of one minute.
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Farseeing (2) — This spell simply endows the caster with
the eyesight of an eagle, allowing him to see in minube
detail for a distance of up to five kilometres, and, in less
detail, even further. It should be remembered, though,
that even eagles can't see fhrough things like hills or
wills, The effect lasts for ten minutes, but can be can-
celled at will sooner.

Force Bolt (z)—This spell, similar to the Fire Bolt, deliversa
lightning bolt which causes 1-6 points of sTAMINA

damage. There is no way of aveiding such a bolt, except
by Courler-Spell or Wall.

Langunages (2) — This spell temporarily glves the caster, or
someone on whom the spell is cast, a Languages Skill of
12, and therefore a chance of being able to converse in
{though not read) a specific language.

Levifate (2) = Anyone possessing this spell may cast it
upon objects, opponents or himself. It frees the target
from the effects of gravity and causes him to float freely
upordown in the air under the caster’s control. For more
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controlled movement - say forwards or backwards — one
needs a Fiy spell. The levitation lasts for a maximum of
five minutes, but the spell can be recast in mid-flight
(though, naturally, successful recasting requires another
Magic rolll). If the levitation effect wears off, the object
will glide slowly back to earth rather than dropping

apidly.

Mirror Sefves (2) — This high-class illusion can convince
one victim that the spell-caster is now three people! If
fighting against the caster, the victim has only a one-in-
three chance of choosing the right target, However, all
three will attack him, and all three casters may wound
the victim! The illusion lasts for a maximum of three

minukes.

Sleep (2) - This spell, if it works, simply sends one victim
to sleep for five minutes. If the victim is wounded while
asleep, he will immediately waken (unless killed by the
injury, of course), It is very bad form for Heroes to go
around killing people while they sleep.

All Heal (4) - This powerful spell can restore a person’s
SEILL, $TAMINA and Luck to their [nitial scores. It
cannot be cast while the spell-caster is in the middle of
a combat or otherwise engaged. If a Hero wishes to cast
this spell upon himself, the STAMINA cost is removed
after the scores have been restored,

Arrow-Snake (4) — This strange spell is a must for any
sorcerer who likes giving people nasty surprises. What it
does, quite simply, is to turn an arrow, when notched
and ready for firing, into a poisonous snake (with sKILL
10 and sTAMINA 4} which instantaneously bites and
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wounds the archer. The snake automatically inflicts 4
points of damage, before slithering away.

Find (4) — This spell may be used to find anything, from a
seamn of gold in a mine to the exit from a maze. It cannot
detect emotions (find someone with evil thoughts, for
example); and you should beware of looking for some-
thing too general (find metal, say, would probably lead
you straight to your own sword). When this spell is cast
and the appropriate subject is concentrated upon by the

caster, he will suddenly know in which direction the
sought object lies.

II'lqu‘-"'EI, it should be remembered that the direction
15 suggested only in terms of a compass-point (north,
south-west or whatever), and that no distance is speci-
fied. Knowing that a maze’s exit lies to the south is of no
help if one actually has to head north while finding the
route to that exit. The sensation of knowing the correct
direction stays in the mind for one minute,

Fly {4) = This spell is an advance on the Levitate spell, in
that it allows the spell-caster {or whoever or whatever
the spell is cast upon) to move in a sideways direction as
well as up and down, The spell lasts for five minutes and
can be recast while the sorcerer is still in the air. When

the spell runs out, the flying person or object glides
slowly down to the ground.
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Grand Hlusion {4) - Building on the Hlusion spell, this more
sophisticated spell allows for the fooling of as many
people as the Hero's Magic score, Hence, someone with
Magic 12 may fool up to twelve people with the same
illusion. In all other respects the illusion works in exactly
the same way as the luswon spell, including a maximum
length of three minutes. The spell can be recast before
the spell runs out.

Growr (4) = When this spell is cast upon a person or an
object, it will grow to half its size again, in all directions.
Hence a shield a metre across will grow another half-
metre, while a two-metre man will become three metres
tall! Mote that a person’s clothing will not expand with
hirm, and this could prove nasty in very tight armour! The
effect will wear off after three minutes. Casting the spell
again while the first is still working will cause the target
te grow half its size again, and 50 on!

Inwisibility (4) - This spell turns the caster {or someone or
something else) completely invisible for three minutes.
One should bear in mind, however, the following points:
clothes and equipment are not affected by the spell, an
invisible person is not necessarily a silent person, and
invisible people still have ko open doors, leave footprints
in soft earth, and so on,
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Restrain {4) — The nominated person or object upon
whom this spell is cast will be held in magical bonds,
reoted to the spot and unable to move, for up to three
minutes. People restrained in this manner will still be
able to breathe and move their eyes, but not to do much
more. Objects measuring up to about three metres cubed
can be held in place - so0 a boulder could be temporarily
stopped from falling while a glacier could not.

Shrink {4) — This spell works in exactly the opposite way
to Grow, shrinking a living being or an object down to
half its size in all directions. The effect wears off again
after three minutes. Casting the spell again while the first
is still working will cause the target to shrink by half its
current size again, and 50 on.

Speak to Animnls (4) — This spell endows the caster, or
another person, with the equivalent of a Languages Skill
of 1z in the bizarre tongues wsed by the animals and
lower creatures, It should be noted that many animals
have only very limited conversations! The spell lasts for
ten minutes.
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Wall (4) — Casting this spell creates a wall round an area
five metres in diameter, through which nothing can
pass, for a maximum of five minutes. It can withstand
arrows, sword blows, people, monsters and spells
(Ehough Counter-Spell may remove the wall). If anything
from inside the wall touches it, it will immediately disap-
pear. The wall need not be centred round the spell-caster
= it could, for example, be placed round an important
treasure to stop thieves getting at it

Banish Undead (6) = This spell works in the opposite
direction to Ruaise Skefeton, in that it returns an undead
creature to the peaceful rest of true death. It will work on
one creature, removing the magical life-force which had
animated it. A banished corpse may not be resurrected
again, so this spell may also be cast upon a corpse to stop
it being raised again.

Cockroach {6) = This peculiarly named spell is in fact that
classic of fairy tales and legends: the ‘turn-you-into-a-
funny-creature’ spell. This spell will, if a Test for Luck is
failed, tum its vicim into the small, insignificant crea-
ture of the caster's choice. The victim retains its brain
power, but is generally unable to communicate unless a
Speak fo Animals spell is employed. The effect is perma-
nent, but a Counler-Spell (costing 7 sTAMINA, remem-
ber} could remove it. Note that the spell doesn't turn a
victim's clothes or possessions into anything — they
simply remain where they were when the spell was cast.

Petrify (6) — Being tumed o stone is very unpleasant
indeed, but that's exactly what this spell does. A Test for
Luck may be used to avoid this spell. The effect starts at
the feet and slowly works its way up the poor victim's
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body, petrifying him and his clothes and equipment as it
goes, The victim loses 1 sTamina point every two
rounds, and this will continue until he is turned com-
pletely to stone - that is, unless a Counter-5pell is used
apainst it, or the sorcerer who cast it is killed, whereupon
the effects will reverse until the victim has fully re-
covered again. If the victim dies before this can happen,
he will not revert back to human again, and will remain a
statue for ever.

Raise Skeleton (6) — This necromantic spell is used to
breathe life back into a corpse, forcing it to retum to life
as a Skeleton under the control of the caster. The spell
requires an hour-long rtual to work. While the corpse
need not be complete, any missing features will not grow
back when it is brought back to life. It should also be
remembered that the undead do not really think for
themselves, so any instructions given to a Skeleton must
be very explicit if they are not to be misinterpreted,

If he doesn’t much fancy the idea of all those bones
walking about his domain, the caster can expend more
effort and creabe various types of undead, which cost the
following Stamina points: Crypt Stalker 7, Skeleton War-
ror 7, Zombie 7, Decayer 8, Ghoul 8 (see Ot of the Pit for
further details of these undead beings).
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Teleport (6) — To teleport is to hop from one place to
another in the twinkling of an eye, setting off and arriv-
ing almost instantaneously. A sorcerer using this means
of travel may go anywhere within ten kilometres radius
in a single jump, and may take whatever he can carry in
his hands {this can include another human being). The
caster need not know the exact details of where he i3
going; the spell automatically stops him reappearing
inside a mountain or at the bottom of the sea — but only,
of course, if the spell works right!

Dieeth (10) — This is the ultimate incantation in any evil
sorcerer's spell book. It will almost never be used by a
Hero, except in the direst of circumstances, If the Magic
Skill roll succeeds, the vichim dies, full stop. There is no
Test for Luck to aveid its effects, It is little consolation to
the victim to know that a sorcerer casting this spell and
losing 10 points from hissTAMIN A in one horrific go will
also age a full year in an instant.

Mon-Human Eaces

Most heroes will be of human orgin. After all, most of
the population of Allansia are humans, and the other
races generally try to keep themselves to themselves.
However, occasionally there are EIf and Dwarf adven-
turers, so this is what you need to know in order to play
one (if your Director will allow you to play one in his
game):

Dharf Characters

Dwarfs are, as their names implies, short humanoids,
renowned for their great skills at mining, telling long
tales, drinking and swinging battle-axes. They dress in

138

earth colours, have an earthy way of speaking, and
mistrust just about everything. They loathe and despise
those non-human races that practise evil (Orcs, Goblins,
Trolls, etc.) and are liable to ﬂ],-' intoa I:_i]lirtg &Enz],-' at tha
merest sight of one. Their favourite weapons are, as we
zaid, battle-axes, and they hold all magic in great awe.
Some Dwarfs don't get on with Elves too well, consider-
ing them too intellectual and weird, but there have been
several notable adventuring partnerships between an EIf
and a Dwarf.

There are few restrictions on Dwarf characters.
However, a Dwarf character must have at least 1 Special
Skill point in Axe, Underground Lore and Dark Seeing. A
Dwarven sorcerer is very, very rare. They usually carry
an axe as part of their equipment.

EIf Chirracters

Elves are notoricusly shy about mixing with humans,
whom they see as frivolous, chaotic and ignorant, rather
like children allowed to run loose in the world. Most
Elves, as you might guess, possess the very opposite of
such qualities, being very learned, peaceful and serious.
They spend maost of their lives tending the trees of their
forest enclaves, and occasionally warring with the Orcs
who would burn their beloved plants down. The Elves
are the keepers of wisdom on many subjects, including
ancient history, the natural sciences and, above all,
magic. Elven magic in its purest form is fruly mind-
boggling to behold, but these daysitis seen only rarely in
the world outside their forest retreats.

An Elven adventurer is likely to be a rarity, and he may
be the object of surprise and curiosity in some remotbe
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areas, He is likely to be a bit of a rebel, having turned his
back on Elven ways; but he will still retain many Elven
qualities. Any Elf character must have at least 1 Special
Skill point in Bozr, Wood Lore and Magic. They usually
carry a longbow as part of their equipment, along with
their sword, and generally dress in shades of green.

Money and Equipment

One of the main reasons for setting out on an adventure
is, of course, the acquisition of fame and wealth. Fame
comes from brave exploits, from doing so many daring
things that the minstrels can feel secure that, if they sing
a song about you in some distant land, it will be heard
through to the end without interruption. Wealth comes
from much the same thing, and is often as hard to come
by as fame.

The basic monetary unit in Allansia (and over much of
the rest of Titan, too) is the Gold Piece (abbreviated to
G, There are also Silver Pieces, exchangeable in the
ratio 10 5P = 1 GP. Different areas produce various coins

'in differing denominations to help with giving change

ancl so on, but a Gold Fiece is worth much the same
everywhere.
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Starting Characters

When he leaves his previous cosy life behind him and
starts adventuring, a Hero will have only the barest
minimum of equipment:

- aweapon, usually the one he has the highest Special
Skill in using (probably a sword)

- clothing, not of the highest quality, plus some
scraps of chainmail and plating which just about
SErve as armour

— a backpack, used for carrying supplies and any
treasure that he may stumble across

— a small amount of food (known in game terms as
Provisions)

— opticnally, a horse, together with saddle and reins

- money, in the sum of 1-6 Gold Pieces (roll one die).

When the Heroes eventoally acquire some money, they
will be able to purchase more exotic items of equipment
from the nearest bown or settlement. An extensive list of
items is to be found in the Further Adventures chapter,
starting on page 371. The Director will tell all the players
exactly what they can and cannot buy, and may even
give some hinks as to what the Heroes may need for their
expedition.
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Name and Sex

To personalize your Hero, you should decide whether
the character is male or female, and give himher an
appropriate name. There are no advantages or disadvan-
tages to be had in playing a female character in Dun-
peonesr.

Give some thought to naming your character; after a
while you may not want to be stuck with a Hero called
Fred or Kevin. Choose something a little more fantasti-
cal, and you could even add something personal, like a
nickname based on some made-up exploit from his past
or from his Special Skills. For example, a character with a
high Sleight of Hand and who's previously made a career
out of crime could be called Talgor the Dip or perhaps
Vargas the Hand. Use your imagination, and your Hero
will start to come to life before your very eyes!

Age

Although it has little bearing on a game, especially one
recreating a violent medieval world where few people
live beyond their twenties, knowing a character's age
does help visualize his or her personalify and ap-
pearance. This in turn will help in role-playing the
character.

Most newly rolled Hero characters will be fairly young -
though life will have already provided them with a
few hard knocks — therefore, to ascertain a new charac-
ter's age we recommend that you roll three dice and add
15 to the result. This will give an age somewhere be-
tween 18 and 33. For a {(much rarer) older character, roll
three dice and add 30, to give an age somewhere be-
tween 13 and 48. Very few characters will live beyond
that age — and then probably only through the use of
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powerful youth-retaining magic and a whole host of
mercenaries and other guards to do their fighting for
therm!

Experience Points, Treasure

These sections on the Adventure Sheel will be needed for
noting these items either when they are awarded after a
successful adventure (in the case of experience), or when
found during an adventure (treasure). Leave them blank
for now.

Personalizing Your Hero

Just a couple of things remain to be done in order to
round off a Hero and make him or her ready for play.
Since a large part of the fun of playing a game like
Dungeoneer with your friends is pretending to be some-
one else and doing things you would never dream of
doing in real life, the final step is to give your Heroa fully
rounded personality, This is carried out in three simple
steps.

Backgroued

If you look at the pre-rolled Heroes from the first adven-
ture, you will see that in this section of their Adwenbire
Sheets we detail where they come from, what they were
trained in before they became an adventurer, and so on.
As to where they come from, either ask your Director for
a suitable area or take a look at the map of Allansia on
page 3z and choose somewhere.

As to their previous experience and past life, simply look
at your Hero's Special Skills, and decide how he got
them! Take a look at a pre-rolled character like Axel
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Wolfric; he has Wood Lore, Sneak and Strength and a few
common, not to say superstitious, spells (Luck, Fear,
Stamina) — plainly someone who has spent many years
out of doors, So, we made him a barbarian warrior from
the northern plains.

Eventually, as you become more experienced at creating
interesting Heroes who you think will be entertaining to
play, you will be able to decide the personality and
backgground of your character first, and then choose skills
and spells to fit in with this.

Personality

This part of the background is a little trickier to set out at
the beginning, and so we recommend that you think up a
few ideas for this section and leave the rest blank for your
first few adventures. For example, you may find that
vou have a character who has a very high sTamina
score but little in the way of skitt. That might imme-
diately suggest to you that he is large and a little clumsy —
and you could then start playing him as such.
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It's a good idea to have a few such ideas about who your
Hero is and how he will react in particular situations; but
do also allow new events in his adventuring career to
shape his character as they happen. Anyhow, we predict
that you will be too busy in your first few adventures
merely trving to survive in this strange new world of
maonsters and magic to worry about pretending to be
someone else! As you get more experienced and the rules
and adventuring become second nature, you will then be
able to have fun playing with different personalities.

Quotes

Finally, if you feel inspired, add a few choice paths or
favourite sayings for your Hero to mutter at vital points,
These are great fun because, right from the start, they
can become your Hero's catch-phrase; evervone will
immediately know that when he says a certain thing he is
annoyed, or happy, or thirsting for Orcish blood, or
whatever. Take a look at what we invented for the pre-
rolled starting Heroes, and do something similar,

If you are feeling really artistic, you may also care to draw
a picture of your Hero in the space provided, though this
is by no means essential to play.

Don't let yourself get too worried about all this talk about
role-playing. While it can be great fun to escape into a
new character, he or she will still have an awful lot of you
in them. As you must know by now, for we've said it
often enough, the ultimate object of all this is for every-
one to have fun, not to recreate some form of high
dramatic art. And talking of fun, we are now going to
move on bo the rules themselves, starting with that most
thrilling of activities, Combat!
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Fighting Battles

Combat is often the most exciting part of a Dungeoneer
game, for it is where the Heroes come closest to failure
and death. It is also where their most important skills
and spells come into use, and where almost anything can
happen (and often doesl).

The Dice

As we have indicated, the six-sided dice are the most
important tools we use to decide the outcome of battles.
Usually, the Director will allow the players to roll the dice
for their own Heroes. However, you should note that for
certain skills {such as Awarencss) the Director will be
making secret rolls on your behalf. After all, he can't let
you know that something is there for you to detect, if
your roll then indicates that you don't detect anything —
because he would already have given the game away!

If you have a Special Skill which requires secret rolls,
your Director will tell you whether anything has come to
vour Hero's attention. OF course the Director won't be
checking your particular skill every time he rolls the dice.
Indeed, he may roll them every now and then just so that
you won't know when he is checking and when he isn't!




Dice can be used in the game to produce a wide range of
numbers. The usual 1-6 or 2—12 rolls are simple. Occa-
sionally the rules or an adventure will call for a number in
the range of, say, 1-3 or 2-7. We list below some of the
common rolls and how to determine them:

1-6: roll one die

z—12: toll bwo dice and add the totals together

3—18: roll three dice and add the totals together

1-73: roll one die; on a roll of 4, 5 or & deduct three from the
result

2—7: roll one die and add one to the total

2—4: as for 1-3, but after rolling add one to the final result,

Very occasionally there will be no set rules for carrying
out some specific activity {so don't try looking up the
rules for swinging upside down from a chandelier by
your ankles while juggling daggers and whistling a
merry tune!). In such situations your Director will use his
experience to assess the probability of your achieving
this unusual manoeuvre; he will express it in terms, say,
of 1in 6, or 3 in 6. This simply means that, in the first
example, you should roll one die and try to score a 1; in
the second example, you will have toroll a 1, 2 or 3 to
succeed.

Autormatic Hits, Automatic Misses

Since there is almost always a chance of doing something
{unless it is totally and utterly impossible), you should
note that a roll of dowble-1 on fwoe dice always succeeds, excepl
in the combat sequence. This applies whether a Hero is
casting a spell, checking another Special Skill, Testing for
Luck or anything else, However, this rule does nof apply
to fighting which uses the combat sequence — see Mighty
Blows and Feumbles, below, on page 156,
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If there is quite a good chance of something happening,
say a Hero having to roll 11 or less on two dice, a roll of 2
will indicate that something extra special has happened.
Your Director will tell you exactly what has happened at
the time, but it could include a spell sending someone bo
sleep for twice as long, an arrow catching someone right
in the eye, or whatever the Director deems appropriate
for the situabon.

Conversely, of course, there is always the chance,
however remote, of something going wrong. Therefore,
vou should also note that a roll of double-6 always fails,
except in the combat sequence. Thus a Hero can have a Dodge
Skill of 15 and still fail vccasionally — and this is only
right, since no one is that perfect!

Furthermore, if there is quite a high chance of failure, a
roll of 12 will provide a quite spectacular failure! The
exact nature of this bizarre quirk of fate will be decided by
your Director, but it could range from the funny to the
irritating or even to the downright dangerous! Extra-
special care should, of course, be taken when casting
spells, because there is already quite a high chance of
their not working, and when they do go wrong they can
really go wrong!

MNofe: these automatic hits and misses also apply to
opponents.
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Time

Time, like distance, is not all that important in Dun-
geoneer. If your Director wants your Heroes to get from A
to B, he probably won't waste time shooting all that
tedious footage of you actually travelling. More likely
he’ll say ‘Cut!” and jump straight to the next scene.
However, there are occasions, say when fighting or
casting a spell, when fime does matter.

Time is defined in two ways in these rules: first, in
minwtes. Yes, that's dght, ordinary minutes, measurable
on a watch or clock. Since these are real minutes, the
players should be careful about time-wasting. There's
little point in the party’s spell-caster sending a bunch of
Orcs to sleep for five minutes and the Herces then
spending so much time arguing about what to do next
that the baddies wake up and leap to attack them again!
After this has happened once or twice, everyone will get
the message and learn how to keep such discussions
short and to the point.

The second measurement of time is in terms of Combat
Rounds; as the name implies, these are usually em-
ployed when a fight is going on. What they define is the
time taken for everyone present to perform one round of
combat, that is, one attempt to injure their opponent.
These are abstract matters, however, and could last from
bwo seconds to several minutes. In rales terms, a Combat
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Round means one pass through the combat sequence,
which we will detail in the next section.

Combat against One Opponent

The basic combat sequence presented here is used
whenever one Hero is fighting one other being, be it
another human or a huge drooling monster from beyond
the depths of the infernal domain. We will deal with
fighting more than one oppenent in a later section,
starting on page 168, Opponents with more than 1
Attack (usually those which are multi-limbed, very
larpe or very dextrous) should be treated as multiple
opponents.

Who Strikes First?

The combat sequence is so arranged that both Hero and
opponent strike at each other at the same time, rather
than one after the other. If both combatants are aware of
the other's presence there is no need to work out who
gets in the first blow, If opponents start off some distance
away from each other, the order of moving is this: first
the Bad Guys say what they are going to do, followed by
the Heroes; then both parties move at the same time.
This gives the Heroes the slight advantage of being able
to respond to what their opponents are doing, but little
else. Remember that missile fire (bows and other thrown
weapons) and magic can be used effectively if the enemy
is some distance away.

The Combat Sequence

First your Director will make a note of your opponent’s
SKILL and sTaMina scores, and any Special Skills, if
relevant. The Director will be playing the part of your
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opponent in the battle. Each character will also need two
dice. The sequence of combat is then as follows:

(1) The Director rolls both dice for the opponent. The
result is added to the opponent’s appropriate fighting
Special Skill or — if none is available — to his current
sk1LL score. The Director checks to see whether any
modifiers apply, for example fighting in an enclosed
space or in darkness, and adds or subtracts them from
the total {all modifiers are listed under appropriate
headings following this sequence). The total finally
arrived at is the opponent’s Attack Strength. 1f a
double-6 or double-1 is rolled, consult the section on
Mighty Blows and Frumbles, below, '
(2) The player rolls two dice for his Hero. The result is
added to the Hero's appropriate fighting Special Skill
or — if none is available — to his current SKILL scoTe.
Any modifiers for fighting conditions are added or
subtracted from the total. This final total is the Hero's
Attack Strength. If a double-6 or double-1 is rolled,
consult the section on Mighty Blows and Fumbles, be-
low. A Hero with Dodge may use it here - see below,
(3} The scores are compared, If the Hero's Attack
Strength is higher than his opponent’s, he has
wounded it turn to paragraph 4. If his opponent’s
Attack strength is higher, the Hero has been
wounded: turn to paragraph 5. If both Attack Strength
totals are the same, the blows have been blocked or
avoided: Teturn to paragraph 1 and start the next
Combat Round.

{4) The Hero should roll one die on the Damage Table
on page 155, cross-referencing it with the weapon he is
using. LUCK or armour may adjust this figure (see
page 158 and page 163). The number giver in the Table

152

is deducted from his opponent’s sTAMINA. Turn to
paragraph 6.

(5) When the adversary has wounded the Hero, the
Director rolls one die and cross-references it against
the opponent’s weapon on the Damage Table below.
The Hero's LU ck or armour may adjust this figure (see
page 158 and page 163). The number given in the Table
is the amount of damage the Hero must take, subtract-
ing it from his STAMINA Score,

{6) Everyone involved makes the appropriate adjust-
ments to STAMIN A and, if it was used, LUCK.

{7) If the opponent’s STAMINA drops to zero ur less,
he is dead. Otherwise, the fight continues: return o
paragraph 1 and starl the next Combat Round. If the
Hero's sTAMINA drops to zero or less, he may be
dead: see the section on Unconscionsness and Deatle on
page 160, Otherwise, return fo paragraph 1 and start
the next Combat Round,

Damage

Quite clearly, smiting someone with a gigantic battle-axe
will hurt him far more than hitting him with a feather
pillow; the following table lists the number of points of
damage to sTAMIN A various weapons will do.

Whichever combatant has wounded his opponent
should roll one die and cross-reference the result with
the weapon being used. The number given is the amount
of damage the wounded character must deduct from his
ST AMIN a score. Nole: the die-roll may be adjusted up or
down by using LUK or wearing armour, and this is why
scores of 7 or more can be rolled - see the footnotes below
the table.
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MNote that a character may “pull’ a blow at any time in
order to reduce the amount of damage it does to his
opponent, usually as a prelude to asking him to sur-
render. The character need simply state that he is doing
s0; the damage delivered will be reduced to only 1 point.

Of course, missile weapons such as bows may not be
used in close-up combat, but we have included them
here for the sake of completeness; the section dealing
with Missile Weapons comes shortly, beginning on page
172,

Damage Table
Die Roll
Weapon upto1 2 3 4 5 6 For
more

BatHe-wxe - T S - - T
Club SRR WO S S T
Dagser 1 Is2 22 2 3
Pole Arm?t 12 2 2 3 1 3
Spear o s e Tl S T P
Staff 12 2 2 2 2 3
Sword - L - TR R TR
Twao-handed Sword™ 3 .»la 30y 3 4
Arrog 1 1 222 3.3
Crosshow balt 122 22 2 3 F
Jertelin 1102 %2 @52 343
Throwing dagger 1 ¥aiEle 25




Fistikick, human size 101 1 22 2 3
Fistikick, larger size 2 2.2 3 3 3 3
Bitelclaw, swall 11 2 2 2 3 3
Bitelelaw, large 1 2 2 2 3 3 4
Bitelclaw, very large 223 3 456

* _ Trw-laruted soonde wre difficul! do cordrad in comiat, ead reduce e
lser's SKILL by 2, wneless fhe Hero fies o Speciol Skill in iesing the weapan.
V= Using any pole arm (guiserine, plafoe, sorning star, olc, Froedices e
wiclder's S KL L by 1, soeless dhe Hero hirs a Special Skl in wesiug e weapor.

More unorthodox weapons — tables, ale flagons, rocks,
etc. — require special consideration and will therefore be
covered in a separate section, below, on page 164, Odd
Wenpons.

Mighly Blows and Fumbles

In a similar vein to the automatic hits and misses de-
scribed earlier, there are times when a Hero is able to
swipe his opponent with a blow that 15 50 strong or so0
accurate that the latter simply crumples to the ground
stone dead! This is called a Mighty Blow.

A Mighty Blow occurs whenever a Hero, or his adversary,
rolls a double-6 when determining his Attack Strength
(see the combat squence, above). When this happens,
the character on the receiving end is automatically re-
duced to sTamMina—1: mortally wounded for a Hero,
death for an opponent.
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If both combatants roll a double-6, they both manage to
block the other's blow, but their weapons break! Crea-
tures using claws or bites are not affected by this, but lose
2 STAMINA points instead. A Hero with a broken
weapon must find a new weapon or continue to fight
unarmed (see the section on Lnarmed Comint, below, on
page 167).

Conversely, should a combatant roll a double-1 when
determining his Attack Strength, he will Funeble his blow
and fail to connect with his opponent, with one of the
following results:

- If the Attack Strengths indicate that he would have
struck his opponent (that is, even by rolling a 2 his
total is greater than his opponent’s), the result is
changed to a draw, indicating a stand-off.

— If the result would have been a stand-off, the oppo-
nent is judged to have wounded the fumbling
character - roll for damage as usual.

— If the result would have been an injury to the fum-
bling character, his opponent may add 1 to the die
when rolling on the Damage Table.
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Using Luck in Combaf

In combat, a Hero may, if he wishes, use histvck, either
to inflict a more serious wound on his opponent or to
minimize the effects of a wound inflicted upon him. Note:
this modification does nol apply to Aighly Blows or
Fumbles.

If a Hero has just wounded an opponent, he may Test for
Luck as described earlier. If he succeeds and is Lucky, he
has inflicted a severe wound, and may add 2 to the die-
roll when rolling on the Damage Table, If he is Unlucky,
however, he must deduct 1 from his die-roll on the
Damage Table.

If the Hero has just been wounded, he may Test for Luck
in an attempt to minimize the damage. If he is Lucky, he
may deduct 1 from his opponent’s die-roll on the
Damage Table. If he is Unlucky, however, his opponent
may add 1 to his die-roll on the Damage Table.

Remrember: a Hero must subtract 1 point from his Luck
score every tme he Tests for Luck.

Lising Dodge i Combat
Dodge Special Skill can be used in combat to avoid the
blows of an opponent. The Hero must declare, before
either character rolls to determine his Attack Strength,
that he will attempt to Dadge his opponent’s blows rather
than fight him. The combat sequence then proceeds as
normal, except that the Hero rolls two dice and adds
them to his Dadge score rather than to his SKILL or
weapon Special Skill. The scores are compared as usual.,
A roll of z by the Hero means he has definitely failed to
dodge.

If the Hero's total is higher, he manages to avoid his
opponent’s blows, but doesn’t himself inflict any
damage. However, in the mext Combat Eound he has
the option of either (i} escaping from combat and (if so
skilled) casting a spell at his opponent in the next round,
or (i) adding a bonus of 1 point to his SKILL or weapon
Special Skill if he wishes to attack.

If the opponent’s total is higher, he hits and rolls for
damage as usual, except that he must reduce his die-roll
on the Damage Table by 1 point.

The Dodge Skill may also be employed to leap out of the
way of a missile such as an arrow or crossbow bolt. The
Hero must be aware that the missile is approaching, and
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then roll two dice whose total will be equal to or less than
his Dodge score. However, since arrows travel so fast,
there is a further handicap of 10 points if the arrow or bolt
is fired from close range, of 8 points if from medium
range, and of 6 points if from long range.

Mate: it must be possible to roll a Hero's Dodge score, with
these extra modifiers, on two dice for the dodge to
succeed — the double-1-always-works rule does nof apply
in this special case; hence, for example, a Hero with a
Dodge Skill of g could not evade an arrow fired from short
or medium range.

Unconsciousness and Death

In the original solo gamebook rules, anyone whose
sTAMINA dropped to zero died. However, if there are
comrades who can come to a Hero's aid, it is fairer to
allow him a chance of survival, no matter how slim.

If a Hero's sTaMINA is reduced to zero, he becomes
unconscious. If his sTamina is reduced to —1, he has
been mortally wounded. If his sTaMina falls to —z or
less, he has been hacked to pieces and is quite irrefutably
dead!
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Uinconscions characters will regain consciousness after
between two and twelve minutes (roll two dice). When
they awaken they will have 1 sTAMIN A point.

A mortally wonunded hero requires assistance from others if
he is ever to recover. After between one and six minutes
{the Director rolls a die to discover how quickly) it will be
too late. Potions or spells are the only ways to revive such
a character; these must be used to raise the Hero's
sTAMIN A above zero. If they are unsuccessful, the poor
Hero bleeds to death where he lies.

Mofes: (i) if everyone else is otherwise occupied, a se-
verely wounded Hero's opponent could continue hack-
ing at him as he lies prone, virtually guaranteeing his
death.

