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 Introduction    

1 -Introduction
I really enjoyed looking through the One Page Dungeon Contest entries in 2009. At the 
time I was elated to find dozens of other dungeon masters, game masters, and referees 
with dungeons that seemed like polished versions of what I could have created myself. 
Some of them were much better, much more original, much longer, much better looking 
than what I would have produced, but all in all I felt in good company. I felt good about 
my own stuff.

The submissions often looked like adventures I could run in a single session. They were 
easy to take along on holidays with a small rulebook, some paper, some dice, and a pencil. 
They filled a niche that bigger adventures could not. I was in love.

Congratulations! Let others know if you use any of the One Page Dungeon Contest 
submissions.

! Alex Schröder
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2 -On One Page Dungeons
I've asked three other people to tell us more about the benefits and limitations of the One 
Page Dungeon format.

Joseph Bloch is the author of the megadungeon Castle of the Mad Archmage. He's 
currently working on his own Emprise!™ game; he says it's “the game I've wanted to own 
for 25 years.” You can find his blog here: http://greyhawkgrognard.blogspot.com/ 

Michael Curtis is the author of the megadungeon Stonehell: Down Night-Haunted Halls. 
He's currently working on the next volume. You can find his blog here: 
http://poleandrope.blogspot.com/

Rob Conley is the author of the miniature campaign setting collections Points of Light 
and Points of Light II: The Sunrise Sea. He also wrote an excellent tutorial on how to create 
a sandbox. You can find his blog here: http://batintheattic.blogspot.com/

One Page Dungeons from the Outside
© 2010 Joseph Bloch

When Alex Schröder approached me to write an introduction to this collection of one-
page dungeons, my first reaction was “why me?” I mean, if anything, I’m associated with 
the opposite end of the spectrum; my Castle of the Mad Archmage is just about as non-
one-page-dungeon as you can get. But perhaps I can shed some light on the beauty of the 
one-page dungeon concept from the outside.

One of the hallmarks of the modern Old School Revival is “simplicity”, which we see in 
the revival of the earliest editions of the game, which were noted for their terse writing 
style. The earliest published dungeons, such as G1 Steading of the Hill Giant Chief were 
similarly brief in nature, but packed with information in those few pages. I might point 
out the Judges Guild module Tegel Manor as an exemplar of the style.

In that case, the brevity was occasioned by necessity; there were only so many pages that 
could be filled, and the contents needed to conform to that limitation. The modern one-
page dungeon, on the other hand, is a conscious return to that style, forcing the author to 
pack a lot of information into a small space.

This enforced terseness forces the writer to an almost Hemmingway-esque brevity. Every 
word has got to count for something, and there is literally no room for any extraneous 
material. As a side effect of this, the game master who is called upon to run a game from 
such a design is forced to improvise. This, too, is a hallmark of the Old School Revival, 
and is perhaps the most important aspect of the one-page dungeon design concept from a 
practical point of view. Since the text itself is bereft of almost all of the fluff, and cannot 
have the completist describing of rules for every possible player action that modern 
modules seem to lean towards, the game master is forced to live by his wits, improvising 
not only background and other “fluff” (what is the relationship between the vampire in 
room 4 and the ogre-mage in room 11?).

http://poleandrope.blogspot.com/
http://batintheattic.blogspot.com/
http://greyhawkgrognard.blogspot.com/
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When there’s nothing about it on the page, the game master is free, nay, forced, to invent 
an answer that will result in maximized enjoyment for the players at the table at that 
particular moment. One game master might decide that the vampire and the ogre-mage 
are enemies, letting the party take advantage of the situation. Another might decide that 
the ogre-mage is the servant of the vampire, and take things into a completely different 
direction. That ability to derive a completely different experience from the same source 
material is one of the best things about the modern Old School Revival, and it’s one thing 
that the one-page dungeon format encourages by its very nature. One is actually forced to 
be a referee, rather than a narrator.

So behold these terse gems, in whose few words are created worlds completely open to 
the interpretation of those who encounter them in a way that more “complete” adventure 
modules simply cannot be, by their very nature.

Brevity is, indeed, the soul of wit.

Orthodoxy of One Page Dungeons
© 2010 Michael Curtis

Those of us who came into the hobby during its boom in the 1980s or later are familiar 
with the standard design of published adventures: ubiquitous boxed “to be read to the 
players” text, descriptions of every last room and NPC, and notes on everything the 
monsters may or may not do according to the PCs' actions. This is not a bad strategy if 
you intend on giving paying customers the biggest bang for their buck, but a lousy one if 
you’re just trying to write up a Saturday night dungeon crawl for you and your friends. 
Too many novice referees were given the impression that this format was one that every 
adventure was supposed to follow–even those written for one’s own entertainment.

I’m not ashamed to admit that I succumbed to this belief and that many of my early 
efforts at adventure writing featured boxed text and attempted to predict every possible 
scenario the players might concoct. It’s taken a concentrated effort to rid myself of these 
bad habits and the One Page Dungeon format helped immensely in rehabilitating my 
game master sensibilities. The One Page Dungeon requires the referee to pare his notes 
down to the bone and forces him to game by the seat of his pants, drawing details and 
location color out of thin air as the adventure progresses. Because of this, I was one of the 
earliest proponents of the One Page Dungeon.

Of course, every new philosophy has its schisms and the One Page Dungeon was no 
exception. As much as I welcomed this new template, I could see the limitations it 
presented. For referees like me–those who love random tables and intricate dungeon 
specials–the One Page just didn’t have enough room to spread out. This is why my 
earliest abbreviated dungeon designs are actually Two Page Dungeons and my first 
published effort, Stonehell Dungeon: Down Night-Haunted Halls, features numerous 
Four Page Dungeons–there simply wasn’t enough room for all the wonky ideas I needed 
to throw down.

This shouldn’t be taken as a slam against the format. Although not an orthodox 
practitioner of the method, I remain a devotee of the One Page Dungeon in spirit. I 
believe that the lessons which a game master can learn by writing an adventure in an 
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abbreviated format and then running it in actual play will improve any referee’s skills 
regardless of how long he or she has been adjudicating games. By stressing brevity in one’s 
notes, the game master learns what information is most important to have on hand and 
what sparse details are indispensable when bringing the scenario to life. Everything else 
becomes secondary. Once these elements are identified, the adventure writing process is 
much easier and the end result more entertaining. If you’ve never written or run an 
adventure using the One Page Dungeon method, I highly recommend it. You might never 
have a more freeing experience with adventure design.

The One Page Dungeon has another advantage over it much longer brethren when it 
comes to individuality. The One Page Dungeons you’re about to read are not fully fleshed 
out scenarios ready to be run immediately. Instead, they are microbursts of adventure, 
ones that give you all the mechanical data you need to run them, but still require your 
imagination and creativity to become memorable game experiences. 

The upshot to this is that each of these scenarios provides you with the opportunity to 
make the adventure unique to your group. Give any one of these One Page Dungeons to 
twenty different gaming groups and you’ll end up with a score of different iterations of 
the adventure. Just try that with the Tomb of Horrors or Keep on the Borderlands! 
Speaking from my own experience with Stonehell Dungeon, it's a great thrill to watch 
someone else take the framework you’ve constructed and build something with it you 
would have never dreamed of on your own. I hope every writer who contributed a One 
Page Dungeon to this contest gets to experience that same wonderful thrill.

The One Page Dungeon has been dismissed by some as a cheap gimmick or a passing fad. 
If that was the case, I doubt we would currently be celebrating the second annual One 
Page Dungeon Contest or still be seeing the format continue to appear in the pages of 
fanzines such as Fight On! These simplified adventurers have obviously struck a chord 
with gamers regardless of what edition or game they are playing, lending credit to the 
idea that they are much, much more than simply the “flavor of the week” in game design. 

If this is your first experience with the One Page Dungeon, you’re in for a treat. You’ve 
most likely never seen such a gamut of adventures assembled in one small package. Don’t 
be surprised if after reading these you find your own game notes to be much shorter than 
they used to be. If this is a return trip to the land of One Page adventure for you, another 
bevy of brief beauties awaits within. Maybe one of them is your own. In that case, I hope 
you’ll soon be hearing tales of what other gamers did with the germ of your idea.
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In Praise of Brevity
© 2010 RS Conley

Roleplaying Games were born in the dungeon; the first adventures took place in the many 
levels and caverns underneath Blackmoor and Greyhawk. Those early dungeons became 
huge sprawling locales. Yet when we browse the examples from the era, we find terse 
handwritten notes, sketchy maps, and many random tables; compared to the commercial 
modules that followed there appeared to be almost nothing. The secret of these early 
dungeons was in the imagination of their referees: Dave Arneson and Gary Gygax.  

