Beneath Brymassen

A Collaborative Dungeon

A Basic Fantasy Role-Playing Game Adventure

Introduction

Release 2

Copyright © 2008 Eldrad Wolfsbane,
Mak, The Expert, skisko, Thomas Kolter,
and Chris Gonnerman

All Rights Reserved

Distributed under the terms of the
Open Game License version 1.0a

This adventure module, part of the Adventure Anthologies series, is for use with the Basic Fantasy Role-
Playing Game rules, and is intended for 3-6 beginning player characters. If you don't have the Basic
Fantasy RPG core rules, please visit www.basicfantasy.org and download a free copy.

Background

Dungeon Key
3. The Pits:

As you round the corner, you smell the strong
odor of death. Ahead you see an open pit. A
very narrow ledge leads around it on both sides.

There are two pits in this section of hallway. The
one to the north is the open pit described above.
It is 10" deep, and thus does 1dé6 damage to
anyone falling into it. Any character attempting
fo cross on a ledge must roll a Dexterity ability roll
fo avoid falling in.

The southern pit is covered by a very well hidden
frap door that will open if 100 or more pounds of
weight are placed on it (such as a character
walking on it). It will spring closed in a single round
after opening. Anyone falling into this 10" spiked
pit takes 1dé points of damage for the fall plus
1d4 points of damage from the spikes; a saving
throw vs. Death Ray may be rolled to avoid the
spikes. In the bottom of the pit is the corpse of an
adventurer, dead about three weeks. On his
body is 3 gp, a short sword, and a Potion of
Healing.

6. Battle Axe Trap: The door to this room is not
locked. When it is opened, a large axe will swing
down from over the door, striking as a monster
with a +3 AB and doing 1d8 damage if a hit is
scored. The door opens into the room, forcing the
character who opens the door to walk intfo the
axe's path. Of course, a very careful character
might be able to discover a way to avoid the axe.

The room is laid out like a bedroom, with a bed,
side table, four chairs and a table with a deck of
cards on it, spread out as if four players had just
laid their cards down and walked away. The
back wall is covered with tapestries. Also on the
card table are a pair of bowls made of a rust-
colored metal; 20 gold pieces are in one of the
bowls, and each bowl is worth 2 sp each.

9. Storeroom: The lock on the heavy wooden
door leading to this room is visibly broken; only a
few twisted, rusting pieces of iron remain. The
door swings open easily. The place was once a
storeroom but most of its contents have long since
been looted. Now it contains a small patch of
Green Slime on the ceiling.

Peering through the doorway, you see an unlit
room, about 10" square, that is mostly empty.
The remains of some broken barrels and crates
lie scattered along the walls and in the corners.

Read if the PCs are using a torch, lantern, or other
light source:

You see a faint glinting, a reflection of the light
you're carrying, apparently from some small
objects lying in the middle of the room.

Upon closer inspection these prove to be the
badly corroded buttons and buckles from the
clothing and gear of the last victim of the Green
Slime that clings to the ceiling. It has been a while
since the Green Slime has eaten. It occupies a 5'
x §' area in the center of the ceiling and is easily
visible fo anyone who looks upward with a good
light source or Darkvision. The creature will detect
and aftack the first character venturing info the
center of the room (for instance, to examine or
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retrieve the metal objects on the floor). It will also
aftack any pole or similar object that is used to
test the floor.

Green Slime: AC can always be hit; HD 2**; hp 5;
#AT 1; D turns victim to slime in é6+1d4 rounds; MV
1SV F2; ML 12; XP 125.

11. Hobgoblin's Room: This 20'x30' room is carved
from greenish stone and layered with carpets,
tapestries, and all manner of decorated pillows
lay strewn about. A large, grizzled and
apparently ancient Hobgoblin is seating among
the pillows reading a large tome.

GrizzZled Hobgoblin: AC16; HD 2% hp 13; #AT 1 +
Special; D 1dé+2 Pillow filled with gravel, ESP; MV
4", SV F2; ML 9; XP 125.