(i} If a character is alone, he will not recover from being
mortally wounded.

(iii) These rules apply only to Heroes, not to their oppo-
nents.
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Urnopposed Strikes and Surprise

Occasions will occur when something leaps out of the
shadows and startles the Heroes or, conversely, when
they themselves leap into a room and catch a monster
unawares. Your Director will therefore simply inform
vou that you have surprised an opponent, or perhaps
that one has surprised you. However, a Hero with
Awnreness Skill can try to make a successful roll against
his skill, which will then negate the latter result, If
someone in one party is surprised, those on the other
side may fire or throw missile weapons, or cast a spell,
before closing for hand-to-hand combat. Depending on
the distance between the parties and the speed at which
they close, archers and sorcerers may be able to loose off
a second volley.

There may also be occasions when an opponent is en-
tirely incapacitated, or is unaware of his attacker’'s pres-
ence, and hitting him is little more than a formality. This
is known as an Linopposed Strike, Delivering an Unopposed
Strike is quite simple, If your Director rules that you arein
a position to do this, you should try to roll two dice equal
to or less than your s K111 or weapon Special Skill, with a
bonus in either case of 3 points. A roll of double-6 15 an
automatic miss; a roll of double-2 has the same effectas a
Mighty Blgw. If the strike hits normally, the character has
the option of either doing normal damage (rolled on the
Damage Table) or simply delivering 1 point of damage to
the opponent’s sTamin A and knocking him out for 2—-12
minutes,

Armuor
The Damage Table has been carefully constructed with
one factor already built in: it takes artour into account.
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Every Hero wears some scraps of armour, usually just
enough for some blows to glance off but not enough to
slow him down when he needs to put on a burst of
speed. In practice, this armour commonly takes the form
of a mail jerkin, a helmet or strengthened leather cap,
and perhaps some metal strips woven into a leather kilt.
Few adventurers carry shields; while they may give a
little extra protecton, as any warrior will tell you, in the
confines of a dungeon corridor, they are usually more of
a hindrance than a help.

Most of the opponents facing a party of Heroes will also
be protected, either by armour or by a thick, leathery
hide — or (in the case of Orcs and Trolls) by both!

If a character, either Hero or adversary, removes his
armour and fights unarmoured, all rolls on the Damage
Table against him may add 2 to the die-roll. If a character
uses a shield, he must reduce his skiLL or weapon
Special Skill by 2 points, but may also reduce any roll on
the Damage Table against him by 2,

Odd Weapons

Occasionally a character may find himself fighting, using
an object which is not normally considered to be a
weapon! This could include an item of furniture (espe-
cially handy in a bar-room brawl!), an ale flagon, a rock,
or whatever comes to hand! Fighting with a weapon like
this is done in the usual way, but the character's skiLL
must be reduced by 2 points when an object which can be
held in one hand is used, or 3 points if the object is larger.

A successful Strengih Skill roll will normally be needed to
fight with certain larger objects, such as tables, boulders,
treas, etc. — the Director will advise!
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The following list details the damage done after a suc-
cessful hit using the most common unorthodox
weapons. The Director will inform you what damage
other items will do, based on these typical examples:

Flerepel-Fesfel

Bench - as Sword

Chair — as Club .
Table — as Two-handed Sword
Tree — as very large Bite

Thromm

Ale flagon, plate —as Arrow

Rock, light - as Crossbow bolt

Rock, heavy — as Battle-axe

Boulder, huge - as Two-handed Sword
Tree — as very large Bite

Strange Locations and Conditions

While a great many fights will take place in spacious,
brightly lit rooms and caverns, or out in the open air,
there will be other times when the Heroes are hard
pressed against opponents while waist deep in water, in
pitch darkness, while drunk, in a corridor only just wide
enough to squeeze through, and so on.
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For each or all of the following conditions, apply the
listed modifier which will reduce a character’s SKILL or
weapon Special Skill. The effects of these modifiers are
cumulative (hence, for example, a Hero fighting while
knee deep in water in a narrow corridor must reduce his
SKILL temporarily by 4 points). Remember: any moditiers
may well apply as much to opponents as they do to the
Heroes.

Skill

Muodifier
Total darkness I3
Might-time darkness =5l
Twilight =
Smoke/fog —2
Torrential rain =]
Enee deep in water —
Waist deep in water —4
Up to the neck in water —
Swimming in water —3
In snow or mud — as water of comparative depth
MNarrow corridor —2
Very narrow corridor —4
Steps (fighting down) =i
Steps (fighting up) =1
Narrow/spiral steps (down) =
Marrow/spiral steps (up) -3
Mounted =iy
Airborne -5t
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Drunk =il

Carrying Heavy weight -2

Carrying Very Heavy —4
weight

Very large being +2
attacking very small

Very small being el

attacking very large

* — Reduced to — g for chierefers with Dark Secing mrd afl wrdergroid
dtweiling crenbires mnd beings (ncliding Ores and Heir ilgL

** _ Reduced f —1 for characters wl'li: Drark Seelng and all nndergrownsd
divelling creatures o betmys {including Ores mnd threr elk).

+— Applies fo the wunmmprhed oppremd only. :

t — Applies to both Hre airborne choracher ad i3 grounded opporent,
Furthermore, if the fiying characker @ aiso o @ mownt, fre must oike o
suceessful Ride Skill roll before coery roand, or Fe will spend that Combal

R ant of ectiver, recovering from seariy filling off-

Unarmed Combat

Fighting without weapons is a specialized skill; but it
may become a necessity if a character unfortunately
breaks or loses his weapon. Many monsters and crea-
tures, furthermore, are very used to fighting with tooth
and claw. Of course, having Unarmed Combat or Strengfh
Skill will help somewhat to redress the balance.




Fighting with one’s bare hands uses exactly the same
cormbat sequence as fighting with a weapon, and a
character with Unarmed Combat Skill may use that score
instead of his skiLL. Characters who are unused to
fighting without a weapon must reduce their skILL by 4
points for the purpose of the fight, unless they have
Strength Skill or are currently under the effects of a
Strength spell, in which case they need reduce their
sKILL by only 2 poinls.

Any character whose sTAMIN A is reduced to o or 1 point

by an opponent fighting with bare hands only will not
! die straight away; rather, he will fall unconscious for
a—12 minutes. A character reduced to —1 or less by an
unarmed opponent will die or, in the case of a Hero, be
mortally wounded. Plainly, none of this applies to beasts
which use their claws and teeth to fight with; these
creatures are considered to be armed!

Multiple Opponents

Some larger or more dextrous creatures are able to attack
more than one opponent at a ime. These creatures will,
in the adventure text, be marked with a rating for the
number of attacks they can make at once; if there is no
rating, the creature has one attack.
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Fighting more than one opponent or combining with an
ally to attack a single opponent is carried out using the
standard combat sequence, but with several notable
differences.

If two characters are attacking one opponent {whether it
be Heroes against a single Orc or several Orcs against
one Hera), the usual combat sequence is used, just as if
the lone combatants were retaliating against two advers-
aries. Before rolling, however, the outnumbered charac-
ter must decide which of his opponents he is aiming for.
He then conducts his fight with that character, injuring
him or being injured according to the usual combat
sequence, except that his k1Lt is reduced by 1 point for
every extra opponent he is having to fend off: hence, a
Hero fighting four Orcs must engage all of them with his
skiILL reduced by 3 points.

The sequence is then repeated for each extra opponent,
again with the reduction applied for the number of
opponents. However, if the outnumbered fighter wins
an individual Attack Round, he doesn’t injure his extra
opponent, Since he is totally committed to fighting the
ariginal opponent, all he can do to any subsequent
opponent is hold him at bay, by winning his round. If the
outnumbered character loses a round to his second {or
later) opponent, he must lose sTAMINA points for an
injury in a normal way. Mighty Blows and Fumbles do nat
apply in these multiple fights.
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If a single creature with multiple attacks is fighting more
than one opponent, it only delivers as many attacks as
there are opponents. However, if it does not have
enough attacks for every opponent, it must use the
method described above to try and held off all those it
cannet attack! A creature with multiple attacks makes a
single roll for its Attack Strength, which then applies to
however many opponents it is facing,

If a creature with more than one attack is fighting just one
opponent, it does not usually receive those extra attacks
(except at the Director's discretion: he may rule the
opposite to be the case, and in that instance the extra
attacks will count to reduce the opponent’s skiLL). More
usually, the creature engages its single opponent using
the normal one-to-one combat sequence.
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Missile Weapons

Missile weapons include bows, javelins and throwing
daggers. Missiles could also include just about anything
that can be thrown - in a tight spot, all kinds of bizarre
items may come to hand. Missiles are usually fired or
thrown before characters close to engage in hand-to-
hand combat, and are most suited to outdoor locations.
Indeed, it is very difficult to loose off a missile at a target
only a few paces away, and anyone attempting to use a
weapon like a bow in hand-to-hand combat should be
treated as being unarmed, with all the penalties that
brings.

The first thing is to decide how far away the target is, as
this affects the chance of hitting. Incidentally, it is worth
mentoning here that a target must be at least parhally
visible in order to be hit. Look up the missile, or its
equivalent, on the following Range Table:

Range Table

Range (metres)
Weapon Short Medium Long
Bow 050 5140 g1-250
Crosshow 018 10-50 51-180
Javelin =10 11-20 21—
Throving dagger o8 18 1G-24
Light object 0=10 11—20 21-30
Medinm abject o—7 B-14 15-22
Heay object O=4 3-8 g—1z
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Firin

A I:ljw or other missile weapon is fired accurately by
rolling less than or equal to the appropriate weapon's
Special Skill or the skILL score, on two dice. However,
there are modifiers which must be applied (see the fable,
below) - and they are cumulative! “Very Small target’
means one less than 3o centimetres across, "Small target’
means 30-g90 centimetres (for comparison purposes, a
Dhwarf is bypically around 110 centimetres tall), The rules
concerning rolling double-6 (a Mighty Blow) and double-1
{a Frmble) also apply to this die-roll - which may lead to
some spectacular accidents, or possibly to some real
hawk-eyed shooting! Bow fire may be attempted in most
situations; if in doubt, the Director will advise, However,
certain situations will make the chance of actually hitting
achosen target very difficult. Firing a bow while engaged
in hand-to-hand combat is not usually permissible.
Shooting a bow into somebody else’s combat is allowed,
provided the firer is not himself engaged in combat; but
note the heavy medifier and the chance of tragically
hitting one’s ally by mistake.
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MModifier

Medium range -3
Long range =f
Very small target —47
Small target =¥
Moving target 1
Firer moving =1
Target obscured e S
Firing straight up -1
Firing inko combat -5t
Throwing into combat —3t

* — If three-quarters of, say, @ Tnomgn-gized dargeF s obscered, the
rermiiing portion must be fudged fo be dhe whale farget so far as seoe i
concerned, I this cxemple, we would fledge it the quarter of Hie Bumm
Ee.lrr.::r'm'.ug visihle wonld be @ Swall hergef {—2), three-guosters absoiered

-3k

** _ Per quarker of farget obscired, aprlo = 3.

t— i the shit pisses its infeorded tergek, B charaeter mist roll agadi, as if
firing or throurdng al the nex? metrest target. If sieccessful, this characker is bif,
whellier biey are the ornemy v o dreviber of Bhe fiver's o side,

Throwing

Throwing a missile works in exactly the same way as
Firing, except that Strength is the Special Skill used, if itis
available. All the modifiers listed above, with the excep-
tion of ‘firing straight up’, also apply to throwing a
missile.
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Magic in Combat

See the section on Magic in the following part of this
chapter, beginning on page 198,

Healing and Restoring Characteristics

At various times during an adventure, a Hero's charac-
teristics may be reduced, whether by injury, magic,
curses, frequent bad luck or other causes. However, allis
not lost, for there are many ways in which a Hero's
scores may be restored to normal.

Skill

A Hero's sk11.1. score will not change much during the
course of an adventure, The most that usually happens is
that skILL, or one particular Special 5kill, is given a
temporary addition or reduction for the duration of a
specific fight or encounter. More permanently, an en-
chanted weapon (sav, a Magic Sword) may add to a
Hero's weapon skill whenever it is used. Of course it
must be remembered that a Hero may use only one such
weapon in any single battle, and hence can’t receive the
accumulated benefit of two such weapons! Very occa-
sionally, a trap or some other special encounter may
reduce a Hero's sk 11.1. more permanently, thanks to an
injury to the weapon-arm, for example.
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SKILL may be restored {in part or in full, depending on
the exact method used) by drinking a measure of a Potion
of Skill, if one is available, or by the casting of a Skill or an
Al Heal spell. It such a spell is not available, it is possible
that a sorcerer or healer in a nearby bown or clty will be
able to cast one for a small fee of, say, 100 GPs per point
of skrLL restored. The Director will be able to decide
whether such an opportunity exists,

Stamima

This second characteristic will change constantly during
an adventure, as monsters, exhaustion and various other
penalties take their toll of a Hero. sTaMIna may be
restored quickly by consuming food and drink, ex-
pressed in game terms in the form of Provisions. Each
batch of Provisions can restore 4 STAMIN A points (up to
the Hero's Inilial level). A Hero may eat one batch per
scene. Alternatively, a healing potion or a Stamina or an
All Heal spell, if available, will quickly restore even more
poinks.

Finally, sTaMina may also be recovered by resting
between adventures and, it the Director expressly per-
mits it, between scenes of an adventure where there is a
lapse of time of three days or more. He will provide more
information when this is an option.

Luck

A Hero's Lvck score is reduced by 1 point each and
every time he Tests for Luck. A Hero could find things
getting very fraught towards the end of an adventure
with his LU CK running out very rapidly. The characteris-
tic may be restored in a number of ways. A Potion of
Luck, if discovered, will come in very useful, foritadds 1
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permanent point to the Hero's Initial Luck score, and
then restores his current score to that level! Needless to
say, Luck Potions are very rare and expensive items.
LUCK may also be restored by employing a Luck or an All
Heal spell, if one is available.

Additionally, in certain situations during an adventure
when a Hero — or all the Heroes — have been especially
fortunate, the Director may teward them with a bonus of
up to 3 Luck points. The Director will reveal such
rewards as and when they are earned. Remenler: LUCK
cannet exceed its Inifial level by this means.

Other Actions and Situations

As well as combat; a Hero will find himself in many other
situations where he will have to apply his skills and
clevernessif he is to avoid danger and win through to the
end of his quest. This section covers each of these situa-
tions, based on the Special Skills typically needed to
escape from them,




Camrying

Rather than enumerate specific weights in kilos
throughout, we have found it easier to use four classes
of weight: Light, Medium, Heavy and Very Heavy.
To make matters even simpler, we suggest that you
decide how much a strong Hero can carry by simply
imagining how much a normal human can carry; if you
then add to that all his weapons and armour, you should
get an amount which isn't too unreasonable for your
character.

As a simple rule of thumb, if one is really needed, cach
Hero can carry up to ten items. Light objects count as
half-items, Heavy articles count as three items, Very
Heavy objects count as between four and eight items, or
even more {(and may therefore bave to be carried by more
than one Hero). The amount being carried becomes
important only if a Hero is carrying a Heavy or Very
Heavy weight, Besides, only a character with Strenghh
Special Skill (and perhaps making a roll against it, at the
Director's discretion) could hope to push or carry most
Very Heavy ltems,

Light — a few coins, plate, ale-flagon, bow, dagger, cape,
itern of food, bird, domestic cat, etc.

Medivm — a sword, bag of coins, small chest, saddle,
shield, another creature (Dwarf- or Goblin-sized).

Heawvy = a full treasure chest, sack of coins, table, bed,
full suit of armour, another person of human size or
greater.

Very Hemny - a stone idol, horse, stagecoach, small boat.
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Climbing

Any Hero, whatever his strength and dexterity, is ade-
quately equipped to clamber up a slope if there are
sufficient handholds, or to climb up into a tree with low
enough branches, provided he can make a SKILL or
Climb Special Skill roll using the usual two dice.

The roll is made as follows: a Hero can typically ascend or
descend one metre of sloping ground or a thickly
branched tree every Combat Round., For every five
metres covered, the Hero must make a skiLy or Climb
roll; check the table, below, to see whether any modifiers
apply. If the roll fails, the Hero simply stays where he is,
unable to move on until another roll is made; if he rolls
double 6, the Hero has fallen (look up the section on
Falling, below, on page 187).

Our Hero can attemnpt to speed up his rate of travel by
succeeding in making his skI1LL roll with a =2 penalty
for each extra metre of speed he seeks, alongside any
other modifiers.

Scaling more difficult climbs - any slope of over 6o
degrees, or of over 45 degrees without cbvious hand-
holds, or of a tree, like a pine, which has branches
starting high above the ground — will require the applica-
tion of one or more of these medifiers to the Hero's
sK1LL or Climb Skill. Nete: the Director may impose more
modifiers (plus or minus) according to the exact condi-
tions of the location specified.
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Modifier
Vertical slope —b
6a°-85" slope —4
45 —60" slope -2
Mo handholds -3
Unstable/slippery surface —2
Owerhang -3
Smooth tree —2
Few branches -1
Using spikesfspiked boots +2
Roped to another person +2*
Under attack -2
Carrying Heavy weight -2t
Carrying Very Heavy weight —g4t

* = This does mof apply fo climbding a free. If the other person falls, e Hero
must mirks 4 SKILL oF Strength Sl roll e shay wiere e is, meodified for
Trandiralds mrdfor sprkes on the above lalbife, or bie too il full - see Falling.

t - Sev Caerying, rhove, for definitions of these terms.

For example, a Hero with Climb 12 attempting to scale a
pine tree in mid-winter, using spiked boots, while being
shot at by pursuing Orc bowmen, modifies his dice-roll
thus: —2 for the smooth tree, —2 for the icy tree trunk,
—2 for being shot at, and +2 for his spikes. He must
therefore roll B or less on two dice in order to climb up
into the branches where he can remain hidden.

Dretecting and Searching

The Awareness Special Skill is very useful, for it gives a
Hero a sixth sense which can sometimes warn him of
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events before they happen. Because the Hero with this
ability isn't usually aware that there is something around
which could be detected or which is about to happen, a
character's Awareness Skill is normally checked in secret
by the Director.

Of course, a Hero can always specifically ask to check his
senses at any Hme; but if there is nothing to be found, he
plainly won't find anything, even if his Awareness roll
appears to be successful. The Director will impose his
own modifiers to the Awwereness roll, according to how
well an itern or event is concealed.

Searching _

In game terms, this refers to closely and deliberately
serutinizing an area in order to find a hidden item or
person. This action could reveal secret passageways,
traps, hidden panels in treasure chests, or whatever the
Direclor has hidden. {This means that a secret doorway
cannot be detected by someone with Awareress simply
walking past where it is hidden!) Note: finding a secret
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doorway then poses the further problem of actually
opening it — see Doors and Locks, below,

Deliberately searching requires a successful skt or
Aumreness roll (if searching in near-darkness, a Dark
Seeing roll can be used instead). If the hidden object is a
person using Hide Skill, the difference between the
searcher’s sKILL or Awwareness and the target’'s Hide
should be used as a modifier. Hence, for example, some-
one with a Hide of 9 imposes a 2-point penalty on a
searcher using a skiLL of 7. The Director may add or
remove similar modifiers to the roll if an item has been
hidden by someone with a high Hide Skill.

Searching an area with sufficient care to find something
takes one person one minute for an area measuring two
metres by two metres. Finally, it cannot be stressed too
highly that, just because a Hero doesn’t find anything,
this means that there is nothing to be found!

Dodging

The use of Dodye in combat has alveady been covered, on
page 159. However, this skill can be used to duck out of
the way of more than slashing blows and swooping
arrows. Rock falls, suddenly sprung traps and other
surprises can all be countered with a successful Dodge
roll, as ever using two dice.

The following modifiers may need to be imposed,
however, and the Director may have several more to add
or subtract according to the specific situation. Asusual, a
roll of double- will mean something quite appalling has
happened - quite possibly invalving the flattening of one
unfortunate Hero!

1Bz

Modifier

Dodging Large object —1
Dodging Very Large object -3
Unstablefslippery surface —z
Carrying Heavy weight -2
Carrying Very Heavy weight —4

Doors and Locks

In the typical dungeon complex a great many doors will
prove to be locked or barred, whether to keep ferocious
monsters in or would-be treasure-stealers out. Cther
doors and locks will have peculiar ways of being
opened, which may involve a secret catch, pulling a
false candlestick, pressing the correct button, or what-
ever cryptic method its builder has devised to keep
others out!

Liskerring

Listening may be done whenever a Hero requests that he
do it, and not just at a door, If it is quiet enough bo hear a
distant noise, and if there is then anything to be heard,
the Director will inform him of the details. If other
Heroes are clattering about in their armour, fighting,
arguing or generally making a racket, the listener is
unlikely to be able to hear anything quieter than a shout
OF A FOAE.

Opening Doors

Unlocked doors can usually be opened by the simple
method of turning the handle. Doors held shut by a Lock
spell can usually be opened only by cancelling the spell
with Open or Counter-5Spell,
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Locked doors can be opened if a Hero has the proper key
or can pick the lock, or by being broken down. Usually,
only one Hero at a time may charge a door, unless it is a
very large door. The Hero must make a successful roll
against his sk1vL or Strength Special Skill. If the door is
barred from behind, there is a — 3 modifier; if the door is
held shut with nails or spikes, there is a —6 modifier.

If the attempt fails, the door remains closed and the Hero
must deduct 1 point from his sTaMINA. Also, the next
attempt must be made with a further modifier of —1.
This modifier must be increased by 1 for every following
attempt, so that on the fourth attempt there is a —3
modifier. Every attempt to batter dewn a door takes one
Combat Round.

Thumping repeatedly against a stubborn locked doorisa
sure way of alerting every carnivorous denizen in the
immediate vicinity that there are inquisitive adventurers
in the area. Indeed, some may come to see what all the
noise is about.

Locks

Locks turn up on a wide variety of objects other than
doors, including treasure chests, cupboards, boxes and
prisoners’ shackles. Wherever the lock, itis probable that
a very good reason exists for the lock being there — and
that could mean a rich reward if it can be removed.

Magical locks will need to be countered by the casting of
Open or Courber-5pell. Non-magical locks may be picked,
using a successful Lock Picking roll, or wrenched off using
Strength, The Director may impose medifiers for ex-
tremely difficult or weak locks. Heroes should note that
some evil-minded Bad Guys take great pleasure in
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booby-trapping locks so that they fire poison darts or
emit choking gas, and many other kinds of nasty devices
abound.

If these Special Skills are unavailable, a pointed weapon
such as a sword or dagger may be used to break or lever
off alock, A successful sk1LL roll with a —2 modifier for a
standard lock or a —4 modifier for a very tricky lock (de-
termined by the Director) is required to do this. Using
this method will slightly blunt the edge of the weapon
used, reducing its effectiveness in combat by 1 sKILL
point for every attempt made at breaking the lock. A
weapon can be properly sharpened only between adven-
tures,

Mofe; chests or boxes which have secret bases or compart-
ments will need to be specifically searched by the Heroes
to give up their secrets!

Drowning and Asphyxiation

The path of the adventurer is fraught with many dangers
to be encountered and overcome on his way to the end of
the quest. Among these hazards, there may be rivers to
cross, clouds of poison gas and places with no air at all.




All situations in which a Hero is unable to take a breath
are resolved in a similar way. For the first minute spent
without air, whether under water or enveloped in gas, a
Hero must roll his sk1LL or less using two dice; for every
extra minute, he must reduce this chance by 2 points.
There may be other modifiers:

Under water Modifier
Able to take a first breath +1*
Has Swim Skill +3
Under attack -2
Carrying Heavy weight —2
Carrying Very Heavy weight -4
I full armour —a
STAMINA 3 Or less -2
Gas, smoke, etc.

Able to take a first breath +1*
Under attack -2
In full armour —1

STAMINA 3 o1 less -2

“— Being alife tidroura breath before g sabmergrd depeords on not being
surprised Iy the sudder leck of afr. A Here alrordy swinnning will be able to
bmke a gulpof wir;a Hera sudienly subimerged will be surp.n':mfu.rrduu'ﬂf nof b
abile ko drke g breath one o roll of 1-3 o e die,

If a roll fails, the Hero will receive damage to his
sTaMmInNa from the hazard, according to its nature.
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Whater 1—B puints

Smoke 1 point

Dense smoke  1-3 points

Poison gas 2-7 points, plus any other optional
effects designed by the Director, as ap-
propriate.

Falling

Falling, ubviously, is the opposite of climbing; unfor-
tunately, some adventurers seem prone lo doing rathera
lot of it. Every Bad Guy since fantasy began has seen fit to
fill his domain with spike-lined traps, stairs which turn
into slopes, floors which give way, and countless devices
designed to give amusement to him and pain to his
victims.

Generally speaking, a human can fall two metres with-
out any injury (unless falling on to something very sharp
or pointed). Death is inevitable when falling from fifty
metres or more — unless the Hero is very lucky indeed.




The extent of an injury is decided by the distance fallen
and the vvck of the Hero. When falling, the Hero must
Test for Luck, his score being reduced by 1 point for every
five metres of fall, but increased by z points if the Hero is
able to slow his rate of descent significantly (by con-
tinually grabbing at bushes as he falls, for example). A
character with Jump Skill will, on a successful Skill roll,
reduce the amount of damage by 2 sTAMIN A points.

An Unlucky Hero must deduct 1 sTamina point, plus
or minus the following points:

Loss of Skamina

For every 5 metres fallen +1
On to sharpened spikes +1-3
Omn o a soft surface -2
Into deep water/snow/mud -3t
In full armour +1
Carrying Heavy weight +1
Carrying Very Heavy weight +3

Y= But sev bhie Drowning and Asphysiation rides above!

Fire

Fire can be a deadly weapon in a confined space, and its
use is still what sets man apart from the other creatures in
many parts of the known and unknown woeld. In an-
cient Allansia, fire was seen as a blessing from the Fire
God, Filash, and some out-of-the-way tribes still wor-
ship his fiery gifts. For the modern Hero, fire can be a
very useful tool in discouraging unintelligent beings
from approaching any ¢loser — but it can also be dan-
EErOus,
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Fire does damage according to how much of it there is
and for how long a character is exposed to it:

Fiame - A single flame (such as that of a candle or a torch,
orin a lantern), will do 1 point of sTAMIN A damage per
Combat Round. Extinguishing such a flame will require
very litile effort.

Smnall Fire = A fire of this size, such as a campfire, which
gives out moderate heat, will deliver 1-3 points of
damage per Combat Round, Extinguishing a small fire
requires the equivalent of one or two buckets of water.

Large Fire — This blaze, equivalent perhaps to a large
bonfire or a burning roof, will deliver 2-7 points of
damage per Combat Round. Extinguishing such a fire
will require the efforts of several people making a chain
of bucket-carriers.

Intense Blaze — This inferno is far too strong to approach
and is capable of melting lead. An intense blaze delivers
2—12 points of damage to one's sTAMIN A per Combat
Round. Magical fire is typically as hot as this, though
normally it is delivered in very short bursts (as in the
spell, Fire Bolf). Creating a fire of this intensity by natural
means typically requires a bellows-equipped hearth or a
blacksmith's forge.

A typical blaze started on inflammable material will
begin as a Flame for one Combat Round; then it will fse
up as a Small fire (for three rounds); and then - if there is
enough material around to fuel it — it will become a Large
fire (for as long as it continues to be fed). Once every-
thing inflammable has been burnt up, this sequence
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will be reversed as the fire slowly dies down and finally
goes out. ‘Inflammable material” unfortunately includes
living things.

Note: a Large fire in a confined or unventilated place will
Ul the area with thick, choking smoke. Refer to the
Drowening and Asphyxiation section on page 185 for more
details concerning the sort of damage that smoke can do

Flaming Arrows

These are made by wrapping cloth round the head of an
arrow, dipping it in inflammable cil, and then setting it
alight, immediately before dispatching it at an enemy.
The cloth unbalances the arrow, imposing a — 2 modifier
to the chance of hitting the target. On hitting (s target, a
flaming arrow does normal arrow damage and it also
starts the fire sequence described above, with the extra 1
point of damage for a ‘Flame’,

Hiding

Hiding is a skill beloved of both thieves and other more
cautious characters. Using it, a Hero can secrete himself
away 5o that superior numbers go rushing past him; or
he can use it in the course of spying, on enemy plans, for
example. This skill can also be employed to hide a
specific item so that it won't be found except after very
diligent searching,

To hide himself, clearly a hero first needs somewhere to
hide. Hiding in a totally empty room, or in the middle of
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a flat plain of short grass, is extremely difficult without a
lot of preparation. The Director will rule on whether
there is enough cover for the character to hide in.
However, he will not reveal his decision — the Hero will
discover soon enough whether he has been able to hide
from his enemy!

When hiding from someone who is vaguely looking for
him, therefore, a Hero's chance of success is rolled by the
Director. The rell is made using Hide Skill, if available, or
5 K1 LL otherwise. If someone is actively searching for the
Hero, modify the roll by the difference between the
Hero's Hide Skill and the searcher’s Aunreness rating (see
Detecting and Searching, above). There may also be other
moedifiers to the roll:

Muodifier

Herofitem invisible +8
Herofitem very small +5
Herofitem small +2
Herofitern human-sized -
Herofitern large T
Herofitem very large =5
Herofitern camouflaged or hidden

among similar ikems +2
[tem buried +5
Hero in open country —4
Hero in thick scrubdforest + 4
Hero moving —2
Searchers looking [rom above -3
Searchers using animals -4
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The Director makes the dice-roll in secret. If the roll is a
clear failure, he should tell the Hero that he knows he
isn’'t hidden. If the roll fails but comes close to the chance
of success, the Director should let the Hero believe he
has been successful — but of course anyone looking for
him will find him. If the Hero"s hiding roll is successful,
he will discover the fact soon enough when the Bad Guys
rush past.

Hiding an item works in exactly the same way; again it is
rolled by the Director (though the results of failure will be
less drastic). Heroes should be careful to remember just
where they secrete ibems, especially those which are of
value; we recommend the use of a treasure map for a
really important cache of goodies!
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Jumping

A successful Jump Skill or skiLL roll will allow any
characters to leap twice their height horizontally, or up
to their height vertically, provided they have a run-up.
Jumping from a standing start will halve the distance
covered. Carrying a heavy weight, or being in full plate
armour, will also halve this distance; hence jumping
from a standing start in full armour will quarter the
distance jumped.

Jumping doum comes under the category of ‘controlled
falling’, and is therefore dealt with in the Falling section,
above,

Languages

Most intelligent beings in Allansia are able to speak the
native tongue, known as Allansian or Common Speech.
IMany can also read and write, though not with the same
proficiency; this includes the Herces. However, many
other languages are employed by humans from distant
regions and in all the various races.
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Unlike most other skills, the study of languages is a very
difficult and exclusive one; characters without the skill
can attempt to translate something only with a é-point
penalty applied to their skivi roll, unless they have had
a Languages spell cast upon them. Characters with or
without the Languages Skill must also apply the following
modifiers to a roll on bwo dice for a successful translation:

Spoken  Written
Other human = -2
Dwarfish* -1 -2
Dragon —4 -5
Elemental -4 -5
Elvish* -1 -7
Ciant =3 nfa
Lizard Man -2 -5
Orcish* — —4
Magical Scriptt n/'a -5t
Ancient Allansian —2 —4
Other ancient human ol ! —b

* = Penalty doesn't apply fo Duarfs and Elves respectively.

