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INTRODUCTION

The way of trolls has been mysterious to humankind. Storytellers sing of trolls’
cruel rapacity, yet neglect their courage or their love of boisterous jokes; travelers
tell of feeding frenzies, yet fail to understand the dignity of clan ceremonies. The
ancient history of trolls, the great migrations and their heroic wars against chaos, are
little known. Not well-known even is the source of troll enmity with elves, hidden
like so much else behind the bloced and turmoil of the Third Age.

Answers to great mysteries can be found in Trollpak, a multi-volume
compendium unmatchable in these decadent times. The small book you held cannot
attempt such questions, nor can it unravel the many important troll religious cults:
that data occurs in Troll Gods.

In this book, however, adventurers do walk freely among the stone-eaters and
talk to, treat with, haggle against, and combat dark trolls and trollkin, in minute
particularity, In place of history and system, we offer experience.

THIS BOOK BRINGS HUMAN ADVENTURERS among folk perhaps previously
known only as foes. Expect dubiousness and a certain rancor from some of the
adventurers; after all, many of the trolls feel the same way.

The scenarios and encounters herein are open enough and short-term enough
that they can be presented individually or can make up a large fraction of a troll
campaign. Ordinary humans or adventurers probably would not spend extended time
dealing with trolls, just as it is unlikely that they would never meet them. Ideally
these adventures should be interspersed with other, non-troll, Gloranthan scenarios
such as those in Apple Lane or Snake Pipe Hollow.

Gamemasters might begin each session by reading a half-dozen rumors
which may or may not be true. Of course he or she should know ahead of time
what adventure will be run, and steer things to that one. But the mill of rumors
should continue to grind. Here are a few:

s Open-Minded Mearchant Guards Sought — a trader seeks adventurers to
serve as armed guards for a journey into troll territory. Discretion is
demanded; there Is a bonus for not fighting. [Skyfali Lake]

s Sightless Sots Sought — someone wants to hire adventurers capable of
getting around in the dark and riding hard for two days, in order to go on
the drinking binge of his life. Food and protection provided: a cash bonus
follows. [Skyfall Lake]

* Troll Foes Hired — an Orlanthi is hiring warriors to attack a troll
caravan which has been destroying his crops. [A Troll Caravan]

« Honey of a Deal — go to Grubfarm to purchase honey for a rich
merchant. Brave fellows may also have the chance to perform the
impossible, raising SIZ! [Grubfarm]

* A Kidnaping! — horrible flying creatures have kidnaped someone. There
is a fat reward for getting him or her back, plus all you can eat. [Flying
Troltkin]

s Strange Lights — for several nights now, farmers report clusters of misty
light drifting across the sky. [The Moth-Riders]

o Trollball — beat the trolls at their own game; challenge the Sazdorfs or
Redstones, or play the troll characters provided. Simple rules, clean play,
and a new definition of sportsmanship. No impaling weapons on the field.
[Trolibali}

* Devastated Land — leaves, grass, cattle, practically everything edible has
been devoured from an area. What's happening? [The Trollkin Horde]

Special player information exists for several of these scenarios;
remember to study the information beforehand and to make
photocopies for the players.

We hope you enjoy Into The Troll Realms. Please send
questions and comments about this book to Chaosium Inc., Box
6302-0302, Albany, CA 94706. If a response is desired, include a
stamped, self-addressed envelope; questions not so-accompanied
cannot be answered.
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GOOD GREAT TROLL WARRICR,
Initiate of Kyger Litor

characteristics attributes

S5TR 28 ... Move: 3

CON 18 ... Hit P: 24 .......

siZ 29 ... Fatg: 46-39=7 ........
INT 10 ... Magic P: 12 ...
POW 12 ... DEX SR: 3

DEX 11

APP 11 ...

focation melaa missile  points

R Leg 01-04 01-03 9/8 ...

L Leg 05-08 04-06 9/8 ...
Abdom. 08-11 07-10 a8 ...
Chest 12 11-16 810 ...

R Arm 1315 16-17  9/6 ...

L Arm 16-18 18-19 9/6 ...
Head 19-20 20 =11 -
weapon  sr aftkipar¥ damage paints
Grisword 5 80/65% 2D8+3D6 12 ...

H Mace 6 65/55% 1D10+3D6 10 ...
Dodge: 3%.

Spirit Magic (24%): Demoralize (2),
Fanaticism®, Heal 2, Vigor® 2 {adds +2 to
total hit points and +1 to each hit
location).

Skills: Conceal 50%, Listen 60%, Scan
60%.

Languages (speak/read): Darktongue
35/10%.

Treasure: carries 2D100 bolgs; ransom is
20100 +300 lunars.

Armor: brigandine limbs, scale torso and
head.

AVERAGE GREAT TROLL
WARRIOR, Initiate of Kyger Litor
characteristics attributes

STR 26 ... Move: 3

CON 17 ... Hit P: 22 ...

S|z Fatg: 43-21=22 .......
INT e Magic P: 11 ...
POW 11 ... DEXSR:4

DEX 9 ...

APP 9 ...

focation  melse missile  points

R Leg 01-04 01-03 7/8 ...

L Leg 05-08 04-06 7/8 ...
Abdom. 0811 o710 78 .
Chest 12 11-16  7/9 ...

R Arm 13-15 16-17  7/6 ...

L Arm 16-18 1818 76 ...
Head 18-20 20 7iB ...
waapan sr attk/par¥ damage points
Grtsword 5 65/50% 2D8+2D8 12 ...

H Mace 6 40/25% 1D10+1D6 10

Dodge: 18%.

Spirit Magic (34%): Heal 2, Strength* 2
{adds +3% to aftacks and parries, and 106 to
damage bonus) .

Skills: Conceal 25%.

Languages (speak/read): Darktongue
35/10%.

Treasure: carries 10100 bolgs; ransom is
1D100 +200 lunars.

Armor: ringmail,

2 — Troll Realms

__Some Standard Troll Types

GOOD DARK TROLL WARRIOR,
Initiate of Kyger Litor

characleristics attributes

STR 18 ... Move: 3

CON 12 ... Hit P: 16 ........

SIZ 19 ... Fatg: 30-32=-2 ........
INT 13 ... Magic P: 12 ........
POW 12 ... CEX SR. 3

DEX 11 .

APP L

location melea missile points

R Leg 01-04 01-03 6/6 ...

L Leg 05-08 04-06 6/6 ...
Abdom. 09-11 o710 8% ...
Chest 12 11-16  8/7 ...

R Arm 13-15 16-17  6/4 ...

L Arm 16-18 1819 6/4 ...
Head 19-20 20 76 ...
weapon sr  attk/par® damage paints

HMace 6 6550% 1D10+10D6 10 ...
Maul 5 50/45% 2D8+1D6 16 ...
Sling 3/9 30/---% 1D8 -—

Kite S 7 20/45% 1D6+1DE 16 ...

