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Introduction

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 characters of levels 4-7.  If you don't have the Basic 
Fantasy RPG core rules, please visit www.basicfantasy.org and download a free copy.

Background

Years  ago  Merilla  the  magic-user  adventured 
throughout  the  lands  with  a  group  of  friends. 
Together  they vanquished many creatures and 
collected  large  amounts  of  wealth  in  the 
process. They became so good at it, that Lords 
and Dukes of the realm sent for them whenever 
a barony or duchy was threatened.  After years 
of  service  to  the  kingdom,  they  finally  retired, 
each going his or her own way.  Merilla settled in 
a peaceful valley and constructed a small tower 
where she intended to spend the remainder of 
her  days  researching  spells  and  creating 
marvelous items to help protect the land.

As  time passed her  library  of  tomes and scrolls 
increased, while word of her experiments spread. 
Soon, Dukes and Lords were sending envoys to 
her  tower with requests  for  powerful  items with 
which to protect their lands.  Some she agreed 
to,  others  she  did  not,  for  men  of  power 
inevitably  become  greedy,  and  seek  more 
power by whatever means available.  And also, 
the making of magical items often drained her, 
leaving her weak and vulnerable for long periods 
of time.   

Though she had special guardians and devices 
to  protect  her  during  these  times,  there  were 
those throughout the land who took advantage 
of those periods, sending brigands and thieves to 
assault  her  tower,  hoping to steal  the coveted 
items.  All  have failed, so far.  Now the word is 
spreading again of her latest creations: items of 
such  power  that,  with  them,  even  a  common 
man might rise to unstoppable power.

Located at the far edge of a tiny duchy, deep 
within  an  enormous  ravine  at  the  base  of  the 
foothills, Merilla’s tower now stands silent.  Is she 

still  alive, or has she been slain?  Has someone 
penetrated the protective forces she has placed 
within the tower and made away with the items? 
Many would like to know.

Game Master's Information

This scenario can be run several ways; the most 
common being that a local authority wishes to 
send a group in to gather information.  Another is 
that  someone  hires  the  group  to  assault  the 
tower. Either way, or any other the GM comes up 
with, will suffice.

In any case, if the party reaches the upper most 
level  of  the  tower,  where  Merilla   sleeps,  they 
may end up saving her life.  In such a case she 
will  reward  them handsomely  (5,000  GP  each, 
and a minor magical item).

Tower Key

ENTRY LEVEL. East door has a magical-trap on it; 
21d6 Fireball. Two large bookcases fill the south 
and west walls of this chamber from the floor to 
the ceiling. These appear to be filled with scrolls, 
tomes and manuals of various making. Most are 
instructional,  dealing  with  ancient--arcane--
ceremonies, rituals, and the elements necessary 
to  conduct  them  (materials,  etc.)  One  in  fifty 
scrolls is actually penned by Merilla, containing 
magic spells. One in a hundred tomes/manuals, 
is of a magical nature. There are approximately 
two  hundred  such  tomes/manuals,  and  six 
hundred  scrolls!  Searching  all  of  these  will  be 
time consuming! Along the north wall is a work 
table. A rack of two shelves runs along the north 
and  east  walls  just  above  this.  These  hold 
containers  filled  with  various  components 
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ranging from liquid to solid, and even gases! One 
in fifty is actually a potion of some sort. There are 
over five hundred such containers!

A  Bronze  Golem stands  just  south  of  the  work 
table (60 hit points) that will move to attack any 
intruder approaching within 30’ of it. AC0, Move 
240’  (80’),  Attacks  1+  Special,  Damage 3-30  + 
1-10  heat  damage,  Save  as  F10,  Morale  12, 
Neutral. Inside its head is a Ring of Wonder***! In 
the  southwest  corner  a  huge,  25’  foot  square 
Carpet Trap awaits any who stand in its center. It 
will instantly knock prone anyone who steps into 
the  center  of  it,  rolling  the  person  up  and 
squeezing them for  1d8 points  of  damage per 
round. It is AC8, Move 0’, and takes 34 hit points 
of  damage  before  being  disabled.  Note 
however, that any victim trapped inside it takes 1 
point of damage per 4 inflicted! While a Dispel 
Magic might destroy it, there is no disarming this 
trap; a thief  may be able to detect it, however. 
Two Rust Monsters (hit points 32-28) linger about 
in  the  ground level  of  the  tower.  AC  2,  HD  5, 
Move 120’ (40’), Attacks 1, Damage 0, Save As 
F3, Morale 6, Chaotic.  A wooden spiral staircase 
stands  in  the  center  of  the  round  chamber 
leading up.