. v ix bhe conton langwage of ail evdl sron-foemin races; Biough
st races alse kaoe teir odr lnieginages, ssunlly furbher divided infeobseire
tribal dinlects, ane is wniikely fo foar, say, Goidine or Trollish spoken ontside
Hhe creaberes” Tames.

f - Speil-casters have mo peralhy, bul they 1l irve Yo check toith o dice-
nnl,

i — Mot applicahle: Magical Script is ot spoken, Gaont fongue (5 ot
wrilen,




Light and Darkness

Deep under the ground there is very little light; unfor-
tunately, deep under the ground is where many mon-
sters and evil beings hide themselves away with their
treasures. For most Heroes, venturing down into the
darkness therefore requires some form of illumination.
This typically comes from candles, burning torches, a
lantern or Dark Seeing.

Candles

A candle will burn, in the game, for one {real) hour. It
will illuminake an area one metre across with enough
light to read or search by, but it can be seen from a much
greater distance, For every three metres away from this
central area, the chance of any skill which needs light
being successful is reduced by 1 point.

If a candle is dropped, it will go outon a roll of 1-3 onone
die. This roll should be repeated every round until it is
picked up again or until it goes out.
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Torches

Torches are simply bundles of sticks of wood, usually
bound together and dipped into inflammable oil, which
burn at one end. A torch will burn for thirty minutes. If
held at shoulder height, a torch will light an area ten
metres actoss with enough light to read or search by; if it
lies on the floor, this distance will be reduced to an area
three metres across, As with a candle, the chance of any
gkill which needs light being successful is reduced by 1
point for every three metres outside this area.

If a torch is dropped, it will go out on a roll of 6 on one
die. This roll should be made every two rounds until the
torch is extinguished or picked up again.

Lanterns

A lantern is basically a candle or an oil-powered wick set
inside a small box, fitted with shutters to cut off the light
and reflectors to boost it over a wide area. When the
shutters are open, a lantern can light up an area four
metres across, up to ten metres away (it doesn't illumi-
nate the area immediately around its possessor), with
enough light to read or search by. Qutside this area,
skills are reduced in the dimming light at the same rate as
for a torch.
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A lantern fitted with an ordinary candle will burn for
thirty minutes. A lantern powered by oil will bumn for
one hour, and won't go out in anything under a raging
hurricane. However, lanterns can be dangerous if
dropped and broken. On a roll of 1—3, an oil-powered
lantern will break, starting a Small fire (see Fire, above)
that burns for three minutes.

Dark Seging

This innate skill can be chosen only by a starting charac-
ter, Since it is, in fact, a physical feature, it cannot be
learnt by experience later. It operates in the same way as
a cat's vision, needing some small glimmer of light to
work, but then granting much clearer eyesight in such
dim conditions than a human normally possesses. A
Dark Seeing roll is usually needed only if a character is
searching for something specific in the darkness,

Dlark Seeing allows a character to see up to thirty metres,
depending on just how dark itis. The Director will advise
as to the exact distance that Dark Seeing is functioning at
whenever he is asked in the adventure,

Magic

The use of magic has its advantages and disadvantages,
The advantages - the effects that the spells deliver — are
self-evident; the disadvantages become apparent on all
those occasions when a Magic Skill roll fails and some-
thing completely untoward happens! 5till, that's the
price one pays for being able to do something miraculous
every once in a while,

Frovided only that he has enough sTamMina points to
cover the cost, a spell-caster may cast a spell he already
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knows as many times as he likes. (Truly doomed Heroes
may be allowed to cast a spell that will kill them, at the
Director's discretion. )

As we have already stated, the chance of a spell working
correctly is rolled against Magic Skill (characters without
this skill may not cast a spell at all, so there is no sxiLL
check alternative to this procedure). There are, as one
might expect, modifiers which should be applied:

Mlodifier
Caster wearing full armour —3
Stamina Cost of spell will reduce
STAMINA to 2 or less —a2
Caster moving —gZ
Caster drunk —4
Caster restrainad =2
Caster under attack -1
Caster actively in combat —2
Caster otherwise disturbed —10r—2
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1f the dice-roll succeeds, the spell's listed effects occur. If
the roll fails, the Director will decide what happens.
Luckily, in some cases, the spell will simply fizzle out. In
others, a missile spell {like Fire Bolt) may veer off course
and zap the wrong person or Sleep may send its caster
into a profound slumber! Depending on the urgency of
the situation, the Director may allow a spell-caster to
attemnpt a Test for Luck roll in order to stop a mis-cast spell
affecting himself.

However = and this is where things start to get really
tense — if a character rolls double-6 while casting a spell,
he must then roll three dice and cross-reference the
result to the appropriately nasty entry on the following
Oops! Table:

Oops! Table

3 There's a flash, closely followed by an ominous
croak - the caster has turned into a toad!

4 Twenty-five years of the caster’s life drop away -
now he may be a very small child.

5 A small shoal of herring materialize over the caster's
head and for a five-metre area round him!

f Suddenly the caster can communicate only in a
totally weird and incomprehensible language that
not even those with Langrages Skill can understand!

7 The caster is suddenly inflicted with permanent
hiccups (—4 to further spell-casting)!

8 The caster grows a not unattractive tail!

g Every Gold Fiece in the caster's possession turns
into a butterfly — and flutters away!

10 A surprised-looked Orc (5kiLL 7 sTAMINA §
Sword) has just materialized beside the caster!
11 The caster’s hair turns bright blue!

12 The caster's footwear catches fire (Small fire)!

13 The caster suddenly grows a small pair of goat's
horns on his forehead!

14 A dead Giant Squid materializes in the air directly
owver another member of the party.

15 The caster's hair starks to grow extra quickly and
uncontrollably, and won't stop!

16 All the weapons of everyone in the room tum inko
Howers!

17 The caster changes sex, from male to female or vice
versal

18 The caster simply disappears in a puff of fragrant
smoke, never to be seen again, leaving nothing buta
pair of smoking boots!

Some of these curses may be lifted by a very powerful
Counter-Spell or by the healing powers of a special charac-
ter of item which the Heroes will have to seek out. (The
Director is at liberty to replace any of the above entries
with favourites of his own, if only to keep the players on
their toes!)




Incidentally, learning further spells {if anyone dares to
after that little lot!) is at the Director's discretion. He will
inform the players if and when the opportunity exists.

Movement

The rate of a Hero's movement is usually important only
in combat or when being chased by a ferocious opponent
after an unresolved encounter! At other times, the Dir-
ector most probably will cut quickly to the next scene and
miss out all that tedious movement in between.

For combat we recommend the use of miniatures and a
squared floorplan, with everyone moving one square per
Combat Round, as is used in the guardroom scene in
Dungeoneer Adventure 1 If these are not available, as-
sume that the Heroes move two metres per Combat
Round on foot, or one metre if carrying a Heavy weight
OF WOTSe,

Escuping
Escaping from a pursuer will involve either running as
fast as possible, or getting far enough ahead and then
hiding. Hiding is dealt with in the section of that name,

abowve.

fedu -}

Escaping from pursuit requires a roll against the appro-
priate Lore Skill for the location (Waed Lore in a wood,
etc.) or a Test for Luck if this Skill is not available. The
following modifiers may also apply:

Modifier*
Heroes on horseback +4
Heroes flying ' +7
Open terrain -2
Carrying Heavy weight i
Carrying Very Heavy weight -4
Woearing full armour -z
Strength Skill +z2
Current STAMIN & is within 3 of Inilial +3

SC0rE

* _ Eyery modifter applics in reverse bo the pierseiers so that, if the prrsiers
are an horseback, there &5 @ — g modifier to Hie Heroes” chance of escaping,

Swinming

Swimming requires a successful Swim or sK1LL dice-roll
every thirty metres. If the roll - adjusted by the modifiers
below — fails, refer to the rules on Drowning and Asphyxia-
tion, above, If the situation should arise, the modifiers for
fighting in water ave listed in the Shange Locations part of
the Combat section on page 163.




Calm water +1
With the current +1
Apainst the current =3
Under attack -2
Fully clothed —1
Wearing armour =2
Carrying Heavy weight =3

Carrying Very Heavy weight

Riding

Riding a horse doesn't usually require a Rude Skill or
skiLLroll, provided the mount doesn't travel faster than
a trot. If a horse moves up into a canker or a gallop, the
rider must make such a roll successtully (— 1 modifier for
a galloping horse), or fall from the horse and take 1-3
puints of damage to his sTAMIN A,

A horse is capable of jumping obstacles up to two and a
half metees high and five metres across. However, the
horse’s rider must successfully make a Ride Skill or sx1Ls
roll with a —2 modifier, to stay in the saddle when the
horse lands.

Foison
Poison may unfortunately be found in many places:
contact poison is smeared on locks and handles;
poisoned darts are triggered by an unwary hand or
foot; venomous creatures are left to goard certain key
areas; poisoned stakes are left in horrific pit-traps, and
S0 Of.
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Damage from poison is usvally delivered in addition to
normal damage, from a bite, a pit-spike or whatever. The
Director will inform the players as to the exact nature of
the damage; this could range from as little as 1 or 2 points
of damage to 5T A MIN A, to complete paralysis and pain-
ful death within 1-6 minutes. Some situations may war-
rant a Test for Luck or a Strength Skill dice-roll to avoid the
effects of the poison; others may be so toxic that no save
is allowed. Once again, the Director will reveal just what
happens in a particular situation, according to his adven-
ture descripton.

Reactions and Persuasion

Each creature encountered by the Heroes will respond to
them in a certain way. Most of these reactions will have
been decided upon beforehand by the Director when he
designed the adventure being played, and will be funda-
mental to the plot. The Director will reveal exactly how a
being reacts, depending on what the Herces do,

However, there may occasionally be encounters which
could go either way, depending upon the reactions of the
players. After all, not every monster need be hacked to
death — many are quite willing to be bribed or can be
talked into letting the Heroes past.

In the monster statistics given in the background section
later in this book and, more importantly, in Owt of the Pit,
the Fighting Fankasy monster collection, each creature
has a Reaction and an Infelligence score. The former ap-
prears as Friendly, Neutral, Unfriendly or Hostile, while
the latter breaks down into None, Low, Average and
High. These berms are self-explanatory.
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Plainly, a creature's exact response ko an encounter with
the Heroes will depend upon these two ratings. Hostile
beings are quite likely to attack immediately, whatever
their intelligence, unless completely ocutnumbered.
However, more friendly and intelligent beings may be
bribable, while others can be conned into allowing the
Heroes to do as they desire.

Dhstracting

Any animate creature of Low intelligence may be dis-
tracted by the Heroes. For example, tossing a huge, juicy
steak at a watch-dog may well keep it happy for the
several minutes a sneak thief needs to break into a2 house,

In such situations, a simple Test for Luck -~ modified by the
Director according to the susceptibility of the creature to
what is offered - is all that is required; or the Director
may prefer to assess the chances of successasiinyoriin
& or whakever, and roll dice accordingly.

Bribery and Conning

bore intelligent creatures will need more substantial
persuasion before they allow the Heroes to go past or
take their precious golden idol, or whatever. The first
thing that must be decided is how reasonable the request
is (either Reasonable, Acceptable, Unreasonable or Im-
possible), bearing in mind the attitude of the creature
being asked,

An example of a Eeasonalle request might be: asking a
band of Dwarfs puarding a passageway for access to the
tunnels beyond it. An Acceplable request might be: asking
an Elven tribe for permission to make camp for the night
in their area of the forest. An Unreasonably request would
be: asking a band of Ores guarding a corridor to allow the
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party safe passage to the tunnels beyond. An Impossible
request might be: asking a band of Orcs to give the
Heroes their fabulous gold-and-diamond-decorated idol
of Halack, Father of Orcs!

There are bwo ways of persuading someone or some-
thing to cooperate with the Heroes. They can be Bribed:
with money, goods, services, promises or whatever else
the Heroes have to offer; or they may simply be talked
into it, that is, Conted.

Either way, the procedure is for the Hero wha is doing
most of the talking to roll against one of the following:
Con Special Skill, skiv, ora Test for Luck.

Offering someone a bribe may tip the balance in the
Heroes' favour, However, bribing someone can often be
a risky business: one never knows quite what they will
acceptand what they will find insulting, In this game, it's
the Director who has to decide in secret just what a
creature’s limit is. Offering a derisory bribe could be
worse than not offering any!

Finally, the Director secretly rolls for the result of the
Hero's approach, and then acts out the creature’s appar-
ent reaction accordingly. The creature may let the party
pass; it may give them some vague clue inanswerto their
query; or it may suddenly turn around and attack them
ferociously!

Why roll in secret? For the good reason that the players
shouldn't be made aware of the bribe modifier of the
creatures, and because more intelligent and cunning
beings may only be pretending to be nice to the Heroes,
before running them through when a better opportunity
presents itself!
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Modifier

If the victim, or someone watching, has Awareness Skill, a

Bribe offered -3 further modifier has to be applied: Ithe difference be-

bt fi o Tow 4 tween the Hero's Steight of Hand Skill and the other’s

AR - Auvireness, Hence, if the Hero has Sleight 8 but the vichim

Amount high +2 has Ausreness 14, the Hero must suffer a penalty of 6 to !

Amount excessively high +4 his roll. Other modifiers are as follows: _

Unsuitable bribe 3 Modifier

More than one person to be Darkness +3 |
bribed —1 per person Twilight 41 .'

Heroes outnumber being(s) +2t Item is very small +2

Heroes outnumbered —zt Item is medium-sized —2

Friendly being +z ltem is large =4

MNeutral being —1 [tem in plain view i3

Unfriendly being -3 Item liable to make a noise =3 _

Haostile being, —5 Victim is unintelligent +2

Reasonable request +3 For every two extra people in the vicinity =1

Unreasonable request -3

Impossible request —b

If the roll fails, it is likely that some form of outcry will
ensue. The Director, playing the parts of the Extras
involved, will decide the exact form this will take!

* _ Some movaily upsfanding characters will be decply offerded ot being
affered it bribe: if so, nse the — 3 moudifier. :

T — Chifrupmbered” v tefs case means Biere areaf leasf furee es ridiry o oré
side as o Hhe ollier,

Sleight of Hand

Whenever a Hero wishes to use his increased manual
dexterity for some nefarious deed — whether it be picking
someone’s pocket, switching a fabulous diamond for a
piece of glass, palming a joker at cards or snaffling a
choice item from a sleeping Dragon’s treasure hoard -
the Sleight of Hand Skill will prove useful. If this is not
available, an ordinary roll against the Hero's sKiLL score
will have to do.
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Sneaking

Being able bo creep about without being noticed can
sometimes prove an invaluable giff. The chance of
moving silently or in an otherwise unnoticed fashion is
represented by the Smeak Skill. A Hero should roll this
score or less, or his skivy or less, or Test for Luck
successfully, in order to sneak about somewhere and not
get caught.

If a character with Auwareness Skill is on guard in the
vicinity, the difference between that skill and the Hero's
Sneak should be used as a positive or negative modifier. If
the character with Awareness is not actively expecting
someone or something, the modifier is reduced to —1.
There may be other modifiers:

Modifier
Hero invisible +8
Hero very small +5
Hero small +2
Hero large -z
Hero very large -5
In full armour -2
Carrying Heavy weight -2
Carrying Very Heavy weight —4
Open area —32
Night +4
Twilight 4z

Traps

Traps are the ultimate proof of the sheer deviousness of
many Bad Guys. Some traps the Heroes encounter will
be nothing more than simple stake-lined pits; others
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will be fiendishly complicated mechanisms designed to
frustrate, torture and eventually dispatch their hapless
victims.

Traps designed by the Director for a specific location in
an adventure will have their own rules. Such traps will
also be given their own Lethality score, ranging from
o to 5.

Asa rule, only a successful Test for Luck or Dodge Skill roll,
modified by the degree of Lethality of the trap, will allow
a Hero to avold a trap he doesn't know is there. A trap
may be detected by a Hero with Auwareness if a successful
roll is made (see Detecting and Searching, above).

Once a trap has been found, there is a chance that a Hero
with Trap Knowledge will be able to deactivate the device.
This requires a successful roll against Trap Knowledge,
minus the Lethality of the trap. Characters without such
a Special Skill must roll against their sk1LL, deducting 2
points and the trap’s Lethality rating. If the roll fails, the
trap will be sprung.

At higher Trap Knowledge levels, a Hero may be able to
design and build his own traps, but that will happen only
in very advanced games.

Hunting Traps

Traps that are set by the Heroes and designed to catch an
animal for food work in a different way. The chance of
success of any trap catching something edible is equal to
the character's Lore Skill for that area {whether it be in a
wood, at sea, underground, in the mountains, or wher-
ever), A character setting a trap in an area in which he
has no special knowledge should roll against his sK1LL
score, with a —z penalty.
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The Director will impose further modifiers, where ap-
propriate, according to the availability of food animals in
the area trapped, the climate, time of year, and so on,
The trap may be reset and tried again every four hours.

Playing Well

Chur final concern in this section is to provide those
plavers who feel they need them with a few pointers
concerning the best ways to play.

Compelilion versus Cooperation

Asa player, the first and most important object is to have
plenty of fun. However, the second is to ensure that
everyone else enjoys himself or herself too! For this
reason, we cannot stress too highly the value of coopera-
tion. Some players may feel that itis great fun to be one of
those nasty characters who spends all his time stabbing
the other members of the party while they sleep and
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running off with their treasure. This may well be great
fun for him, but is a lousy way for the other players to
spend an afternoon.

Far better, we believe, is for everyone to join fogether
and share the adventure, Everyone should be caught up
in the collective spirit of adventure and the unknown.
After all, six people’s imaginations are far better than one
- and six Heroes can venture where one would fear to
tread!

In Dungeoneer, as in all role-playing games, the object is
for the Heroes to win by successfully completing the
quest, defeating the Bad Guys and generally succeeding,
al their chosen task. Itis nota question of fighting against
and defeating the Director himself, but the situation he
has created and is presenting. However, so far as the
players are concerned, well, if everyone has had fun
playing - regardless of how successiul their Heroes have
been — then everyone has won!

Life, Denbhe and Heroism

Danger is one of the main facts of a Hero's life. That's
what makes many games so thrilling to play! Even
though the risk is imaginary, there's every likelihood
that you will take pleasure in your Hero's successes and
be saddened when the character finally dies. No matter
what happens, though, it's all imaginary, it's only a
game.

Our advice, then, is to play your Hero as you would want
him to live, with courage and heroism. Don't hold back
on being heroic just because there's possibly danger or
some threat to the character. Treat him like a Hero and
he'll turn into one on the tabletop in front of you!
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TEM WAYS TO BETTER PLAY

{1} Know what your skills and spellsdo . . .

{2) ... and use them — there's more to being a
Hero than swinging a sword!

(3) Try to think like your character, make him
come to life.

(4) Trust the Director.

{5) Don't ever trust a smiling Orc!

{6) Cooperation is the best way lo succeed.

{7) Be careful when you make that Magic rell!

{8} Act like a Hero, brave and courageous!

{9} Even Heroes negotiate or run away sometimes!

{10} Have fun!

Director's Shooting Notes

In a few pages’ time we shall present the second of
our tabletop fantasy adventure movies, Dungeoneer
Adventure Il - ‘Revenge of the Sorcerer’. It's a direct
sequel to Dungeoncer Adventure I, but it contains some
notable differences. In the first adventure we introduced
what few rules were used as and when they were
needed, In this new episode, though, we have simply
presented the situation and the statistics for the Extras;
after all, we've just spent the last hundred pages or so
going through the complete rules to the game, so we're
not going to tell you them all over again!

The other major difference to be found in this second
adventure lies in its length and complexity. Quite
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plainly, Dungeoneer Adventure I was designed to be as
simple and as straightforward as possible, its purpose
being simply to introduce players to the concept of role-

playving, while at the same time giving them some fun.
MNow that everyone knows a little more about what they
are supposed to be doing, we can concentrate on making
this new adventure more realiste and intricate.

As Director, you will have more to do in Durngeoneer

Adventure I, from keeping track of everyone to perhaps

inventing a few encounters to fill in an unexpected gap in Before a game, the Director must prepare his adventure. If
the game. Don't worry, we know you can do it! Before f you're using a prepared script, such as Dungeoneer Ad-
you start, though, you may care to read through the next venture Il which follows, all you need to do is read
few pages, in which we'll explain a litile more clearly | through the full text while visualizing what happens,
what you should be doing. assemble any props you may be using, and invite every-
one round for some heroic tabletop derring-do!

Incidentally, we haven’t yet mentioned one important
tool of your noble profession — the sereen. You will need ' If a pre-written adventure isn't available, you'll have to
a place where you can roll your dice and read from the write your own. At the close of Dungeoneer Adventure 11
adventure deseription and where your players cannot there are half a dozen suggestions for further sequels,
see what you are doing. If they can see everything you which you may care to assemble and expand into Diun-
are up to, they will be able to cheat. To that end, we geoneer Adventure IIL Allernatively, there are more
recommend you sit at one end of the table, with the . suggestions for aventure plots in the section on Designing
players at the other end, a few feet away from you, and if Adventures, after the adventure, on page 359. This sec-
possible keep all your bits and pieces hidden behind a ' tion also provides some handy hints on how to design
screen. This divider could be made from a sheet of card vour own plots and expand them into full epic adven-
folded to stand up, a couple of large books standing tures, complete with Extras and monsters.

open, or anything else that comes to hand. Secret die-
rolls and Director's-eyes-only notes must be protected

from prying eyes!

The Director's Role
Your role falls into two distinet parts: before the adven-

ture, and during the adventure,
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During the game itself, it is the Director’s job to inform the
players about everything that is going on around their
Heroes. To this end, three distinet questions must be
borme in mind at all imes.

What's Where!?
The Director is, quite simply, the eyes and ears of the
players —and, on occasions, their other three senses too.
You must describe, in as much detail as the players
require, the fantasy world through which their Heroes
are adventuring, You present the players with the range
of choices from which their Heroes have to choose the
one which they believe will lead them to the end of their
mission or quest. OFf course, only some of this informa-
tion will be important, while much of it will be merely
scene-setting, designed to add to the spooky atmosphere
of the location.

Whatever you are revealing, try to be as descriptive as
possible. Remember that the Heroes can see colours, can
smell peculiar scents, can feel if a room has a draught,
can hear peculiar echoes away in the distance, and so on.
The more televant information the players have, the
more their imaginations will be able to convince them
that they are really there! On the other hand, of course,
don't go on so long that your players never get to do
anything — this is an interactive game, not a monologue!

On pccasions, the players will ask for further information
about some frivial topic, for which you are not prepared.
To keep the game flowing, you will have to invent the
relevant details. This is perfectly acceptable; after all, if
yvou could predict perfectly everything the players were
going to doin a game, you'd be a world-famous psychic,
not a fantasy adventure Director! When improvising
information, try not to stress the important clues at the
expense of the trivial details. You're there to present the
adventure as it happens, not to guide the Heroes safely
through it without a scratch.
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Who's There?

Sooner or later, the Heroes will run into other beings.
They may be fanatically hostile enemies, more friendly
creatures, or sometimes even other adventurers! You get
to play each and every one!

Playing an Extra or a Bad Guy is quite demanding, for
you have got to think your way into his, her or its
personality, without drawing on your own knowledge
as a Director. For example, if you (the Director) know
that the Heroes are waiting to ambush a pairof Ore guard
Extras, vou will still have to send the Orcs round the
corner into the trap.

As you become more experienced at being a Director,
you will find your Extras starting to develop their own
personalities. You will start using a specal voice and
certain catch-phrases for playing, say, an Orc or a Goblin
or an evil sorcerer, Keep this up! Furthermore, don't be
afraid of looking silly when you act out their speeches.
After all, you're playing a game among friends, soit'll be
fun!

What Happens?

The players will decide for themselves what they want
their Heroes to do - or, atleast, attempt to do! Your job is
to determine, using the rules and your knowledge of the
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situation, whether they are successful. If there lsn'ta rule
for the specific action being attempted, base the roll on
SKILLor LUCK, or choose odds along the linesof 1 in 6, 5
in 6 or whatever.

Secret dice-rolls are also vour responsibility. A Hero with
Auvrreness, For example, cannot be informed that there
may just be something around which he should try to
detect, Instead, you must make the roll for him and
inform him only if there really is something there and
you have determined that he really has detected it. We
recommend that vou rell a pair of dice behind your
screen every few minutes or so, whether there is any-
thing to be detected or not, so that vour players won't get
suspicious when they hear that familiar clacking sound
at some crucial moment. Plainly, in order to make a
secret roll for a Hero, you will need to know what
numbers you are rolling against; make a note of every-
one’s relevant characteristics and skills on a piece of
scrap paper before play starts and update them when
they change.
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There will be occasions when players completely miss a
wonderful set-piece encounter you have spent ages
working on, or hack their way through it and leave it
looking like a butcher's shop. When this happens, grit
your teeth and move on. It's not your job to dictate what
the players do or do not do. And remember, when set-
pieces and climaxes do actually come together properly
as you envisaged them, they can prove to be so thrilling
that they effectively wipe away the memory of the
occasional messed-up scene!

It's your responsibility ko keep the game moving along. If
the players are taking too long to finish something, cut
the scene there and then and move on to the next
location. Also, keep everyone involved — don't address
all your remarks to one player, even if he thinks he is the
leader of the party. Mot everyone wants to leap about
and yell all the time, but try to ensure that no one feels
left out.

When talking about what happens, try to use what we
call ‘dramatic speech” rather than ‘game speech’. This
means, quite simply, don't refer to game rules and terms
unless you have to; speak as a normal person would
speak at the time, and you won't ruin the atmosphere,

For example, notice the difference between 'An Ogre
leaps out at you, SKILL § STAMINA 19, Camying a
sword . .. rolls a 4, giving him Attack Strength 13,
rivll your dice . . .7 on the one hand, and the following:
‘A brutish mud-coloured humaneid, fang-toothed and
wild-eyed, leaps out at you from the shadows; he looks
mean and fit as he swings his sword above his head to
strike at you. His blow falls confidently, a 13. . . what's
your response?’ The difference is plain. Try to use
dramatic speech as much as you can, and encourage the
players to use it as well,

lf you're a really dedicated Director, ask everyone what
they thought of the game when the adventure is over.
Try to include more of the things they really enjoyed,
and cut down on the bits they felt were boring, That way,
your game will be even more enjoyable, and the players
will keep coming back for more!
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Other Concerns

Using the rules of the game together with the guidelines
in the above notes, you should be able to handle any-
thing that the Heroes do. Players, of course, are a law
unto themselves, If you have a really dreadful player, or
a really rude and disruptive one, grit your teeth and
finish the adventure with good grace — but don't invite
them back again. Part of the entertainment of a role-
playing game lies in discovering what your friends are
really like under pressure {no matter how imaginary).

Missing Players

If vou all gather together to play the second part of an
adventure, only to discover that one of the Heroes'
players is unavailable, you have the choice of two
courses of action. You can remove the Hero from the
adventure, and make believe that he was never there,
Alternatively, you can take over his role for this adven-
ture only, and play him for the missing player. When
playing a missing player’s Hero, keep him in the back-
ground as much as possible, and do try not to kill him!

Heroes from Olther Games

If more than one of you in the group is a Director who
runs games of Dungeoneer, there is a strong possibility
that regular players will want bo use their favourite
Heroes from other games in yours, too.

Before simply allowing Heroes to transfer over and start
adventuring, have a look at their Adverture Sheets. Some
Directors seem to run their games rather like Father
Christmas, giving out magic swords and awesomely
powerful potions as if they were Provisions. Take a look
at the Hero's characteristics; if he's claiming to have
SKILL 12, 5TAMINA 24 and Lvck 12, you shouldn't
allow such a gross character into your game. A Hero
like this can seriously unbalance your game! If in
doubt, make a player roll up a new character under your
supervision, and play that one instead.

Herpes from Fighting Faniasy Books

Many people will start playing Dungeoncer having al-
ready played a selechon of Fighting Fantasy solo
gamebooks., Some of these people, as well as having
immaculate taste, may want o continue in your game
playving a Hero whom they first rolled up for a book. This
15 usually acceptable, provided the Hero isn't equipped
with superhuman characteristics (the fabled 12/24/12
formation mentioned earlier) and isn't weighed down
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with 10,000 Gold Pieces and a + 3 sword the size of a tree.
Such characters are guaranteed to unbalance a game -
unless every other Hero is similarly equipped and the
adventures are especially designed for such awesome
powers!

If the Hero is acceptable, simply treat the character as
though he has rolled up his characteristics but not yet
chosen his skills. Proceed by choosing Special Skills
appropriate to the Hero, add a name if necessary, and
start playing! Talking of which, it's time for the next
adwventure . _ .

TEN QUICK S5TEPS TO GOOD DIRECTING

(1) Make new players at home, make sure they
understand.

{z) Know and understand the rules yourself, and
teach them to the players.

{3) Be fair, and be consistent.

{4) Expectto have to invent something every now
and then.

{5) Ensure that the Extras don’t know what you
know.

(6) Don’t give the Heroes everything they want all
at once; keep them wanting and they'll keep
adventuring!

(7) Keep rolling those dice!

(8) Speak dramatically, not mathematically.

{g) Keep the action coming!

{10) Have fun!
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DUNGEONEER
ADVENTURE II:
'Revenge crf the Sorcerer’

Introduction

This second Dungeomeer adventure movie is set in {and
underneath!) the city-states of Salamonis and Port Black-
sand, and features the search for — and eventual dispatch
of — the wizard Xortan Throg. It is much longer than
Dungeoneer Adventure 1 "Tower of the Sorcerer’, al-
though not all the scenes will be used. Some are optional
and depend upon which route the Heroes choose to take
to reach their ullimate goal. The adventure should last
about twice as long as the first one did — though this
time we hope that you won't be quite so concerned
about giving lengthy explanations for every action the
characters take.

Once again, what follows is for the Director’s eyes only.
Although we're quite happy for anyone to read and learn
the game rules and hints given on the preceding and the
following pages, it will only spoil everyone's fun if a
player manages to sneak a look at the plot of this adven-
ture before play begins. So, Mr Director, it's all yours
from now on.

First things first: read through the entire adventure from
here to the closing credits before you start to play.
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Although you could just about get away with playing
this by reading it scene by scene {(as you may have done
with Dungeoncer Adventure ), there are several more
subtle sections which will work better if you know what
is due to happen.

Also, unlike the first adventure, we won't be detailing all
the new rules as we go along. After your experiences
with that first story, and now having read the rules, you
should be in a position to run the game without too much
trouble. Don't worry about remembering every rule; just
flick back to the appropriate section earlier and read what
it says, as and when you need to. If you can’t find one

particular modifier, make up one of your own that
sounds right; keep play moving.

When running this adventure it would be useful, though
not totally essential, if you had access to a copy of Tifan
and City of Thieves. We mentioned Titan earlier in this
book: it's the complete guide to the world of Fighting
Fantasy. It contains information about the cities of
Salamonis, Carsepolis and Port Blacksand (including a
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highly detailed map of the latter, which we've repro-
duced in a much smaller version for this adventure), and
about the good wizard Nicodemus who also features in
this adventure. City of Thisves is a Fighting Fantasy solo
gamebook set in Port Blacksand, and it also features
Micodemus; you may well have played it yourself, The
information in these books will enable you to expand this
adventure and increase the enjoyment you and the
players get out of playing it.