The one page dungeons represents the best of that early tradition. Its short format forces 
the author to include only that which is absolutely necessary to the adventure; leaving the 
rest to the referee’s imagination to breath to life. As consequence, each of the 64 entries 
for this year will become something unique in referees’ hands.

The format has other advantages as well. Referees have a unique world that their players 
adventure in. No two campaigns are like even those that have their basis in a commercial 
product like Greyhawk or Forgotten Realms. The one page dungeon terse format makes it 
ideal for adaptation to a myriad of milieus.  

Writing short pieces is often the hardest type of writing. Sixty four authors rose to the 
challenge and submitted their entries. As I write this I don’t know who the winners will 
be but I congratulate each and every one on a job well done.

I don’t think the one-page dungeon format is ideal for all the things we can write about in 
our hobby. Wildernesses can quickly grow in page count based on the size of the map. 
Many plots, and NPCs require longer explanations. If you are doing a dungeon as a 
mythic underworld, even tersely written, many pages can be devoted to that type of 
locale.  Where the one-page dungeon excels is that it teaches us that sometime less can be 
indeed better and help improve all the material we write for our hobby.
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3 -The Judges
Alex lives in Switzerland and rediscovered roleplaying games with D&D 3.5 in 2006 after 
many years of abstinence. He is currently playing twelve sessions per month distributed 
over eight campaigns including a Song of Ice and Fire and a Traveller campaign. You can 
find his blog here: http://emacswiki.org/alex/RPG

JB has been playing roleplaying games since his first D&D Basic set in 1981. He has played 
and run dozens of different roleplaying games over the years and has been a regular 
poster on the Forge forums. You can find his blog here: http://bxblackrazor.blogspot.com/

Jeffrey has been a Dungeon Master and player in the old school tradition since around 
1979. You can find his new blog that concerns the old school here: 
http://hobbitualoffenders.blogspot.com/

Rusty is currently running Castles & Crusades for two groups (one face-to-face, the other 
online). He's also playing in a Swords & Wizardry campaign using the Majestic Wilderlands 
run by the author Rob Conley. You can find his blog here: 
http://rustybattleaxe.blogspot.com/

Norman resides in Austin, TX and claims to have "no credentials other than some dude 
who's been playing RPGs a long time." He's active in the OSR, Austin's D&D Meetup, and 
area game conventions. You can find his blog here: http://trollandflame.blogspot.com/

Pukako lives in New Zealand and accidently killed several parties in some of the 2009 
entries, has never played D&D, but has run MERP, Rolemaster, L5R and Dragon Warriors, 
and is currently converting old Dungeon adventures into a modified Dragon Warriors 
campaign that uses a lot of OD&D mechanics. He posts occasionally on rpg.net.

Ravells from the Cartographers' Guild had a look at last year's entries and loved the 
quality of design and variety. You can find his posts here: 
http://www.cartographersguild.com/

http://emacswiki.org/alex/RPG
http://www.cartographersguild.com/
http://trollandflame.blogspot.com/
http://rustybattleaxe.blogspot.com/
http://hobbitualoffenders.blogspot.com/
http://bxblackrazor.blogspot.com/
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4 -The Winners
" Adam Thornton: Central New Jersey After the “Big Whoops”

– Best Apocalyptic Goodness

" Antti Hulkkonen: Den of Villainy – Best Pirates

" Chris Gonzales: The Tunnels of Turrack the Terrible – Best Sound Effects

" Clarabelle Chong: Time for Tea – Best Victorian Sci-Fi

" Corwin Riddle: City of Traitors – Best Lost City

" Craig Brasco: The Vault of Zerduzan – Best Evil Cultist Hangout

" Heron Prior: Trolls will be Trolls – Best Lair

" Herwin Wielink: The Crypt of Luân Phiên – Best Architectural Design

" Jimm Johnson and Jeff Lynk: The Contemptible Cube of Qazar

– Craziest Map Award

" Lord Kilgore: Heart of Darkness – Best Mini Campaign

" Paul Siegel: Four Corners – Best Fitness Center

" Peter A. Mullen: Laboratory of the Asmodean Techn0-Mage

– Snazziest Way to Push the Envelope

" Rob Antonishen: Mine! Not Yours? – Best Mine Crawl

" Shane Mangus: Raid on Black Goat Wood – Best Cthulhu

" Simon Bull: The Ruination of Tenamen – Best Monsters

" Stuart Robertson: Dungeon from a Distant Star – Best Mixing of Genres

" Tim Shorts: Where is Margesh Blackblood? – Most Hideouts for the Head Bad Guy

" Tom Holmes: The Bone Harvest Horror – Best Cartography



Meadowlands Mad Hermit Rumors
d8 Rumor
1 Want some rye?  'Course ya do!  (F) (save vs. poison

or take damage and pass out)  
2 If you get lost, beware the eater of men!
3 Beware the mad hermit of the north lands.
4 Tribes of subhuman pig-men inhabit the Pine Barrens,

but they're not the problem: it's strictly bush league
down there.

5 Wearing an amulet of bacon around your neck will
keep the Jersey Devil away.  (F)

6 Strange Magic of the Old Times provides a quick way
to get from Acey to Vega$

7 Drinking the Meadowlands water will give you
superpowers (probably F; it's radioactive, so if you got
lucky enough with your die rolls, then maybe...)

8 My cat's breath smells like cat food.

Noteworthy Sites

Hex 601: Hoboken – Population 30,000.  Ruled by the Witch-Queen (imagine Glenn Close
as Cruella De Vil), who wants to have the head of hometown hero Frank Sinatra
enshrined in the city.  The head is believed to be in Vega$, which has some mystical
connection to Acey (Hex 610). 

Hex 610: Acey – Population 50,000.  A wretched hive of scum and villainy full of loaded
dice and rigged card games, it also houses (in the airport ruins to the south) a cult that
worships The Flying Dutch Schultz, a Boeing 707 with a sentient but deeply
delusional autopilot, which still might be able to get a party of adventurers to Vega$ in
return for the right sacrifice.  If a party hasn't yet encountered the Jersey Devil, he will
come to investigate when they cross the last causeway into Acey. 

Hex 502: Meadowlands – home to the Mad Hermit and his puma Whiskers.  Looks and
smells just like the guy from B2.  Has some rumors to communicate.

Trenton and Environs (Hex 205 and surroundings): Trenton made, the world took, and then
they nuked the hell out of it.  Deadly radiation.

Hex 307: Fort Dix.  Thoroughly nuked.  Probably some pre-Whoops military gear in there, if
you could get through the radiation.

Hex 402: New Brunswick – population 4,000.  The closest thing to a normal town New
Jersey has these days.  Kind of wary about adventuring parties.

Hex 607: Toms River – Population 600.  Home to a sect that's fond of sacrificing outsiders
to the Jersey Devil, who protects the village in exchange for the occasional snack.
Has excellent second-hand clothing, weapons, and armor stores, though.

Hex 306: Bordentown – Population 80.  Home to the Mastoris Diner, finest restaurant in the
state.  Just don't ask too many questions about where they get their meat.

Hex 204: Princeton – Plenty of pre-Whoops Mad Science tech in ruined labs, but also
home to The Princeton University Band, a horrifying giant amoeba, colored orange
and black in a plaid pattern (tends to cause nausea in viewers), with bits of brass
instruments poking out of it.  The Band attacks with a cacophonous (and nauseating)
sonic attack and will eat (and especially drink) anything, singing filthy (and
nauseating) limericks off-key and lurching around erratically all the while.

Pine Barrens (forests east and south of Fort Dix, Hex 407 and surroundings): Stomping
grounds of the Jersey Devil, who looks exactly like Tenniel's Jabberwock illustration,
down to the waistcoat.  Speaks with an incongruously high and squeaky British voice.
Excruciatingly well-mannered, right up until he eats you.  Lack of Vorpal Swords in
post-apocalyptic New Jersey makes him a very dangerous opponent.

Bogs (swamps north of Pine Barrens, Hex 505 and surroundings): The fetid depths of the
cranberry bogs are home to pig-men and the radical Vegetable Separatists known as
the Bush League:

! Rovin' Karl the Turd Blossom – Baby face with little white petals, throws feces,
nauseates opponents by emitting vile stench, speech causes berserk rage.