Dodge: none.

Spirit Magie (34%): Bludgeon™* 2, Darkwall*
(2), Disruption, Fanaticism®, Heal 2.
Skills: Conceal 35%, Devise 40%, Jump
50%, Listen 50%.

Languages (speak/read): Darktongue
45/15%, Tradetalk 8/---%.

Treasure: carries 10100 bolgs, 10100
clacks, and 1D20 lunars; ransom is
20100 lunars.

Armor: ringmail limbs, brigandine torso,
scale head.

AVERAGE DARK TROLL MILITIA
MEMBER, Initiate of Kyger Litor

characteristics attributes

STR 17 ... Move: 3

CON 11 . Hit P: 15 ...
sI1Z 19 ... Fatg: 28-17=11 ._......
INT 12 ... Magic P: 12 ...
POW 12 ... DEX SR: 3

DEX 10 ...

APP 10 ...

focation  meles missila  points

R Leg 01-04 01-03 4/5 ...

L Leg 05-08 04-068 4/5 ...
Abdom. 09-11 07-10 5/ ...
Chest 12 1115 5/6 ...

R Arm 13-15 16-17 4/4 ..

L Arm 16-18 18-19 4/4 ...
Head 18-20 20 55 ..

weaapon sr o aftk/par® damage paints

H Mace 6 50/30% 1D10+1D6 10 ...
Maul 5 30/25% 2D8+1D6 16 ...
Target S 7 15/45% 1D6+1D8 12 ...
Dodge: 3%.

Spirit Magic (49%): Bludgeon™ 1, Darkwall*
(2), Disruption, Heal 2.

Skills: Conceal 25%, Devise 25%, Jump
40%, Listen 45%.

Languages {speak/read): Darktongue
40/10%, Tradetalk 8/—%.

Treasure: carries 10100 bolgs, 1020
clacks, and 1D10 lunars; ransom is
20100 lunars.

Armor; cuirbouilli limbs, bezainted torso
and head.

GOOD DARK TROLL HUNTER,
Initiate of Kyger Litor and Zong the
Hunter

characteristics attributes

STR 17 Move: 3

CON 12 ... Hit P: 15 ........

=1l 18 ... Fatg: 28-10=19 ........
INT 15 ... Magic P: 13 ...
POW 13 ... DEX SR: 3

DEX 13 ...

APP 10 ...

location melea missife poinis

R Leg 01-04 01-03 4/5 ..

L Leg 05-08 04-06 4/5 ...
Abdom. 09-11 07-10  4/5 ...
Chest 12 11-156 4/6 ...

R Arm 13-15 16-17  4/M4 .

L Arm 16-18 18-19 4/4 ...
Head 19-20 20 4/5 ...
weapon sr attk/par® damage paoints
HMace 6 50/50% 1D10+1D6 10 ...
Sling 3/ 70/---% 108 -—

T Rock  3/8 60/--% 1D4+1D3 -

Dodge: 10%, <«

Spirit Magic (883): Darkwall* (2),
Disruption, Heal 2, Second Sight* (3),
Slow” 1.

Skills;: Conceal 60%, Devise 50%, Hide
70%, Sneak 70%, Scan 60%, Search
50%.

Languages (speak/read): Darktongue
45/15%, Tradetalk 5/---%.

Treasure: carries 1D100 bolgs, 1D20
clacks, and 1D10 lunars; ransam is
2D100 lunars,

Armor: courbouilli.

AVERAGE DARK TROLL HUNTER,
Initiate of Kyger Litor

characteristics attributes

STR 17 ... Move: 3

CON 12 ... Hit P: 16 ........
Sz 18 ... Fatg: 28-10=19 ...
INT 13 ... Magic P:12 ...
POW 12 ... DEX SR: 3

DEX 12 ...

APP 10 ...

location meles missile  points

R Leg 01-04 01-03 3/5 ...

L Leg 05-08 04-06 3/5 ...
Abdom. 08-11 07-10 4/5 ...
Chest 12 11-15 4/6 ...

R Arm 13-15 16-17  3/4 ...

L Arm 16-18 1819 3M
Head 19-20 20 4/5 ...

weapon  sr aftk‘par% damage

H Mace 6 40/40% 1D10+1D6 10 ...
Sling 3/8 55/---% 1D8 -
T Rock  3/9 35/-—-% 1D4+1D3 ---

Dodge: 10%.

Spirit Magle (56%): Darkwall* (2}, Heal 2,
Second Sight* (3), Slow* 1.

Skills: Conceal 40%, Devise 30%, Hide
50%, Sneak 50%, Scan 45%.
Languages (speak/read): Darktongue
40/15%.

Treasure: carries 10100 bolgs and 1D10
clacks; ransom is 10100 lunars.

Armor: leather limbs, cuirbouilli torso and
head.
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GOOD TROLLKIN WARRIOR, Lay
Member of Argan Argar, Kyger
Litor, or Xiola Umbar

AVERAGE TROLLKIN WARRIOR,
Lay Member of Argan Argar, Kyger
Litor, or Xiola Umbar

AVERAGE TROLLKIN WORKER,
Kyger Litor Lay Member

charactaristics attributes
characteristics atiributes characteristics attributes STR 10 ... Move: 2
STR E R Move: 2 STR 10 ... Move: 2 CON 9 ... HtP9...
CON 12 ... Hit P 11 ... CON 11 .0 HitP 11 ... SiZ 9 Falgr19-1=18 ...
sz Fatg: 23-12=12 ..., sz 10 ... Fatg: 21-8=12 ........ INT 9 ... Magic P: 7 .......
INT em. Magic P: 8 ... INT 10 ... Magic P: 7 ........ POW 7 .. DEX SR: 3
POW 8.... DEXSR:3 POW 7 e DEX SR: 3 DEX 13 ..
DEX 14 ... DEX 13 ... APP 7o
APP 8 ... APP 7o location  meleg missile  points
location  malss missile  points location  melea missile  points R Leg 01-04 01-03 ‘Hg
Rleg 01-04 01-03 5/4 ... Rleg 01-04 01-03 3/4 ... Lleg  05-08 04-06 1/3 ...
LLeg 0508 04-06 5/4 .. Lleg 0508 0406 34 ... Abdom. 09-11 07-10 1/3 ...
Abdom. 09-11  07-10 5/4 ... Abdom. 0Q9-11  07-10 3/4 ... Chest 12 115 14
Chest 12 11-15  &/5 ... Chest 12 1115 3/5 ... R Am  13-15 16817 13 ...
RAm 13-16  16-17 /3 ... R Am 1316 1617 3/3 ... L Arm  16-18 1819 1/3 ...
L Arm  16-18 1819 5/3 . LAm 1618 1819 &/3 ... Head 19-20 20 13 ...
Head 19-20 20 5i4 ... Head 19-20 20 4/4 . weapon  sr altk/par% damage paints
weapon  sr  altkipar% damage paoints weapon  sr altk/par¥% damage paints Lt Club 8 30/30% 1D8& 8 ...
Lt Mace 6 30/30% 1D8 8 ... Sling 3/9 30/% 1D8 T Rock  3/830/—% 1D4
S Spear 6 45/25% 10841 10 ... S Spear 7 30/30% 1D8+1 10 ... .m0
Sling 3/ 35/—-% 1D8 BKIrS 8 15/30% 1D4 8 ... Dodge: 32%.
Bkir & 7 15/45% 1D4 8 ... Spirit Magic (49%): Heal 1.
Dodge: 28%. Skille: Search 45%.
Dodge: 42%. ) . Spirit Magic (25%): Heal 2. Languages {speak/read): Darktongue
gpmthaglc (30%): Disruption, Heal 2, Skills: Hide 25%, Search 50%. 35/---%.
peedart. f . Treasure: carries 1D6 bolgs; no ransom.
Skills: Hide 40%, Search 60%, Sneak Languages (speak/read): Darktongue Armor: none
30%. : : :