Dan’t worry if your players have already read Titan or
Ciby of Thieves, or both. None of the informaton in the
books is secret and most of the Heroes are sufficiently
well travelled to have picked up any information they
can actoally remember during their adventures. Having
this knowledge may well increase their enjoyment of the
story. The only problem you may encounter is that only
one of the Heroes can be the man who killed the Night
Prince, Zanbar Bone, in the City of Thieves. There will be
some hints on using a character from Cily of Thicves as a
Hero in a moment.

This adventure continues straight on from the events in
the one that ended on page 103 in movie terms, of
course, it's the inevitable sequel. Unlike most sequels,
though, this adventure is longer and much more inter-
esting than the original!
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It may well be that some of your players” Heroes died in
Dungeoneer Adventure [; or perhaps you have some new
or different friends who wish to play. If any of the
prepared Heroes are still unused, players can choose to
play them. Alternatively, the players could create their
own Heroes using the rules given earier in this book.
They may even want to play specific characters, such as
King Salamon’s champion or Princess Sarissa. This is
acceptable; but if a well-known character is being used,
the player should be very careful to role-play him or her
propetly and stay in character. Players who did use a
pre-rolled Hero in the first adventure are also at liberty to
create and use a new character.

Using Previous Heroes

Any prepared Heroes used in Dungeoneer Adventure |
will have recovered from all their wounds, and their
Luck will have been replenished too (this doesn't al-
ways happen — but for this adventure the Heroes will
need every point they can lay their hands on). If they
have any money, or the gems they may have found, they
can buy some new equipment if they so desire. Sal-
amonis is a large, well-connected city and just about
everything they could think of will be available, at a
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Using New Heroes

During the adventure, there are two moments when
new Heroes can be introduced without disrupting the
flow of the story. They may well be at the court of King
Salamon in scene 1, and get signed up for the preat
adventure to help the other Heroes. Alternatively, they
may meet the others at the Dragon’s Tooth Inn in Port
Blacksand (scene 3) and decide to tag along too. In that
case, clearly they will have to come up with a convincing
reason for wanting to join in, and impress the Heroes
that they are of good character and can be trusted. Still,
it's all role-playing and will be fun!

Using a Hero from City of Thieves

Tell the players before they sort out their characters that
the adventure will involve a trip to Port Blacksand; if
several of the players have played through and solved
City of Thicves, ask one of them if he or she would like to
play the Hero who starred in that adventure. If more
than one begs for the role, they will have to toss a coin,
roll dice or fight it out using their fists or wooden swords
te decide who has the honour (we recommend that the
first method be used). Treat the character just like any
other new adventurer, created according to the rules
given earlier; however, part of his background will ob-
viously include a visit to Blacksand and the defeat of
Zanbar Bone,

231




Remind the player of this Hero that his character has a
white unicorn and a yellow sun tattooed on his forehead,
and ask him whether he killed Sourbelly, the brutal Troll
guard, during the course of his adventuring. Don'f tell
him that if he did kill Sourbelly he will be wanted for
murder in Blacksand. Furthermore, the tattoo will make
him easily recognizable — but leave him to find that out to
his cost later. On the other hand, though, that Hero will
already be an acquaintance of Nicodemus and will know
his way round parts of the city. He can also tend to boast
about his previous exploits there to his colleagues, and
generally lord it over them.

Starting Play

Make sure everyone has the usual accessores (dice,
pencils, paper, erasers, food, drink and optional minia-
tures), and knows which character each is playing. Don‘t
allow new Heroes to introduce themselves to one an-
other in too much detail; this should be done when the
Heroes actually meet in the course of the adventure
itself, either at King Salamon’s court or in the Dragon's
Tooth Inn,
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Sit yourself at the head of the table again, with this book
kept away from the players’ view and with some sort of
screen hiding your secret dice-rolls. Make sure you've
got all your own equipment ready too, including any
Props you intend using in the course of the game, if any.
We've gone to town with the Props for this adventure,
but of course you don’t have to use any of our sugpges-
Hons (some of which, we must admit, are less than
SBTIOUS).

This adventure may well last over two playing sessions,
depending on how much time you have to play in. If time
is pressing and you find that you must break the adven-
ture in the middle, we recommend that you take your
interval after scene 8 — Captured! Of course, when you
start play next time, you should give everyone a quick
sequence of flashbacks to remind them where they are
and what they are doing (you may even care to re-enact
key moments with the players!).

And now, if you're ready for sound, cameras rolling,
ready your boom, stand by studio, clack that clapper-
board, and let's shoot it! Action!
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Scene 1 — At the Court of King Salamon
Location

The adventure opens in a splendid hall in the royal
palace at Salamonis. As befits the court of the most
powerful king in this part of Allansia, it is decked out
with beautiful and expensive hangings from all corners
af Titan. There are no chairs except those for King
Salamon and his family — everyone else must stand. As
almost everyone should know, Salamonis is a very pros-
perous city-state of great antiquity, situated on the banks
of the Whitewater River in the Vale of Willow. It is ruled
over by the leamed King Salamon the Fifty-Seventh,
father to Princess Sarissa (from Dungeonecr Adventure I).

The Heroes have recently arrived in the city, fresh from
their rescue of the princess from Xortan Throg's tower.
Mews of their exploits has spread like wildfire. The court
iz full to overflowing with knights, noblemen and clergy
all eager to hear the tale, These folk are all dressed in
their best finery, making the Heroes - tired from the trail
but doing their best to stand up straight in the presence
of their betters — look poor, bedraggled and insignificant.

As we join the scene, Princess Sarissa herself has taken
charge again and has already told most of the story,
including her kidnap by Xortan Throg, the treachery of
Prince Barinjhar, and her herpic rescue. The Heroes
themselves will have been permitted to say a few words
about how they fought their way through the wizard's
castle, though they will have been quickly interrupted
if they tried to glorify their role or were in any way
overdramatic in its telling. (This city is an ancient seat
of learning, and pompous boasting is looked down
upun. )
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Finally the princess tells how everyone discovered that
Xortan Throg was not dead after all, and how he swore
vengeance on the Heroes and on the city of Salamonis.
At this alarming news, a frightened hush falls over the
assembled courtiers and all eyes turn to look at the king,
sitting upon his throne at the top end of the immense
chamber, in order to hear what he has to say on this
grave and worrying matter.

Plo¥ Swmmary

King Salamon gives his learned judgement and asks the
Heroes to kill Xortan Throg. He suggests that they seek
aid from Micodemus in corrupt Port Blacksand, and
promises to reward them handsomely if they succeed,
Keep your fingers crossed that the Heroes will agree —
otherwise you have no adventure.

Cast Lis!

King Salamon LV 1 is getting on in years (Sarissa is by no
means the oldest of his many children) but he still strikes
a finely regal figure. After all, he can afford to eat well
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and he has the attentions of the best healers in the
country. The king is noted for his wisdom and fairness of
judgement and does his best to appear considerate and
kindly, no matter how aggravating the person he is faced
with. He finds that this is a very effective way of keeping
his subjects in order, since everyone not directly in-
volved in a particular judgement usually tends to agree
with his verdict. The greater his reputation for wisdom
has grown over the years, the more people have come to
agree with him for fear of seeming stupid!

Princess Sarissa is having the ime of her life, since she has
been firmly in the centre of attention ever since she got
back. Being a roval princess (and thus immune to any
hints of contradiction), she has been allowed to exag-
gerate her own part in the rescue somewhat. Her dish-
evelled attire caused her father to raise an eyebrow when
he first saw it, but, after all these years bringing up
precocious daughters, he has grown used to such things

and has resolved merely to admonish her quietly later.
L

Prince Salamon is the king's eldest son, and thus heir to
the throne. He has yet to learn the wisdom and even-
handedness of his father; if any of the Heroes says
anything slightly disrespectful, rude or inappropriate,
he will impatiently snap out a comment along the lines
of, ‘Father! Surely you are not going to allow this un-
couth lout to get away with such insolence?”

Faced with such an outburst, King Salamon will reply
soothingly along the lines of, ‘I grant that our guests may
be a little lacking in manners, but this is the way of
adventurers such as these, All beings have their uses,
and a wise king leams to make use of all objects, no
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matter how rough their edges. No one would criticize a
horse for not being able to hold a sword or discourse on
the manifold mysteries of Lord Logaan; it is a similar case
here too.’

A murmur of approval always passes round the court
when the king makes these wise pronouncements —
though, if truth were told, a goodly number of the
courtiers and royal knights haven't the foggiest idea
what the old man is talking about. 5till, so long as it
sounds wise, they will automatically nod their heads and
murmur their approval.

Archbishop Kalivan is the senior clergyman in all Sal-
amonis. He was enthroned archbishop not because of his
wisdom, power or ability but because he was such a
kindly old fellow that no one could find a word to say
against him, Needless to say, he is not much use as a
royal adviser, except perhaps as a counterweight to some
of the more bloodthirsty nobles. However, his goodness
has been observed by the gods and sometimes he
achieves quite remarkable miracles, especially in healing
and curing diseases. He should be portrayed as a kindly
but somewhat bumbling old man, with a smile so
sweet and uncomplicated it could probably transform a
ravening werewolf into a household pet,
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A large supporting cast of courdiers is required, but th

little and do even less. They shuuﬂ murmur Wi:!ﬁ' g.ap—}r
proval whenever King Salamon says something which
seems to be wise, gasp with horror at the mention of
villainous acts or the threat of evil sorcery, and splutter
with outrage if any of the Heroes says something out
of place Like most people who have achieved their
position by virtue of someone else’s qualities, they are
terrible snobs who sway in the slightest breeze,

Props

If you fancy using some props, you will require some
gold coins (but plastic ones will do if you can't get real
gold) and some pieces of paper which have been drafted
as Merchant Passes to the city of Port Blacksand (one per
Hera). Also of use will be some small bottles containing
liguid to act as healing potions. The liquid should pre-
ferably be green and pleasant-tasting if you can mana

it; try a mix of water, sugar and edible food dye for that
special effect. Don't, whatever you do, use something
with a nasty taste, like washing-up liquid {or worse), if
your players are actually going to drink the potions,
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Action!

Many of the Action! segments described here take place
only if the Heroes say or do particular things. Read
through all of them before you start playing so that you
know which one to go to when the Heroes respond to
what they’'re told; but start with this one first:

1. The Judgement of Salamon

This is quite a long section, but it's essential so that the
plot can be advanced. As usual, you can read the sections
printed in italic text like fhis straight out to your players;
everything else will have to be interpreted and revealed
as the Heroes discover it. King Salamon talks in a gentle,
measured tone which makes him sound intelligent and
fully in control. As you read it, you may care to replace
the gasps of the courtiers with real gasps for extra realism
and atmosphere.

Having heard Princess Sarizsa el of Xortan Throg's survival
and threats of revenge, King Salamon rizes to s feel, The court
falls silent in anticipation r.lf yet more golden words from their
SopETEign.
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"My belored son and dawghter, my lords, Indies, bishops and
kuights of Salamonis, Heroic adventurers, this is truly a most
splendid kale e have heard , full of perfidions villainy and epic
heroism. It is so full of excifements as ko be workhy of the skage of
our city's ewn thealrical arena, If it were just a story, we cold
rejoice Hhat good Tias Frivmphed in the end!”

There are murmurs of approvel from the court,

‘Bul, alas, it is no mere tale, fo frighten us during a few hovrs of
light erctertainment. The villatey we have heard described is all
too real and Hreatens ws still”’ (Gasps of horror ccho round the
fall. ) "We st be om our guered until the evil of Xorkan Throg is
banished for ever from the land of Allansial

i Hue case of He people of Chalice, and of King Pindar in
particular, I feel that it would be impossible Lo prove any evil
intent on their park, were amyore compelled bo abtfempt so to do,
Besides which, as my daughter relates, e wickedness ums
Prinee Barinjhar's alone. Since he is mow dead, and given thaf
the loss of their king's only child is a sore burden for any city o

bear, | resolve o bear mo further grudge against King Pindar or
the people of Chalice.”
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Murmurs of approval echo round the court once again,
although the Heroes might not look so well pleased. If it
appears that anyone is about to protest, Salamon will
raise his hand to forestall him, before continuing with his

5peech.

‘Hmvever, there is the important matter of the reward promised
to these gallant aduvertturers, They have rescued my duughrerm‘:
they agreed to do, and clearly they should receive just payment.

There will probably be murmurs of approval from the
Heroes at this point.

"As it is unlikehy Huat they will be welcome in poor Chalice in the
near future, however, and as @ sign of immense gratitude for the
safe return of my beloved daughter, T will pay the reward
myself.”

At this poinf the king pauses so that this generosity can be
noted, and then adds, fo general laughter from the courtiers,
*‘And send the bill to King Pindar in due course! Chancellor,
you will arrange for ench of these gentlemen to be paid fine
hundred Gold Pieces before they leave the cily.

‘T must motw turn to the grove matter of the sorcerer, Xorkan
Throg.' (More gasps from the courf, who keow an evil sor-
cerer’s name when they fear ome. ) 1, and my learmed advisers,
are totally mystified as to the nature of the grudge this creature
benrs against our fair cify, for it is the first we have heard of the
fellorp. Of the threat he poses, however, there is no doubt!”
{More gasps.) ‘Fortunately, we have in our midst some of the
bravest ad most able Heroes in all Allansia, men —and women
— for whom killing a wizard is a welcome relaxation after the
hard work of Dragon slaying!” At this point, many of the
knights at court begin shuffling their feet and trying to look
THCONSPICHOUS.
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‘Trefer, of course, to the brave heroes who so recently rescued my
daughter from that self-same wizard. Who better to turn o, in
order to aid usin our hour of need? Should they succeed in this
quest, I will match King Pindar's reward with money from my
otwn coffers!”

At this point, Prince Salamon leaps dramatically to his feet,

‘Father! You don't seriously intend fo uwaste yet more motey on
these boorish oafs? Why, all Brey did was kill @ few Goblins and
@ magical simulacrum — and that only with my sister’s help.”

"My boy,” replies the king, “one day you will learn, a willing
servant is always better thar an wmwilling one. These brave
people are already the sworn enemies of Xortan Throg, and will
doubtless set off to confront and kill him, wo matter what we do.
Since they are doing us a favour as well, it is only right that we
rewnard Hiem. If the worst happens and Hhey fail, they will have
na need of gold — and, of course, if any of the bold knights of my
court can bring me the head of Xortan Throg before these fellows
do, then I shall have o hesitation in giving Hhe reward to him
frestead.”

The king pauses, and a heavy silence falls upon the court.

I thought not!” he continues, with a stern look on his face.
“Wowr, as [ said earlier, we have no idea who this wizard is or
where he may be found. However, there fs one man in Allansia
whose knowledge seems almost unbounded, especially on magi-
cal subjects. I refer, of course, to my childhood tutor, the greal
sige Nicodemus, It is therefore my sugeestion — and I think you
will find I possess a talent for prejudging matters such as these -
that you seek his aid in tracking down your elusive quarry.

‘For reasons best known to himself — and surely none here are
wise enotgh fo fathom Mheir subte intricacies — Nicodenmus has
miade hiis home in ihat odious hotbed of villainy called Port
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Blacksand.” (A whole host of gasps runs round the court,
perkaps echioed by those of any Hero who has been fo Blacksand!)
‘It ts well known that the wicked Lord Azzur places strict
controls on all who enter his foul city and, being no lover of
Salamoris, he may well seek to foil your mission.

In vigw of this, and knewing alse that you will unhesitatingly
aceept this prestigious mission on my behalf, [ have provided
switable disguises and paperwork to carry, to gel you safely
within the town gates, However, from that peink an, [ fear, you
will be am your own. Are there any questions?

The Heroes may well have a few things to say for
themselves during this speech. Remember, while all this
is going on, that the court does not take kindly to the king
being interrupted, let alone questioned. You should take
note of what the Heroes say and decide whether they
have behaved properly or not. In some cases their per-
sonalities may cause them to be a little rude (especially
someone unused to civilized finery, like Grimbold
Tornhelm or Axel Wolfric). This is acting in character and
should be encouraged; but equally there are penalties for
upsetting such a powerful king. If the other Heroes don’t
take immediate steps to shut their impolite colleagues
up, King Salamon will be a lot less helpful than he
could be.

2. Questions

If the Heroes do have questions to ask, you will have to
think of approprate replies for Salamon to give. Here are
some suggestions for replies to the most likely queries:

Magical Assistance: If the Heroes ask for any magical
assistance, the king will reply: ‘Nicodemus is the greatest
sage in the land, far greater than any here present in
Salamonis. That is why [ have suggested that you seek
him out.”

Money/Promises of Marriage!: 1f the Heroes ask for more
moeney than has already been offered (albeit vaguely), or
for Princess Sarissa's hand in marrage, there will be
general outrage, in the latter case not least from the
princess herself. The king will remain calm, but will
inform the Heroes thus: 1 have already given you my
terms for this quest. | suggest you set about your pre-
parations before I change my mind.’

Look i the Great Library: If there is a devoted sorcerer or
other spell-caster among the party (such as Baradas
Rangor), he or she may ask to be allowed to consult the
famous Great Library of Salamonis. The king will say, 'If
it is information about the quest you seek, my advisers
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have already been hard at work in the library ever since
your arrival in our great city, but have found nothing of
use fo you. If mere scholarship is your purpose, there are
many excellent schools in the city which will doubtless
be more than happy to admit you as a pupil, once you
have completed your quest. Learning is to be admired,
but there is a time and a place for everything!

Vases from Carsepolis: It may dawn on very smart players
to ask about the ancient vases that they found in Xortan
Throg's chambers, The king is well acquainted with such
antiquities: ‘Ah yes, from the description my daughter
gave us, they seem to be relics of ancient Carsepolis, a
seat of great learning and civilization on the coast. Wiz-
ards are known to have strange fancies, and a collector’s
love of old-fashioned pottery may be one of Xortan
Throg's foibles. Carsepolis was destroyed three hundred
years ago and no one, not even a wizard, has ever been
known to live that long.’

Entering Blacksand: The Heroes may ask for more infor-
mation about their disguises or for help in finding Nic-
odemus once they get to Azzur's perilous city. Salamon
tells them that they will be provided with a wagon full of
rich goods, which they are to take into Port Blacksand
and sell to a certain man whose name will be revealed to
them later, That man is in fact a spy in the pay of King
Salamon, and he will advise them from there.

3. A Miraculous Removal

Finally, the Hero who killed Zanbar Bone in Cify of
Thirves may think to ask for assistance with the conceal-
ing of his tattoo, especially if he is wanted for the murder
of Sourbelly. {Let the character inquire about this with-
out being prompted; after all, it will be entertaining - for
you — later if the tattoo is still there!) King Salamon looks
concerned, and then replies: ‘T am sure that somewhere
among our clergy you could find someone skilled in the
removal of such marks. Archbishop?

Kalivan shuffles his feet and murmurs respectfully,
‘Well, your majesty, it isn't really the sort of thing we
have much knowledge of. Mot much call for it, er, you

P

S,

The king flashes him an exasperated look which seems to
say ‘Stop babbling, you old fool, and do something,” Had
he been thinking out loud, he might also have added, "It
doesn’t matter if it doesn’t work; just show willing and
then, if nothing happens, blame the gods!’ Perhaps
recognizing the slight impatience his liege is exhibiting,
Archbishop Kalivan advances upon the appropriate
Hero and lays his hands on his forehead.
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‘Oh mighty and lovely Asrel,’” intones the Archbishop in
a quavering voice. “You who are the fount of all that is
beautiful in this world! Have pity on this poor mortal.
Though he is a reaver who wades through blood in
search of gold, yet his cause is that of Good, his quest
noble, and our need of him great. Lovely Asrel, we beg of
you, remove this blemish from his face.”

The Archbishop lifts his hands . . . and the Hero's fore-
head is clear: there is not even a wrinkle on ik An
astonished whispering breaks out among the courtiers:
*A miracle, a miracle, surely the gods are on our side. Itis
the will of Asrel! Xortan Throg will be destroyed!” Mean-
while several of the older ladies of the court can be
observed sidling up to the Archbishop and whispering in
a pleading fashion to him.

If this little scene does take place, the order of the court
will be somewhat disrupted, The king walks down to the

Heroes and says, ‘1 think this would be an appropriate
moment at which to take vour leave. Come now!” The
Heroes should follow him out; but they may still ask him
questions as they go. If the miracle does not occur,
however, after the Heroes have asked all their questions,
the king will instruct his chamberlain to have the Heroes
taken away and suitably equipped for their quest.

Inform the Hero who was the beneficiary of the miracle
that he has had a great honour bestowed upon him.
Divine intervention is rare on Titan these days (except,
as everyone knows, on the first day of Sowing, when
the trickster Lord Logaan wanders the world playing
tricks upon his creations to celebrate his birthday). The
Hero should be made to feel that the Goddess Asrel is
looking after him in particular; he may even consider
doing something for Her in return; and this should be
encouraged. :

Tourn To . . .

If the Heroes haven’t yet been told how they are getting
into Port Blacksand, tell them now about the wagon load
of goods, In any case, you should tell them that the man
Lhey are to meet is called Halim Thrumbar (they should
make a note of this in case they forget) and that he can be
found in the Dragon’s Tooth Inn. They should enter
llacksand by the main gate and walk due north to the
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market square. The Dragon’s Tooth Inn is in the north-
east corner of the square, at the corner of River Street.

Any weapons and armour that the Fleroes require (other
than magical ones) will be given to them, as will suffi-
cient food to get them to Port Blacksand and the reward
money for rescuing Princess Sarissa. They will also be
given 300 Gold Pieces between them, as a sign of good
faith that Salamon trusts them (they’ll need no reminder
of how they failed to get an advance from Chalice!)

If the Heroes have behaved well at court (and not inter-
rupted or upset anyone), each of them is given a bottle of
clear green liquid {or whatever colour your liquid is, if
you are using Props). This, they are told, has been drawn
from the sacred Healing Well of the White Goddess in
Salamonis. Explain to the Heroes that drinking from a
bottle will cure all their wounds, but that there is only
enough for one draught in each bottle, so they should
choose carefully when to use it. (For your part, you
should note that if a character drinks the contents of a
vial it will restore his STAMINA to its [mitinl level.
Wounds received affer the vial has been drunk will affect
the Hero in the normal way.)

The Heroes then set off for Port Blacksand, disguised as
merchants. The journey is uneventful, except that if you
have a new player who wishes to take the role of Princess
Sarissa, the Heroes will discover the girl hidden in the
wagon during the journey. Since she will have had bo run
away from home to join them, the other Heroes may not
be too excited upon discovening her. However, since
their quest is urgent and Halim Thrumbar is expecting
them, they haven't time to turn back now. They must
press on . . . to Blacksand!
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Scene 2z — The Gates of Port Blacksand
Location

From a distance, Port Blacksand locks much like any
other coastal city. Behind high city walls, a jumbled
collection of roofs and towers can be seen littering the
skyline. In the bay, a collection of fine ships are riding at
anchor, though the far-sighted may be disturbed to note
that most of them are war-galleons flying the deadly Jolly
Roger. The only strange object in sight is the occasional
ruined building, well outside the walls. These ruins
seem to be of considerable age.

As the Heroes approach the city, however, the true
nature of the evil place, and the reason for its reputation,
becomes apparent. To start with, there is the smell. In
maost cities there is a certain degree of stink because of the
lazy housewives' habit of throwing their rubbish into the
gutter in the middle of the street rather than carrying it to
the sewers or the river. But in Blacksand the stench of
ordinary, domestic rubbish seems almost swamped by a
pungent and not at all pleasant aroma compounded of
stale beer and rotting flesh. Even a Dwarf would turn his
nose up at this skench — and that is saying something,.
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Small wonder about the smell of rotting flesh, inciden-
tally, because lining the road to the city are many re-
pulsive examples of Lord Azzur's famed and feared
tyranny. Corpses hang from trees, severed heads im-
paled on poles line the way and, most disturbing of all,
starving men crouch, suspended in small iron cages by
the roadside, with dire warnings posted as to what will
happen to anyone who dares to feed these convicted
thieves and murderers.

Approaching the gate, the Heroes are hailed by eyeless
and limbless beggars ejected from the city for thieving:
desperate to get back inside and resume their trade, they
plead with the Heroes for aid. Unfortunately for them,
few can drag themselves far enough away to be out of the
gaze of the tall, black-armoured guards who stand at the

gate.

Accompanying their wagon laden down with fine cloth
and other goods, the Heroes walk slowly towards the
gate, Merchant Passes at the ready.

Plot Summary

The Heroes have some difficulty with the guards on the
Zate.

Cast List

Two Troll guards, Blackboil and Crackjaw, are on duty at
the gate. Most Trolls are a pretty sour bunch, being
descended from the same stock as Orcs and Ogres.
Those depraved enough to work for Lord Azzur are
doubly so, and greedy into the bargain. Naturally, their
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hatred for Dwarfs knows no bounds and, like all petty
officials, they delight in throwing their weight around.
There could be problems here. They wear black uni-
forms, marked with the insignia of Lord Azzur, and
carry large, curved swords at their belts.

The Captain of the City Guard may also be needed in case of
emergency. We shouldn't have to tell you how nasty and
despicable a [ellow he must be. He is human, and carries
a large, black-barbed bull-whip with which to keep his
slovenly inhuman troops in order.

BLACKBOIL skKILLg STAMINAG
2 Attacks Suord

CRACKJAW skKILL10 5TAMINAG
: 2 Altacks Stord

Props

Something pointed to prod the Heroes with; don't use
anything too sharp — or you may have to postpone the
game and go searching for bandages when they ‘prod’
vou back! A blunt pencil should be sufficlent.
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Action!

It would be better for the Heroes to slip into Port Black-
sand unnoticed; as far as you are concerned, however, it
will be far more entertaining if there is a little action at the
gate. To provide this, you need to engineer a quarrel
between the Troll guards and the Heroes. Fortunately,
Trolls are a pretty quarrelsome bunch and Heroes tend to
be a little overbearing. We don't think you will find this
confrontation very difficult to set up, especially if there is
a Dwarf in the party, but here are a few ideas anyway.

If one of the Heroes still has a tattoo on his forehead, an
immediate fight will result (especially if he was the one
who killed Sourbelly). ‘It's him!" the Trolls cry the mo-
ment they see the mark. The scum with the tattoo! Get
him! Cut him down! Out of my way, fool! I saw him first!’
They will fall over one another to get at the fiend who
killed their old pal Sourbelly the last time he was here.

If one of the Heroes is a Dwarf, the Trolls will pick on
him mercilessly. ‘Never met a Dwarf cloth-merchant
before, have you, Blackboil? Looks a limp kind of
creature to me. Got a nice pair of scissors instead of an
axe, have you, Dwarf? Prod the person playing the
Dwarf with your finger or something slightly more
pointed. Press your face up close to his and sneer nastily
at him through your teeth (imagine you are over two
metres tall and have terribly bad breath when you do
this). The Dwarf's player should soon get the idea of
what is required of his character!

You may well be able to think up other excuses to start
a‘tuckus, based on the particular Heroes you have,
especially if they are given to what the Trolls will un-
doubtedly call ‘clever remarks’. If all else fails, simply
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have the Trolls invent a special new tax, for today only,
of 50 Gold Pieces per wagon, or tell the Heroes that
their Merchant Passes are invalid, or forgeries! Again,
prod the Heroes with something and try hard to be
really unpleasant to them. Make them really hate these
Trolls.

The Heroes have several means by which they can avoid
a fight. (Yes, we are trying to provoke them into one, but
it would still be better for Hem to avold getting injured.
This is all part of the fun. Yes, wicked, we agree, but who
says the Director can't have a little fun sometimes?) The
Heroes could attempt to bribe the guards (50 GI's is an
acceptable amount, because they look far too rich to offer
anything less).

Alternatively a Hero could use his Con Special Skill with
appropriate modifiers (saying something like, "This is a
special consignment for Lord Azzur, it's more than your
hides are worth to delay us! You know that!’). Or they
can use magic and simply zap the big lumps. If a fight
does ensue, no one in Blacksand will take the blindest bit
of notice, except perhaps the odd brave beggar or vaga-
bond, who will tentatively cheer the Heroes and then
dash off into a side-alley before the guards can recognize
him and clap him in irons.

Problems?

We think it's rather unlikely that the Heroes will be
unable to beat the Trolls. If they do seem to be in
difficulty, have the Captain of the Guard come round on
inspection. He will be furious with the Trolls for trying to
kill merchants, and will immediately try to break up the
fight, saying:
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"What on Titan do you dunimics Hrink you are doing? How
often do 1 have to tell you, Lord Azzur thinks highly of
merchants? These fellows pay a lot of money in faxes over the
years, far more then you scum will earn in a lifetinee. If you
want bo kill somebody, go and find a few periless adventurers
ter Beat wp. Jump to if, or you'll be feeding the planis in his
Lordship's garden — the carnivorous ones!”

For a small consideration of just zo0 Gold Fieces he will
allow the Heroes into the city — and give the two now
subservient Trolls a good whipping into the bargain.

Twrn To . . .

The Heroes and their wagon enter Port Blacksand. Fol-
lowing their instructions (we sincerely hope!), they walk
a short distance northwards until they reach the
crowded market square. Pushing their way past the
crowded stalls, buskers, stocks and pick-pockets, they
park their wagon in the yard of the Dragon's Tooth
{tipping the inn’s stableboy 5 Gold Pieces to make sure it
remains safe) and enter the building. Move straight on to
Scene 3 — The Dragon’s Tooth.
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Scene 3 = The Dragon's Tooth
Loacation

The Dragon’s Tooth is one of the slightly less infamous
taverns in Port Blacksand; it is not in the same league as
the Black Lobster or the Hog and Frog. Even so, the
Heroes will find it filled with the usual rabble of over-
dressed scurvy knaves, engaged in the traditional tavern
pursuits of guzzling ale, gambling, boasting and argu-
ing. Among the clientele we can make out several Hali-
Orcs and a few Goblins lurking in the shadows and
trying not to be noticed. Some of the humans look even
less pleasant: every man jack of them is the sort of chap
who'd pick his teeth with his cutlass, bite his own toe-
nails and whip the cabin-boy to within an inch of his life
before breakfast. !

':.!-IIIF-'..

=

1 y i=ly
# Main Bar of the Dragon's Tooth Inn

We've provided a plan of the main bar in case a fight
breaks out (you may be surprised to leamn that we don't
mind either way this time; it'll be down to the players if
one does oocur here). There are plenty of chairs and
tables to be thrown around, if necessary; if they run out,
there are always the beer mugs or, ata push, the Goblins
themselves to be hurled about.

Plof Seemrmary

The Heroes meet up with their contact, Halim Thrum-
bar, and find out what to do next, New Heroes may be
introduced to the party, The Heroes may very well in-
dulge in the traditional pub games of gambling and
brawling!

Cuast List

Halim Thrumbar appears to be a typically overweight
merchant, but there is a surprising amount of muscle
beneath the fat. He is tough and fit = you have to be, to
work as a spy in Port Blacksand. It may well be that he
works for other people besides King Salamon - certainly
he has a very wide range of contacts — but he is a good
man at heart, and can be relied upon and trusted by the
Heroes.
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Of course, they don’t know this; to them, he almost
certainly looks like an overweight, greasy-haired, pom-
pous slob with a terribly extravagant taste in fine clothes
and scent. When Thrumbar speaks to the Heroes, lean
close to them and talk in a low, eamnest voice as if trying
to avold being overheard. While you talk, look around
nervously every so often and give the general impression
of being very afraid that everyone is going to be un-
masked as a spy.