! The Decider – Human-sized W-shaped saguaro cactus with cowboy hat and
nickel-plated six-shooter; claims to be in charge but tends to hide behind Big Dick
if things get violent; speech causes confusion.

! Big Dick – smaller, more evil, better dressed, less Appalachian Hillbilly Tree from
http://www.somethingpositive.net/sp05042002.shtml; in addition to his Horrific
Cornhole Attack, he carries a shotgun, with which he loves to shoot “meatbags” in
the face.  

Southern Swamps (Hex 210 and surroundings): home to tribes of subhuman pig-men.
Referee's choice whether they're pig-faced orcs, Kallikaks, or just Phillies fans.

Garden State Parkway (road along eastern side of state): has a tollbooth approximately
every two hundred yards, each manned by a surly troll demanding a few silver pieces.
Trolls are in fact fully licensed and bonded representatives of the New Jersey
Highway Authority.  Turnpike (center-west to northeast) has higher tolls but many
fewer of them.

New York City: The map is correct.  It no longer exists, period.

Central New Jersey After the “Big Whoops”

“Central New Jersey after the 'Big Whoops'” ©
2010,  Adam Thornton <athornton@gmail.com>  

This One-page Dungeon Contest entry is
adapted from Bring Me The Head Of Frank
Sinatra!, an adventure for Mutant Future and
similar systems, projected for release in 2010.

License: Creative Commons Attribution-Share Alike 3.0
http://creative/licenses/by-sa/3.0/

Gaming blog: http://athornton.dreamwidth.org
Documents: http://www.scribd.com/ajthornton

Wandering Monsters
Well, duh.  They're ubiquitous.

Frequency: Whenever the action slows
down, 1 in 8.

Ruins: CHUDs, scavenging tribes, pig-men
Hills/Caves: scavenging tribes, pig-men
Radioactive Zones: CHUDs, tentacle beasts
Swamp: tentacle beasts, Bush League, pig-men
Forest: mutant bears (porridge optional), Jersey

Devil, pig-men
Shore: Guidos, Landsharks, pig-men
Mountains: mutant bears, inbred hicks, pig-men

You get the idea.



!"#$"%&'( )*&"$+*,! "#$%! &''! %()! *&+$%,! (+-)! $).-)/! +$! +! (+-)0! +0/! (1/)&#%! '&.! +22! $&.%$! &'
/1$.)3#%+42)!%53)$6!.)4)2$,!&#%2+7$!+0/!7.)*8).$!(+-)!&3).+%)/!'.&9!%()$)!4+..)0!$21-).$!&'!.&*8!
"#%%10:!'.&9!%()!$%&.95!7+%).$!&'!%()!;.)+%!<+$%).0!=*)+0>!?()!2+.:)$%!&'!%()$),!!--./''&(0-%1!
@AB,!.1$)$!$(+.325!%&7+./$!%()!$&#%(,!+0/!)-)0!4&+$%$!+!#23$'+(&34/./-2*'(@CB!+%!1%$!(1:()$%!3&10%>!
D%$!*#..)0%!10(+41%+0%$!+.)!+!.#::)/!4+0/!&'!$9#::2).$!7(&!21-)!10!5''6"#+(5-+4',!+!*&22)*%1&0!&'!
$9+22!(#%$!*210:10:!3.)*+.1&#$25!%&!%()!$()).!$&#%().0!*21''!@EB>!D%!1$!$+1/!%(+%!%()5!$&9)%19)$!2#.)!
#0$#$3)*%10:!$(13$! %&! %()!/+0:).&#$! #''7! @FB!4)%7))0!G&&%())2!+0/!8/"&'/29:( )*&"$+*! @HB
I!%().)!*).%+1025!+.)!32)0%5!&'!7.)*8$!%().)>!D%!(+$!2&0:!4))0!%()!71$(!&'!9+102+0/!+#%(&.1%1)$!%&!
(+-)!%()$)!$(+/5!/)+2).$!&#$%)/!'.&9!%()!1$2+0/$,!4#%!%()5!80&7!%()!3+$$+:)$,!$%.+1%$!+0/!%1/+2!
*+-)$!4)%%).!%(+0!+05&0)!+21-),!+0/!(+-)!$%+$()/!7)+3&0$,!4&+%$!+0/!)9).:)0*5!*2::&3'*!@JB

)-).57().)>! K&.! 5)+.$,! 3&.%! +#%(&.1%1)$! (+-)! 4))0! /.+::10:! %()1.! '))%! .):+./10:! %()!
$9#::2).$,! 4#%!0&7! %(10:$!$))9! %&!4)!*(+0:10:>!L+54)! 1%!7+$! %()! .#9&#.$!+4&#%! *&..#3%!
(+.4&#.!&''1*1+2$>>>!&.! %()!'+*%! %(+%! '&#.!32#*85!5&#0:!%.)+$#.)!(#0%).$!@+0/!%()1.!/&:B!7)0%!

91$$10:!$(&.%25!+'%).!4)10:!$))0!3).#$10:!+!9+3!&'!%()!1$2+0/$!+0/!%+2810:!+4&#%!31.+%)!:&2/>

!""#$%&'!(&)"'I!M#$%!(&7!%()!+/-)0%#.).$!:)%!%&!%(1$!'+0%+$%1*!$(+0%5%&70!1$!%&%+225!#3!
%&!%()9>!?()5!9+5!*&9)!+$!.+1/).$,!%.+/).$,!.)*.#1%$,!$%&7+7+5$>>>!(+-)!%()9!*&9)!#3!
71%(!+!32+0!+0/!2)%!%()!$9#::2).$!.)+*%!+**&./10:25>!N(&#2/!%(10:$!*&9)!%&!+!()+/,!0&%)!
%(+%!+B!%()!$9#::2).$!+.)!9&%1-+%)/!4#%!0&%!$#1*1/+2,!4B!%()5!+.)!)O3).%$!+%!*2&$)PQ#+.%).!
'1:(%10:,!)1%().!&0!4&+%$!&.!&0!%()!0+..&7!7+287+5$!4)%7))0!%()!(#%$,!+0/!*B! %()!$+1/!
7+287+5$!+.)!.1*8)%5!+0/!3.&0)!%&!4.)+810:!#0/).'&&%!@)1%().!45!/)$1:0!&.!/#)!%&!$(&//5!
7&.89+0$(13B>!?(1$!$(&#2/!2)+/!%&!10%).)$%10:!'1:(%$R
!
A>! S!'2&+%10:!3&0%&&0!32+%'&.9!7().)!4&+%$!+.)!9&&.)/>!D%!.1$)$!+0/!'+22$!71%(!%()!%1/)>
C>! <0%.5!10%&!%()!%1/+2!*+-)$!@$))!4)2&7B>!?(1$!+.)+!1$!$%.1*%25!'&.41//)0!%&!&#%$1/).$>
E>! ?()!2+.:)$%!&'!%()!(#%$!$).-)$!+$!%()!21-10:!Q#+.%).$!'&.!4&%(!2&*+2$!+0/!:#)$%$>
F>! ?()!$9+22).!7+.)(&#$)!1$!+27+5$!:#+./)/>!D%!*&0%+10$!%()!T.+:&0!U+/5V$!3).$&0+2!

:&&/$!@E!4+..)2$!&'!.&+$%)/!!"#$!4)+0$W,!#$)/!10!4.)710:!+0!+//1*%1-)!4)-).+:)B>
H>! ?()!2+.:).!7+.)(&#$)!*&0%+10$!*.+%)$!&'!$128,!4+..)2$!&'!710),!)O&%1*!$31*)$!)%*>
X>! U&!Y+0:!%()!95$%1*!21-)$!().)>!Z)!1$!%()!:+0:V$!$31.1%#+2!2)+/).!+0/!$&&%($+5).>
[>! N+4+%101,! +0! +#%(&.! &'! 3&3#2+.! +/-)0%#.)! 0&-)2$,! (+$! %+8)0! .)$1/)0*)! 10! %(1$!