A Treasure: carries 2010 bolgs; no ransom.
Ia.gngtf;gas {speakdread): Darktongue Armor: leather on limbs and torso;

e e. v e
. . cuirbouilli on head,
Treasure: carries 2D10 bolgs; ransom is

1020 lunars.

Armor: bezainted. About The Statisties: £- money in lunars. 1H = one-handed. 2H = two-handed. Abdom. =

abdomen. BallCh = Ball & Chain. Bsrd = broadsword, Bt = Butt. CphiThrx = cephalothorax. Cmp Bow =
composite bow, Fafg. = fatigue points. Folaw = foreclaw, FP = fatigue points. H = heavy. Hi = held. HF = hit
points. M = medium. MFP = magic points. L = left. Lc = left-center. LH = left-handed. Lh = left-hind. Lt. =
light. P = peint(s). POT = potency. Qstaff = quarterstalf. R = right. Ac = right-center. AH = right-handed. Rh
= right-hind. S = shield. Sstick = singlestick. SA = strike rank, T = thrown, Twr = Tower. X-Bow = crossbaw.
* = spell not in Standard RQ. « Skills aflected by encumbrance have percentile levels reflecting the armor worn
by the character. If the armor is removed, at your option raise those skills by the noted encumbrance.

Non-Standard Spelis

lhe target with normal morale. i the target does not wish the spell to

Several spells not appearing in Standard RuneQuest arc
of significance to gamemasters prescnling these troll
adventures. All spells not so-appearing are starred in the
statistics.

BLUDGEON, Variable — Touch, Temporal, Passive.

This spells works on any smashing or crushing weapon. It increases
the chance to hit by 5 percentiles and does one additional point of
damage per point of spell. This spell is incompatible with Bladesharp
and Fireblade, These added magical points of damage might
occasionally hurt magical creatures otherwise invulnerable 1o
weapon damage. Lycanthropes, for instance, will not be hurt by the
weapon, but may be hurt by the magical bonus.

DARKWALL, 2 Points — Ranged, Temporal, Passive (Aclive to move
the wall).

This spell creates darkness ten meters square in area and ten
centimeters thick. The Darkwall can be moved by the caster at a rate
of one meter per strike rank. Light sources within the darkness give
nao light nor can any sighted being see through the wall. Other
senses, such as sonar or other sound, are unallected by this wall. A
Darkwall can be moved or shaped into the height or width desired,
50 long as the total area is ten meters squ: ‘s and the thickness is
always len centimelers.

FANATICISM, 1 Point = Ranger, Temporal, Passive.

When cast upon a being with normal INT, this spell will increase his
chance to hit by half again his skill percentage (round up fractions).
Thus a 33% swordsman becomes a 50% swordsman under the spell
of Fanaticism. The fanatic may not parry or cast magic other than
aftack spells. The spell halves the target's Dodge. A successiul
Demoralize spell cancels the effects of a Fanaticism spell, leaving

be cast upon him, then the caster must overcome his targel's magic
points with his own.

GLAMOUR, Variable — Touch, Temporal, Passive.

Each point of spell adds 2 APP to the targel for its duration. The
target must possess APP for it to be affected. The appearance of the
target does not alter, but the qualily of appearance increases so thal
soon the perceiver simply is not reminded of the similarities to the
person of whom he otherwise might be reminded. Characters will be
recognized as themselves only when within hall of their previous total
APP,

MINDLINK, 1 Point — Ranged, Temporal, Stackable, Reusable.

Each point of this spell allows mind-to-mind communication between
two willing people. it mus! be cast upon both people at once. It
allows transmission of conscious thoughts, magic points, and spell
knowledge. It does not reveal hidden thoughts, unconscious urges,
or permanent spell knowledge. Those in the link defend against
spells with their own magic points. Mindlink may stacked so that
several pairs are linked together. Anyone in a Mindlink may use the
spell knowledge and magic points of the other paricipants. INT- or
merale affecling spells cast against one member of a Mindlink attack
separately each member ol the Mindlink, by means of a single
resistance roll.

MINDSPEECH, Variable — Ranged, Temporal, Passive.

Allows mind-to-mind communication. Each point of the spell allows
one more person to be in contact with the caster, It will transmit only
the thoughts intended for transmission by the caster. The thoughts to
be transmitted must be whispered or spoken; the listeners hear the
message in their minds in the language sent. Mindspeech does not
create an open link between the spell caster's communicants: if A
casts the spell on B and C, then B and C are not in contact. .

Troll Types — 3
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Encounters

These three encounters may be played in conjunction
with the Skyfall Lake, Grubfarm, and Flying Trollkin
scenarios, forming more extended adventures, or (with
suitable embellishment) each might form an evening’s
entertainment in itself.

The caravan may be used in several ways. The
gamemaster may offer it as an interesting encounter
while the adventurers travel near troll country. He may
use it as a group of foes for the player-characters to
attack (or to be attacked by), or he might allow the
adventurers to contact it and bargain with it in a friendly
manner.

Rcasons to attack the caravan arc easy to create. The
trolls may have kidnaped someone important. They may
be ravaging the countryside. If the adventurers belong to
cults intolerant of trolls, they may wish to attack the
caravan as a point of honor.

If the gamemaster doesn’t want the characters to al-
tack the caravan, or if he or she does not feel that the
adventurers can handle such an assaull, trade with the
trolls can still provide many enjoyable minutes. Played
well, the encounter might happen as a sequel to the Sky-
fall Lake scenario.