The Hobgoblin wears an Amulet of ESP and has
put it to good use over the years. The denizens of
the dungeon roufinely seek him out for
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information and they provide him with food and
other luxuries. He will attempt to barter with the
PCs, offering information that they may seek by
using his Amulet of ESP. Since he genuinely knows
litfle about the PC or much else beyond these
halls, he will usually lie but offer enough hints at
freasure and magic to be interesting. He knows
some information about level two, and will frade it
for gold coins (GM's discretion).

He will not be hostile unless outright attacked. The
large tome is a cookbook (value 2gp). The
tapestries, carpets and pillows are worth 75g but
very bulky, dirty, and difficult to move. A purse of
20g lay in a pouch under a pillow the Hobgoblin is
laying on. The Amulet of ESP has a 1 in a 1dé
chance of backfiing and letting all around the
user know their deepest thoughts. The Hobgoblin
has owned the amulet for long enough to ignore
this penalty.



AAl1.4 Beneath Brymassen

Dungeon Map

EEEEEEEEN
= -




Beneath Brymassen

AAl.4

Open Game License

Designation of Open Game Content: The entire text of Beneath Brymassen (except
the Open Game License, as explained below), as well as any maps or floorplans
included, is Open Game Content, released under the Open Game License, Version
1.0a (reproduced below) as described in Section 1(d) of the License. Artwork (other
than maps or floorplans) incorporated in this document is not Open Game Content,
and remains the property of the copyright holder.

Designation of Product Identity: Product identity is not Open Game Content. The
following is designated as product identity pursuant to OGL v1.0a(1)(e) and (7): (A)
product and product line names, including Basic Fantasy Role-Playing Game; (B) all
artwork, logos, symbols, graphic designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual representations,
including the “eye” logo, which is the personal trademark of Chris Gonnerman for his
various products; (C) logos and trademarks, including any trademark or registered
trademark clearly identified as product identity by the owner of the product identity,
and which specifically excludes the open game content.

More information on the Open Game License can be found at:
http://www.wizards.com/d20
The terms of the Open Game License Version 1.0a are as follows:

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000
Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors” means the copyright and/or trademark owners who
have contributed Open Game Content; (b)"Derivative Material" means copyrighted
material including derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form in which an existing work may
be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent,
lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open
Game Content" means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any work covered
by this License, including translations and derivative works under copyright law, but
specifically excludes Product Identity. (e) "Product Identity" means product and
product line names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual or audio
representations; names and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special abilities; places, locations,
environments, creatures, equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other trademark or registered trademark
clearly identified as Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) "Trademark" means the logos,
names, mark, sign, motto, designs that are used by a Contributor to identify itself or
its products or the associated products contributed to the Open Game License by the
Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open Game Content.
(h) "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a
notice indicating that the Open Game Content may only be Used under and in terms
of this License. You must affix such a notice to any Open Game Content that you
Use. No terms may be added to or subtracted from this License except as described
by the License itself. No other terms or conditions may be applied to any Open Game
Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license
with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material
as Open Game Content, You represent that Your Contributions are Your original
creation and/or You have sufficient rights to grant the rights conveyed by this
License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of
this License to include the exact text of the COPYRIGHT NOTICE of any Open
Game Content You are copying, modifying or distributing, and You must add the title,
the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of
any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an
indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark
in conjunction with a work containing Open Game Content except as expressly
licensed in another, independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that Product Identity. The owner of any
Product Identity used in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated
versions of this License. You may use any authorized version of this License to copy,
modify and distribute any Open Game Content originally distributed under any
version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of
the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game
Content using the name of any Contributor unless You have written permission from
the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of
this License with respect to some or all of the Open Game Content due to statute,
judicial order, or governmental regulation then You may not Use any Open Game
Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all
terms herein and fail to cure such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc,;
Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins,
David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid,
James Wyatt, based on original material by E. Gary Gygax and Dave Arneson.

Castles & Crusades: Players Handbook, Copyright 2004, Troll Lord Games; Authors
Davis Chenault and Mac Golden.

Castles & Crusades: Monsters Product Support, Copyright 2005, Troll Lord Games.
Basic Fantasy Role-Playing Game Copyright © 2006 Chris Gonnerman.
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