Gregor, the landlord of the Dragon’s Tooth Inn, is a large,
jolly chap, as befits an innkeeper. A former sailor, his
body is covered in all sorts of exotic tattoos, and he is
happy to entertain newcomers with long tales of his
voyages to distant parts of Titan, including the Old
World and distant Khul. The locals, who have heard
these tales a great many times before, could tell you that
the details change so often they are sure Gregor has
made most of them up; but they are good tales, so no one
really minds. Gregor's conversation is peppered with
telling phrases like 'as happened to me one day in Khul',
or, “a little something that [ picked up in Analand . . " If
he ever says ‘By the way, did I ever tell you about ... .*
anyone in any sort of hurry knows that it is time to make
excuses and run for the door.

2z

The Locals don’t need to be described individually. They
are all yobbish ruffians of one sort or another, and most
of them would murder their own grandmothers for the

price of a flagon of Catfish ale - if Granny didn’t get them
first, of course.

LOCALS eachskiLL® sSTaMminaB
Swaord ar improvised weapor

Props

A pair of dice — preferably the weighted ones that you use
for cheating in Fighting Fantasy battles. (Only joking!)
Some money to gamble with, Toy money will do, as long
as there is enough for everyone who wants to gamble, to
have a stake,

If you're really into using props, why not provide some
drinks to serve to the Heroes? We recommend that you
dﬂp’t serve Port Blacksand ale - anyone who's not used
to it will be ill for a week.
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Action!

The exact order of these Action segments will depend on
just what the Heroes do. Apply them as necessary, or, in
the event of something unexpected happening, im-
provise around the information we've provided.

1. Halim Thrumbar

If the Heroes go up to the bar and ask for Thrumbar,
Gregor will point him out to them with a grunt. Other-
wise, once they have sat around for a while, the mer-
chant (and spy) will come and sit at their table and
attempt to make conversation:

T gutess you fellows mrust be fravelling merchanls, for you look
well erough and I've not seen you around here before, 'm in Hhe
business myself; pertaps we can be of use to each other.’

Hs won't reveal his name for a short while, as he's very
careful just who he does business with, of whatever sort.
Have fun watching the Heroes trying to get around to
asking him if he's their man, before revealing his name as
he introduces himsel,

Halim will take charge of the Heroes" wagon, making it
appear, if anyone is watching the little group, that he has
bought the goods from the Heroes, He will also tell
them how to find Nicodemus {assuming they need to
know - the Hero who's been here before in Cily of Thiepes
should be able to find the wizard himself). His directions
run as follows:

The old fellow Iikes to keep himself to himself these days, [ hear,
Cenf fed wp with people knocking om his door every to minutes
to paay Buppence bo have a wart removed, Lexpect. Leave here, go
ferck frrta Market Square and teave by Bridge Street, the one that
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leads out of Hee north-west cormer. That will take you to the
Singig Bridge. You can't miss if, it's Hhe one with the skulls,
Micodemes tves in a bt under the bridge, on this side of the
river. Tmust warn you to take care to be on your best bebaviour,
though, He's a bit testy these days and doesn’t take kindly to
visitors dropping in on kim unennounced.”

The Heroes may wish to converse with Halim about
Blacksand, He gives it to them straight:

‘My adoice, gentlemen, is o spend as litte time here as
possible. It's a foul place. Proctically everyone you meet is out to
cheat you somehow. Just do what you need to do and then gef
ouk.’

1f asked about Xortan Throg, Halim (truthfully) says that
he has never heard of the fellow, and inquires why they
are asking. It's up to the Heroes whether they tell him the
truth or not - if they tell him anything at all. Halim is
honest, and is one of the few Blacksanders who doesn’t
fit into his own damning description of the place.

2hb

2. New Faces

If you still have some new Heroes to introduce to the
group, this is the ideal time to do it. Just who they are is
up to the combined creative powers of you and the
players. Perhaps they are old adventuring comrades of
the Heroes, warriors who have retired to Blacksand for a
rest from the heroic life, Are they perhaps just passing
through, having stepped off a boat on their way to
somewhere else? Alternatively, they could just be locals,
who get into conversation with the Heroes and seem to
get on well with them, and who are prepared (if trusted)
ter help out,

3. Gambling Fever

If the characters Grimbold Tornhelm or Gordo Brond-
wyn (or any other disreputable sneak thief or Dwarf) are
with the party, there is a good chance that they will want
Lo join in one of the games of dice, The other Heroes will
probably be keen to get on their way; but gambling can
get a hold on a man, especially when you are proud
of your skill at cheating. At the first sign that one of
the Heroes is interested, a group of three locals, all
disreputable-looking types, invite the Heroes to join in
their game.

The dice game is very simple. Each character decides
how much money he is going to wager on the throw.
Then each throws two dice - and the highest score wins
all the money. Simplicity itself! If two or more players get
the same high score, they share the winnings between
them. If the money cannot be divided equally, the re-
mainder is left in the pot for the next throw.

One peint you perhaps should note: eperyone cheats. To
simulate this (if you don't have any crooked dice and
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can’t fix rolls yourself), when making a cheating roll use
four dice and count the best twe, Each round of throws,
the Heroes may try to spot the locals cheating. To do this,
a Hero must make a successful Awareness roll.

If they wish to cheat themselves, the Heroes must make a
successful Sleight of Hand roll, or may Test their Luck (with
the usual deduction of 1 point from their LUCk per
attempt). If a Hero spots a local cheating, he may decide
to accuse him. This will start a fight, no two ways about
it. Equally, if a Hero fails in an attempt to cheat, the locals
may accuse him, This can happen at your discretion; we
suggest that you let the Heroes get away with it once or
twice before spoiling their fun! Besides, since the locals
know this will start a fight, they only bother to accuse
him if the cheating Hero would have won the throw;
otherwise they pretend not to have noticed.

4. Bar-room Brawling! i
Once a fight starts, the entire population of the inn joins
in. Since the Heroes will have armour and pgood
weapons, they will be much better off than the locals, so
give each of themn two locals to fight at the same time. 1f
you have miniatures available, you can set up the fight
and use the tables, chairs and mugs of ale as weapons as
well, Remember that the tables need a Strength Skill roll

to lift before they can be thrown.
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When everything has quietened down, the wreckage
produced by the fight will look fairly serious. Gregor will
pretend to be very angry with the Heroes (if th ey are still
here) and demand payment for the damage, If they offer
to pay without specifying an amount, he asks for 50 Gold
Pieces; but if there is any problem over payment, Halim
Tlllruml;-ar will intervene, saying that the Heroes are
friends of his and promising to settle matters with the
landlord. He then bundles the Heroes out through the
door and tells them to get on with what they came for
and not to waste any more time.

Problems?

If the Heroes are starting to get into trouble during the
fight, have Gregor shout "The Watch is coming!” at which
point the pub will empty with amazing speed. The
Heroes should take the hint and make their escape as

well. If they are slow in leaving, have Halim Thrumbar
drag them out,

Turnr To . ..

It takes only a few minutes to walk round Market Square
and along to the Singing Bridge where Micodemus lives,
If the Heroes decide to dawdle, use one of the brief time-
wasting encounters detailed in Scene 5; otherwise, move
straight on to Nicodemus and Scene 4.
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Scene 4 — Under the Singing Bridge
Location

The Singing Bridge is one of the most stomach-turning
sights in all Port Blacksand - and that is saying some-
thing. Its rickety wooden timbers, withered with age
and heavily patched, seem to be on the point of giving
way, to plunge the unwary traveller into the stinking
waters of the Catfish river. From the water comes the
putrid stench of the city's decomposing rubbish as it
gurgles its slow way out into the bay, where diseased
seagulls pick at ‘choice’ morsels.

Lining the walkway of the bridge stands an avenue of
bleached skulls on long poles. Few of them are human;
many more have hideous fangs and fierce horns. And,
mast horrible of all, the wind passing through the crum-
bling structure and its macabre ormaments makes a
ghastly keening, whistling noise that, were it not quickly
drowned out by the bustle of the cty as you leave the
bridge, would surely drive all sane folk from Blacksand
within a day.

At the southern (nearest) end of the bridge, a set of
rickety wooden steps leads down to a small hut built into
the very foundations under the bridge. As the Heroes
climb down, they are sure to notice the words ‘KEEP
OUT scrawled in large red letters in several languages
on the door, Nevertheless, they should knock and, after
a short while and several muffled shouts of “All right, all
right, I'm coming!’, the door opens, to reveal an old,
while-bearded man and a surprisingly neat wizard's
study.
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Plof Semmmary

The Heroes meet Nicodemus and learn further informa-
tion concerning Xortan Throg, Carsepolis and other sub-
jects.

Cast List

Nicodemus is one of the greatest wizards in all Allansia,
though you would never think it to look at him. (Some of
his exploits are chronicled in Tilan, if you need to know
more.} He is a kindly old fellow at heart, but has grown
sick and tired of being constantly pestered by people
seeking to take advantage of him at all hours of the day.

As a result, he has taken to living where none but the
mast desperate or needy would seek him out, He has no
patience with idle requests (people really wanting their
warks cured or swords enchanted), but he will take an
important request very seriously indeed. Flay him as a
slightly doddery old fellow who gets a little confused at
times and has a habit of getting sidetracked in the middle
of long explanations and forgetting what he was talking
about. Beneath it all lurks a sharp mind, if only he could
concentrate it on the matber at hand.

Props

You will be playing Nicodemus in this one scene, so get
yourself a tall, pointy hat and a long white beard (a cone
of rolled-up newspaper coloured black and some cotton
wool will do). You may also care to have a few wizardly
props scattered about, such as a wand, a shrunken head
and a jar of live toads, but Nicodemus doesn't really need
them.
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Action!

Once again, this section is divided into segments which
should cover the various options open to the Heroes,

1. Getting In
If the Hero who visited Blacksand in Cify of Thicues is with

the party, getting in will be no problem. Nicodemus
(you) will say:

"My dear young man! How good it is to see your face again.
Welcome! Welcome! I know tHhiaf you succeeded on youer quest,
for meach evil went out of the magical ether with the destruction
of that infernal Zanbar Bone. I'm awfully sorry about the mix-
i with the pooder, but | knew the gods would guide yor in
sorting it onl. It always comes out in the wash, [ always say,
Come in, come in! How do you happen to be here again? More
frouble, 'l warramt you, Tell me all about it . . . and who are
Hese fine friends of yours?”

However, if Micodemus does not know any of the
Heroes, they will have a little more trouble:
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“Who do yaee think you are, bothering a poor old man like this?

As if I hadn’t enough fo do, keeping this foul river from secping
up Hrough my floorboards, without having visitors as well.

SHMl, you don’t smell quile as bad as the river waler, so plainly
you can’t be locals. State your business and be quick aboud it! If
you"ve no good reason for disturbing me, so help me U bern the
ot of wou info sticklebacks and chuck you, lock, stock and barvel,

into the river! I've always wanted fo know how long a living
creafure can swrvive in that filthy water! Well, speak up!”

Fortunately, they only have to mention that they are on
an urgent mission from King Salamon and they will be
ushered in with great haste; the door will be shut and the
latch pushed down. Even though the Heroes hadn't
noticed any chairs besides Nicodemus’s, there will now
be enough for each of them to sit down.

2. Explaining the Quest

It's over to the Heroes for them to explain to Nicodemus
what they are trying to do, and then to request whatever
help they may desire. Some of the replies that he will
pussibly give are listed below. You may not need to use
all of them, depending on what the Heroes say and ask
for.
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3. About Xortan Throg

“Well, I know of him, certainly. You can't be that good a wizard
without coming to the attenfion of your fellow mages. [F's ihe
genies, you sce, they really are Hhe most ferrible gossips, a real
tnanch of old fish-wives af Hmes. And if you've never heard fish-
wives gossip, Hhen fake yourselves down fo Hhe docks here one
morning. I swear you'll nok believe it wnfil you've heard it with
YO 0L s,

‘Now, where was 17 Oh yes, Xortan Throg, He seemed an
inmocuons enough fellow, at least wunbil this affair with the
prineess. Kept himself to himself, Bulb that's the trouble with
wizards, you see. Some of the matters they dabble in can lake
wears to sort out, so there they are, quiet as temple nice, Hhen
suddenly Hhey find what they were looking for and they cause
the most auwful trouble for everyone! Shocking, T know, but
that's wizards for you. My advice to anyone who asks is: always
steer clear of them. They're an odd lot.”

4. Where's Throg?

‘Ah, new that [ can help you with, You see, he lives here. No
not here — in the city, Blacksand! Well, not exactly in Black-
sand itself, I suppose. More underneath il, lo be totally acen-
rate. As understand it, he has a passion for old Carsepolis and
te's been delwing into its ruins. Of course he has to live in the
sewers for that. Must be the only person in Allansia to have a
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more urpleasant home than I do! Still, serves him right. He's
been doing some deals with fhe Fish People — that's the goggle-
eyed lot with feet, not the Mermen who have tails, There's a
small eolomy of thens under the harbour somewhere, I'd hazard,
Hrough | haven't Irenrd where exactly. Your best bet is probably
tar by some of the old sluice-gates by the docks, but youtl need lo
wwil until dusk. The city guard are pretty hof on smugglers
pryinyg toavotd port taxes during the day, butat reigrht oded Azzner
doesn’l seem fo weind Eem steaking in walever bakes their
fancy. Me's a v one. You know, one year ke . . - olt, Huere [ go
again! What was [ falking about?’

5. About Carsepolis

“Yes, sorvy tale, Hut. It was here, you see. The biggest and
brightest city in all of Allansia, You may have seen sone of its
ruins as you approeched Biacksand, Hrowgh niich of what les
above grownd has long since been plundered for huilding mater-
inls. Not much left of it at all now. Thea, let me see, oh, it must
e been nearly Hrree hdred years ago now., Thereg was a
great war, the War of bie Wizards as m sure some of you must
knonw, amd Carsepolis was besieged by He Armies of Foul
Chiaos.
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‘Eventually if was relieved; but the city had been so badly
damaged Hat it was abandoned by all but the lowes! of ifs
cifizenry. They stayed on, and after a fewr generations Hey got
Hremselves orgamized and built this place. Sometimes | Hiink
fhant the Forces of Chaos would be happier with it new than they
were when Mey'd levelled the place. But then, that's offen the
way with us henans. We seem to fight hard to profect some-
thing, then only a few years laker we let it turn into the very
Hhing it was they were trying fo stop it becoming! Typical! Ah
well. Amything else?

6. Can He Help?

“Hmm, let's see. Ome or two of you seem to have got yourselves a
Iitte scratched. T can certainly cure those micks for you. But [
don't carry stocks of potions or enchantments these days —
tiny'd be too much of a temptation oy ruffian reighbours,
Mok that I have any trouble fighting them off — but I don’t see
sy showld have [o bother. If they knomo I've got nothing worth
stealing, they leave well alone, 1 can still make such things, of
conirse, buk they fake many days, weeks even, If I were you, I'd
o after ofd Throg straight away. The more Hme you give him,
thie more likely he is to learn that you're here and take precan-
tions to stop you ever curlailing his, erm, activities,”
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=. How to Kill Xortan Throg

‘Good question, good guestion! You see, with some wizards —
like that old Zanbar Bone, for example — it is quile straightfor-
wvird because they've so hedged themselves about with magical
protection that everyone knows about the few things left that
wwill kill them, and the Demtons they've been using have proba-
bly fixed it so that anyone who has got the right bits will find his
task very easy indeed, Awkaward little beggars they are, which is
why I"ve never gone in for all that nonsense.

‘Wow, Throg, Hiough, being the matter in hand, is an ordinary
chap like you or me. A knife through the ribs will see him dead
enough. [t's gething close enough to deliver the blow that's the
problem, Hell have a whole load of spells ready o use agatnst
yote. No, my friends, I'm afraid that's something you'll have to
sort out for yourselves. There are no easy answers there. Let us
priy that the gods see fit to grant you their protection and guide
your ands in their service. It's about Hime they were on our side
for a while.”
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Nicodemus will answer any other questions along simi-
lar lines (that is, very long-windedly). As long as the
Heroes are polite, he remains quite friendly and he will
cure their wounds if necessary (restore everyone's
STAMINA to its Initial score), but he can offer them no
other help beyond information. He will not accompany
them into the sewers - he is far too old for that sort of
thing.

Protlemms?

If the Heroes are rude to Nicodemus, he can give them
some minor affliction - warts or boils, perhaps, or an
exfra-long nose — to teach them some manners. Should
they be daft enough to attack him, he'll carry out his
threat: turn the lot of them into fish and drop them in the
river t0 see how long they live {about five minutes).
Anyone that stupid and ill-mannered deserves every-
thing they pet.

If there is a spell-caster like Rangor in the party, he may
ask Nicodemus to teach him some spells. That is a fair
request, at which MNicodemus will smile and answer
thus:
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'Well, very flattering of you to ask, young one, but I'm not a
pery good teacher. Far too tefchy, you see — at lenst that's what
iy old master used to say, You'd be far better off in one of those
fine schools in Salamonis. After five years or so there, you
should be good enough to work through stuff on your awn.
Come back fo me thert and, if P still alive, I'l] show you @ book
or two. How's that for o deal?

Turn to . .

Nicodemus will urge the Heroes to stay with him until
dusk. He will feed them and cure their wounds. If they
wish to leave earlier and you feel like designing an
incident ot two in Blacksand, move on to Scene 5.
Otherwise Nicodemus will natter on all afternoon and
then bundle them out at dusk with a final warning:

‘Remember, the quicker you get to him, the less time he has to
prepare for your arrival. If you're lucky, he won’t kmow yet that
yote are here, but don't waste any tme! Good fortune to you.”

Following Nicodemus's instructions, the Heroes cross
the Singing Bridge and turn left down Harbour Street.
Eventually they pass the Black Lobster Tavern, where
lights are blazing amid the sounds of breaking tables
and shattering tankards, and arrive at Lobster Wharf
{Scene 6).

Scene 5 - The Streets of Port Blacksand
Special Mote

If you feel like trying your hand at inventing some scenes
of your own, this is the ideal place to slot them in. The
Heroes have a few hours to kill before dusk, and they
could spend them exploring Port Blacksand. You will
find Titar and City of Thieves useful aids in creating such
scenes, Alternatively, vou could use one or more of these
incidents, filling in the details vourself:

1. Passes Please!

A couple of city guards, one human and one Half-Orc,
both decked out in the usual black uniforms and each
carrying a pole arm, stop one of the Heroes and demand
a Holy Day pass. Actually, no such thing officially exists;
the guards may sell him one for 200 Gold Pieces, if he's
willing. If he's not, well, a punch-up will enliven the
guards’ rounds, and their arrest record is a little down
today anyway,
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2. Stop thief!

In a ¢rowded market street, one of the Heroes (not one
with Awareness skill), suddenly feels a hand dipping into
his belt-purse. The scrawny young pickpocket takes to
his heels, dodging in and out of the crowd untl he
disappears round a corner. If the Heroes try to give
chase, they’ll have tremendous trouble weaving in and
out of the market-day crowds. If they overturn any stalls
and spill any produce, they may have to pay out more
cash to calm the crowd down. Incidentally, the pick-
pocket stole 8 Gold Pleces.

3. 'Ere, Mister!

As the party wanders the streets of Port Blacksand, one
of the Heroes feels an insistent tugging at his belt. It's a
small gubtter-waif, either a boy or gicl but difficult to tell
which. There is a tiny, rat-like dog at its heels, and what
it wants is a coin for some food, a fact indicated by its
vutstretched palm and the way its other hand is pointing
lovits mouth. If the Hero shoves itaway, it'llimmediately
start to screech at high volume, accompanied by the
irantic barking of its equally loud-voiced dog; and the
local shopkeepers and stall-holders will have a few
strong words to say to the Hero about treating children
properly.
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Of course, if the Hero gives the child a coin, he will soon
be stopped by another, and then another, until a whole
crowd of apparently starving children are trailing along
behind him, palms cutstretched for money! (On the
stroke of tea-time, the children will suddenly disappear
back into the alleys from where they came, as if they had

never been there.)

4. Hey, Shorty!

Use this incident if there is a Dwarf in the party. As they
round a street corner, a pair of very large, hulk-like
humans leaning against a wall decide to abuse the Dwarf
about his height, making jokes about needing stilts to
scratch his head, about being hung on a chain and worn
as a pendant, and so on. As long as no one threatens
them, they’ll continue to offer these and other frightfully
hilarious jibes. Being unarmed, however, at the first sign
of trouble they'll run for it! {This incident could also be
used, with variations, for an Elf, a barbarian warrior or
for just about anyone who's slightly different.)
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5. Watch Out Below!

A pail full of unbelievably smelly, slimy stuff comes
sloshing down, thrown from an upstairs window, just as
one of the Heroes is walking by underneath. The man at
the window will look down, snigger, then point out that
he did shout out, honest, before slamming the window
shut again. The Hero is absolutely covered with it, and
its smell is extremely nasty. People will start giving him
odd looks, and small children will avold him in the
streets. (Funnily enough, however, when the party de-
scends into the sewers, this character need not reduce

his sk1LL by 1 point, as he’s quite used to the noxious
smell by now!)

']"r.'rﬁI s S

At dusk, the Heroes muost make their way to Lobster
Wharf. Move straight on to Scene 6 now,
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Scene 6 = Lobster Wharf
Localion

The docks of Port Blacksand are a hive of activity during
the day, with ships arriving from all corners of the world
bearing goods and passengers. As night falls, however,
the population disappears to their hammocks and
bunks, or into the taverns, or curl up in a corner in an
alleyway. The only people who move about after dark
are either up to no good or are members of the city guard
— or they are Heroes, looking for a way down into the
sewers, on the trail of a troublemaking sorcerer.

Huge, graceful pirate ships are tied up at the wharf. We
see vessels such as The Black Swan and The Swordfish,
names that are spoken with fear and dread throughout
the twelve seas of Titan. And their villainous captains are
not mentioned at all, for fear that the mere mention of
their names will cause the evil buccaneers to appear!

Beside the ships stand piles of empty crates and barrels.
Our Heroes slink between these, hoping to avoid the
ever-watchful gaze of the city guard, should they ap-
pear, and looking for the sluice-gates that Nicodemus
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said would be their best method of entrance, Suddenly
they stop, spying movement ahead. A small group of
people, obviously pirates by their dress and gait, are
sneaking along the wharf; between them, they are carry-
ing two large chests. They make silently for a flight of
steps at the edge of the dock.

Cut in the water of the harbour, a scaly head with large,
bulbous eyes breaks the surface and a scaly arm waves
the men forward. The pirates head down the steps.
There is a creak, as of a rusty iron gate opening, and they
vanish from sight. Along an alleyway leading to the
wharf, the Heroes can see a similar group of fipures
carrying two more chests.

Plot Sum Y

The Heroes spot some pirates entering the sewers
guided by Fish Men. They have the choice of knocking
out or killing the pirates and then impersonating them,
or following them at a distance.

Cast List

A groip of Pirates — exactly one per Hero. They won't have
a chance to say anything, but they carry themselves with
a swaggering, rolling gait as if recently returned from
rough seas.

FIRATES eachSKILLS STAMINA 10
Sword (cutlass)

A Fish Man. These creatures are half fish and half man -
the resulk of rather grisly and warped experiments by an
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evil sorcerer many years previously — but unlike Mer-
men, who are men down to the waist and fish from there
to the tail, Fish Men have the head and body of a large
fish, but with thin, spindly arms and legs; the entire
body is covered in yellow-green scales, and fingers and
feet are webbed.

Fish Men can breathe both air and water, but need to
keep their skins moist. They speak in gurgling tones as if
full of sea-water., Try speaking while gargling or blowing
through a rubber tube that dips into a bowl of water, and
you'll see what we mean. They are normally armed with
tridents and are capable opponents, especially in water.
This Fish Man will not be involved in any fight with the
Pirates.

Props

Twa large, heavy boxes, and a very strong smell of fish.
We leave it entirely up to you how to represent the latter.

Action!

Use the segment or segments which apply to your He-
roes’ actions:

1. The Pirates
The Heroes cannot tackle the first group of pirates with-
out the second group seeing them; once the first group
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has disappeared, however, ambushing the others will
prove easy. Af this point, the Heroes have three clear
options. (1) They can attack the second group of pirates
and then impersonate them. (2) They can follow the
second group, keeping them in sight. (3) They can wait
until all the pirates have gone and then make their own
way into the sewers.

If the Heroes choose to attack, there will be a fight. The
pirates are caught by surprise and are still carrying the
chest{s) when the Heroes spring the ambush. Because of
this, the Heroes get an unopposed strike at the pirates
before the latter can draw their swords. After this, run a
normal fight with each Hero tackling one opponent,
armed with a cutlass (treat it as a Sword on the weapon
damage chart). Once everyone is disposed of, the Heroes
may avail themselves of the odd hat, cutlass, headscarf
or eye-patch to complete their rather hurriedly im-
provised disguises, before making for the sewers.

2. The Chests

Being curious and not a little greedy, the Heroes may
wish to know what is inside the chests. {Plainly, they can
open them up and look inside only when the fight is
over.] The first contains various herbs, spices and dead
animals: just the sorts of things that wizards use for their
potions. The other contains weapons — swords and dag-
gers; someone is obviously setting about equipping a
small army.

3. The Fish Man

[f the Herves are impersonating the pirates, they will
make their way down the steps carrying the chests. As
they do 50, a Fish Man will appear out of the water and
wave them on. ‘Follloww mee,” he gurgles at them.
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‘Pllaacce the chhesstss whherre 1 shooww youu and
youu wwill bee paidd as prommissed!’

With this, the Fish Man wades through the gateway into
the sewers, glancing back every so often to make sure
that the Heroes are following close behind him.

Problems?

The Heroes may be daft enough to attack the first group
of pirates. If they are, you should handle the fight like
this: in the first round of combat, the Heroes catch the
pirates by surprise and get an unopposed strike. In the
second and third rounds, the first group of pirates fight
the Heroes normally while the second group drop their
chest and run forward. In the fourth round, the second
group of pirates arrive, and each Hero must then fight
two pirates at once (unless he has already killed his first
opponent, in which case he just has to confront the new
one}.

Turn To . . .

The Heroes move down into the sewers, the Fish Man
padding along ahead with a light slapping sound as his
webbed feet patter on the wet stone. The smell becomes
foul, a mixture of every nasty smell there is in the known
world. From now on, everyone must deduct 1 point from
his skiLL and hence from his Special Skills too (unless
one of the Heroes has had an encounter with something
nasty from the sky — see earlier!). As they proceed, more
Fish Men appear as if from nowhere to escort them, and
they are guided deep under Port Blacksand. Move on to
the many-legged horrors of Scene 7!
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Scene 7 — A Giant Centipede

Lowvardion

Down in the tunnel system beneath the city, the Heroes
are walking along a well-paved walkway that runs
alongside the sewer water. The Fish Men, if they are with
the Heroes, keep to the water but with their heads in the
air (no self-respecting fish breathes Port Blacksand sewer
water unless absolutely necessary!), At first, the Heroes
will think that the sewers of Port Blacksand are extremely
well constructed, but anvone making a successful World
Lore roll will realize that they are walking on the docks of
ancient Carsepolis! The people of Port Blacksand have
simply built over the old city, using its forgotten streets
for their sewers.

203



Thotgh it is quite gloomy in the tunnel, there is enough
light — from the entrance, the occasional shaftin the roof,
and a species of luminous algae which decorate the walls
_ for the Heroes to see where they are going without
recourse to lanterns, Characters with Dark Seeing will
have no problems anyway.

Plot Swrremary

The Heroes encounter a Giant Centipede in the tunnels.
What happens depends on the choices they made in the
last scene,

Cast Lisf

Five Fish Menr. Don't bother to give them individual
names or personalities — the Heroes won't be able to tell
one from another anyway.
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A Giant Centipede, about the size of a large stagecoach.

CENTIFPEDE SKILLG STAMINA 20
Large bite

The Centipede’s skin is so tough that all damage done to
it is reduced by 1 point (and so hits doing 1 point don't
harm it at allt).

[y ?Il.lﬁ_

tomething to make a loud clattering noise to startle the
plavers with; a wooden rattle of the kind waved at soccer
matches would do very nicely.
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Action!

The Heroes {and Fish Men, if present) are alerted by a
loud clacking sound. Ahead of them is a side-tunnel, the
first the Heroes have seen, which comes into the path on
the far side of the tunnel. From that tunnel, a vast insect
head appears. Many antennae search the tunnel, unduo-
lating and probing ahead of their oswner: a Giant Cen-
tipede. The noise is made by the horny carapace of the
massive insect. The centipede slowly lifts its huge body
actoss the deep main channel, plants a few feet on the
walkway, and turns into the tunnel - totally blocking the
way forward.

Exactly what happens now depends on the choice made
by the Heroes in the previous scene, whether to go with
the Fish Men or to follow on at a distance. If they are
fullowing at some distance, they will have to fight the
Centipede themselves before they can move on.

If the Heroes have an escort, the Fish Men will demon-
strate how to get rid of the beast for them. As the
Centipede approaches, they swim close o one another
and clash the poles of their tridents together, making a
noise very similar to that made by the Centipede. It
should dawn on the Heroes eventually that the giant
creature is almost blind; it hunts by sound and by feeling
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things with its long, undulating antennae. On hearing
what appears to be the approach of another of its species,
the monster elects not to risk a fight and slowly backs
into the tunnel from which it had come.

If the Heroes are impersonating the pirates, they can
pass freely with the Fish Men as the Centipede retreats.
I they are following closely behind the Fish Men and the
real pirates, they have more of a problem. With the ‘other
Centipede’ now heading up the tunnel, the real one
decides to move forward again (it finds going backwards
very difficult, with all those legs to coordinate} and turn
the other way — towards the Heroes!

The Heroes can choose either to fight it or to use their
shields to make a rattling noise, as the Fish Men did.
Either way, they will have to make quite a racket. By this
time the Fish Men and pirates have turned a corner, but
they may well have heard the commotion behind them
and realized that they are being followed by intruders.
Don't inform the players of this possibility; let them find
out in a moment.

The Centipede fights by detecting victims with its anten-
nae and then snapping at them with its huge mandibles.
Each Combat Round, roll dice to see which of the Heroes
fighting the creature is touched by an antenna (Heroes
not in the front rank and using bows or spells are never
touched) and have the Centipede take a bite at him.
Despite its size, the slow-moving monster has only 1
Attack. (Don't forget that the smell of the sewers has
reduced almost everyone's SKILL by 1 point.}

If a Hero wishes, he may forgo his attack and concentrate
on dodging the antennae instead. To do this, he just
opposes the Centipede’s attack with his Dadge Skill
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score, adding the result of two dice and comparing it to
the Centipede’s attack score. This may help Heroes who
have dropped their weapons and the wizard whose
Didge is better than his combat skills!

The Heroes may also try to chop off the antennae. There
are four antennae altogether; to hit one requires a
weapon Special 5kill roll with a penalty of 3 points. This
must be done when the Hero is unopposed, or he won't
be able to defend himself. A hit on an antenna will
automatically sever it, and the Centipede will screech in
pain. Once two antennae are severed, the Centipede will
take fright and retreat into its tunnel, and so away.

Problems?

If the Heroes kill the Centipede, they may elect to investi-
gate its tunnel. To do this they must first swim across the
main channel (no armour may be worn or they'd sink; it
must be left on the path) and then wade up the side-
channel {or swim again in the case of someone short like
a Dwarf}. After about 200 metres they reach a dead end -
an open area which the Centipede uses as a nest and to
turn around in. The only treasure to be gained here is a
few tridents and a small pile of humanoid bones - all that
remains of the Fish Men the Centipede has eaten in the
past few weeks.