It may be that the troll priest wishes to hire the
player-characters to help guard his caravan while it
passes across a particularly dangerous stretch of territory
(such as an elf woods).

This caravan may be used more than once. The
gamemaster only need make suitable changes in the per-
sonalities and characteristics of the main caravan lead-
crs, and use the rest of the statistics again and again.

The Blue Moon assassin and trollkin horde
encounters can occur before, during, or after meeting the
caravan.

Each encounter is free-form, and does not depend on
the others. Use them and abuse them as you see fit.
Statistics for all three encounters are found at the end of
this chapter, roughly in the order in which the characters
were presented. @

A TROLL CARAVAN

This typical troll merchant caravan can be divided into
four sections: the caravan leaders, the ‘troll trucks’, the
beetleherds, and the caravan guards. The troll merchant
and his apprentices ride in the front of the caravan,
followed closely by two giant praying mantises (the troll
trucks) in single file. Following the two mantises is a
mob of undisciplined beetles of various sizes, tended by
their beetleherds. Alertly patrolling the flanks of the
march is a band of armed guards.

The Caravan Leaders

At the front of the caravan plods a haggard mule ridden
by a well-dressed (for a troll) merchant. Accompanying
him are three apprentices, one of whom is human. The
apprentices also are well-dressed; the human rides a
horse, while the two troll apprentices walk.

4 — Troll Realms

The troll merchant is named Meddog Brooflyer. His
nickname stems from an early experience: when with a
party of Zorak Zorani ambushed by broos, Meddog fled
immediately, earning the utter contempt of his compan-
ions, who managed to fight off the broos. Meddog
wears a [ancy bronze nose-ring; lead and bronze rings
decorate all his fingers. He wears his armor while trav-
eling, but removes it for serious trading. His armor is
bronze and is etched with well-done battle scenes and
the like. Meddog is overweight and a jolly soul, capable
of understanding many human jokes and all troll ones.
He was raised in the Troll Woods and treats his
apprentices with kindness and respect. He is known to
be fair and honest in his business dealings, though he
will cheat members of hostile or unfriendly cults. He
behaves obsequiously around priests of Issaries.
Normally talkative, he is hushed around Zorak Zorani,
remembering his youthful cowardice. Still a coward,
he’ll fight only to save one of his apprentices or his
money. In initial contacts, he attempts to impress the
contact by spcaking as many of his languages as
possible, even if he must employ a far-fetched pretext to
do so.

Meddog’s apprentices resemble him in tastes and
habits. His two troll followers are brothers, Keller and
Smeelock BlackBite. These two love each other and will
try to kill {(slowly if possible) anyone harming the other.
They constantly kid the human, Khorasho Breadwine.
Khorasho is a tall, gaunt man who rarcly smiles, though
he has a dry sense of humor. Khorasho does much of
the talking when humans are met, along with Mecddog
himself, while the brothers stand quietly behind. When
trolls are met, Keller and Smeclock stand beside the
merchant, while Khorasho stays in the background.
Khorasho also is expected to deal with hostile groups,
such as dwarfs and elves. Khorasho has a strong distaste
for elves, rivaling that of the trolls. When the man was
12 years old, a band of elves raided his parents’ farm
and sowed the fields with wild weed seeds, wounding
Khorasho’s brother when he tried to stop them.

The Troll Trucks

Troll trucks are enormous praying mantises, trained by
Gorakiki insect masters. To use a mantis, the mahout
has the mantis squat while trolls tie one or two large
bins onto its body. Then it stands up again. Mantises
serve double duty. They are excellent insects of burden,
and they frighten off nuisances such as wolves and
bandits, as well as being firm fighters in any conflict.
They must be guided by mahouts during battle;
uncontrolled, they stop fighting and eat the fallen.

The mahouts guiding the troll trucks are two Gorakiki
worshipers. On the lead mantis is Leto One-Eye, an
acolyte of the cult. On the following mantis is Phorgg
Bugbrain, an initiate. Leto has worked with insects so
long that he is unsure how to act around intelligent
beings. He is quiet and reticent, only speaking when
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spoken to. He is dedicated to insects, their care and
tending, and is good at his trade. Even Meddog Broofly-
er shows his respect and defers to him when questions
about the caravan’s insects come up. Phorgg Bugbrain
has joined his family’s traditional cult. He sees the cult
mainly as a tool through which his family maintains its
status among trolls.

““To our confoundment, trollkin suddenly seemed
to be everywhere.’’

The rider of a giant praying mantis uses a hit location
table of 1D10+10 against his foes, even against other
mounted targets with the exception of High Llama
riders, who sit equally high.

The Beetleherds

A mob of crawling beetles of various sizes follow the
mantises. The beetles range from small ham beetles
(SIZ 1) to carrier beetles of SIZ 15 or more. The largest
beetles have loads strapped to their backs. The smaller,
unloaded beetles occasionally fly off, but the beetleherds
quickly snag them by a leg or wing and tug them down,
back into the mass of crawlers. To hook and control the
beetles they use a long (three or more meters) staff with
a small crook at the end, formed like a shepherd’s crook
but with a much smaller loop. The beetleherds are adept
with it. There are two beetleherd supervisor dark trolls;
a band of trollkin do the work.

All the beetles are for sale. In the swarm are two
flocks of ham beetles, of some two dozen beetles each.
Their numbers vary, as they are eaten for food. Several
beetles in these flocks could have bound or allied spirits
in them, and those beetles could also aid in the control
of beetle flocks. There are nine watch beetles, two of
which carry loads. Twelve small scarabs in bright me-
tallic colors (SIZ 2D6) scurry along, and there is also a
single enormous rhino beetle with a load.

To tend their enormous herd, Leto and Meddog hired
a Gorakiki initiate named Thob Grinder. Thob is fairly
devoted to his cult, and is in awe of Leto. He is not
smart. To help Thob, Meddog hired a half-dozen trollkin
as workers. The trollkin master and guardian is
Hermaka Softtouch, a Xiola Umbar initiate. Hermaka is
protective of her trollkin, but not overly so. She is
cautious around non-trolls and hesitates to act on her
own. She mildly distrusts Khorasho Breadwine.

The Caravan Guards

A gang of heavily-armed and armored trolls screen the
perimeter of the caravan. These mercenarics were hired
to keep the caravan safe from bandits. There are two
dark troll guards, a great troll, and nine armed trollkin.
The great troll is named Gnasher Bonebreaker, and leads
the mercenaries. He makes a living by hiring out him-
self and his small band as guards or soldiers. He loves
to fight and brawl, and has been known to fiercely
assault vastly superior foes purely for the love of the
fight. Every town that the caravan stops in soon has its
lowest-class tavern aswarm with Gnasher and his gang.
For a great troll and a shallow one at that, Gnasher
treats his trollkin well, as a human might handle his
hounds. Gnasher likes his two dark troll assistants well
enough; they are his closest drinking companions.