#0#$#+225!.1*8)%5!@)-)0!45!2&*+2!$%+0/+./$B!(#%>!?()!$9#::2).$!/&0V%!(+-)!+05!1/)+!
7(5!()V$!().),!4#%!%()5!/&0V%!910/!(19!@+$!()V$!+27+5$!:&&/!'&.!+!/.108B>

\>! ]#')1!+0/!?$#0:,!T.+:&0!U+/5V$!21)#%)0+0%$,!21-)!().)>!?()5!+.)!2&*8)/!10!+!$%.#::2)!
'&.!3.19+*5!I!7(1*(!%+8)$!%()!'&.9!&'!+0!#0)0/10:!:+9)!&'!K+0P?+0,!%()!7100).!&'!
7(1*(!7122!4)!*&0$1/).)/!V$#3.)9)!21)#%)0+0%V>!?()!+/"&1010:!$%&.+:)!$()/!*&0%+10$!
%()!:+0:V$!2+.:).!7)+3&0$!I!4&7$,!$3)+.$,!*#%2+$$)$!+0/!4&+%(&&8$>

^>! VT.10810:!(+22V!9+5!4)!+!:.+0/!0+9)!'&.!%(1$!/19!(&-)2,!4#%!%(+%V$!7(+%!1%V$!*+22)/>!
G+.0+./,!(+.4&#.9+$%).!'.&9!+!0)+.45!3&.%,!1$!&'%)0!().),!/.10810:!+0/!:+94210:>

A_>! ?(1$!$9+22!$(.10)!*&0%+10$!+!2+.:),!)OQ#1$1%)!"+/)!$%+%#)!&'!+!:.)+%!$)+!$).3)0%>
AA>! ?()!2&&8&#%!3&$%!1$!+27+5$!9+00)/>!?().)V$!+0!&.0+%)!4.+$$!:&0:!'&.!$1:0+2210:>
AC>! ?()! T.+:&0! U+/5,! 2)+/).! &'! %()! $9#::2).$,! (&2/$! *&#.%! ().)>! N()! 1$! :)0).+225!

199+*#2+%)25!*&&2!+0/!)2):+0%,!4#%!4)*&9)$! .#%(2)$$!+0/!#0'&.:1-10:! 1'! $21:(%)/>!
N()!.#2)$!().!:+0:!71%(!+0!1.&0!'1$%,!4#%!1$!7)22!.)$3)*%)/!45!().!9101&0$>!=0)!&'!().!
%.#$%)/!3).$&0+2!:#+./$!1$!+27+5$!$%+%1&0)/!10!%()!+/"&1010:!:#+./.&&9>

AE>! N%+1.$!%&!%()!%&3!&'!%()!1$2+0/!(+-)!4))0!*+.-)/!10%&!+!0+..&7!'1$$#.)>

*+&$,'-$."/'I!S%!(1:(!%1/),!%()!%7&!)0%.5!*+-)$!@A!+0/!\B!+.)!#0/).!7+%).>!?()!$9#::2).$!(+-)!
+!$)*.)%!)0%.5!(+%*(!10!%()!7&&/$!+%!%()!%&3!@&-).!*+-)!EB,!+0/!+0!#0/).7+%).!%#00)2!2)+/$!%&!%()!
*(1)'V$!%.)+$#.)!-+#2%!@[B,!4#%!%()5!+.)!7)22P:#+./)/!$)*.)%$>!?()!:+0:!#$)$!%()!*+-)$!%&!$%&.)!
%()1.!9&.)!1221*1%!:&&/$>>>!4#%!%().)!+.)!$)*.)%$!/&70!%().)!)-)0!'&.!%()9>

A>! ?()!2+.:)!)0%.5!*+-)!'122$!71%(!7+%).!+%!(1:(!%1/)>!`+.-)/!$%+1.$!2)+/!#3!%&!/.1).!*(+94).$>!
a04)80&70!%&!%()!$9#::2).$,!4)(10/!+!2)/:)!*2&$)!%&!%()!*)1210:!1$!+!*.+727+5!%&!*+-)!^>!
?()!2&$%!(&441%$!7).)!*+#:(%!10!%()!*+-)!7()0!%()!%1/)!4):+0!%&!.1$)!+0/!/1$*&-).)/!%()!
%#00)2!45!+**1/)0%>!D%!1$!2&*+%)/!"#$%!+4&-)!%()!(1:(!7+%).!9+.8>

C>! ?()!#33).!*+-)$!$%+5!/.5!)-)0!+%!(1:(!%1/)>!?()!$9#::2).$!$%&.)!%()1.!4&+%$!().)>
E>! ?(1$!2+.:)!*+-)!1$!%()!:+0:V$!*&99&0!21-10:!+.)+!/#.10:!+!*.1$1$>!S!2+//).!2)+/$!#3!%&3>
F>! b+2#+42)!:&&/$!I!*#..)0%25!*.+%)$!&'!.+.)!*()91*+2$!I!+.)!$%&.)/!10!%(1$!$9+22!+2*&-)>
H>! c+107+%).!'.&9!%()!%&3!%.1*82)$!10%&!%(1$!*+-)>!S!2&&$)!4&#2/).!*&-).$!+!$)*.)%!%#00)2>
X>! ?(1$!$9+22!*+-)!1$!+27+5$!:#+./)/,!+$!1%!2)+/$!%&!%()!T.+:&0!U+/5V$!%.)+$#.)!-+#2%>
[>! T.+:&0!U+/5V$!-+#2%!*&0%+10$!+!810:V$!.+0$&9!10!:&2/,!$12-).!+0/!+.%>!?()!8)5!%&!%()!.#$%5!

4#%!$%#./5!/&&.!1$!+27+5$!71%(!().>!N2195!$%+1.$!2)+/!%&!+0!#0/).7+%).!)O1%!%#00)2>
\>! ?()!$9+22).!)0%.5!*+-)!1$!(1//)0!4)(10/!2+.:)!.&*8$>!D%!1$!#$)/!&025!10!)9).:)0*1)$>
^>! ?(1$!*+-)!1$!%()!'10+2!.)$%10:!32+*)!&'!'&#.!32#*85!5&#0:!(&441%$!+0/!%()1.!/&:>!?()!'1-)!

$0#*8!().)!'&22&710:!.#9&#.$!&'!31.+%)!:&2/!+0/!7).)!+%%+*8)/!45!:(&$%$>!c)9+10$!&'!%()1.!
$#4$%+0%1+2!31*01*!2#0*(!@$+0/71*()$,!*+8)!+0/!:10:).!4)).B!9&2/).!10!+!$9+$()/!(+93).>

A_>! ?()!.)$%2)$$!$&#2$!&'!%(.))!31.+%)$!I!G&V$#0,!N318)!+0/!N%1085!G&!I!:#+./!%(1$!*+-)>
AA>! d1.+%)!*+3%+10!G#..!(1/!(1$!%.)+$#.)!().)!F__!5)+.$!+:&>!Z)!/1/!0&%!$3&%!%()!$)*.)%!/&&.>
AC>! ?()!:(&$%!&'!G#..V$!$*#221&0!(+$!4))0!$*.144210:!(1$!9)9&1.$!%&!%()!7+22>!S!3))3!(&2)!&0!

%()!&33&$1%)!7+22!&3)0$!%&!N+4+%101V$!(#%!I!+0/!()V$!9+810:!+!'&.%#0)!&0!%(&$)!%+2)$R
AE>! ?()!%#00)2$!2)+/!%&!%()!.#10)/!21:(%(&#$)>!U&&8!&#%!'&.!*+-)P10$!+0/!:1+0%!.+%$R

W!K&.!9&.)!&0!%()!10-1:&.+%10:!)'')*%$!&'!!"#$!4)+0$,!$))(;#'$+.<*(=&+(>'%2&3"#,(%&!7(1*(!%(1$!1$!+!$)Q#)2!&'!$&.%$!@(%%3eff777>F$(+.)/>*&9f'12)fAAXF[HXACf\AAE*EA*fS.)0/%$g=2/gd)*#21+.>(%92B

or ’Five Go Missing’  –  by Antti Hulkkonen

Dedicated to 
Milton Caniff 
& Enid Blyton.