TOWER LEVEL  2. Three chests  appear  here.  The 
north and southwest ones are trapped, with a 21 
hit  die  Fireball  spell.  Only  a  Dispel  Magic  will 
disable these. Inside each are 50,000 gold coins. 
The chest in the southeast is a  Morphganger! A 
10 hit die creature created by Merilla. Other than 
having  60  hit  points,  it  is  similar  to  a 
Doppleganger!  AC4, Move 30’ (10’), Attacks 1, 
Damage 1-12, Save as F5, Morale 8, Neutral.

TOWER LEVEL  3. An  8 hit  die  Faerie Dragon lies 
atop a low stone slab against the north wall. This 
too was created by Merilla. AC -6,  HD8 (32  hit 
points) Move 90’ (30’)/240’ (80’) Flying, Attacks: 
its only attack is spell-use--equal to an 8th level 
MU, and its Magic Resistance (like a Minor Orb) 
to spells. It Saves as MU8, Morale 8, is Neutral and 
serves  more  as  a  “watch-dog”  than  a  guard; 
though it will attack intruders upon sight. Its spells 
are:  Charm  Person-Magic  Missile-Sleep;  Detect  
Invisibility-Mirror  Image-Web;  Hold  Person-
Invisibility 10’ Radius; Confusion-Polymorph Other. 
It  is  mentally  linked with  Merilla,  and will  try  to 

arouse her if possible (5% chance per Turn.) A suit 
of  + 2 Chain mail/Energy Storing* hangs on the 
south wall.

TOWER LEVEL  4. Three  Blast  Spores  hover  about 
here.  AC9,  1HP,  Move  30’  (10’),  Attack  1  + 
disease,  Damage  6-36  if  struck,  Save  as  F1, 
Morale 9, Neutral.

TOWER LEVEL 5. This is Merilla’s private chambers. 
Currently  lying incapacitated in her  bed, she is 
unaware of the shadowy figures who have just 
entered her chamber. Two Thugs L7 and L4, are 
presently  arguing  over  which  one  is  going  to 
assassinate her! Having followed the party to the 
location,  they  used  scaling  tools  to  sneak  in 
through the only windows in the tower while the 
party  unknowingly  distracted  the  guardians. 
Though  Neutral,  they  are  wicked  to  the  core. 
They have AC’s  of  4,  30  & 24  hit  points,  Move 
120’  (40’)  Attacks  1,  Damage  1-8,  Assassinate 
50% +/- victim’s HD, Save as T7 or T4, Morale of 
9/7. Each wears  leather +1 and has a +1 ring of 
protection. A small chest to the east of Merilla’s 
bed contains her personal jewelry and some fine 
clothing; a small desk to the west is covered with 
unfinished scrolls, and writing tools. 

Merilla cannot defend herself at present; having 
just finished creating the magic sword atop the 
table to the south, she is semi-comatose. If saved 
from assassination,  she will  forgive the intruders 
for  slaying  her  guardians  and  reward  those 
involved  in  her  rescue  as  previously  noted.  In 
time she will regain her spell use (if not killed!) The 
item  she  has  just  created  is  a  +1  Sword  of 
Smiting**

* Similar to a Ring of spell-storing; this one stores 
HD  of  experience,  and  when  the  possessor  is 
attacked by Energy-draining creatures, the level 
loss is taken from the item first. It can store up to 1 
level per level of the owner. However, it can only 
store this  type of  energy in conjunction with  a 
Sword of Draining, or Sword of Smiting. Used with 
the former, it makes possible the sword to retain 
its draining abilities as long as the maximum is not 
reached.  It  can  also  discharge  or  release  an 
energy level upon command, to keep this from 
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occurring. Doing so temporarily bestows 1d6 hit 
points upon the possessor, which will be removed 
first upon next being attacked!

**  This  weapon  bestows  the  assassination 
capability  of  Thugs  equal  to  the  level  of  the 
possessor. Because of such, it is Neutral aligned. 
It otherwise behaves as a normal sword, except 
for doing 2d6 or damage per hit. On a natural to 

hit  of  20,  it  will  drain  one  hit  dice/level  of 
experience  from  its  victim,  and  transfer  this 
energy to any receptacle enchanted to receive 
it. 

***  Each  time  this  item  is  put  on,  it  functions 
differently for the entire day. GM secretly rolls d % 
and  consults  RC  Magic  Rings  chart;  ignoring 
even rolls which bestow nothing that day.
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Open Game License
Designation of Open Game Content:  The entire text of Merilla's Magic Tower, as well 
as any included maps or floorplans, (except the Open Game License, as explained 
below)  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, except 
for maps or floorplans,  which is 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.Offer  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.

Merilla's Magic Tower Copyright © 2007 Rob Pinnell
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