Turn Tor . . .

Once the danger is past, or overcome, the party can
continue along the tunnel. If the Heroes are impersonat-
ing the pirates, turn straight to Scene g; otherwise, move
on to Scene 8.
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Scene 8 — Captured!
Lercation

This scene takes place in tunnels very similar to those for
Scene 7, the path continuing alongside the sewer water
for many more paces, occasionally turning and twisting
round corners as it heads deeper under the city.

Plot Summuary
The Heroes get captured by the Fish Men,

Ceasf List

A large number of Fish Men — at least three per Hero, all of
them armed with vicious-looking tridents.

FISH MEN eachSKILL7 STAMINAD
Trident (as Spear)

Props

something to poke the players with: preferably a trident,
but a tork will do (fry not to be too boisterous with
anything sharp, or you'll probably regret it).

Something slimy and horrid to smear on your fingers
before touching the players, to simulate the feel of the
Fish Men's skin when they have just emerged from the
sewer water,

A large net to drop on the players. The plastic netting
that is sold in garden centres to keep birds off vegetable
plots should do nicely, though you may have some

trouble keeping this hidden from your players until the
moment you need it.
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Action!

As the Heroes inch their way along the tunnel, a large net
falls from the ceiling and envelops them. There is no
chance of detecting it in advance or avoiding it. Imme-
diately a large party of Fish Men emerges from the murky
wabers of the sewer, The Heroes are disarmed, tied with
cord and prodded with the sharp ends of their tridents.
The Fish Men have damp, scaly skin and their touch feels
slimy and hoerid.

Unece they have the Heroes safely secured, the Fish Men
urge their captives to their feet and herd them along the
tunnel. Like most Bad Guys, they are happy to gloat and
tell the Heroes just why they've been captured. Each
Fish Man will chip in with one comment or another;
there is no clear leader to the group. (Please add your
own gurgles to their speech as you go along. )

‘Ha! Got you now, we have, Lirgle! Horrid, hated Dry Ones!
Fry you in balter we will! That'll learn you! Heh, heh, heh!”

"No, no such luck for you! You go to wizard! Dry Ones deserve
one another, yes they do! Gloop! Fight one another all the time.
That's what we like! Dry ones kill one another off, then we kil
what's left! Heh-heli-hel! No more Dy Ones! Good! Good!”
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Mot surprisingly, the Fish Men have immense diffi-
culty pronouncing the name Xortan Throg', but the
Heroes should be able to understand from their speech
that he is the person they are being taken to. The Fish
ben will try to answer any questions, using their an-
swers to slip in yet more gurgling remarks about hated
Dry Ones — and to boast a bit, too - but they know
nothing of the wizard's plans except that he intends to
conquer Port Blacksand. If asked where he lives, they
will reply simply: “You find out soon, Dry Ones, yes you
willl We take you there, then you not be so eager to gol
Urgle!” :

Problems?

The Heroes may believe they have a chance to fight their
way out of this situation. Ah, but don’t forget they are all
in a net. That means all their skills are hatved. And they
have to fight three Fish Men at once, numbers two and
three getting unopposed automatic strikes because of the
restraining net. They should soon think better of it,
though let anyone who feels that reckless try it for just
one round.

Teern To . . .

Bound and disarmed, the Heroes are herded along the
tunnels. The Fish Men walk after them, prodding them
with tridents as they go. The action moves straight on to
Scene g. :

Scene g — An Offer of Help
Location

As the Heroes and their Fish Men guides or captors
(depending on the situation) pass through the tunnels,
they come upon an open area to the side of the path. The
roof here is supported by pillars. Itis as if the people who
built this part of Port Blacksand intended to create a cellar
here — or perhaps they just didn't want to build on this
particular spot. Beyond the open area, the tunnel con-
tinues further into the darkness, deep under the city.

Extending some distance back from the main tunnel, the
open area is quite dark, Strangely, none of the fluor-
escent algae grows there or in the nearby portions of
tunnel. The Fish Men nervously chatter in whispered
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gurgles as they approach this area (though if they have
Frisu:nﬂrﬁ they don't let their attention waver for a mo-
ment}).

Plof Semmary

An ancient ghost appears, scaring off the Fish Men. It
offers to help the Heroes.

Casl List

The Fish Men, as before.

Sargon, along-dead priest from Carsepolis. Being a ghost,
Sargon speaks in a rather hoarse whisper; but he seems
friendly enough, perhaps even glad of their company.
Other than that, his manner is proud and commanding,
as might be expected of a man who once held high office
in a great city like Carsepolis.

Props

A blast of cold air would come in useful here. If you are
running this game during the winter, open all the win-
dows for a moment when the ghost appears. Alter-
natively, twrm on an electric fan and pointitat the players
for a few seconds (but watch out for scattering scraps of

paper, etc.).
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Action!

This scene is divided into segments again; use only the
ones you need, starting with the first.

1. The Manifestation

As the party reaches the centre of the open area, they feel
a cold blast of air and a dull glowing area of white light
appears between the pillars, The Fish Men are quite
tertified by this sudden apparition. They drop anything
they are carrying except their tridents (so, if the Heroes
were captured, they can get their weapons back in a
moment) and flee, swimming off at great speed. They are
s0 frightened they actually put their heads underwater,
You must hope that the Heroes will prove to be made of
sterner stuff.

Slowly the white light expands, dimming a little as it
spreads out, and a shape forms. It is an old man, a priest
ot some sort from the look of him, but dressed in strange
robes the like of which the Heroes have never seen
before. (Itlooks rather like a cross between a Roman toga
and an Aztec sacrificial robe.) ‘Good evening,’ the ghost
says quite calmly, ‘and whom do | have the honour of
addressing?”
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2. Conversation with a Ghost

Presumably the Heroes are polite enough to introduce
themselves, if only through chattering teeth and the
sound of knees knocking together. In return for their
names, the ghost announces that he is Sargon, a high
priest of that most glorious of cities, Carsepolis. He says
that he was killed during the great siege by darkly
sorcerous means, as a result of which his soul has been
condemned to wander these dark and rather boring
tunnels for many centuries.

‘It is a pleasure,” he continues, to have live men to falk to once
mtore rather Hian these foul and cowardly fish trings. Pray, do
wie the honour of staying and conversing with me fora while, [
it sure there must be some interesting reason for your presence
in this blighted place, and it would give me exceptional pleasure
ter henr it told.”

The Heroes can discuss whatever they like with Sargon.
In actual fact, he wants their help with something, so he
will be open and friendly. However, there are a few
topics he is a bit touchy about.

If the Heroes ask which god or goddess Sargon used to
serve, he replies that he was the High Prest of Elim. It is
unlikely that any of the Heroes will remember who this
god is (World Lore Skill roll with a s-point penalty), in
which case Sargon bemoans the changes in the world
these days but explains no further — if no one knows of
the god these days, then obviously he has deserted Titan
and there is little point in worshipping him any more.
(Sargon is not being entirely truthful here — he doesn’t
really want to discuss his god. If pressed, he will use the
old excuse of not being able to discuss the mysteries with
non-initiates. )
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If some of your players have been studying the ancient
legends of Allansia very closely (that is, they succeed in
making the roll!), they may remember that Elim was one
of a trio of very ancient primal deities worshipped by a
race of people who were wiped out during the War of the
Wizards. Elim's name translates as ‘Thark’, which may
make the Herces suspicious of Sargon. And so they
should be; but at the moment Sargon actually happens to
be an their side, In any case, the priest will not discuss
his religion with the Heroes and will go on trying to get
them to talk about something else. See Tilan for more
information on Elim.

There are two things that Sargon is keen to discuss, the
first, and most obvious, being how his soul may be
allowed to rest properly. [t seems that the Heroes may be
able to help him, This is his explanation:

‘O of the holy relics of Carsepolis was a Crystal of Power. This
crystal was a force of great good and healing, but it was of little
wse i the stege, for our attackers knew of it and could coynter its
potoers whenever we allempted to use it, When it seemed that
the city was about to be taken, some of us priests, wishing o
preserve the relics fram the forces of Chaos, Hrrew the crystal
into He care of the seas of the Western Oeean.

‘In the seemingly endless years during which [ have lived here, 1
have learné that it has been recovered, The Fish People dis-
covered it and have taken it to the old Temple of Hydana, the sea
god. In olden times, the temple was located o the dockside, so
that mariners could make offerings there before setfing out fo
sen. That temple is quite close to here, but Iam unable to enter
it. It is well guarded by the Fish People, but I know of a secret
entrarce. Ifyou can take that crystal and bring it to me Hher my
soul will be freed from its wanderings.”
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Sargon will not reveal just why he is barred from enter-
ing the Temple of Hydana (it's because of the great
difference between the goodness of Hydana and the evil
of Elim}). The Heroes may offer to help Sargon out of the
goodness of their hearts, but they may well want to
know what Sargon can do for them in return. For-
tunately, once he learns of their quest, he is only too keen
to tell them:

‘Xortan Throg, eh? Oh I knotw of him, the young idiot! Do you
kmonw, he fully believes himself descended from the royal family
of Carsepolis? And so he is in g way, if only via 2 chance laison
befween the last king and a young serving-girl - which he
doesn’t know about. Needless fo say, the royal blood-line has
In.ﬂ_'.'r: further diluted over the cenburies, but his family have kept
alive the story of their origing, and new Fhis upstart seeks to win
back what he considers fo be “his” city. Ha! He has grand
enugh plans - he's working hard on raising as many of the old
roal guard as he can find corpses for and, with his skeleton
iremy, thinks to storm Lovd Azzur's palace from the setvers,

m:;é o doubt, he'll reise a real army and set off to conquer the
wrrld.
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‘Pah! Let @ man get a few spells in his head and he thinks he can
do amything! Ok he's a good enough wizard, but he'll never be
able to hold together an undead army large enough to take on
Lovd Azzur. And now, of course, it seems he won't gel the
chance to fry, as you bold fellows are going to firish him off. Of
course, you might need a bit of help and advice, T can tell you
howr to beat him, and 1 will, if you will do something for me in
return.”

The Heroes may ask Sargon why it is that Xortan Throg
hates Salamonis; and this question will receive the
ANSWeT:

‘Humph, probably just jerlousy. [ gather that it is the most
powerful city in the world these days, for all that it was a
collection of mud freeks with o wall rownd if when [wes alive. It's
Hhe city he will have to beat if he inlends ko conquer Allansia and
bring all under his evil sumy, ef cetern et cetera, so I'm not at all
surprized he's busy doing ill lo ils people already.”

Problems?

Don't fret if the Heroes don't agree to the deal with
Sargon. They'll change their minds once they've wan-
dered round the sewers for a while {Scene 10), What they
may want to do, however, is to go back to Nicodemus
and ask whether they can trust the ghost, This is not a
particularly Heroic thing to do, and there are a number of
ways you can dissuade them.
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First, remind them what Micodemus said about time
being important - the longer they delay, the more time
Xortan Throg has ko prepare for their arfval, and hence
the less chance they have of succeeding in their task. If
they still want to go back, they may have to get past the
Giant Centipede, and they will have to get out into Port
Blacksand. Coincidentally, at this very moment a group
of Troll city guardsmen is sitting on the dockside discuss-
ing the various merts of different parts of the Gnome
anatomy and ways in which each can be cooked.

If the Heroes fight their way out {one Troll per Herg,
SKILL g STAMINA g, armed with Swords) or wait for
the Trolls to go, you may as well let them go back to
Micodemus. He will not be pleased at being woken up;
he knows nothing about Sargon (though he does know
who Elim is) and will give the Heroes a lecture about
the need to get a move on quickly. The ghost is the
best opportunity they have - unless they have a better
plan; why don’t they get on and do something and stop
depriving him of valuable sleep?

TurnTo . . .

[f the Herpes fall in with Sargon's bargain, he will in-
struct them how to find the secret entrance to the Temple
of Hydana (see the map in Scene 11). Move everyone on
to Scene 11. If they decide they can deal with Xortan
Throg themselves, move instead to Scene 10.
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me SEWERS

{PART)

Scene 10 = Lost in the Sewers
Location

The map shows the various sewer tunnels beyond the
area haunted by Sargon. Note that not all the tunnels
have a path, of course. For many of them, the Heroes
have to wade, waist deep (or neck deep for a Dwarf!) in
filthy stinking sewer water. Where a path ends, it simply
slopes down into the water.

There are several places where the tunnels connect with
the rest of Port Blacksand’s sewer systemn. The reason for
marking a dead-end is because the roof of the sewer
becomes so low that it meets the water. The Heroes are
welcome to try swimming through, but the sewers are
not the most salubrous of water to be drowned in. You
should emphasize strongly the maze-like quality of the
tunnels, and also their quite horrid conditons.

Two special locations are marked. One is the Temple of
Hydana (se¢ Scene 11 for further information). There are
two entrances, the secret one that Sargon knows of but
which the Heroes cannot find without his help, and the
main one, which leads to a room full of Fish Man guards.

The other spedal location is the route to Xortan Throg's
domain. It is unlikely that the Heroes will find this
without Sargon’s help because it is very well hidden.
What they have to do is to go off the end of the path
beyond the entrance and come back through the water,
which quickly becomes neck deep, to where the entrance
is marked. This is a tunnel which goes under the path
(which is why the Herces can’t see it from the path).
Again, the water is neck deep (forehead deep for a
Dweart!), but the tunnel is passable by air-breathers atlow
tide.
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Plot Summiary

Having declined Sargon's offer, the Heroes wander

round the sewers, trying to find Xortan Throg. They
encounter various creatures that inhabit these dark and

noisome tunnels, After a very short while, they begin to
fes] very miserable,

Cast List

Various wandering monsters are available. When you need
one, simply roll 1 die and consult the following table,
according to the result. All creatures may be encountered
again and again, with the exception of the Tentacled
Thing (if you roll a 6 a second time, roll again).

{1) GIANT RATS: Two per Hero, each sKILL 5

STAMINA 4 e
mall bite

{z) CROCODILES: One for every two Heroes,

each SKILL7 STAMINAT
z Attacks, Large bite

(3) FISH MAN patrol: Three Fish Men, each having
SKILL7 STAMINAGBD
Trident (freat as Spear)
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{4} RAT MEN: Four of these half-rathalf-human
mutants, SKILLS STAMINA G
Senall bite

(5} GIANT TOADS: 1-3 Toads lurk in the sewer
waler, SKILLE STAMINAY
poisoned tengree delivers 4 poinks of damage

(8) An Unknown TENTACLED THING: one of
these rare nastes lurks just under the surface. It
hasskLL8sTaMINA 10

3 Atfacks
Onee it has hit someone, its tentacles will continue
te deliver 1 point of damage until the creature is
killed (it will still defend against attacks but, if
successful, will only do another 1 point of crushing
damage).

Props

If the Heroes decide to wade into the sewer water, you
could always tell them to run a bath and stand in it with
their clothes on. (Yes, we know it is messy. At least we
didn’t suggest you empty the dustbin into the bath or
make them roll around in the garden first.) OF course
they will refuse to do it (they'll probably ask for stunt
men to stand in for them!), but it should get the point
across as to how unpleasant the place is.
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Aetinn!

The Herces will probably be fairly happy wandering fora
while. When it begins to sound as if they are getling
bored, introduce a wandering monster. Ak first you
should make it easy by having the enemy come down the
tunnel towards them; but the longer they delay, the
nastier you should make the encounters. If they are
being total pains and refusing to get on with the task at
hand, wait until they are wading through the water, then
have them surprised by a Tentacled Thing. That should
end the game, or this scene at least,

Problems?

It is the Heroes who are in trouble, not you; they chose to
do things this way. If they seem unhappy, remind them
that Sargon did offer to help, and hope that they recon-
sider and return to him for help after all.
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If the Heroes really get lost (because they can’t map the
tunnels correctly), suggest they walk towards the lighter
areas (moonlight enters at the gate on the docks) and,
when they ask for the direction, send them the right way
to get back to Sargon.

Turn To . . .

There are two possible endings to this scene. First, the
Heroes could finish up back with Sargon and ask him for
directions. He will direct them to the secret entrance to
the Temple of Hydana. Alternatively, they may stumble
on the temple by accident. Unless the Heroes have
already sorted out the denizens of the temple {in which
case they are still lost!), go to Scene 11, If the Heroes have
actually managed to sort out affairs at the temple, and
gain the Crystal of Power, and they now wish to return to
Sargon, move the action on to Scene 12,
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Scene 11 = The Temple of Hydana

Location

The old Temple of Hydana in Carsepolis was built on the
dockside so that mariners could make offerings to the
god of the sea before setting sail into the fearsome
northern reaches of the Western Ocean. Much of the
ternple has now been demolished and built over by the
Blacksanders, but two rooms remain: the main hall and
an ante-room,

The temple is now used by the Fish Men for whom
Hydana is the supreme, if not the only, god. Most of the
other gods they regard as evil because they all portray
themselves as a ‘Dry One’; and the Fish Men reserve a
special loathing for Glantanka, the Sun Goddess, who
they term Quuosshreeggaa, the Stealer of Water.

: |
Temple to Hydana |
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The ante-room is bare of furnishings except for a pair of
stone benches running along the walls; but it is nicely
decorated, with Hle mosaics showing dolphin and sea-
weed motifs. It is permanently occupied by a small force
of Fish Man warriors whose duty it is to protect the
temple and its priest from intruding outsiders and the
nastier wandering creatures of the sewers. Because
the temple is a very holy place to the Fish Men, these
guards will fight with fanatical ferocity.

The main temple hall is also unfurnished, save for the
great statue of Hydana at the far end and the altar in front
of it on which rests the Crystal of Power. The statue is
some two metres tall; it depicts Hydana in typical pose,
perched upright with his tail curled beneath him and
holding his net and trident. The crystal is made of an
opaque, quartz-like substance and is about twenty cen-
timetres high and ten centimetres across, cut and faceted
like a first-water diamond. It is mounted in a special gold
stand but is not fixed to it. Golden goblets stand at both
ends of the altar and on either side of the statue. Beside
the statue is a large urn containing clean sea-water.

At the base of the statue is a large, ornate sword, another
relic of the temples of Carsepolis. This weapon is magical
and confers a bonus of 2 points to the skiLL or Sword
Special Skill of anyone who fights using it. Unfortunately
it has lain underwater for many decades and is now a
little brittle: the blade will snap in two the first Hme it is
used unless something is done to repair it (see Scene 12).
You may tell the Heroes that the blade is a little tarnished
and flecked with rust, The blade's weakness will be
noticed only if someone states that they are examining
the sword carefully and makes a successful Sword or
SKILL roll,
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Although the Fish Men would much prefer to flood the
temple rooms, they believe that it would be sacrilegious
to defile Hydana's house with the filthy sewer water of
Port Blacksand. Therefore they keep the temple dry, but
wash the foors regularly with clean sea-water which
they bring in from the deep ocean. Incidentally, during
ceremonies in the temple the priest also ancints each
worshipper with sea-water.

There are two more entrances to the temple, One is the
secret entrance to which Sargon directs the Heroes. From
the passage side, it appears to be a normal door but is in
fact a plain stone slab which is hinged along one side. [t
cannot be detected from the temple side unless one
knows it is there.

The other entrance, also hidden and unlikely to be found
by the Heroes, leads to the cellars of the infamous
bermaid Tavern at Weaver Gate in Port Blacksand. The
evil owners of this Inn have made a pact with the Fish
Men: careless customers who fall asleep after too many
pints of strong ale may very well wake up just in time to
find themselves being sacrificed to Hydana.

Plot Sunmnary

The Heroes enter the temple, possibly fight some Fish
Men, and — we hope — acquire the Crystal of Power.
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Cast List
Fish Man guards, bwo for each Hero. These are elite Fish
Man troops and, as explained before, are fanatically

brave, so they are slightly tougher than the average Fish
Man warrior.

FISH MAN GUARDS each skiLLS sTaMINa T
' Trident {as Spear)

The Fish Man priest is also present; he is a poor fighter but
knows several magic spells which he will prefer to use:

FISH MAN PRIEST sKILLy STAMINAG
Hanls fas Dageer)
Magic Skill 20, spelis: ESP, Fire Bolt, Sleep, Stamina,
Weakness

Props

A few goblets (gold would be nice, brass will do, or use
plastic if you are desperate). A large stone or lump of
glass (a paperweight?). A sword, which can be plastic
but should look splendid!

Action!

What happens in this scene depends to some extent on
how the Heroes enter the temple area, If they come in
through the main door, they will have no option but to
fight with the Fish Man guards first. If they come in
through the secret entrance, they will have a chance of
killing the priest, snatching the crystal and getting out
without alerting the guards.
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1. The Priest

If the Heroes come in through the secret entrance, they
will take the priest by surprise. He is busy, praying in
front of the altar, at the time, decked out in a long linen
robe decorated with seaweed and small shells. They
have two rounds in which to do something before he
alerts the guards. In the first round, he will look up, fishy
eyes widened in surprise. In the second round, the priest
will run and hide behind the urn of water. In the third
round, he will start using his spells and will yell for the
guards. In the fourth round, the main door will open and
the guards will appear. As well as casting spells, the
priest will call down all sorts of curses in the name of
Hydana upon the Heroes: may their skins dry out, their
water be choked with weed, their wives be taken by
shark, and so on (we're sure you can invent even more
blood-curdling oaths for him).

2. The Guards

This is a standard fight, with each Hero having to fight
two Fish Men at once. If the priest is still alive, some
Heroes may have to take on three Fish Men while one of
their number finishes off the priest to stop him casting
his spells (especially Sieep, which could be disastrous for
them).

3. The Sword

Some bright spark may take it intoe his head to grab the
sword and bry using it. If he asks to examine it fiest, tell
him that it looks rusty and a bit brittle. If he wades
straight in with it, well, the first time he makes a success-
ful hit, goodbye one magic sword - it simply snaps into
several pieces!
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4. The Crystal of Power

The crystal is a very powerful magical artefact, but none
of the Heroes will know how to use it, so it won't be of
much help to them. 1f they do try some experiments with
it, you should note that details of its operation are
explained by Sargon in Scene 1a.

5. Ransacking the Temple

It will hopefully have occurred to some of the Heroes that
stealing things from temples is not a very nice thing to
doy; they are supposed to be good guys, after all, and this
is a temple to an ostensibly good deity. Well, of course,
the crystal and sword don’t really belong to Hydana, and
anyway he knows that they are to be used for a good
purpose, and so he doesn’t mind them being taken. If the
Heroes try to take the gold goblets as well, he will not be
quite so pleased.

If a Hero picks up a goblet with the intention of stealing
it, the eyes of the statue will start to glow red. Tell the
Hero who is in the best position to notice this and let him
warn the others. If the Heroes persist in trying to steal
the gold, then three more things happen. First, the secret
entrances all jam shut. Secondly, water starts to pour out
of the urn by the statue at an alarming {and quite imposs-
ible) rate. Thirdly, the guards, or a similar group of Fish
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Men if the guards are already dead, appear at the main
door, ready for battle. If the Heroes put down the gold
and make a run for a secret entrance, Hydana will unjam
the door and allow them ko escape. Otherwise they will
have to fight the Fish Men.

Fighting in water is a problem for the Heroes. The first
three rounds will be fought with the water switling
round their knees and they will have a penalty of z points
deducted from their sk1LL and all combat Special Skills.
Far the next three rounds, the water will be getting up to
their waists and the penalty rises to 4 poinks. In the next
three rounds, the water is up to their necks and the
penalty is & points. From round 10 onwards, they are
swimming and the penalty is 8 points; fighting while
trying to swim is very difficult indeed. Remember that a
Dwarf is much shorter than the others. When they are
knee deep he is waist deep, when they are waist deep he
is neck deep, and when they are neck deep he is swim-
ming. The Fish Men are at home in water and on land,
and suffer no penalties.

Prollems?

The Heroes may manage to find the door to the cellars of
the Mermaid Tavern. If they open it, tell them that there
are dusty stone stairs leading up and faint sounds of
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revelry, The staits lead up to a trapdoor and thence into
the cellar —easily recognizable as a pub cellar from all the
barrels of ale lying around, of course — and the sounds of
revelry are much louder.

If the Heroes pursue their investigation and come up
from the cellar, land them right in the middle of a pub
brawl (use the one from Scene 3 again). If they are still on
their feet after that, have the city watch arrive to investi-
gate the disturbance. Any Heroes who survive all that
deserve to be allowed back down into the sewers to
continue their quest.

You may have gathered by now that there are ways in
which the Heroes can fail in this quest. Getting badly lost
in the sewers is one very distinct possibility; stealing
Hydana's gold and entering the Mermaid Tavern are
others. It is still the general intention that the Herpes
should succeed, which is why they get every warning
that things are going wrong; but if we make life too easy
for them, they may feel that they can get away with
anything. Your responsibility as Director is always to do
everything possible (short, that is, of outright orders) to
encourage them to behave sensibly and Hercically, If all
vour best efforts fail, then you may just have to abandon
them to anignoble death and hope that they will learn to
be more Heroic next time.

TurnTo. . .

Assuming that all is going according to the seript, the
Heroes should hasten straight back to Sargon with the
crystal, in which case move on to Scene 12. If they are still
being awkward and want to keep on wandering round
the sewers, go back to Scene 10.
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Scene 12 - Freeing the Spirit
Location

Sargon’s area of the sewer tunnel again; see the descrip-
tion given in Scene g if anyone needs reminding.

Plof Summary

Sargon comes back to life, but he keeps his bargain with
the Heroes and tells them how to find and kill Xortan
Throg.

Cerat Licf

Surgor, unkil recently a ghost, described earlier. He ap-
pears now as a more solid version of the transparent
vision he used to be.

SARGON skiLL10 $TAMINA 12
Magic 5kill 29, spells: Cockroach, Counter-Spell,
Darkness, Death, Teleport, Weakness
{and ots of others thaf he woon't meed)

Props

Use again whatever you used to represent the Crystal of
Power in the last scene.

Action!

Sargon will not tell the Heroes anything until they allow
him to touch the erystal. He promises that he will still be
present afterwards to give them the information. When
b touches the erystal, something unexpected happens:
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his body solidifies and colours. In a few seconds a live
Sargon is standing in front of the Heroes, He speaks,
plainly pleased with his transformation:

"Ah, that's belter. Nice to see it's shill in working order after so
mtay years!

“Hum, [ enn see by your faces Hat you are somewhat surprised
at miy revival. [ do confess that [ lold you a slight untruth, my
friends, for I feared you might not bring me the crystal if you
knew what i wonld do for me. SHIl, ve had my side of the
bargare, sonow you must gef yours, Fair's fair. So, this is what
you must do . .

First, Sargon gives the directions to the tunnel that leads
to Xortan Throg's domain. (These are given in the loca-
tion descripHon for Scene 10.) He then goes on to tell
them how to break through the wizard's magical de-
fences:
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That crystal Hat you are carrying is @ very powerful artefoct,
as ou have all just seen. Ore of its properkies s He ability to
reflect o spell Dack at its caster. Take the crystal with you, but
keep it well hidden so that your engmy does nob suspect you
possess i — he way have heard of iF and know of its powers.
When you jind frim, goad hint info easting his stromgest spell af
e Tell hiver Hent you simply don't believe he can cast @ Deatl
Spell or something like that. Yes, yes, I know this is o very
durgerous cowrse of achimr, but it must be done if you are to
defeat liim,

"Wihen he casts the spell at you, as he surely will, uncover the
crystal and hold it in front of you. The spell will be reflected hack
at fim and he will die, But beware! Like me, his shade will be
condeninied to warnder the ruins of Carsepolis. You must guard
e crigstael toith care, for, if the ghost is ever able lo touch the
crysfal again, he will be resfored to life just as | have been,”

The Heroes may work out from this that Sargon must
therefore at some time have cast a Death Spell of his own
at someone carrying the crystal, If they tackle him on this
point he will look rather disgruntled, and then say:

‘Very clever of you, and quite correct. However, that happened
three hundred years age and is of lithe interest fo youny fellows
like you. [ wouldn't pursue the matter if T were you.”
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If the Heroes have been reasonably polite to Sargon -
that is to say, not tried to attack him or get the informa-
tion without freeing him — he will do them one more
favour (but only if the Heroes have the sword with
them):

‘I see you haoe had the good sense to rescue the sword from the
Tenple of Hydana, too. T showld have thoushi of Hhat myself.
You know, il once belonged to Privce Erechion of the royal
howse who roled over Carsepolis ab its herelif. It 18 in prefty poor
shape at e moment, but if you will let me fouch i 1 can restore
iks shrength for you.'

If Sargon is allowed to touch the sword, it magically
regains its strength and can be used to fight with in the
usual way, continuing to deliver its enchanted sxiLL
bonus for many years to come.

The bargain having been completed, Sargon takes his
leave of the Heroes with these words:

‘It hurs been a pleasure dealing with you young fellows. You
have been fair with me, as far as | know, and | have been fair
wntl you. Homvever, T have work to do, and after three hundred
wears 1 oam a little behind schedule, as wou may imagine.
Fargwell until we megt again! Farewelll” So soying, Sargon
rrises his arms. As e brings them down agaln, an wunnateral
darkness suddenly descends upon He tunnels. Slawly if clears,
like mist blowe away by @ breeze, and when you can see again
Sargon has vanished. There i3 no sign of his passing,
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Problans?

The Heroes may try to attack Sargon. If he has not given
them the information they need, he will try to dodge out
of the way and talk them into stopping, but he will
vanish if they are close enough to harm him. If he has
given them the information, he vanishes as planned.

Teern To . . .

The Herces follow Sargon’s directions, wading through
the sewer water again. By now their senses will just
about have adjusted to the smell, and they need no
longer deduct 1 point from their skrLL and Special Skills
(restore it now). Eventually the tunnel they are walking
through begins to climb a gentle slope and they come
out on to dry land - and Scene 13,
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XORTAN THROG'S LAIR
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Scene 13 — The Legions of Carsepolis

Locition

Coming up the tunnel from the sewers, the Heroes arrive
at an open area. To either side are open gateways,
Hanked by pillars, leading to other passages. In front of
them is a splendid doorway, also flanked by pillars.
Although there is no way the Heroes could know this,
they are actually standing at the main gate of the military
barracks of ancient Carsepolis. {The whole area, like
much of Carsepolis, has a distinctly Roman feeling to its
architecture and design, if you need to picture it in your
head. Of course the Heroes have no idea what ‘Roman’
means, but your players may well have.}

Lined upin front of the doorway are the skeletons of
several of the long-dead guards (there are two for every
Hero present, less one). But how is it that the piles of
bones are standing with every bone in its correct place?
And how is it that, although their armour is old and
rusty, their swords are shiny and new? Surely they
aren't. ..

Plot Swurmmary

The Heroes must fight their way past Xortan Throg's
undead army.
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The Skeleton guards, freshly resurrected from long-dead
Carsepolis. They wear metal helmets and breastplates,
together with skirts made of strips of leather and more
metal, and sandals. (They look very similar to Roman
legionaries, if you need a comparison.)

SKELETONS eachSKILLG STAMINAT
Sword

Props

Mone are needed for this scene. Besides, vour players
won't want to be distracted while dealing with their
skeletal enemies,

Action!