Map 1 – Barnacle Islands

Map 2 – Leeward Lodge (cutaway)

Map 3 – Tidal Caves
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Long ago, in a war forgotten by even the most learned 
bards, a king called upon the mountain city of Velth 
to assist in battle. However, the citizens of Velth had 
become powerful and wealthy and had much to lose, 
so, believing victory to be impossible, they turned 
against their king and countrymen at a pivotal point 
in the war, barricading themselves in the mountains 
and abandoning their oaths of loyalty.
 The war raged on. Eventually, the king’s armies 
were defeated, and he mortally wounded. For aban-
doning their kingdom in its most dire hour, the king 
cursed the city with his last breath, o!ering his soul 
and lineage to the gods if they would deliver justice. 
As the story goes, Velth disappeared from the moun-
taintop, along with its residents, treasure, and every 
trace of its existence. Hundreds of years passed, and 
the city of traitors was forgotten… until now. 
 Deep below the surface, in the darkest caverns, a 
city sits alone, suspended by colossal stone chains 
above an abyss—abandoned by the world. Some say 
the city was slowly rebuilt, others claim it simply ap-
peared. Regardless, rumors tell of the mysteries with-
in: unspeakable horrors, priceless treasures—all wait-
ing for any brave enough to enter the City of Traitors.
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By Corwin Riddle
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Many of the buildings have been reduced to rubble, leaving most 
of the streets impassable. Creatures have burrowed caves and 
tunnels all over the "oating island, allowing passage between the 
city’s larger areas. The outside is dimly illuminated by various bio-
luminescent plants, fungi, and organisms; some buildings are lit by 
torches, but darkness is pervasive.

Point of Interest
Special Event

5*(3$.&*+&(3$",".$

1. Shackled Pass: A rickety wooden bridge is attached to 
one of the giant stone chains and provides entry to the 
city. There are words and images scratched into the 
stone in several languages as a warning to turn back.

2. Guard Quarters: A large portcullis opens into a poorly-lit 
courtyard, where 4 Dark Elves confront the PCs and de-
mand an outrageous toll for entering the city. They will 
attack if refused, threatening to feed you to The Hungerer.

3. Watchtower: Another 3 Dark Elves wait in the top of 
the tower, and signaled the PCs’ arrival to their friends 
in (area 2). If the PCs killed the others, they wait in the 
shadows to ambush—otherwise, they refuse entrance. 
There is a small chest here containing appropriate gp.

4. World’s End Inn: A makeshift inn and den for travelers. 
A ladder leads up to a 15’ high loft, #lled with hay and 
covered in darkness. 

5. Cavernous Passage: Lit by bioluminescent fungi, the pas-
sage has an extremely low ceiling of 4’ and is covered 
with stalactites. The "oor is covered with a thin layer of 
murky water and centipedes. If the PCs are quiet, they 
can hear voices up ahead.

6. Hunting Grounds: A group of 4 Dark Dwarves are argu-
ing about how to divvy up the possessions of The Hun-
gerer’s latest victim. They "ee to (area 8), and the PCs 
can hear screaming coming from (area 7). 

7. The Hungerer’s Lair: Bones litter the island of the cav-
ern, which is #lled with murky water, 3’ high. Hanging 
from the ceiling is an Elf, shackled in chains. If released, 
he warns the PCs to stay away from the water and the 
Wrathful King, who haunts the tower. If asked about The 
Hungerer, he tells the PCs that it dislikes #re.

8. City Square: Four enormous statues of Velth’s (former) 
leaders tell a noble version of their defection with 
plaques. ‘TRAITORS’ is written in blood all over the stat-
ues, which provide cover. The 4 Dark Dwarves retreat-
ed here and wait in the darkness for the PCs to pass the 
statues, attacking from the shadows.

9. Sewers: A grate in the back of a supply room leads to the 
sewer tunnels, which are ancient and unused, but a slip-
pery slime covers the bottom. 2’ wide ledges follow the 
perimeter of the sewer. A Giant Snake is just inside, and 
may or may not attack, depending on the PCs’ actions.

10. Tomb of Traitors: Inside are elaborate sarcophagi con-
taining the city’s traitorous leaders, who haunt the room 
as a group of 8 Ghosts and Wraiths. Written on the 
tombs is a curse upon them, condeming them to eternal 
su!ering; if the sarcophagi are destroyed, the ghosts per-
ish for good and the PCs will anger the Wrathful King.

11. Sewage Controls: A two story building. The basement 
contains levers to disable the sluice trap (event C). The 
top level opens to a roof, letting the PCs see a glowing 
tower (area 14), and a strange waterfall coming from 
above (area 12).

12. Shadow Falls: A giant waterfall rains down from above, 
though its source is too far to be seen. In the water be-
hind it, PCs can see a ledge covered with something glit-
tering—it’s armor from dead adventurers. The Hungerer, a 
Giant Aquatic Worm, attacks. If they survive, they #nd 
an appropriate level magic weapon on the ledge.

13. Armory: Stripped of any valuable items long ago, the 
room is crowded with rusty weapons, making it di$cult 
to traverse. There are 3 Suits of Armor, which attack if 
disturbed. If killed, one becomes a piece of magic armor.

14. Market Row: The ancient and abandoned bazaar, #lled 
with rubble, debris, and derelict buildings. A group of 
mind"ayers frequently hunt here, since many adventur-
ers pause to search the buildings for treasure.

15. Forgotten Gate: The original entry to Velth now over-
looks an abyss and provides towers that reach the great 
wall. The area is a nesting ground for 2 Giant Spiders, 
and is cluttered with eggs. The spiders dwell on the un-
derside of the city and might come up if the eggs are 
destroyed or the PCs alert them. 

16. The Undermaw: A gaping chasm of the abyss, covered 
with many rickety wooden and rope bridges. A clan of 
6 Goblins hides nearby, and has a Large Troll at their 
disposal. They will attack the PCs once on the bridges.

17. Great Wall: An ancient wall, 30’ high, is mostly de-
stroyed, though a guardroom is intact. Someone barred 
the doors, which are now splintered and broken open.

18. Crystal Village: A pile of glowing crystals pulse within a 
circle of hatched houses. The crystals weaken any mor-
tals near them, and a group of 3 Mind!ayers attack the 
PCs, assisted by 10 Humanoid Slave Minions.

19. Vault of Scrolls: An ancient library, though most of the 
books and scrolls are now dust. The PCs will #nd some 
texts detailing the war and betrayal, and 2 spell scrolls.

20. Courtyard: Patrolling a murky and glowing fountain is a 
group of 6 Small Water Elementals. If the fountain is 
disturbed, a Large Water Elemental emerges, forbid-
ding entrance to the Wrathful King’s sanctum.

21. Tower of the Wrathful King: Haunting the tower is the 
king who cursed Velth, a powerful Undead Being, 
watching over the city to ensure their eternal torment. 
He objects to the PCs’ presence, especially if they de-
stroyed the tombs in (area 10), and attacks, calling 
5 Ghostly Guards of dead soldiers. If defeated, the PCs 
will #nd treasury gems and a powerful magic weapon.

.5"'(-#&"!"3$.

A. If the PCs linger or take a rest here, 5 Hal!ing Thieves 
return, and will try to rob and kill the PCs.

B. The water here is 10’ deep, the walls 20’ high. If the PCs 
try to swim down the canal, The Hungerer may attack.

C. A sluice trap triggers, closing the gate and #lling with wa-
ter. The PCs must #nd the release lever to escape.

D. The gate is locked, but noisy, and triggers a 3 Mind!ayer 
ambush if the PCs attempt to gain entry through it.

E. The wall begins to collapse, creating a pit trap below.

,-34*6&"3'*23$",.&(Roll 2d6)
2 1d8 Giant Centipedes.
3 2d4 + 2 Goblins scavenging bodies for weapons.
4 1d6 Human Descendants living in Velth, trying to take 

back the city from all the monsters and adventurers.
5 2 Elven Adventurers, "eeing from the city, warning to 

stay away from the waterfall and The Hungerer.
6 3d4 Giant Bats, trying to lift one of the PCs away.
7 1 Mind!ayer Scout, "eeing to warn others.
8 3 Wights, wandering the city in torment.
9 2d6 Humanoid Slave Minions, digging a pit trap.
10 3 Ghostly Heralds, muttering of the city’s former glory.
11 1d6 + 3 Fungal Monsters.
12 1d4 Dark Elf Messengers, carrying a letter for the 

Wrathful King, pleading for permission to kill ghosts.

http://creativecommons.org/licenses/by-sa/3.0/
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Designed and constructed by the 
demonologist Zerduzan as a burial 
shrine for all his most favored servants 
and companions. It is located under 
the ruins of a tower. Others say this 
place was a sanctum for Zerduzan's 
efforts to command demons.
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 !"#$%&'()*+,,,,
!"#$"%&'()*%+,)(-$()+$)$.&)/"$&%)&0,&)/1)2-3-#-4&0)
lands, looming over a vast plain of tar pits and 
5/-#-6,)7"08)9$'()(+-0):%/##().+3&)0;&#$)-6)-$()
timeworn caverns for millennia, but they had 
caused little trouble in recent times. Now, with 
the arrival of the Troll witch, Stencheye, those 
$%/"5#&().+3&)5&,"6)+6&;8)<$&62.&=&'()
children ravage the holdings of the nearby 
Lords, devouring cattle, serfs, and men-at-arms. 
Worse, they have begun looting caravans on 
the Imperial Road, threatening trade with 
neighboring lands.  
 