Encounters — 5
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The two dark trolls working for Gnasher are Bork
and Kindig. They work for the sake of the moncy;
though they are friendly to Gnasher, they would never
seriously risk their lives for him or for each other. @

THE MOTH-RIDERS

On a moonlit night, the adventurers see a faintly
phosphorescent blob fly slowly and gracefully across the
sky. The blob eventually resolves itself into a flock of
large and softly beautiful moths, cach 20-30 centimeters
across.

Soon after, the adventurers could encounter the
moths’ masters. They are Blue Moon cult assassins,
here on cult business (perhaps murder). They use the
moths as hunting animals. The Gorakiki-moth worship-
ers have managed to extract ‘essence of female’ from
female moths. Hundreds of moths must be sacrificed to
obtain even a small bottle of this essence, but it is
sufficient. If even a tiny drop of moth essence is
sprayed, injected, eaten, or smeared on a person, he or
she attracts male luna moths for the next few seasons.
Typically, male luna moths have 200% skill at Smecll
Female. For each passing season, the essence decreases
in potency by 1D100%, lowering the male moths’
chances of smelling the target.

Since giant luna moths grow nowhere but on the Blue
Moon plateau, any source of attraction to such moths
beyond the plaicau is certain to be a fugitive marked for
death or capture. Each assassin carries three bottles of
the moth essence in his belt. The bottles are capped and
sealed with hard resin so that no odor can escape. Each
bottle suffices for one dose, and the assassins will pay
up to S00£ for the safe return of a bottle from so far
from home.

The two assassins are dark trolls, clad in peculiar
silvery furs and dark capes. These outsiders come from
the Blue Moon plateau itself. They are named Horribilis
and Jakasan. Horribilis is a junior Blue Moon priestess
and assassin; Jakasan is her assistant, an initiate of the
Blue Moon as well as Gorakiki-moth. Both are initiates
of Kyger Litor and honor her.

Why are they here? Perhaps one of the adventurers
has been marked for some previous indiscretion.
Perhaps someone in the caravan is the target. Perhaps
they wish to hire several adventurers for a few hours,
for a short, specific fight. Gamemasters should carelully
fit such intriguing figures into their games, to take best
advantage of them. @

THE TROLLKIN HORDE

Hordes of trollkin are commonly met near some troll
lands. Sometimes these hordes have been expelled by
trolls overwhelmed with seemingly endless miserable
trollkin; at other times the bands form from runaways,
cast-offs, and live births among wild trollkin.

6 — Troll Realn's

Gamemasters can use and re-use this encounter,
varying it according to the number of trollkin and their
hunger (which directly affects their courage). Only truly
hungry trollkin are desperate enough to do something
bold.

Trollkin, as a rule, are cowardly, humble, groveling
wretches always prepared to flee. Imagine the way
street dogs act around a garbage dump: they shy {rom
people, from each other, and run from the least interrup-
tion. Trollkin do that too.

Although trollkin can eat anything, they favor what-
ever food has the nutrients they need most. This can be
a problem for humans, whose various equipment often
offers exotic, nutritious food. In dangerously large con-
centrations, trollkin are much less likely to run off once
they have found something good to eat.

Trollkin noises consist mainly of a mewling, whining
version of Darktongue, usually unintelligible to the
untrained ear. If a trollkin knows a human language, its
conversation is a whining litany of ‘‘Please don’t eat
me. I'll do what you want. Don’t step on me. Hit my
brother and sister if you want. Tell me anything and I’ll
do it if you won’t hurt me."’

One particular cry, meaning *‘Here is hot food!”’ is
usually called the Food Screech; it is an involuntary yelp
given off by trollkin. As a trollkin reaches satiation, it
wanders off, making low contented growls; in Dark-
tongue those sounds are called ‘Done Eating’.

If an adventurer kills one or more of the watching
trollkin, others nearby let out the Food Screech and a
growing pack of trollkin descend upon the new corpse,
ravenously tearing it apart and squatting to munch away.
Weaker trollkin try to snatch away these morsels rather
than enter the fray around the corpse. The net result of
killing a trollkin is to summon more.

Entering a trollkin-cursed area usually means meeting
a group of these wretches, often in the escalating
sequence given below:

ONE: any Track roll shows that some sort of animal
plague has passed by because of the chewed patches of
vegetation, trees gnawed down and through, etc.

TWO: individual trollkin may be seen snuffling through
the woods and weeds, watching warily from among the
rocks or kneeling on the remnants of fallen trees.

THREE. a few trollkin warily stalk the camp, standing
outside its perimeters and eyeing and snuflfling {rom a
distance. They run away at first when threatened, but
return and slowly slink closer. The hungrier they are,
the faster they return.

FOUR: a few trollkin come in and sniff about, like
semi-domecsticated animals. At first they only lick the
ground near the cooking place, picking up bits of food or
other organic malerial like leaves. If threatened, they
scatter, squall pitcously, and gather again.

FIVE: eventually the bolder trollkin start nibbling at
things when they think they are unseen. Saddles and
tack are early targets for their hunger. Ropes and tent
pegs, especially when out of sight of the central camp,
serve as appetizers.
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SIX: as more congregate to devour simple, less-
protected items, the boldest go for the tents, blankets,
firewood, backpacks, and so forth. Threatening or at-
tacking them at this stage only causes them to dodge the

immediate threat: while an adventurer chases off onc

hungry trollkin, six more rush in to chew up what he or

she was trying to defend.

SEVEN: urged on by the sight of well-fed trollkin
belching and wandering away from the campsite, the
remaining hungry start pawing and picking at the clothes
of humans or at their horses and dogs. A trollkin horde

MEDDOG BROOFLYER, Argan Ar-
gar Priest and Kyger Litor Initiate

characteristics attributes

8TR 17 ... Move: 3

CON 11 Hit P: 15 ........

512 19 . Fatg: 28-28=-1 ........
INT 15 .. Magic P: 18 +ally 13
POW 18 .. +spirit 14 = 45 ...
DEX 13 .. DEX SR: 3

APP 18
location melee missile  points

R Leg 01-04 01-03 8/5 ...
L Leg 05-08 04-08 8/5 ...
Abdom. 08-11 0710 75 ..
Chest 12 11-15  7/6 ...
R Arm 13-15 16-17 8/ ...
L Arm 16-18 18-18 8/ ...
Head 19-20 20 5/5 ...

weapon s attk/par%%  damage points

1H Spear 6 60/50% 1D8+1+1D6 10 ...

Cmp Bow 3/9 45/30% 1D8+1 7 o
Buckler S7 20/60% 1D4+1D6 8 ..

Dodge: none.