Although long dead, the soldiers of Carsepolis have lost
none of the discipline and training which once made
them feared throughout the confinent of Allansia. As the
Heroes advance nervously towards them, the guards
come smartly to attention. Then, moving almost as one,
they form into two ranks. Those in the front rank raise
their shields and swords and advance. As they do so, the
second rank clash their swords against their shields in
unison. This makes quite a racket in the echoing cavern
{indeed, they are doing it to sound the alarm to their
fellows, a short distance away).
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Run the fight as a standard one-to-one confrontation.
The second rank of Skeletons will move forward to fill in
only as their comrades fall - all that discipline has its
disadvantages!

As was pointed out in Owt of the Pif {the Fighting Fantasy
monster book), attacking Skeletons with edged weapons
such as swords and daggers is not very effective. This is
because they don't have any flesh for the weapons to dig
into; blades are always being deflected by bones, All
edged weapons do only 1 point of damage if they man-
age to hit the Skeletons, If the Heroes specify that they
are using the flats of their blades, or if they find some-
thing to use as a club, then they may do normal damage.
Do not tell the players that using a blunt weapon will
work better; let them find out for themselves — but
remember that changing weapons requires one round
during which they must take an unopposed sirike from
their opponent. (If present, the Dwarf's axe is so big, and
is swung so enthusiastically, that it is not turmed by the
bones, and does normal damage. )

Also, the Skeletons are unaffected by most spells — they
never Sleep anyway and Weskness has no effect; other
spells which do not work include Fear, ES P, Petrify and
Death. However, any spellcaster will be relieved to
discover that they do burn, so the Fire Bolt spell works
normally.

As the Heroes are (we hope) finishing off the last Skel-
eton, they hear a rattling noise. Looking to either side,
they can see fresh units of skeletal warriors marching in
from the side-passages to engage them. There is little
choice but to dash through the door.

Problems?

The Heroes may think they can outfight the new batch of
Skeletons. Point out to them that there appear to be
columng of undead warriors as far as the eye can see
down the passages. Did Sargon not say that Xortan
Throg planned to raise the entire army of Carsepolis?
Gulp!

Teren Tor . . .

There is only one thing for it - escape! And the only
way to escape is through the doors, and straight into
Srene 14-
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Scene 14 = Something Nasty in the Garden
Location

The Heroes dash through the door, perhaps turning to
bar it behind them (there is a bar for that purpose,
interestingly enough). They find themselves in the
atrium of the barracks. This is a small garden, once open
tor the sky but now deep below Port Blacksand. The grass
has long since withered away, but the dead and petrified
skeletons of trees and shrubs still decorate the area,
giving it an uncanny atmosphere — it's a dead garden
guarded by dead soldiers.

And there, in the centre of what was once the neatly
trimimied lawn, stands something that presumably came
from the long-lost zoo of Carsepolis: a Tyrannosaurus,
quite dead, but skeletal, and moving . . .

The only other exit is a large door on the far side of the
atrium. There is no way that anyone is going to be
allowed simply to stroll across to it without meeting what
is lumbering towards them.

Plot Summnary
The Heroes fight an undead Skeletal Tyrannosaurus.
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Cast List

There's only one creature here, but he's rather notice-
able; and we predict that, if they ever get out of here
alive, the Heroes aren’t going to forget him in a hurry!

SKELETALTYRANNOSAURUS
SKILL 12 STAMINA 25
3 Attacks, Very Large bite

Proprs

There are no props for this engagement. Also, we're
sorry if vour local games shop has just run out of
models of skeletal yrannosaurs; there's probably a lot of
demand for them at the moment.

Action!

The Heroes have little choice but to fight the awesome
creature. As it is so big and nasty, they can all gang up
on it.

The Tyrannosaurus is a Skeleton, and all the special rules
for the Skeleton warriors apply also to it, including
which spells work and the damage that edged weapons
can do to it
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Problems?

bMumbling something about "discretion” and “valour”, the
Heroes may try to return the way they came. When they
open the door, they will see the vast, perfectly aligned
ranks of Xortan Throg's undead legions patiently wait-
ing for them.

Possibly one or more of the Heroes will decide to hold off
the monster while the others sneak round the distracted
beast and away. That's very brave of him; he will die
horrbly while the rest of the group charge through the
far door. Very dramatic, very tragic, very, very Heroic
{it's a shame you can't give an Oscar for this, because he
deserves one for such bravery).

If there are only two Heroes left at this stage, a noble
sactifice of that type may well be the best— or even only -
way to gel through, but don't try to arrange for that to
happen. People get ternbly attached to the Heroes they
are playing. If they are going to go, then they should go
while defending against the ravening attenbion of some-
thing as awesome as this little beauty.

TurnTo. ..

The door on the far side of the atrium stands at the top of
a pair of wide steps. It leads directly to Xortan Throg and
Scene 15.

343




Scene 15 — The Final Showdown
Lacation

The door from the atrium opens into an elegantly fur-
nished room. Itis well decorated, with mosaic pictures of
soldiers on both floor and walls. Two plaques on the
walls are covered with details of the many victories of the
armies of Carsepolis. Side doors lead to other rooms
{actually the sorcerer's living and working quarters).
Aortan Throg sits in a fine chair at the far end of the
room, patiently waiting. Beside him is a table on which
lie several relled-up maps and charts.

Pk S:mmmry

In the thrilling final scene of the picture, our Heroes
finally dispose of Xortan Throg and the world is safe once
muore.
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Cist List

Kortan Throg (the real one this time, honest). His ap-
pearance is much the same as in the first adventure. This
time he is wearing the full toga-like garbk of an ancient
Carsepolis nobleman, wvery similar to that wom by
Sargon (though they are, quite clearly, mot the same
person).

KORTAN THROG sxitrio sTAMINA 28
Dagger
Magic Skill z1, spells: Arrow-Snake, Cockroach, Death,
Foree Bolt, Petrify, Raise Skeleton, Shield, Sleep,
Stamina, Wall, Ward, Weakness
AN ANy, Many wore

Props

MNone are needed to distract the players. This is the big
oo,
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Ackon!

As the Heroes burst, panting, into the room, the wizard
logks up and calmly welcomes his visitors with a thin
smile:

"Ah, it's you. 1 was rather hoping it wordld be. So good of you to
sepg me Hie Bouble of coming fo find you. | trust thaf yow are
impressed by my Little kome, Of conrse, it won't be long row
before T move above ground, and that uswrping pirake scum,
Azzur, dangles from his own gibbet. When you came in I was
Just considering o few stralegic choices i omy conuny cam-
patens, I think I shall take Chalice Jirst — il wounld be so very
appropriafe, don't you think? And Salomonts affer that, of
COMTSE.

‘I see thal perhaps you don’t altogether approve. Well, gentle-
mien, don'F fust skand Hhere and gawp. You're nol goldfish. Are
e going fe try to kill me or rof?”

If the Heroes are following their instructions (from
Sargon}, they won't be advancing to attack at all; but in
case they are, here is how Xortan Throg deals with them,

If a Hero tries to fire a bow, the arrow suddenly turns into
a venomous snake and bites him, before crawling off into
the corner. This does 1-3 points of damage (roll one die
and halve the result). There is no way of avoiding this,
{(While the sorcerer is using his spells, don't forget the
Stamina Costs they require in order b be cast. Xortan
Throg is not quite all-powerful.)
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Any other item which is thrown at the wizard gets
reflected back, and hits the Hero who threw it, doing
whatever damage is appropriate. A Dodge or Test for Luck
—buoth at a temporary 4-point penalty — may allow a Hero
to avoid the missile.

1f you are not using miniatures and a floor-plan, it takes a
Hero three rounds o close with the wizard, during
which time the latter is able to cast more spells.

If a Hero tries to advance on Xortan Throg, the sorcerer
will gesture at the character’s feet and they will suddenly
become stuck to the floor. As the Hero watches in horror,
his boots, and the feet inside them, slowly turn to stone.
The petrifaction creeps up his legs and through his
body. The Hero loses 1 sTAMINA point every two
rounds. When he dies, the petrifaction is complete,
While he has 2 sTAM1N A points left he can use his arms
but he cannot move his feet,
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Since more than one Hero may attack simultaneously,
Kortan Throg may have trouble dealing with them all. If a
Hero gets close enough to strike at him, the wizard will
take no chances — he uses the Death Spell. In any case, he
already has a magical shield spell in place, which de-
creases his chance of being hit.

With any luck the Heroes will be following Sargon's
suggestion and trying to goad Xortan Throg into casting
a very powerful spell — and preferably the Death Spell.
How they do this is up to them; but presumably they will
first anger the wizard (probably by mocking his plans as
being totally silly) and then question his ability as a
sorcerer. Don't wait for them to perform miracles; once
they seem to have said the right things, have Xortan
Throg point the finger — and get the nastiest shock of his
life!

What ideally should happen is as follows: in casting the
Death Spell, Xortan Throg gathers together all his ener-
gies for a split second, extends a bony finger towards one
of the Heroes and utters a powerful magic word: ‘Diel” A
bolt of utterly black lightning leaps from his finger to-
wards the chest of the chosen victim. One of the Heroes
quickly pulls out the Crystal of Power and brandishes it
at Throg. The black bolt is attracted towards the crystal
and strikes it; there is a deafening noise of crackling
electricity, and the bolt seems to extend back so that it
links the crystal and the outstretched finger of Xortan
Throg. The wizard has just enough time to ukter an
astonished "Aaaaargh!” and then drops dead.

When the wizard dies, two noteworthy events imme-
diately take place. First, any Heroes in the process of
being petrified recover. Secondly, the Skeleton army
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standing outside the doors ceases to be animated and
reverts to what it once was - a pile of mouldering old
bones.

The Heroes have wan,

Problems?

If the Heroes arrive at this point of the story without the
Crystal of Power, their chances are very slim indeed.
They may just manage to win through sheer force of
numbers, but we doubt it. If you feel that they deserve to
triumph anyway, give them a helping hand where you
can and let the final decision rest on the roll of the dice.

Tuent To L ..

That should be the end of the film, apart pechaps from a
scene back at Salamonis where the Heroes are rewarded
by King Salamon. However, if you are intending to make
a sequel {and we've given you a few loose ends just in
case), there are a few things you ought to sort out straight
away.

The Heroes should be allowed to find their way back to
MNicodemus without any further trouble (unless they are
daft enough to try going up through the cellar of the
Mermaid}. They can then return to Halim Thrumbar,
who will smuggle them out of the city.
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What they do with the Crystal of Power is up to them. If
they try to smash it, they will find that it doesn’t break, It
is probably best to leave it in the safe keeping of either
Micodemus or King Salamon; however, as it is a power-
ful artefact, the Heroes may wish to carry it themselves.
If you fear that this could cause problems in future
stories, have Nicodemus or Salamon insist that they
hand it over.

Untfortunately, a very poor class of actor hangs around
the studios these days. These people seem unwilling to
settle for simple glory and insist on staggering away from
an adventure laden with sackfuls of loot as well. Of
course Xortan Throg will have had a fair amount of
money; it is up to you how much you let the Heroes get
their hands on—although the amount is important only if
they are going to be used again. We'd recommend some-
thing in the region of 300 Gold Pieces per Hero. There is
also the reward promised by King Salamon, which runs
toanother so0 Gold Pieceseach . . . Quite a small fortune
for a Hero.
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Coming soon?

All sorts of possibilities suggest themselves for Dun-
geoncer Adventure 111, Here are a few ideas you may care
tor incorporate into your next blockbusting fantasy ad-
venture movie. None of them is really strong enough for
a full-length feature — but combine a few, and you could
have another hit on your hands!

1. Sweeping the Sewers

The Heroes manage first to get an audience with the
mysterious Lord Azzur, ruler of Blacksand, then to con-
vince him what has been going on under his city, He may
well be pleased to accept their offer to go back into the
sewers and clear them of whatever nasties lurk down
there. Remember that Azzuris a very wicked man and is
most unlikely to deal fairly with them. Also remember
that the ruins of Carsepolis extend for a great distance
beneath Blacksand, both across and down. There isn't
the slightest hope that the Herves will clear out any more
than a few areas, and then only temporarly, but
don’t tell them this. Let them discover it for themselves;
finding out can be fun.
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2. Holiday in Blacksand

The Heroes could certainly have further adventures in
Port Blacksand before returning to Salamonis to collect
their reward — perhaps they'd like to investigate the
Mermaid Tavern or raid one of the pirate ships. Of
course this is going to attract a certain amount of un-
welcome attention towards them, and this will lead to
further adventures. Just bear in mind: Port Blacksand
isn’t nicknamed The City of Thieves for nothing . . .

3. Zanbar Bone Lives!

If none of your players has played the City of Thieves solo
gamebook, tell them a few rumours about the villainous
Might Prince who lives in a tower not far from Blacksand,
or you could even arrange for them to be hired by the
poor inhabitants of Silverton. City of Thicves itself will
give you plenty of ideas for a plot.

4. The Return of Xortan Throg!

Just what did the Heroes do with that Crystal of Power? Is
it really quite safe? Could some wicked servant of the
wizard manage to steal the Crystal of Power and restore
his master tolife? And if he does, how will the despicable
sorcerer wreak his revenge on the Heroes and the
citizens of Salamonis?
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5. To Marry the Princess . . .

Somewhere along the line, one of the Heroes may have
decided that he has fallen in love with Princess Sarissa.
This is a problem, because almost certainly she wouldn't
touch a rough commoner like him with a very long
bargepole. Have King Salamon send him on a seemingly
hopeless quest in order to prove his worth, with the
promise of being knighted at the successful conclusion.
After all, if he becomes a knight he'll practically be
royalty, and Sarissa will just have to take notice of him
then . . . won't she?

6. Sargon the Dark

Well, just who is he? And what is he going to do, now
that he is alive again after close on 300 years? For that
matter, is there anyone, alive or undead, with a better
claim to the throne of Carsepolis than Sargon? What's to
stop him gathering together the undead legions and
wsurping Lord Azzur's rule over Blacksand? Now that
would be a marvellous twist, wouldn't it = having Azzur
hire the Heroes to remove Sargon’s threat! Can you
handle it? Certainly you can! You can do anything in a
Dhurgeoneer adventure!
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4. FURTHER ADVENTURES

S, just what happens next? Well, the next big step — if
you are a Director — is to design your own Dungeoneer
adventures and then to set up a regular fantasy campaign.
A campaign is simply an extended series of adventures
starring the same characters in each (in film terms, think
of the Conan series or, better still, all those James Bond
movies). In a fantasy campaign, Heroes grow older and
wiser, richer and more skilful, and generally enjoy a
complete and exciting life! Some continuous campaigns
deal with the Heroes” everyday life as well as all that
brave stuff, while others concentrate on the Heroes
when they are engaged in an actual mission.

Of course, setting all this up requires some pretty deft
work on the part of the Director, since it's his job to
deeam up all the adventures for the Heroes to carve their
courageous way through. This chapter should, we hope,
provide enough information and inspiration for even the
most reluctant Director to start creating his very own
fantasy world! All the notes are for the Director, and we
would prefer players not to consult them; the maonsters,
especially, will lose much of their impact if the players
have already memorized theirskiLLand sTamina and
know exactly what they can do.

Experience and Training

As the Heroes progress through their thrilling lves,
completing more missions and adventures, they will
hopefully become better at what they do. This is reflected
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in Dungeoncer by the awarding of Experience points, As
a Hero acquires Experience, so his skills increase and
he becomes ever more adept in his dealings with the
barbaric fantasy world around him!

Experience Points

To simulate the increasing experlise and knowledge
acquired by the Heroes as they star in bigger and better
adventures, the Director awards Experience points at the
end of every mission. To do this, simply consider each
Hero's performance during the adventure, in terms of
each of the following categories, and then rate the Hero
on a scale of 1 (poor), 2 (all right} or 3 (brilliant!):

The Mission — was it completely successful? Did the
Heroes achieve what they set out to do, or did they fail
to spot some vital clue? Did they kill someone they were
sent to capture, or let the main villain escape?

Casualties — how many of the Heroes had to die to finish
the adventure? Could better tactics have saved their
lives? Did any innocent people accidentally get killed by
over-enthusiastic Heroes? Rate 1 for too many casualties
and perhaps 3 for no needless casualties,

Heroisi — just how brave is this Hero when things start
hotting up? Was he there, leaping into combat or casting
spell after spell, taking on any challenge thrown at him -
or did he cower at the back and look frightened?

Role-playing — did the player manage to portray his Hero
as a real person, or was he nothing more than a mobile
sword-carrying playing piece? Award points for excel-
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lence in role-playing, even if the character played wasn't
all that pleasant — at least the player was getting into
character!

Once you have four ratings, add them up and divide the
total by 4, to find the average score {round fractions up).
This final rating — either 1, 2 or 3 = is the number of
Experience points you should award to the Hero. MNofe:
points are awarded only after an adventure is over, never
half-way through.

Learning from Experience

These Experience points can be spent in three ways: to
increase sKILL, to increase a Special 5kill already pos-
sessed, or to take training in a new Special Skill or spell.
The points don’t have to be spent there and then (in fact,
only those for increasing a Special Skill can be used in
that way); the points should therefore be recorded in the
appropriate place on the Heroes' Adventure Sheet until
they are used.

Experience points can be spent by a Hero only when he is
not engaged in an adventure and has time to train and
practise in order to increase his powers. No character can
suddenly become more proficient at something half-way
through an adventure!
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Increasing sKILL

Increasing a prime characteristic like skiLL will, of
course, also have a considerable effect in increasing the
Hero's Special Skill scores. For this reason, it costs 10
Experience points to increase sxiLL by one point.
Plainly, therefore, a Hero will have to save up points
from several adventures.

If you are running a full campaign game in which Heroes
have to account for their time, this increase in skiLL also
requires a month of training and study. During this Hme,
the Hero cannot go off on any adventures; rather, he
must spend at least eight hours each day practising all his
skills and abilities. At the end of this time, his it
sKILL score will have increased by 1 point, and all his
Special Skills will have increased likewise.

If you are running your games as a series of sporadic
adventures with nothing in between, simply allow the
Hero to assume that he has undergone the necessary
practice in the lay-off between two adventures.

Neither STAMIN A nor LUCK may be increased by experi-
ence or training, though the lalter may be increased by
the application of a Pohion of Luck.

Increasing Special Skills

Alternatively, 1 Experience point may be used to in-
crease any one Special Skill by 1 point. This Special Skill
must be one that the Hero already knows, but otherwise
there are no restrictions. (Learning a previously un-
known Special Skill requires dedicated training and is
dealt with in the next secton.) The Special Skill may be
increased again and again - though everyone should be
aware that rolling double-6 and double-1 can mean that
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EVEryone can fail or succeed sometimes, no matker how
great the skill they have.

If you are running a full campaign game in which Herces
have to account for their time, this increase in the Special
Skill also requires a week of fraining and study, During
this time, the Hero cannot go off on any adventures;
rather, he must spend at least eight hours each day
practising or learning about his Special Skill. At the end
of this time, his Special Skill score will have increased by
1 point.

If you are running your games as a series of sporadic
adventures with nothing in between, simply allow the
Hero to assume that he has had the necessary practice in

the lay-off between two adventures in order to increase
his nominated Speclal Skill.

Occasionally you may have to rule that a particular
Special 5kill cannot be increased because the Hero hasn't
used it for several adventures. After all, take the case of
an Elf who spends the best part of his life at sea; plainly
he isn’t going to add to his Wood Lore! In such cases, you
will have to decide what you feel can and cannot be
increased. Nofe also: because of its nature as a natural
skill, Dark Seeing cannot be increased by experience.

Traininig in Skills

This category applies to learning both a new Special Skill
and a new Spell. Unlike simply getting better at some-
thing that one already knows something about, this
category of leamning requires the Hero to spend fime -
and money — being instructed in his new powers by
another character who already knows something about
the subject.
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Learning 1 point of a new Special Skill costs z Experience
points, together with the payment of 250 GPs to some-
one who knows the skill well enough to teach what he or
she knows to the Hero.

A Hero may train in a Special Skill up to 4 points (at a cost
of B Experience points and 1,000 GPs). Further points
will have to be learnt by expenence, dfter the Hero has
been on his next adventure and actually gained some
practice at using his new Special Skill (5o that 2 Hero
can't train up to 4 points and then immediately apply
further Experience points in order to raise the skill higher
by experience).

If you are running a continuous campaign-style game,
you will have to decide where this teacher can be found;
exotic skills, espedially, may require the Hero to set out
on a quest just in order to find someone! Larger city-
states like Salarnonis will have people who can train a
Hero in the most common Special Skills. The time taken
to learn the new Special Skill is one week of intensive
training per point learnt.

If you are running an episodic campaign, simply assume
that the Hero trains up to standard between adventures.
The cost of training will still have to be paid. It is up to
yvou whether a suitable beacher can be found close at
hand; after all, having to find a teacher is a great excuse
for an adventure!

MNobe that Dark Seetng cannot normally be learnt or in-
creased by training or experience. If a Hero is really set
on leamning the skill, he will have to spend several years
living and working underground (probably out of the
game), slowly teaching his eyes to see better in the
murky darkness.
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Learning New Spells

This happens in much the same way as Training in Skills
{see above), except that the cost is worked outin terms of
the Stamina Cost of the spell a Hero wishes to learn,

Learning a new spell costs 1 Experience point per point
of Stamina Cost it requires, together with the payment of
250 GPs per point to someone who knows the spell to
teach what he or she knows to the Hero.

Characters who know — and who are prepared to teach -
spells with a Stamina Cost of 6 or more are very difficult to
come by. You, ag Director, should be firm on this point,
Tracking down someone to teach such a spell, or stealing
a powerful sorcerer’s spell book with a spell of so great a
power in it, should require a full adventure, perhaps
even severall Don't give it all to Heroes on a plate; they'll
only run about blasting huge unexpected holes in your
finest adventures, and the game won't be challenging
any more!

Because learning sorcery is such a difficult and uncertain
task, and because practising can be far too deadly, the
first time any spell-caster uses a new spell, he must cast it
with a —1 modifier to his Magic Skill, After all, who in
their right mind is going to suffer all the effects of casting
a Death spell just tor practice?
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E:u:pn:riem:ed Heroes

As Heroes begin to grow in stature and their fame starts
bo spread and their deeds are sung about in far-off lands,
the game may need to adapt and expand to cater for their
greater needs, Villains will have to become more deadly,
or the Heroes will foil their devilish schemes with ease,
Greater threats and more powerful monsters will also
have to be encountered if the Heroes aren't to stroll
through your adventures with one arm tied behind their
collective backs.

Soon you may find the emphasis of your games turning
from a series of jolly but generally inconsequential ad-
ventures into a carefully stage-managed affair which
could threaten the security of all Allansia, or even the
warld! Everything will get bigger and more political as
increasingly powerful enemies start ko notice how strong
those pipsqueak Heroes are gelling!

On a financial level, you will probably have great fun
devising different ways of ensuring that the Heroes
always remain poor, This is an essential part of any
extended campaign. Think about it — a poor Hero can’t
buy any training and will have to continue adventuring
in order to gain more money. How you do it should
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prove no problem. If the Heroes are based in a town, let
them have several run-ins with the local Guild of
Thieves; if they are in open country, well, what about a
famous local bandit-king? (Incidentally, if vou choose to
add to their wornes in this way, you should find that the
adventures will almost write themselves, when the re-
cently robbed Heroes plead to be allowed to sort out their
muggers once and for alll) -

We would like to make the point, though, that the
direction your game takes is up fo yon, lf everyone is
having tremendous fun playing the occasional im-
promptu adventure, there's no point in changing the
game into a continuous campaign, full of hundreds of
new and baffling complexities. All this stuff is oplional,
and is mentioned here for if you ever find your game
growing more and more serious.

The Campaign

As we said above, a campaign at its most basic is a series
of adventures starring the same cast of Heroes — and
perhaps some of the major villains too — over and over
again. This sort of campaign requires little work beyond
a continuous supply of thrilling adventures for the
Heroes repeatedly to risk their all against. Of course,
that's plenty of work for anyone — but things do get
easier, believe us!

You may decide to add a few geographical details, say
letting the Herves choose the name of a place where
they'd like to be based, perhaps even deducting a few
Gold Pieces every adventure for living expenses. Even-
tually, though, as things become more and more sophist-
icated, it may be time to move on,
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The next major step is to upgrade the campaign so that
the Heroes start ko inkeract with their world, as well as
going on adventures; in other words, live in your fantasy
world day by day!

We are not suggesting that your gaming sessions sud-
denly have to cover every minute of every day and night.
Indeed, nothing could be duller than having to do this;
there are quiet moments in everyone's life, and you
should concentrate on what the Heroes do best: fighting
horrfic monsters and going on tortuously difficult
missions.

All the material here is hackground, what goes on between
gaming sessions and which then leads into the next
adventure, When shooting an adventure, you never
waste Hme filming the Heroes travelling for days
through endless countryside unless something very im-
portantis going to happen to them on the way. Similarly,
your game should cut from one important moment to the
next. All this campaign business is there to provide
depth to the Heroes, to give them reasons for having to go
out and rsk their lives once more.
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Heroes Day by Day

First, we recommend that the Herges sort out a base for
themselves, a home from which they can set out into the
world to do what they have to do, and to which they can
return once they've done it, This base could be a group of
rooms in an inn somewhere, a small house in one of the
city-states, or even a little tower somewhere. Initially,
this home base will have td fit in with however much
they can afford {towers fitted with all mod cons come
expensive, especially since there’s usually a long quense
of evil sorcerers waiting to snap up such properties as
s0o0n as they come on the market!). You'll have to work
out a range of options for them.

Secondly, there is the important matter of living ex-
penses. After all, everyone has to eat and drink, Herces
included. ¥ou will find Heroes (and their players) really
starting to fret about where the money’s coming from in
a continuous campaign. This is as it should be. If the
Heroes want for nothing, there will be no compulsion to
risk their hides doing anything as dangerous as adven-
turing! ‘Keep them poor!” is a motto every Director
should adopt!
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In the short term, adventuring is generally quite profit-
able; but, as a freelance occupaton, there may be long
gaps between adventures. Some enterprises may result
in the Herpes bringing back nothing but a few silver
pennies; others may cost them money that they never
recoup. And of course, they may keep acquiring trea-
sure, only to have it taken off them, whether by the local
bandits, or infuriating new kaxes imposed upon adven-
turers and so on.

Living expenses soon mount up. Just think of all the
items a typical Hero has to spend his hard-earned coin on
every week: two or three meals a day, drink (quite a hefty
sum for a Dwarf, of course!), the cost of having a roof
over his head, clothes, armour, weapons, stabling and
food for the horse, Adventurers’ Guild fees, firewood
and candles in the long winters . . . the list goes on and
o,

And thirdly, there may be the small matter of regular
employment. As we have said, adventuring is at best a
part-time occupation; there certainly aren’t enough

qo

quests to keep every Hero occupied fifty-two weeks a
year. Much of any adventurer's time may well be spent
travelling round Allansia searching for suomething to do!

Worse, adventuring takes a great deal of preparation and
needs lots of time for recovery afterwards! So it may well
be that the Heroes will want to sign up for some kind of
gainful employment. They will probably aim for jobs
which tie in with their Special Skills: a warrior could find
employment as a mercenary, guarding a merchant's
caravan, teaching others how to fight, and o0 on. A
sorcerer could look after a library, become personal tutor
to the king's children, set up as a healer, or whatever else
suggests itself. A thief will have no problem financing his
lifestyle in a busy city-state.

Typical Costs

The following list shows the typical cost of a range of
iterns and expenditures. There are 3 columns for the
price of articles, depending on where one is in Allansia:
in a City, in a Village or in the isolated Country (and
hence dependent on profiteering merchants!). All prices
are for fairly basic items. Decorated or finely worked
itemns cost arpund three fimes the quoted price. Remem-
ber that 10 5F = 1 GP.
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City

Item Price
Ale, flagon or tankard 45
Arrows, dozen 3G
Battle-axe 35 GP
Bow 15GF
Candles, dozen 15
Crossbow gqoGP
Crossbow bolts, dozen bGE
Dagger 16T
Dagger, throwing 36T
Horse 40GP
Lantern 2P
Meal, hot, in a tavern 2GP
Robe, linen 2GP
Iobe, silk 1w0GP
Rope, per metre 65F

Room, per night, shared 1GP
Room, per night, single  2GT

Sack 25P
Saddle a6l
Shield 12GP
Spear eGP
Stabling, 24 hours 1GP
Sword 200G
Sword, two-handed 45GP
Tunic 26T
Wine, flagon 45F

Village
Price
35P
3G

oGP

12GT
15
120G
oGP
16T
G
40GP
3G
2GP
3G
166G
7&P
155P
4 GT
15P
726G
15GP
EGP
B5P
4o0GP

gonG P
3GTr
65T

Country
Price
35P
4 G
753G
z5GP
4 5P
150G
15GF
FL
1wGP
saGP
6GP
260
7GP
24 GP
155F
2GP
sGP
g5
oGl
25 GP
12510
2GP
65 GP
135 G
561
75P

Other prices can easily be worked out from those we've
given, There is a greatly expanded version of this list in
Titan, along with plenty of other information about daily
life in Allansia. While that book isn't essential for playing
and enjoying Dungeonecr, we strongly recommend it as
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the essential reference work for anyone who wants to run
a full-scale campaign.

Advanced Skills

As we mentoned earlier, unless they are forever being
knocked back, Heroes will eventually outgrow the ad-
ventures which were once a challenge to them. One very
simple solution to the problem of having superhuman
Heroes striding the land is to weaken them severely and
then keep them occupied, searching for a way to restore
their skills.

For a warrior, say, itis simple to set up a plot which starts
with an enemy dropping into his ale something that
brings on a wasting disease that slowly robs him of his
powers. The only known cure is ko be found on the other
side of the world, but of course as he quests for it he gets
weaker and weaker . . . This is even easier to inflict on
a sorcerer — remember that Oops! Table on page zoo,
which they have to roll on every time they fumble a spell
with a double-17 Be devious without yvour players realiz-
ing it, and your game will continue to be exciting for
everyone for years!
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Eventually, though, some Heroes may emerge who are
just so powerful and experienced that they seriously
unbalance the game. They can beat every creature you
dare to throw at them, they visit the lower planes of the
Infernal Pit for their holidays, they dwell in fabulous
bejewelled palaces on the Elemental Planes, served over
by multitudes of slaves. Heroes like this quickly be-
coming boring to play.

The solution? Simple: if a Hero becomes so powerful he
can <o anything and is afraid of nothing and no one, let
him retire to somewhere warm and luxurious to live out
the rest of his days in balmy splendour — and allow his
player bo start again with a fresh-faced new character.
After all, in the movies old heroes never die; they just get
replaced by younger ones!

Manufacturing

Any character with a weapon skill of 4 or more above his
SKILL score may design and manufacture his own
weapons {(only those in which he has the Special Skill, of
course). For some weapons, espedally those made of
metal, this will obviously require expensive specialist
tools and equipment {metal-smithing will require a fully
equipped forge, for example), Others, such as bow-
making and fletching, require very few tools beyond a
knife for carving and an abrasive file or cloth for smooth-
ing the wood. (Of course, in any large settlement there
will also be weapon-smiths who are not adventurers and
who are skilled only at making weapons, not at fighting
with them.}

Heroes with other skills, such as Sea Lore or Trap Krnowd-
edge, scoring 4 or more above their sk, can also
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manufacture appropriate items (boats and traps respec-
tively, in these cases).