>?@&0-$-/6()5=)$.&)A/%0(')/;6),+%%-(/6().+3&)
proved disastrous.  In desperation, they have 
@/($&0)+)(-4&+5#&)5/"6$=)/6)<$&62.&=&'().&+08))
Adventurers and mercenaries have begun to 
gather, some drawn by the bounty, and some 
by rumors of more precious cargo, looted from 
$.&)97@&%-+#)2+%+3+6(B) 

 
-'..'),/0"1(&02+,,
!"#$"%&'() *%+,) -() +) ($&&@-walled mesa, riddled 
with caves and crowned with the nests of 
countless scavenger birds. Red-painted 
pictographs and Troll symbols cover the 
surrounding cliff-side. Tunnels are sized for 
giants, +$)#&+($)CD');-0&)+60)EF').-,.G);-$.).+%0)
packed earthen floors.  All are smooth and worn 
from centuries of use, and many bear ancient 
markings in an unknown script. Roars and 
sounds of fighting are commonplace, but 
lightning, explosions, and other unusual sounds 
may bring investigation from adjacent rooms.  

34,5&0"#60&'(2,72#0)1. A narrow ledge climbs steeply to a large cave mouth. 

Kelgg the Gatekeeper, a giant 2 headed troll, stands guard. He hoots and snorts 
happily as he rolls boulders down upon intruders. If approached, he rushes out to hurl 
enemies from the ledge. Coiled around his shoulders is a giant constrictor snake, 
which he tosses at lightly armored foes. Kelgg is too stupid to summon aid.  

84,9::0&,;("&*&''.. Cracks in the ceiling provide dim light. A drunken troll 

(#"7@() +,+-6($) $.&) ;+##G) (-6,-6,) #/"0#=8) H&) -,6/%&() $.&) @+%$=G) 5"$) +6=) I2"#$"%&0J)
characters are horrified by his performance. 3 half-troll warriors throw horseshoes, 
their ears plugged with cloth. A Cave Bear pet sits chewing bones. Sounds of combat 
may awaken 2 Trolls from the connecting caves, but only if the singing is silenced.  
One of the caves doubles as a latrine, and emits an eye-watering stench. 

<4, 560,;&=2>?, @"&*0&. Curtains of stiff, uncured hides screen the entrances. A 

large fire-pit holds a spit and huge cook pot. Butchered horses and a human torso 
hang from a wooden rack. Tending a chopping block is Meat-Hacker Yog, a deranged, 
hog-headed Hill Giant (the head was a Faerie curse) in a chainmail apron. 2 Troll 
assistants and a Dire Boar rush enemies while Yog grabs his arbalest. A trapdoor 
reveals a notched log, serving as a ladder down to area 7. A wooden cage holds 2 
would-be troll-hunters. One has a severed leg, and is delirious with fever. The other is 
lucid, but has a broken collarbone and cannot fight.  If rescued, he describes a spear 
and beaded satchel taken by his captors, both of which would be useful against Trolls.  

A4, -=210&). A natural chimn&=) %-(&() KF') $/) $.&) $/@) /1) $.&) 2%+,8)L+$&%G) CE') 0&&@G)

collects below in a natural cistern. A natural ledge allows those in area 5 to look down 
into this lower chamber, but no one appears to be watching. Observant characters 
notice someone has lowered a rope down the chimney, but there is no one in sight.  

B4,560,C&=)$=)%,D''.. A Giant Troll sits munching live chickens from a pen, 

while 2 half-troll archers and a thorny-skinned female Devil-Troll drink and play dice. 
The Giant Troll hurls intruders into the cistern, then tosses rocks. A crude still sits in 
one corner, along with 3 jugs of troll moonshine (treat as a highly-flammable, low-
grade poison).  A small collection of coins and jewelry sits on a stone table. 

!"#$%&'()&*&+,#-)./0&1,. A 200 lb. stone lid blocks the entry hatch. A glowing 

dagger imbedded in a crate lights the room, revealing rich tapestries and thick (though 
soiled) carpets. Two censers waft narcotic incense throughout the chamber, causing 
those unused to the effects to hit at -2. One of S$&62.&=&'() #/3&%() ;-##) 5&) .&%&G)
lounging in a heap of soiled furs (roll 1d4: 1. A Minotaur Chieftan; 2. A Type III 
Demon; 3. An Ogre Mage Warlord; 4. The Scragglebeard Brothers, a pair of insane, 
lecherous Dwarven WarriorsM8))<$&62.&=&'()$%&+("%&)-()-6)+)$riple-locked iron chest on 
+) (.+0/;&0) #&0,&G) CE') "@8)L-$.-6) +%&) ,&7(G) N&;&#%=G) +60) (&3&%+#) @/$-/6(G) 5"$) -1) +)
hidden catch is not released, a second compartment releases a puff of yellow mold.  

E4, 560, D00$=)%, C0)2. These disgusting caverns house most of the Trolls. 

Mounds of furs, straw, and soiled bedding lie in lice-ridden heaps.  1d6 Trolls snore 
peacefully. 

F4, @'G0&,;("&*&''..  2 Trolls wrestle for the hundredth time while a blue-

scaled Devil-Troll and 2 Dire Wolves look on in boredom. The Devil-Troll has a 
paralytic touch and a poison bite.  A stout gate of logs blocks an exit onto the cliff-side. 
The entire place reeks of troll urine. 

H10)#60?0  -- Stencheye is a notorious Troll witchdoctor of unusual cunning and ability.  She is never without her amulet of fire resistance, hidden beneath layers of fur and 

rags, and wears a filthy Robe of Eyes as a shawl. Stencheye is crafty, and does not hesitate to flee for reinforcements. Seldom idle, she is typically found roaming throughout the 
caverns (roll 1d4 for her location: 1. meeting with Molly Longfingers; 2. Just leaving the Tusk, on the outer bridge; 3. In the Reeking Dens, flogging a juvenile Troll; 4. dallying in her 
chambers with one of her lovers). When outside her quarters, she has a bodyguard of 2 large trolls. 

I">/J5&'>>2 - <$&62.&=&'()2.-#0%&6).+3&)7+6=)1+$.&%(G)+60)6/$)+##)+%&)$%/##(8)O@@&+%+62&()3+%=G)5"$)7/($)+%&)(7+##&%)and less regenerative than their brothers, and armed with 

banded mail, longbows (often with arrows treated with a Slow poison), and polearms.  Much less common, Devil-Trolls have additional spell-like abilities, and are marked by 
demonic or diabolic features. Devil-Trolls attack with spell-like powers or their natural weaponry. 

!"#$$%&'($$&)*&!"#$$%!!""!!!A One-Page Dungeon by Heron Prior      (h.prior@comcast.net)      http://creativecommons.org/licenses/by-sa/3.0/  

K4,560,L>()*0&,5&'M0. A heavy stone door stands slightly ajar. Inside lie three 

dismembered and acid-scorched Trolls. The cave is piled with looted goods, awaiting 
trade to parties unknown. Two thieves are already here, rifling through boxes. They 
are Feargus the Cutter (a Human Thief) and his Spriggan partner, Droopteats. Both 
are villains of the worst sort, and neither likes to share a score. The loot includes 
valuable silks, spices, ingots, amphorae of wine and oils, and piles of weapons and 
armor (total contents and value to be determined by the referee). If players know to 
look, they can spot the troll-."6$&%'()(+$2.&# (holds 6 acid vials and 2 potions of fire 
breathing). Otherwise, a search takes hours, and is certain to be interrupted. 

3N4,O=2=1=)%,;=")1022. These are temporary quarters for Molly Longfingers, a 

powerful Annis (&&P-6,)<$&62.&=&'() +-08) :/) &+(&) 6&,/$-+$-ons, she appears as a 
statuesque Troll queen in a dress of bones. Accompanying her are two eunuch Ogre 
Champions (plate armor, 2-handed swords).  If her Ogres are killed, she may parley. 