Spirit Magic (76%): Countermagic 1,
Detect Magic®, Glamour* 2, Heal 4, Magic
Spirit Binding Enchantment® (3), Mind-
speech™ 1, Speedart. Known by Ral
Bladesharp 3, Detect Enemies, Detect
Gems, Detect Gold, Detect Silver, Dispel
WMagic* 2, Spirit Screen” 2.

Divine Magic (86%): Absorption 2,
Command Shade, Dark Walk®, Safe”,
Speliteaching”, Summon Shadow® 3,
Worship Argan Argar®.

Skills: Bargain 75%, Ceremany B5%,
Darksense/Scan 40%, Darksense/Search
65%, Evaluate 100%, Hide 60%, Human
Lore 65%, Orate 100%, Ride 65%, Troll
Lore 45%.

Languages (speak/read): Darktongue
90/10%, New Pelorian 28/---%, Sartarite
53/---%, Tradetalk 30/---%.

Magle ltems: Power-spirit binding matrix in
crystal; not for sale. Boozerock which, im-
mersed in a vat of an alcoholic beverage,
increases the POT of the brew by 106,
priced at 4500%. The Bugbring amulet
which keeps away from the wearer all
mosquitoes, bedbugs, and other small
irritating insects. This is done,
unfortunately, by attracting other, larger
predator arthropods which do the actual
scaring. Thus the wearer continually has
large beetles, scorpions, spiders, and
centipedes crawling over him. The wearer
takes 1D6 minor bites and stings weekly
from these guests; gamemaster's choice
whether or not these crises cost hit
points. Price of the amulet is 2800E.
Treasure: 1300 bolgs in sacks on mule.
Jurnk jewelry worth 352 on body. Chest
with personal cash of 190 clacks, 375€,
and 45 wheels. Ransom is 1700€.

Armor: brigandine limbs, scale torso,
bezainted head.

Spirits: = ally in black rat riding Meddog's
shoulder: Rat INT 12, POW 13, HP 2. »
Power spirit in matrix: POW 14.

doesn’t always reach this stage of hunger — if this hap-
pens, it means the trollkin are desperate for a nutrient
unavailable in rocks and vegetation. It also means that
there are a lot of trollkin.

EIGHT: once blood is drawn, many trollkin succumb to

a troll imstinct and begin a frenzied gobbling (like a
feeding frenzy), not caring that they may be chewed

KELLER BLACKBITE, Argan Argar
and Kyger Litor Initiate

characteristics attribules

STR 19 ... Move: 3

CON 10 ... Hit P13 ...

SIZ 16 ... Fatg: 28-35=-6 .......
INT 13 .. Magic P: 16 ........
POW 16 ... DEX SR: 3

DEX 12 ...

APP 14 ...

location melee missile  paints
R Leg 01-04 01-03 8&8/5 ...
L Leg 05-08 04-06 8/5 ...
Abdom. 08-11 07-10  7/5 ...
Chest 12 11-15 7/6 ...
R Arm 13-15 16-17 8/ ...
L Arm 16-18 18-19 L .
Head 15-20 20 75 .

weapon sr attk/‘par?a  damage paints
H Mace 6 75/E5% 1D10+1D6 10 ...

Sling 3/9 55/---% 1D8 -
Kite S 7 21/50% 1D6+1D6 16 ...

Dodge: none.

Divine Magic {75%, one-use only}: Dark
Walk”, Suppress Aether®.

Skills: Bargain 35%, Conceal 30%,
Darksense/Scan 90%, Darksense/Search
30%, Evaluate 50%, Hide 50%, Listen
55%, Orate 85%, Ride 25%, Sleight 25%,
Sneak 40%.

Languages (speak/read): Darktongue
90/60%, Tradetalk 32/---%.

Treasure: carries 40 bolgs and 60 lunars,
ransom is 700E.

Armeor: brigandine limbs, scale torso and
head.

SMEELOCK BLACKBITE, Argan
Argar and Kyger Litor Initiate.

characteristics altributes

5TR 12 ... Move: 3

CON 11 Hit P: 16 ........

s1Z 19 ... Fatg: 26-21=5 ........
INT 12 ... Magic P: 12 +spirit 21
POW 12 ... =37 ...

DEX 10 ... DEX SR: 3

AFPP 10 ...

location meleg rissile  points

R Leg 01-04 01-03 5/6 ...
L Leg 05-08 04-06 5/86 ...
Abdom. 08-11 07-10  7/6 ...
Chest 12 1115 7/8 ...
R Arm 13-15 16-17  5/5 ...
L Arm 16-18 18-19 5/56 ...
Head 19-20 20 56 ...

weapon sr attk/par¥ damage paints
H Mace 7 60/45% 1D10+1D4 10 ...

Maul 5 30/25% 1D10+1+10410 ...

Target S 7 156/45% 1D6+1D6 12 ...

upon at the same time that they are chewing others. If
they have set upon a human, the only thing to do is to
fight back, hoping to kill enough unresisting trollkin to
effect an escape. @

KHORASHO BREADWINE, Human
Initiate of Argan Argar

characteristics attributes

STR 12 ... Move: 3

COM 13 ... Hit P15 ...

Sz 17 e Fatg: 25-28=-3 ........
INT 15 e Magic P: 14 ...
POW 14 ...... DEX SR 2

DEX 16 ...

APP 14 ...

location melee missile  points

R Leg 01-04 01-03 7/5 ...
L Leg 05-08 04-06 7/5 ..
Abdom. 08-11 07-10 &/5 ...
Chest 12 11-15  6/6 ...
R Arm 13-15 16-17  7/4 ..,
L Arm 16-18 18-19 7/M4 ...
Head 19-20 20 5/5 ...

weapon  sr attkipar¥ damage paints
tRH Bsrd 5§ 70/55% 1D8+1+1D4 10 ...
tLH Bsrd 5  45/40% 1D8+1+1D410 ...,
1T Dart 7 55/19% 1D6+1D2 4 ...

t alf weapons have POT 4 poison smeared on
them. The poison lasts for three hits on armor
or one penetration, whichever comes first.
Dodge: 10%.

Spirit Magic (54%): Bladesharp 2,
Disruption, Farsee®, Glamour® 2, Heal 3,
Speedart.

Skills: Bargain 40%, Listen 45%, Orate
50%, Ride 80%, Scan 50%, Search 50%,
Sneak 30%.

Alchemy: can brew up to POT 4 poison
for smearing on blades and up to POT 4
Scorpion Venom antidote.

Languages {speak only): Aldryami 23%,
Darktongue 28%, Esrolian 13%, New
Pelarian 20%, Sartarite 40%, Trade 20%.
Treasure: carries 20 bolgs, 25 clacks, and
70 lunars; ransom is B50€. Also owns six
doses blade poison POT 4 and four
doses of Scorpion Antidote POT 4.
Armor: chainmail limbs, scale torso,
ringmail head. Carries two darts.