Making something successfully requires a roll against
the appropriate Special Skill. Give each item a complex-
ity rating from 1 to 5 (1 = plain dagger, dugoutcanoe; 5 =
erpssbow, ocean-going ship), and reduce the chance of
success by that, Subtract from 10 the number of years the
Hero has been manufacturing the item, and further
reduce the chance of success by that. 5o, asanexample, a
Hera with Sword 17 who's been trying to forge swords
{complexity 3) for four years, must roll 8 or less on two
dice to cast one successfully.

Teachiny and Training

A Hero with any Special Skill with-a score of 12 or more
may set himself up as a teacher or trainer of that skill,
Similarly, any Hero with spells totalling 7 points or more
can get away with calling himself a sorcerer: he can take
on an apprentice and set up peddling the casting of spells
to other people.

The cost of training by a Hero is the same as the cost of
training fo a Hero. Spell castings should be sold for
- around so-300 GPs per point of Stamina Cost of the
spell, depending upon the prosperity of the area the
casgter is working in and the client’s ability to pay.
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Designing Adventures

sooner or later, every Director feels confident and in-
spired enough to rub a few brain-cells together, put pen
to paper. and create his own adventure. Designing a
Dungeoneer adventure takes a little imagination and time,
but it isn't all that difficult once you get started (after all,
if toe can do it . . )

To design an adventure, you need to do the following:

— Come up with a story, one revolving round either a
commission from someone else to solve a problem, a
problem that the Heroes themselves have, an inter-
esting villain who's just started causing trouble, or
whatever.

— Develop a plot round this story idea, add a reason
for the Heroes being involved, and choose some
suitably spectacular localions.

— Chop the plot up into a series of scenes, each one
consisting of an incident that will lead to the climax
in the finale.

— Fill in the details with a cast of Exteas and the all-
important Bad Guys! Add further details of the
location and scenery, and you're away!

The Story

Think about the world the Heroes live in. It's the world of
brave actions and dynamic action. It's a world of won-
derful clichés, where Heroes speak grittily, evil sorcerers
sneer and plot, Ores are dumb. A world where good
beats evil and right eventually wins, though not without
cost. There's plenty of action, and plenty of combat. It's
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swashbuckling, rip-roaring and incredibly good fun to
mess around in!

Typical Sterylines

Can't think of a story? Turn on the TV or read a book.
There are only so many ways of telling a story; inspira-
Hon could come from anywhere! If your imagination is
still unfired, try fitting some names and settings to one of
these simple storylines:

The Message: The Heroes must go where lesser men have
failed; the Orcs are watching the passes but the message
miuest get through!

Righting & Wrong: Local poachers have killed an EIf
maiden who caught them inside Elven lands. The village
will be put to the torch unless the culprits are caught.

The Challenge: Honour demands that one of the Heroes
achieve some notable feat, or else be branded a coward
{and lose the bet!),

Wanted, Dead or Alive: "Hey, that wanted poster! Isn't that
the man who passed us on the road, a few days ago? And
there's a reward? Let's frack him down!”,

The Rescue: Find the victims, free them unharmed and, if
possible, deal with their captors (see Dungeoncer Adven-
ture 1).

Villainy: Someone is plotting to bring down the king.
Eebellion is germinating in the dark corners of the city.
Find cut who, how and when - and stop them!
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The Hunting Party: The Heroes try to capture or kill a rare
beast for its beautiful (and very expensive) coat.

Monster on the Loose!: A peaceful village is being ravaged
by a beast from the wilderlands. But there's a sting in the
tail - the creature has a reason for being so angry . . .

Escort Duty: Bandits are everywhere; a merchant needs
good strong men to guard his caravan, Good rates of
pay. Apply Reskin, Merchant's Guild . . .

Race Against Time: Find the rare herb in the secret
mountain-pass before the moon is full, or the king's
daughter dies!

The Plot

Once you've got the germ of an idea, break it down into
several scenes. Make each scene introduce a specific
problem which must be solved before the Heroes can
move on, In key scenes the Heroes can also discover a
clue or something helpful which will come in handy in
the final climactic encounter.

For your early scenes, sort out some mokinabion - just why
should the Heroes get involved? The reason could come
from an outsider: they are adventurers, after all, and
adventurers are for hire. It could be the return of some-
one they ran inko betore and would rather not meel again
(like Xortan Throg perhaps?). 1t could be based on some-
thing in their background: what would a Hero do if the
one-eyed bandit who had murdered his entire family
suddenly rode into town?
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Decide upon the settings for the adventure, and leamn
how to throw in those little details that make a scene
come alive. Remeneber: you are serving as the five senses
of your players. Convince them that they can see the
seenes in their minds! The land of Allansia is a wild,
overgrown country of rolling plains, fast-flowing rivers
and gnarled, brooding forests. Ancient ruins dot the
land, mysterious reminders of a forgotten past. Inhuman
creatures lurk in the shadows of the land, preparing for
the day when they shall rule, Sorcerers plot, Orc chief-
tains prepare for war, usurping barons form treasonous
alliances with Trolls, The land 15 overflowing with
possibilities; bring them to life!

Bad Guys

If a villain is involved in a plot, make him a geod one (you
know what we mean!). All villains are appalling over-
actors, with more ham than a butcher's shop. Further-
more, they all seem to have something slightly wrong
with them. In some this appears quite subtly, simply
manifesting itself in an obsessive desire to rule the cby,
the land, the world. In others, there are physical prob-
lemns: gammy legs, hunchbacks, missing eyes, strange
speech impediments, nervous twitches, whatever seems
nasty enough.

Whatever their problem, it should be plain from the
outset that there is something wrong with them, that
they aren't all there . . ., that, well, they aren’t normal!
Bad Guys always have a weakness, a fatal flaw which
turns them into Bad Guys, a flaw which the Heroes must
discover and exploit to stop their evil plan!

Bad Guys are created like the Heroes, only in reverse; in
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other words, first, work out who they are from their
background and personality, and then assign characterls-
tics, skills and spells. Always think up some good quotes
tor a Bad Guy to use - and do use them! Bad Guys are a
wonderful excuse for you to act like a maniac, so make
the most of their big moments!

Extras

Another way of adding greatly to the fun of any adven-
ture is to ensure that the Heroes run into a number of
interesting Extras. Even a sitraight swordfight will be
livened up by an opponent who has a few tricks up his
sleeve, a few strange skills (your players will be im-
pressed - or should that be dumbfounded? - by an
opponent who somehow manages to back-flip out of
their Hero's way just as he is about to be run through).

If you want to add some memorable Extras to an adven-
ture, think about what makes them interestng.

Apprearance

What does the Exira look like? If you like, think of a real
person (film star, TV actor, friend, it doesn't matter who)
he most resembles. Alternatively, jot down just one or
two adjectives to describe his appearance; when the
Heroes meet him, their players will be able to picture him
in their minds. Non-human beings and monsters are
even easier to describe and characterize because they are
so different from humans {we’ll get on to monsters in the
next section).

Spenking
Just like any other land, Allansia is iddled with different
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accents and ways of speaking. In the large city-states,
educated characters may talk extremely formally or
snootily, while gutter-thieves converse in lazy slang.
Chut in the isolated regions, people talk like country folk
anywhere, long and slowly with drawn-out ‘oo-ares'.

As well as his accent, vary a character's vocabulary.
Farmers talk in terms of the weather and their crops,
measure time by the moon and are much given to super-
stitious sayings and proverbs. Courtiers refer to them-
selves as ‘we'. Orcs tend to dribble and miss out every
other word, and they adapt words to the way their
mouths work (‘humans’ becomes ‘yoomans!, for
example). If necessary, scribble down a few quotes for
the Extras to use.

What They Want

In any encounter between Extras and Heroes, each side
will probably want something from the other. Heroes
may want information, help, a special item, that sort of
thing. Extras (being litfle more than plot devices in many
cases) have lower objectives: giving out information,
helping someone, having a conversation, money, fame,
power, an exciling time, and so on. Knowing that an
Extra wants some specific thing will make him easier bo

play.

How They Intend fo Get It

If you inbend Extras to use some skills, or to get into a
fight with the Heroes, they’ll need some specific charac-
teristics, maybe some Special Skills or spells. Decide on
these before the adventure starts; but only note the ones
you think your Extras will need. Like Bad Guys, Extras
are created backwards, skarting with who they are and
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then filling in any appropriate numbers. If, during an
encounter, you suddenly find that an Extra needs to use
another skill, make it up or roll against his SKILL score.

Repeats

It's always entertaining to have certain successful Extras
come back to help, hinder or haunt the Heroes time and
time again. They can provide light relief in the manner of
a running gag, and they can even cause your players bo
bang their heads on the table in disbelief at their bad luck
in running into him again. Extras who are always turning
up at exactly the right moment to help the Heroes out of a
fix may quickly develop into more important members of
the cast = how does he always do it, and why? You'll
quickly learn who to repeat, from wabching your players’
reactions. If a character raises a laugh, or an exasperated
groan, bring him back!

Monsters

As well as the more intelligent Extras for the Heroes to
parley with, there are also the Monsters, the ravening
creatures and the nasty, scheming humancids, Some
skill is required in playing a Monster, for not all of them
are simple sword-fodder, designed solely for the Heroes
to chop into little pieces in a moment of blood-crazed
battle-frenzy.

Many Monsters possess something approaching intel-
ligence; truly Heroic characters will allow many to live,
preferring to bribe or con them into allowing them to
pass rather than hacking them down. Some Monsters
may even have specific Special Skills, which they will
certainly use to defend themselves.
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Having said this, of course, there are also dozens of truly
horritic beasts which must be dispatched immediately.
Some will even be so powerful that the Heroes will have
to run away if they wish to stay alive. If you manage to
vary the way Monsters react and behave, however, your
adventures won't end up as a sort of shooting gallery for
Heroes to practise their Sword skills in.

The range of Monsters we' list below extends from the
hostile humanoid races (Ores, Goblins and their ilk) bo
glant mutant creatures, from spooky undead to real
ravening monsters! We haven't gone into long descrip-
tions of their history, politics, demographical spread or
any of that; you'll find all such information in Out of
the Pit, to which you are referred for more details of these
creatures, and over zoo others,

In the list that follows, every creature has been given
‘ypical’ skiLLand 5TAMIN A scores. Plainly, some crea-
tures will be weaker and some stronger than this, so you
are welcome to personalize them a little by varying their
scores by one or two points,

Monster List

The following are some of the more commonly encoun-
tered creatures in Allansia. Each creature is deseribed in
the following order; Type of Monster; Habitat; Number
Encountered (increase or reduce according to the num-
ber of Heroes); Reaction; Intelligence (believe it or not,
humans count as High); skiLy; sTaMiNA; Weapon
used; together with any special notes on the creature’s
appearance, special attacks and so on.

Bird Man: Humanoid - Hills — 1-6 met — Neutral -
Average—Low —SKILL 10 5TAaMINA B - Large claw
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Winged, bird-headed humanoids, typically found in the
Moonstone Hills. If they hit and make a skrLL roll, they
can hoist their victim high into the air before dropping
him again.

Boulder Berst: Magical creature — Anywhere wild - 1 met -
Hostile - Low -~ sKILL BsTaMINA 11 — Large Hst

Elemental spirits trapped inside rocks, who form them-
selves into humaneid shape to attack. Edged weapons
do only 1 point of damage to them.

Certanr; Humanoid — Anywhere wild - 1-6 met -
NeutralUnfriendly - High — skiLL 10 STAMINA 10 —
Bows and spears

These half-human/half-horse beings roam open plains,
away from human civilization.

Caaret Centipede: Insect — Underground - 1-2 met -
Unfriendly — Low/MNone — SKILL g STAMINA 7 — Large
bite

Some of these giant creatures have poison bites, causing
an extra 2 points of damage.

Cyclops: Humanoid — Hills/Caves — 1 met - Hostile -
Average — SKILL 10 STAMINA 18 — Battle-axe (+1
damage for Strength)

Cme-eyed and brufish, like a deranged, mutant Ogre.

Dragen: Monster — Anywhere wild - 1 met = Neutral —
High - SKILL 16 STAMINA 25 - 4 Attacks — Very large
claws
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This is an example of a young Gold Dragon; there are
many types and ages. This Dragon can also breathe
flame every second Combat Round, causing 4 points of
damage (a Test for Luck or Dodge to reduce to 2 points).

Giaret Engle: Bird = Anywhere wild - 1—2 met - Neutral -
Low = SKILL 7 sTAMINA 11 — Very large claws

First attack will be a powerful dive at +3 skiv, IF it
scores 2 hits in a row, it will hoist its victim aloft and fly
back with him to its mountain-top nest.

Fish Man: Humanoid - Rivers/Caves - 1-4 met —
Unfriendly/Hostile - Low — SKILL 7 STAMINA 6 -
Trident (as Spear)

These bulbous-eyed beings are half-fish/half-human (see
Dungeoneer Adventure I1).

Fog Dewil: Monster — Forests - 1-3 met —= Hostile — Low
—SKILLBSTAMINA 6 — Large claw

These insubstantial mist-creatures are vaguely human-
oid in shape. Fighting such a wispy, transparent creature
15 done with a z-point penalty to the Hero's sk1LL.

Ghowl: Undead — Ruins/Underground - 1-3 met - Hostile
- Low - sKILL B STAMINA 7 - 2 Attacks — Human fist

If a Ghoul — a rotting, reanimated corpse of quite horrific
appearance - manages to score 4 hits on one target, the
victim will be paralysed for fifteen minutes, and may be
devoured by the creature,

Ginnt: Humanoid — Caves/Underground - 1-3 met -
Hostile = Low - sKILLgSTAMIN A 10— 2 Attacks - Large
Hsts

37




There are many races of these enormous humanoids; the
one detailed above is a Cave Giant. Their grey skin
allows them to surprise opponents, for a first Un-
opposed Strike, 5 times in 6.

Goblin: Humanoid - Hills'PlainsUnderground - 1-6 met
— Hostile — Average —SKILL 5 STAMINA 5 = Sword, axe,
throwing dagger

Like smaller and stringier Orcs (but just as disgusting in
their habits), Goblins prefer to live close to nature,
though they are also found serving alongside Orcs in the
armies of evil,

[mitator: Monster — Underground - 1 met — Hostle — Low
- 5KILLGSTAMINA B — Large fist

This shapeless blob of grey matter can transform itself
into a common dungeon object, say a chest or a door.
When potential prey investigate, they become stuck, and
the Imitator forms part of itself into a fist. Stuck victims
fight with a z-point sk1LL penalty,

Lizard Man: Humanoid - JunglesMarshland/Ruins/
Underground — 1-& met - Hostile - Average—High -
SKILL B sTaMINa 8 — Spear, sword, crossbow

These tall, strong, reptilian humanoids are evil and
warlike, and are feared for their habit of taking humans
as slaves for their gold mines,

Manticore: Monster — Anywhere wild/Underground — 1
met — Hostile - Average — SKILL 12 STAMINA 18 = 2
Attacks - 2 Large claws and sting

This bizarre and highly dangerous creature has a human
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face, the mane and body of a lion, leathery bat-like
wings, and a scorpion’s tail. Afber a successful claw hit, a
victim must successfully Tesf for Luck or Dadge or be hit by
the poisoned sting for 6 further points of damage!

Minaltaur: Humanoid - Underground/Ruins — 1 met -
Hostile — Average — SKILL § STAMINA g — 2 Attacks -
Large fists :

This bull-headed humanoid typically dwells at the heart
of an underground labyrinth.

(dgre: Humanoid — Anywhere — 1-6 met — Hostile -
Average-High - sxiLe 8 sTamMinNa 10 — 2 Attacks —
weapon or Large fists

These huge, animalistic humanoids are related o Ores
and their like, and may be found leading a band of them,

Ore: Humanoid — Anywhere - 1-6 met = Unfriendly/
Hostile — Average —SKILL B STAMINA 5—5Sword, spear,
pole arm

Ohres are the most common of all evil humanoids, and
they infest all of Allansia. They are vicious, cowardly,
crugl and totally disgusting!

Giant Rat: Animal - Underground — 2—7 met— U nfriendli.-'
— Low ~SKEILL55TAMINA § = Small bite

Giant Rats are a menace to anvone exploring old ruins,
dungeons or ancient town sewer systemns.

Rat Man: Humanoid — Underground/Ruins — 1—6 met -
Unfriendly — Low - skILL 5 5TAMIN A 6 = Small claw or
weapon
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These rat-headed mutant humanoids are adept at sur-
rounding their isclated domains with traps and snares,

Rock Grub: Insect — Underground — 1 met — Unfriendly —
Low/MNone - skiLL 7 sTAMINA 11 ~ Large bite

These huge, rock-boring beetles chew their way through
the underground world.

Skelefon: Undead - Underground/Buins - 1-6 met -
Huostile - Low —SKILL & STAMINA § — Sword, bow, axe

The commonest undead beings, Skeletons can be
damaged propedy only by crushing weapons; edged
weapons do enly 1 peint of damage to them,.

Giant Spider: Insect — Anywhere wild — 1 met — Hostile -
Low - skiLL 8sTaminNa 8 — Large bite

Anyone caught in a Giant Spider's web must make a
sKILL or Strength Skill roll successfully twice in order fo
escape, or suffer Unopposed Strikes from the Spider.

Troglodyte: Humanoid — Underground - 2-12 met -
Unfriendly — Average — SKILL 5 STAMINA 4 — Dagper,
bow

These small, misshapen humanoids dwell in caverns far
beneath the surface of the world.

Trodl: Humanoid — Anywhere - 1-3 met— NeutralHoshle
- Average-High — SKILL g STAMINA g — 2 Attacks —
Battle-axe, pole arm, sword

These large, ugly humanoids are related to Ores and
their kind. They are gruff and surly, but they do enjoy
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jokes in which other creatures get severely injured. This
is a Common Troll; there are many other races.

Werewolf: Humanoid — Anywhere - 1 met - Hostile —
Average-SKILLESTAMINA 10— 2 Attacks - Large claws

When the moon is full, some humans tum into were-
creatures and roam the night killing all they meet. Any-
one bitten by a Werewolf will himself tum into one at the
next full moon. The statistics are for a human in
Werewolf form only.

Waolf: Animal = Anywhere wild — 1-6 met - Hostile -
Average—Low —SKILL 75TAMINA 6 - Large bite

Wolves may be found roaming in hunting packs
throughout Morthern Allansia,

Zombie: Undead — Underground/Ruins - 1-6 met -
Hostile - Low = sKILL 6 sTAMINA & — Small claw

Looking like a recently deceased corpse, these undead
beings are usually commanded by a nearby sorcerer, for
they are slow and stupid.
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Treasure

Many intelligent creatures will have their own treasure,
be it in the torm of Gold Pleces, a few sparkling gems, a
finely wrought weapon, or even something magical. For
some creatures, you will have a specific article in mind: a
key to open a door further into the adventure, a helptul
poton or weapon, that sort of thing.

For those occasions when there is no special treasure and
you want to pick some at random, simply roll one die on
the table appropriate to the fype of creature involved;
roll once for each creature present. Nole: most creatures
keep treasure in their lairs; if encountered away from it,
they will not be carrying anything, Treasure is usually
hidden; however, if a humanoid creature has a magic
weapon, it may well be using it.

Eoll Humanoid Monster Undead All

others
1 nothing nothing nothing nothing
2 1-3 GP*  nothing nothing nothing
3 1-6 G 13 GP* nothing nothing
4 2-12 G 16 GP* 16 GI™  nothing
5 Special z—12 G 2-12 GP*  1-3 G
itemt
f Special Special Special 1—f P
item plus  itemt itemt
1—-6 Gt
* — Gold Preres

b= Roll oo dice wr the Speeiad [heors fafde, Fefor
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Special [tems
Roll  Ttem and explanation

2 Enchanted battle-axe; adds 1 to user's skILL

3 Potion of Invisibility (as the spell)-

4 Magical sack; can hold five items as if they
weighed one

5 Silver arrow, not magical but useful against
certain beings

[ 1-6 jewels, worth 10 G each

T 1-3 gemstones, worth 25 G each

B Scroll containing ES P spell — may be used once

by anyone
: Healing potion - as Slaminag spell
10 Mapgical dagger, so badly made it reduces
SKILL by 2 {(unknown to the wielder)
11 Poisoned potion; causes 1-6 points of damage
12 Enchanted sword; adds 2 to user's skILL

Feel free to substitute your own favourite items for the
ones on this table. Give a powerful item a high or low
number on the table so it isn't found quite as often as a
weaker one, and always include a few nasty items to
balance all the nice ones and keep the Heroes on their
toes!
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ADVENTURE SHEET

M A M E; Aspen Darkfire PLAYER:
AGE:?s E&ACE!S
FEOFESSION:
M/F:F Elf sdvanturar
SKILL [1sTAMINAJJLUCK
Doeitanl: 8 faeetanl: 17 Inatand: 11
Current; Current: 1 Crrrrenf;
SKILLS Vialue SPELLS Ctamirna
Casf
Baar 11l Darkness 1
Hide 9 Fire Bolt 1
Woond Lore L1 [l sl 1
AWRreness LI Mieror Selves s
Magic 10 Stamina 1

MOMNEY :8GPs
iTREASURE

4 5P

EQUIPMENT
Swrord

Bow

PREOQVIGIOMNS: 2

EXPERIENCE
POINTS:




BACKGROUND

Aspen Darkfire is the disowned daughter of a minor Ebven
prince feom the Forest of Yore. Daven by an Insatiable curios-
ity to fimd out about life "outside’, she forsook a life of endless
balmy days in the golden forest four vears ago. She knows she
can never return to her family, though she sometimes receives
news of them feom other Elves. Since then zhe has wandered
the lands north of the Whitewater River, seeking out and
finding adventure in many lands.

FPERSONALITY
Those Elves wha have left thedr saceed forests to venture out
into the world are cheedul, happy-go-lucky folk who never
seem to get upset about anything, Aspen is always making
jokes, even in the most dangerous sttuations. She s very
elegant and graceful, and just about the only way to get her
really annoyed is to ask her to do something that would lead to
her getting smiclly or dicty, She is wise beyond ber vears, but
most of the Ume she seems to regard everything just as tre-
mendous fun!

Aspen Darkfire dresses im dull green clothes that have
plainly seen a lob of action, If one is to go by the number of
repairs and patches!

ADVENTURE SHEET

M A M E : Jerek Stormgard
AGE:IS
M SF

FLAYER:

EACE/
PROFESSION:
Human mercenary

SKILL 1 STAMINAI{LUCK

!’ QUOTES
‘I sy, chaps, mrfrumbered agoin, ofe? Jolty good show!”

spmie Cheg dhat didet't Faee Bad breatk for @ cliange!”
T warldn’t do that if I weere you,,"

Inatnd; 10 Terefeanl: 20 Inatial; &
Crrrent; Current: Ceerrenl;
SEILLS Vrlue SPELLS  Skrwrng
Casl
Sword 13
Crosshow 11
Dodze 12
Ride 12
World Lote 12
— -

“You wonld fave thought e ofd wizard conid hove sraneged to bine

rT«H:I-TES

MOMNEY:12CGP: 05Ps

TREASURE

EQUIPMENT
Sword

Crosshow
Dagger

PROWVISIONS: 2

ENCE

XTFTERI
OINTS:




BACKGROUND

lerek Stormgard hails from the minor city-state of Kaan, just to
the north of Port Blacksand. He has served as a hired warror
all over Allansia since running away from home at the age of
fifteen, after he accidentally killed his best friend while practi-
sing sword-fighting.

FPEESOMNALITY

Despite his comparatively tender vears, Stormgard is o tough,
experienced mercenary. He has travelled all over Allanzia and
has killed just about every sod of monster there &5 to be killed
fand more than a fow that weren't supposed to be killed as
well}. Twin scars to one side of his left eve attest o his battle
experience.

Physically, he is in excellent condition; but there seems to be
something calculating and emotonless about him. He s a
quiet person most of the fime, and wsually allows others to
make the decisions; but he’s very confident of his own ability -
and quite ruthless, once he gets into a fight,

ADVENTURE SHEET

M A M E : Gordo Brondwyn
ACGE:IE
M/F:M

PLAYER:

RACE/S
FROFESSION:
Humian thict

SKILL [|sTaMINA[{LUCK

‘QUDTEE

‘Hurunrple!”
‘Let"s GOOOOOIT
Coutee o, Ove, vake miy dayl”

feetenl: 9 dmeetif 17 Initinl: 12

Current: Crrrent: Current:

SKILLS Value SPELLS Staming
Cast

Lagger 10

Climil 10

Con 12

Sleight of Hand 11

Sneak 11

——

MOTES

MONEY:13GPs 250
TREASURE

JEQUIPMENT

3 Dagpers

Eope and spikes
Lockplck tools
Loaded dice

PROVISIONS:2

EXFPERIENCE
POINTS:




S

BACKGROUND

This shadowy Hero was raised in the crowded backstreets of
the city—state of Fang in northern Chinng Mai. After losing
both his parents in the plagae at the age of eleven, he and hig
four brothers grew up im the gutters, smatching food from
shops, sleeping in corners, struggling just o stay alive.

At twelve, Gordo (a nickname, short for another name he
hasn't used since hig parents died) commilted his first bueg-
lary; at fourteen he was drafted into Fang™s Thiewes” Guild and
leatned much of the art of crime. Two years ago, though, the
wanderlust took him and ever since he has been travelling
round Allansia as am adventurer.

PERSOMNALITY

Gordo is as silent as a cat, as slippery as an eel and can climb
faster tham a monkey. He is also very smart and resourceful,
but he doesn’t make a great show of this because he doesn't
like drawing attention to himself, If ever the Heroes are in real
trouble, he &= the one who will come up with a smart plan o
et them out of if,

Despite his criminal connections, Gordo has slmn%[epﬁn-
ciples, chief of which is his loyalty to his Hero frends. He will
not steal from them - or do anything to harm them deliber-
ately Ln any way.

QUOTES

T thnught that teoidld happen!”
“That should give them something to Hink chout!*
Luckily, I hoppert lo hetve wibh wre.. "

I

MOTES

[r R T PR O S N

ADVENTURE SHEET

M AME; Gimbold Tomhelm PLAYER:

AGE:27 EACE!
FEOFESSIONMN:

MIF & Drwrarf warmior

SKILL [fsTAMINA LUCK

Trribenl: 9 Trosteal: 22 Doeitanl: 7

Curretl: Cirrent: Current:

SEILLS Vialerat SPELLS  Streing

Cost

Mxe 12

Drark: seeing 11

Unarmed Combat 10

Teap Sensing 10

Underground Lore 11

MOMNEY :14GPs (5P EQUIPMENT |

Lt L A very big battle-axe !I
PRE?[SIGNS:E
EXPERIENCE
POINTS:

——




BACKGROUND

Grimbold, son of Hakkirm, chief of the Tornhelim clan, was
reared in a small Dwarven mining’ community in the Moon-
stone Hills. For a time he too worked in the gold mines, but his
penchant for sivong licquor - and brawling when drunk - made
him unpopular. Since leaving the family mines, he has wan-
dered the Windward Plain rather aimlessly, squabbling and
boozing, locking for somcthing fo give shape to his life,

PERSOMNALITY

The typlcal Dwaef is WUr,r?ru:np}r and shor-tempered, and
Grimbold is a typical Dwardd, Annoying him is very easy and
not at all wise, because he has a very big battle-axe and loves
hitting things with it = especially Circs,

He is also very greedy, especially for treasure. He is fascin-
ated by plittering and shining objects, especially if he knows
they are precious. For Grimbold, money is the route to all
pleasure. Besides money, he takes E,realesl enjoyment in food
and drink. Unless carefully watched he will indulge himisclf to

the full at every opportunity.

Quotes

‘You oy that again, arnd PN splif youer stupid foce from ear fo parl’
Tsn't it bime v stopped fo et yef?
‘GOLDvE

rNDTEE

A ek

ADVENTURE SHEET

oA M E : Axel Walfre PFLAYER:
ACE: ERACE!
FREOFESSION:
MSE M Human (barbarian) warrior
SKILL f1STAMINA LUCK
fiitinl: B frectind; 21 Tmatral: 8
Crrrent; Crrrenl; Catrrent:
SEILLS Valie SPELLS  Stamging
Cosf

Two-handed Sword 1
Sneak 10 Fear 1
Strength 10 Luck 1
Wood Lore jL1] Stamina |
Magic )

R <E i
MOMNEY:6CPs 35Ps JEQUIPMENT
TREASURE

bfassive bwo-handed
ayenrd

Spear

Lucky rabhit's foog

PFPROVISIOMNS: 2

s

E}{[-‘E_}-':[ENCE
POINTS:

J




BACKGROUMND

Reared among the snowy steppes of northern Kaypong in far
north-east Allansia, W;I:J?:I-i: i% the son of a barbaan Snowdeer
hunter and leather-worker of the Stormchild tribe of hunting
barharians. He has been wandering the northern lands for sev-
eral years without enjoying much forfune, and has recently
headed further south bn search of real adwenbure.

FERSOMALITY

Twno metres tall and of solid muscle, in all directions, Axel
could carry an adult Yet on his shoulders. For all his strength,
however, he is a simple fellow, unused Lo civilized lands.
Although he ks overawad by cities, he tries not to let this show
and boasts about haw strong his own people are, compared to
civilized folk. When put in an unfamiliar situation, though, he
will be confused and will probably offend someone by acci-
dent.

Although the barbarian knows a few spells, none of them go
flash-bang or do obviously unnatural things; he regards them
a3 just natural talents and nothing special. He will righleously
hit anyone who accuses him of using ‘sorcery’, which he re-
gards as a great evil.

Tqun:r‘rEs

T don’t like the smell of dhese stane floors.”
It ey Iribe tow train our dangliters ho kill Ores by the age of six?”
“Never trusf a wizrd!!”

MOTES

e

ADVENTURE SHEET

o o e e

M A M E : Baradas Rangor FLAYEER:
; RACE!
AGE:19
FPROFESSION:
MIF:M Human wizard
SKILL STAMINA LUCK
Initul: & Iritial: 16 Irmtiatl; 11
Crurrent: Current: Currenf:
SKILLS Value SPELLS  Starina
Cosf
Drodge 7
Languages £ ESF 2
Sleight of Hand 7 Fire Bolt 1
World Lore B Luifate 2
Magic £ Sleep 2
Starmina 1
Weakness 1
S T
MONEY:15GPs 05Ps| J EQUIPMENT
TREASURE Sword
Staff
Spell book
Diead toad (fresh)
PEOVISIONS:2
EXPERIENCE
FOIMTS:
e ==




BACKGROUND

Son of a much-travelled merchant from Silverton in central
Allansia, Rangor was apprenticed at a very young age to an
elderly sorcerer and sage. When his master was killed as the
result of a badly translated enchantment from ancient Allan-
sia, Rangor gave in to his thirst for knowledge and experience,
and set out Into the world.

FERSOMALITY
host wizards are very studious types who spend their early
years ponng over old books. For this reason they very rarely
become Heroes, When they da, it is probably because they are
a0 intensely curious about the world that they cannot bear to
stay in ome place for more than a darif. :
Rangor is young, keen, eager and painfully inquisitive. I
there is trouble to be found, he will be in the thick of it; it's
almest as if he is under some curse (o see everything there Is Lo
be seen in this world before he reaches thirky!

QUOTES

"Granl, Tet's gol”
1 wonder wivt's behind s dogr,
1 wonder kow you suemon wp one of these,,,"

rNE}TES

FOR THE BEST IN PAPERBACKS, LOOK FOR THE {@

In every comer af the warkd, on every subject wnder the sun, Ponguin
represenis quolity and vaniery — the veey Best in publishing laday.
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