A locked chest holds gold and gems intended as tribute for Stencheye. 

334,560,5(2$,'/,;G">>.  A gleaming, -3/%=)(@-P&G)EF');-0&)+60)QF').-,.G)$.%"($()

up through the center of this vaulted cavern. Ledges circle the walls, dropping to 
steaming pits of boiling 7"0G)CD')5&#/;8)The Tusk is considered holy by many Trolls 
and Ogres, though they will not explain its importance. It vibrates with a high, 
keening sound, affecting Trolls as a Chant spell. Along the outer wall, 3 Trolls hoot 
and pound on drums, while a visiting Ogre Mage meditates near the Tusk. Perched 
near the ceiling is a winged Devil Troll (gaseous breath; magic resistance). The 
R,%&)S+,&);+-$()$/)+((&(()$.&)@+%$='()($%&6,$.)5&1/%&)2/77-$$-6,)$/)2/75+$8)B:.&)
Tusk is unbreakable, but if struck it releases one of several primordial troll spirits 
(banshees).  Its base is heaped with gold, silver, and numerous bloody offerings. 

384, @=110&0*, H6'&0>=)0. Mounds of half-submerged detritus poke from the 

shallow mud, including several splintered wagons. CD')1%/7 the shoreline, a pole with 
an ornamented grip sticks up from the tar.  It is the troll-."6$&%'() (@&+%) - a 
flametongue lance.  Anyone trying to wade out to it becomes stuck in the tar.  

3<4,7)#021&">,!"&&'G. Hidden behind an illusionary wall is an undiscovered 

cave, its walls lined with ancient cave paintings of animals and Trolls. Three images 
hold bound Animal Spirits, which attempt to possess intruders (one attack per spirit; 
$./(&)@/((&((&0)%"6)/"$)-6$/)$.&)$+%)+60)-77&%(&)$.&7(&#3&(M8))BO$)$.&)1+%)&60G)+)
set of fossilized Troll bones lies on a heap of flint shards, flanked by disintegrating 
mammoth tusks. Within the remains sit a bone necklace and a green stone club. If 
approached, flint shards swirl up and begin to spin around the body. Passing through 
them on the first round does minimal damage, but the shards accelerate rapidly, 
becoming a Blade Barrier8) ) 91) @#+=&%() %&$%&+$) +$) #&+($) KF'G) $.&) (.+%0() (&$$#&) "6$-#)
approached again.  By darting in and out when the shards first rise, a player can grab 
a single item with only minor cuts.  The necklace acts as a Ring of Free Action, while 
the club functions like a Staff of Striking (24 charges). 
--------------------------------------------------------------------------------------------------------------- 
Notes for Further Development: Returning raiders replenish the population by 1d4 
per day (max. 16). If Stencheye is displaced, a rival band of Ogre Magi may seize 
2/6$%/#8) ) !"#$"%&'() *%+,) -() +62-&6$G) +60) #+%,&%) $.+6) $.&) +%&+) (./;68) 9$() 6"7&%/"()
caves hold more Trolls, G-+6$(G)+60)7+6=)1/%,/$$&6)(&2%&$(B 
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BACKGROUND: Quazar, a 

powerful evil magic-user from 

planet Eris has accidentally 

transported himself and his 

cube-like stronghold to Earth. He is 

trapped in his inner sanctum until he can 

be freed by The Four Sacred Keys. In the 

meantime, the uncontrolled denizens of his 

fortress venture forth at night to feed and plunder 

the local villages.

NOTES: Designed for 5 or more characters of 4th-6th level. 

The Four Sacred keys are 8” metallic cubes n areas 4, 7, 17, & 

23. Cube keeper’s crystals work teleporters and open most 

locked areas and cages. One-eyed orcs are standard orcs 

with one eye in center of forehead. Most walls/floors/ceilings 

are dark green marbled stone. 

WANDERING MONSTERS: Check for 1 on d6 every 2 turns.

1. d6+1 One-Eyed Orcs

2. 1 Tusken Ogre with a Cube Keeper's Crystal

3. 1 Large Adult Vapor Crane

4. d2 IOUNifiers

5. d4 Worker Amphorons

6. 1 Thelidu

LETTERED AREAS

G.R. Gravity Ramps: These ramps are used to transition from the 

gravity field of one Cube-face to another. When ramp is 

entered, travelers feel as if they are walking uphill. At center of 

ramp it feels like one is walking on a level surface. At ramp end 

it feels like walking downward.

Q. Quazar's Inner Sanctum: Large hollow sphere where Quazar 

is trapped. Gravity pulls outward so that one walks upon the 

sphere's inner surface. Inner surface is black with slow-shifting 

constellations & galaxies. Quazar is 8th level magic-user. REF 

select spells. He has staff of wizardry and Cube Master’s crystal 

that will access and control all areas.

T. Teleporter Rooms: With Cube keeper's crystal, this room will 

teleport party to any desired area except area Q. Without 

crystal, it teleports to random numbered area.

NUMBERED AREAS

1. Entrance Tunnel: Portal at the base of the Cube is open to 

this tunnel.

2. Stairway: Stairs lead up to area 3. Doors to either side of stairs 

are magically locked, can only be opened with Cube keeper's 

crystal. Clerical healing scroll hidden under 6th step.

3. Pyramid: Magical voice 

booms, "An error has occurred, 

the Inner Sanctum has been security 

sealed. Only the Four Sacred Keys will unlock 

the Inner Sanctum," after this an IOUNifier descends 

from pyramid  apex to attack intruders.

4. Organic Waste: Abounding trash, dung, and sludge are 

absorbed by a gelatinous cube. Inside gelatinous cube is 8” 

cube of decorated bronze. A 4’ circular opening is in ceiling.

5. Metallic Waste: Scrap metal and wire are being devoured 

by 2 rust monsters. d6 x 1000 g.p. worth of scrap gold is here. 

There is a 4’ circular opening in ceiling.

6. Wizard's Chamber: Door trapped, delivers 2d6 electrical 

damage on touch. Room has bed, desk. Three worker 

amphorons are here. Bracers of defense are hidden in desk

7. Wizard's Study: Bas relief on wall of four stacked cubes. 

Cubes are labelled "AU," "AG," "AE," and "Q." Near one wall is a 

black stand holding  8” cube of ornate gold. Opposite wall is 

shimmery portal that teleports to area 12. 

8. Library: Many shelves of large books in foriegn/alien 

languages. 2 one-eyed orcs wander here, 2d20 g.p. each.

9. Secret Library: Two magic-user spell books sit atop ornate 

pedestals. One of the spell books is inhabited by an Inaed. A 

Tsalakian has just arrived to steal these books.

10. Laboratory: Filled with strange machines, computers, and 

laboratory devices. Four potions of healing hidden about and 

one potion of poison. Clerical scroll, locate object, is tucked 

under a computer. Two 4’ circular openings on walll are chutes 

to areas 4 & 5.

11. Conjuring Room: Three evil clerics (3 HD each, REF 

determine spells, 66 g.p. each) are conducting a ceremony. 

Six one-eyed orcs are assisting, 2d20 g.p. each. One cleric has 

a mace +3

12. Spiral Staircase: Atop the stair is a stand with fittings for the 

Four Sacred Keys. If placed in proper sequence (gold, silver, 

bronze, black), magic portal in the ceiling opens. Beyond is 

Quazar's Sanctum.

13. Armory: Weapon racks. Many are empty. A few contain 

One-eyed orc weapons and armor.  One rack holds 4 Civil War 

era rifles. A +2 sword is hidden in panel behind this rack.

14. Control Room: Many levers and panels. Controls for 

transporting the entire Cube are here. they are malfunctioning. 

if activated roll d6:, 1 = electrical shock (2d dam.), 2 = explosion 

(4d6 dam.), 3 = no effect, 4 = Cube moves 100 yds. in random 

direction. A 4’ circular opening on walll is a chute to area 4.

15. Cube Keeper’s 

Quarters: The tusken ogre here 

wears a belt with wrenches and a Cube 

Keeper's crystal on chain at neck. Hidden among 

furnishings are 9,550 triangular g.p., 5000 s.p. and 2 potions.

16. Life Support: Many levers and panels. Large red knob will 

turn all gravity fields on/off. Effects could be disastrous.

17. Silver Hall: Floor, walls, ceiling all of silver. At center of room 

is 8” inch silver cube atop a black stand. 20 one-eyed orcs, 

2d20 g.p. each, guard the silver cube.