\

-

T~

Dodge: none.

Spirit Magic (66%): Befuddle (2),
Disruption, Heal 3, Vigor* 4.

Skills: Darksense/Search 45%, Hide 25%,
Human Lore 45%, Listen 55%, Orate
303’0, Ride 25%.

Languages (speak only): Darktongue 70%,
Esrolian 10%, Sartarite 15%, Tradetalk
18%.

Treasure: carries 18 bolgs, 30 clacks, and
17 lunars; ransom is 480£. Owns power-
spirit matrix in tattooed beetle wings, spirt
with POW 21,

Armor: bezainted limbs and head, scale
torso.

Encounters — 7
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LEETO ONE-EYE, Kyger Litor
Initiate and Gorakiki-beetle Acolyte

charactaristics attributes

STHR 18 ... Move: 3

CON 11 ... Hit P: 18 ...

s1Z 19 ... Fatg: 33-35=-2 .......
INT 12 ... Magic P: 16 +spirit
POW 12 ... matrices 18 = 34 ...,
DEX 10 ... DEX SR: 3

AFPP 10 ...

location melea missile  points

R Leg 01-04 01-03 &/6 ...

L Leg 05-08 04-06 B/6 ...
Abdem. 09-11 07-10 8/6 ...
Chest 12 11-15  8/8 ...

R Arm 13-15 16-17 8/5 ...

L Arm 16-18 18-19 8/5 ...
Head 18-20 20 8/6 ...
weaporn sr  attk'par® damage poaints

HMace 5 080/50% 1D10+1D6 10 ...
Maul 5 100/75% 1D8+1+1D6& 10 .....
Target 5 6 25/80% 1D6+1D& 12 ...

Dodge: none.

Spirit Magie (59%): Countaermagic 3, Heal
6, Silence* 5, Slow* 3; known by First
Befuddle (2}, Dispel Magic* 7, Disruption,
Farsee®; known by Second Extinguish* 2,
Iranhand” 3, Mindspeech® 2, Strength 2;
known by Third Bludgeon* 4, Darkwall* (2},
Mobility* 1.

Divine Magic {79%): Beetle's Head,
Carapace, Sprout Arms.

Skills: Animal Lore 90%, Ceremony 51%,
Darksense/Scan 75%, Darksense/Search
55%, Devise 75%, Hide 30%, Insect Care
90%, Listen 55%, Plant Lore 95%, Ride
Mantis 115%, Sneak 50%, World Lore
55%.

Languages (speak/read): Darktongue
45/45%.

Treasure: carries 95 lunars; ransom is
2300£. Three matrices hold three intellect
spirits: First INT 11 POW 13; Second INT
7 POW 10; Third INT 10 POW 14. Two
magic peint matrices hold 10 and 8 magic
points, respectively.

Armor: full chainmail.

LETO ONE-EYE'S PREYING
MANTIS

characteristics attnibutes

STR 18 ... Move: 4/4

CON 21 .. Hit P: 33 ...
SIZ 45 .. Fatg: 59 . .
INT 2 ... Magic P: 12 ...
POW 12 ... DEX SR: 2

DEX 17 ...

focation 1020 points

Rh Leg 01 B8/6 ...

Lh Leg 02 8/6 ...

Abdom. 03-07 8/14 ...

R Wing 08 8/9 ...

L Wing 09 8/9 ...

Rc Leg 10 B/6 ...

Lc Leg 11 8/6 ...

Thorax 12-15 814 ..

R Claw 186-17 =74 T B

L Claw  18-19 ant ...

Head 20 811 ...

weaporn sr afti/par®  damage points
Felaw 2 65/60% 1D10+4D6 ---
Bite 5 95/-% 2D6 -—

Skills: Fly 40%, Hide B0%, Sneak 50%.

8 — Troll Realms

PHORGG BUGBRAIN, Gorakiki-
beetle and Kyger Litor Initiate

characteristics attributes

STR 15 ... Move: 3

CON 11 ... Hit P: 16 ........

s1Z 21 ... Fatg: 26-24=2 ........
INT 12 ... Magic P: 12 +crystal
POW 13 ... 12 =24 ... .
DEX 14 ... DEX SR: 3

APP 11 ...

location maleg missile  points

R Leg 01-04 01-03 5/ ...

L Leg 05-08 04-06 5/6 ...
Abdom. 08-11 0710 76 ...
Chest 12 11-15  7/8 ...

R Arm 13-15 18-17 B/S ...

L Arm 16-18 1818 5/5 ...

Head 19-20 20 716 ...

weapon sr attk/parss
HMace 5 70/50%
1H Spear 5  40/45%
Target S 6 21/70%

damage points
1D10+1D6 10
1D8+1+1D6 10 .....
1D6+1D6 12 ...

Dodge: none.

Spirit Magic (48%): Befuddle (2), Glamour®
2, Heal 5, Protection 2, Slow* 1.

Divine Magic {83%, one-use only): Beetle
Head*, Carapace*, Sprout Arms*,

Skills: Animal Lore 20%, Bargain 25%,
Hide 25%, Insect Care 45%, Ride Mantis
70%, Sneak 25%.

Languages {speak/read): Darktongue
60/60%, Tradetalk 25/---%.

Treasure: carries 200 lunars; ransom is
1000£. Owns 12-point magic point matrix.

Armor: bezainted limbs, scale torso and
head.

PHORGG BUGBRAIN'S PRAYING
MANTIS

characteristics attributes

STR 39 ... Move: 4/4

CON 24 ... Hit P: 34 ...
SIZ 43 . Fatg: 59 ........
INT 2 ... Magic P: 12 ...
POW 8 ... DEX SR 2

DEX 20 ...

location 1020 points

Rh Leg 01 B/ ...

Lh Leg 02 8/ ...

Abdom. 03-07 B4 ...

R Wing 08 8/9 ..

L Wing 08 8/9 ...

Rc Leg 10 8/6 ...

Lc Lleg 11 8/6 ...

Thorax 12-15 814 ...

R Claw 16-17 812 ..

L Claw  18-18 812 ...

Head 20 812 ...

weapon  sr aMtk/par% damage points
Fclaw 2 65/60% 1D10+4D6 ---
Bite 5 95/---% 206 -

Skills: Fly 40%, Hide 80%, Sneak 50%.

THOB GRINDER, Gorakiki-beetle
and Kyger Litor Initiate

characteristics attributes

STR 18 ... Move: 3

CON 14 ... HitP:16 ...

SIZ 17 ...... Fatg: 32-19=13 ........
INT 11 ... Magic P:17 ...
POW 17 ... DEX SR:3

DEX 13 ...

APP 16 ...

location melee missile paints

R Leg 01-04 01-03 5/ ...