18. Storage: Rope, chain, iron spikes, metal beams, crates, 

barrels and many unidentifiable items. A pouch of dust of 

disappearance is hidden at the bottom of a cask of pipeleaf.

19. Zoo Keeper's Quarters: A tusken ogre with Cube Keeper's 

crystal. (NOTE: Cube Keeper’s crystal can open cages.) He 

wears boots of flying.

20. Aquarium: Giant Squid. Force field across top of aquarium 

is malfunctioning. Squid will reach out & attack. 75,000 g.p. of 

gold, gems, and treasure line bottom of tank.

21. Broken Cage: Something has escaped. Floor of cage is a 

shallow boiling pool with large boulders. Several vapor cranes 

were here, but are now wandering the cube. A 4’ circular 

opening on walll behind cage is a chute to area 4.

22. Monkey Cage: Three Flying Apes.

23. Dragon Cage: Black Cube guarded by sleeping 

(immature) black dragon. If cube is removed from stand, 

dragon awakens.

24. Captured Soldiers: Each cages houses 2 captured Confed-

erate soldiers.

25. Arboretum: Scattered among strange foliage are 1 tangle 

weed and 2 strangle vines. A bronze horn of Valhalla is hidden 

in the tangled brush.

26. Captured Villagers: Each of these three cages holds several 

local villagers.

27. Dimension Engine Room: The door to this room is magically 

locked. If entrance is gained, a room of limitless size is revealed. 

It contains endless strange conduits and devices that surge 

with power. If anything is touched, the offending character 

must save or blink out of existence.

END NOTE

Once Quazar is freed, he will be able to work the magic and 

mechanisms that will return the Cube to his own world... 

...Unless he has decided not to leave!
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Background 

Buried underground for hundreds of years lies a spaceship from the 3rd planet in the Altair 
system, in the constellation Aquila. While heavily damaged, the ship still has power for 
many of its systems and doors and lights are still fully operational in most sections.  

During a battle between the crew (Flumph, Grey Aliens) and an attacking race (Grell) the 
saucer was damaged and forced to crash land on this planet. The remaining crewmembers 
escaped into the Phantom Prison to survive the crash, but are now trapped. The pilot who 
was to free them was killed during landing, and its restless spirit still haunts the ship.  

Many of the automated systems are still active, trying to both repel intruders and bring 
survivors to the Phantom Prison to be “saved”.  

A. The Saucer - The tunnel opens into a large cave containing a partially buried saucer 
shaped craft. The silver surface of the ship is scorched and twisted in many places. 

B. The Cave-In - seems to have collapsed some time in the past (after the saucer crash 
landed). From this point the hole torn in the hull at #1 can be seen. 

1. Damaged Corridor – The hole in the ship leads to a darkened corridor of alien 
construction. A small grayish leather disc lies on the floor (a dead Flumph) with an Ioun 
Stone (Survive without Air) nearby. 

2. Flumph Chamber – This sparse room has several pedestals with shallow basins 
connected to tubes leading up to the ceiling. Searching finds an Ioun Stone (protection) 

3. Equipment Locker – Cylinders of strange liquids, various tools (pick, shovel, etc) 
a rod of Light (100 charges), and an Environment Suit (AC5 Protection from Heat/Cold) 

4. Destroyed Flumph Chamber – Pushing open the door reveals a severely 
damaged room, similar to #2, with smashed pedestals and wires hanging from the ceiling. 

5. Battlefield – Scorch marks cover the walls and bodies litter the floor. The long dead 
remains of 3 Flumph, 4 Grey Aliens, and 2 Grell are here, along with 2 Bolt Pistols (d12 
x24 charges) and a Rod of Heat Ray (3d6 dmg, save for !, 18 charges) near a Grell. 

6. Collapsed Corridor – The ceiling has collapsed at the far end of the hall. 

7. Navigator’s Room* – Beautiful maps and models of distant star systems.  

8. Curving Corridor – The saucer’s lights are working in this section. One of the 
ship’s Antibodies (Ascomoid, without spore attack) emerges from #10 if there is any noise. 

9. Globe Room* – This room is filled with large translucent spheres and hanging 
wires. 2 Antibodies (Ascomoid, without spore attack) attempt to drive off any intruders.  

10. Entry Corridor – Speaking the phrases “Open Door” and “Close Door” in 
Altairian will activate the portal and entry ramp on the exterior wall, leading back to “B”. 

11. Maintenance Room* – Assorted tables filled with bits of alien machinery and 
tools. A Magnetobot (Adherer) will activate after 1 round and try to bring any humanoids 
to room #14 for digitizing. An Altair tech pad containing a Manual of Golems can be found. 

12. Antechamber* – A large glowing sphere hangs from the ceiling bathing the 
room in a soothing blue light. Resting 10 minutes here regains d6 stamina (once per day). 

13. Control Room – Flickering lights reveal a heavily damaged room with tubes and 
wires hanging from a partially collapsed ceiling. Damaged pedestals and control panels filll 
the room. Searching reveals a dead Flumph and a Ioun Stone (Survive without Air). The 
Haunt of this Flumph will try to possess someone so it can free the crew from room #14. 

14. Phantom Prison* – Multiple glowing spheres and tubes flank a large screen 
dominating the far wall. A short control pedestal is the only furniture here.  After 1 round 
the person closest to the Mirror of Life Trapping will be drawn into the last remaining spot. 
The mirror will then deactivate and not draw anyone else inside. The commands for the 
Mirror are written in Altairian on the pedestal allowing the release of any or all of the 16 
slots. Damaging the mirror will release all the occupants. 

15. Corridor of Doors – The button to open the door to room #17 has a cover on it.  

16. Medical Lab* – Tables with alien bodies and pedestals with sharp tools are 
arranged in a semi-circle around the room. An Orb of Resurrection and Reanimation sits 
atop one of the pedestals. Touching it animates the bodies creating Alien Zombies.  

17. Bio-Preserve – A self-contained alien eco-system with water, filtration and a 
day/night cycle. The alien vegetation has evolved into a colony of Vegepygmies. Once the 
seal to this room is open they will start venturing out to explore their new surroundings. 

18. Observatory – One way transparent walls allow anyone in this room to look into 
any of the adjacent rooms. A pair of goggles (Eyes of the Eagle) have been left here. 

19. Sending Room* – Strange circles are etched on the floor in alien writing 
(Antarian). A Circlet of Comprehend Languages is here and reveals the room as one for 
sending and receiving messages of some sort (via Telepathic Projection). 

20. Darkened Corridor – This section is heavily damaged and without lights. 

21. Tubes Room* – Filled with pipes and humming machinery. 3 Antibodies 
(Ascomoid, without spore attack) are here and attempt to drive off any intruders. 

22. Storage Room – Shelves of strange tools, mysterious supplies, a gas gun 
(Stinking Cloud x10 charges), and 2 Environment Suits (AC5 Protection from Heat/Cold). 

23. Crypt – 5 smooth metal caskets contain the remains of former Altairian 
crewmembers. Other caskets are buried beneath the collapsed wall and ceiling. 

Random Encounters – 1 in 8 chance, check every 10 minutes 
1 Magnetobot (Adherer, brings humanoids to room 14) 

2 Antibody (Ascomoid, without spore attack) 

3 Defence Screen (Stun Jelly, causing only non-lethal damage) 

4 Vegepygmy (disregard if they have not yet been released from room #17) 

* Effects of missed shots 
roll d4 for rooms 7,11,12,14,19; roll d6 for rooms 9,16,21 

1-3 No Effect 

4 Electrical Arc – Everyone in room makes a save each round or loses d8 stamina 

5 Fire – Alarm sounds and door will seal in 2 rounds, after which all air will be 
pumped out of room (lasts 10 min) 

6 Explosion – Everyone in room loses d20 stamina 

Phantom Prison Contents 
1-6 Altairians (Flumph), flight crew and scientists Abcdef  

7-11 Altairian (Grey Alien), explorers, warriors and scientists Ghijk  

12 Grell – Prisoner, will try to escape via room #10 L  

13 Xag-Ya – Prisoner, will try to destroy Altairians M  

14 Xill – Prisoner, will try to become Ethereal and escape N  

15 Human NPC (determined by the GM) O  

16 Empty slot (possibly occupied by a recently added character) P  

by Stuart Robertson (http://robertsongames.com)  (CC) Some Rights Resrved 
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Where is Margesh Blackblood? 

                                 by Tim Shorts 
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