L Leg 05-08 04-068 5/6 ...
Abdom. 08-11 07-10 8/6 .....
Chest 12 11-15 8/8 ...

R Arm 13-15 16-17 5/5 ...

L Arm 16-18 1819 5/5 ...

Head 19-20 20 6/6 ...
weapon  sr attk/par’ damage points
H Mace 6 50/30% 1D10+1D6 10 ...
Maul 5 30/25% 2DB+1D6 16 ...
Target 8 7 15/45% 1D6+1D6 12 ...
Dodge: 15%.

Spirit Magic (76%): Disruption, Extinguish™®
2, Heal 2, Protection 2, Slow* 3.

Skills; Conceal 30%, Insect Care 50%,
Listen 40%.

Languages (speak/read): Darktongue
50/10%, Tradetalk 5/--%.

Treasure: carries 45 bolgs, 65 lunars,

Armeor: bezainted limbs, brigandine torso,
ring head.

HERMAKA SOFTTOUCH, Kyger
Litor and Xiola Umbar Initiate

characleristios attributes

STR 21 ... Move: 3

CON 18 ... Hit P: 19 ........
Sz 19 ... Fatg: 35-34=5
INT 12 ... Magic P: 17 ...
POW 17 ... DEX SR: 3
DEX 13 ...

APP 12 ...

location malaa missife  points
R Leg 01-04 01-03 8/7 ...
L Leg 05-08 04-06 8/7 ...
Abdom. 08-11 0710 8/7 ...
Chest 12 11-16  8/8 ...
R Arm 13-15 16817  8/5 ...
L Arm 16-18 18-19 B8/5 ...
Head 19-20 20 =T —

weapon sr attw/par® damage

H Mace 6 55/50%
1H Spear 6 50/45%
Sling 3/9 70/---%
Buckler 57 16/60%

points
1D10+1D6 10 ...
1D8+1+1D6 10 ...
1D8 -

1D4+1D6 8 ...

Dodge: 5%.

Spirit Magic (62%): Befuddle (2}, Heal &,
Protection 2, Solace”.

Divine Magic (77%, all one-use only):
Couvade®, Darksee”, Healing Trance*.
Skills: Conceal 40%, Darksense/Scan
40%, Darksense/Scrutinize 45%, First Aid
50%, Treat Disease 55%, Treat Poison
90%.

Languages (speak/read): Darktongue
60/25%, Tradetalk 25/---%.

Treasure: carries 123 bolgs; ransom is
450 lunars.

Armor: full brigandine.
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GNASHER BONEBREAKER, Great ~ FIGHTING TROLLKIN GUARD SIX
Troll, Kyger Litor Initiate GUARDS, Eleven Identical altributes melee missila points
characteristics attributes Guards Move 2 R Leg 01-04 01-03 4/4 ...
STR 24 ... Move:3 HP:12  Lleg 0508 04-06 4/4 . .
CON - 21 ... Hit P: 25 ..., Dodge: 35%. Spirit Magic: Heal 2, Fri12 Chost 13 e dee
Isl\ll‘zr ?g """ ;‘29&43:319;6 e Speedart. Skills: Darksense/Scan 50%, R Arm 13-15 16-17 4/3 ...
POW 130" DE%{ SR.: g Hide 45%. Treasure: 1010 balgs. MP: 8 L Arm 16-18 1B-19 4/3 ...
DEX 12 ... Head 19-20 20 414 ...
APP 10 ... GUARD ONE weaporn sr altk/par’ damage paints
location  melee missile  points attributes melee missile points ?Ln% 24’9 25/---% special 6 ...
Rleg 01-04  01-03 9/9 ... Move 2 Rleg 0104 01-03 4/ ... pear 7 33/25% 1D6+1  10...
L Leg 05-08 04-06 99 ... HP: 12 L Leg 05-08 04-06 4/4 ... Buckler S 8 15/35% 1D4 a...
Abdom. 09-11 07-10 9/9 ... Abdom. 08-11 07-10 4/4 ...
Chest 12 11-15 9410 ... FP: 12 Chest 12 11-15 4/5 .. GUARD SEVEN
R Arm 13-15 16-17  9/7 ... R Arm 13-15 1617 4/3 ... ,
L Arm  16-18 18-19  9/7 ... MP: 8 L Arm  16-18 18-19 4/3 ...  @fibutes melee missile  points
Head 19-20 20 8/9 ... Head 19-20 20 44 ... Move 2 R Leg 01-04 01-03 4/4 .
weapon s altiipar¥% damage  points  weapon s attiipar¥ damage  points HP 12 kbiaeg 05-08 04-06 4/4 ...
Gsrd 4 100/70% 2D8+2D6 12 ...  Sling 3/9 26/-% special 6 ... FP12 Oneat’ 1 970 dd
HMace 5 80/76% 1D10+2D6 10 ... 1H Spear 7 35/25% 1D6+1 10 ... ' RAmM 1315 1647 am
Fist 6 100/-% 1D3+2D6 -- Buckler 8 8 15/35% 1D4 8 ... MP: 8 L Arm  16-18 18-19 4/3 ...
Dodge: none. GUARD TWO Head 18-20 20 4J4. .....
Spirit Magic (33%): Demoralize (2), ) o _ weapon s atik/par’ damage points
Fantaticism*, Heal 4, Jump* 2, Protection atiributes melee missile paints Sling 3/9 25/---% special 6 ...
2. Move 2 R Leg 01-04 01-03 4/4 ... 1BH Elpeasr ; 35/25% 1D6+1 10 ...
i h HP: 12 L Leg 05-08 04-06 4/4 ... uckler 15/35% 1D4 8 ...
Skills: Track 30%. Abdom. 09-11 07-10 4/4 ...
Languages (speak only): Darktongue 43%,  Fp: 12 Chest 12  11-15 4/5 GUARD EIGHT
Tradetalk 15%. RAmM  13-15 16-17 4/3 ... ] o
Treasure: carries 145 bolgs and three MP: 8 L Arm 16-18 18-18 4/3 ... attributes melee missile points
gems (worth 20€, 988, and 247¢, Head  19-20 20  4/4 ... Move 2 R Lleg 01-04 01-03 4/4 ...

respectively); ransom is 340 lunars.
Armor: brigandine limbs and torso, scale

HP: 12 L Leg 05-08 04-06 4/4 ...

weapon st altkipars, damage  points Abdem. 09-11 07-10 4/4 ..

Sling 3/9 25/---% special B ... Ep: 12 Chest 12 11-15 4/5 ...
head. 1H Spear 7 35/25% 1D6+1 10 ... R 1315 1645 am "
Buckler S 8 15/35% 1D4 8 .. MP: 8 L Arm 16-18 1B-19 4/3
Head 19-20 20 a4 ..
KINDIG, Kyger Litor Initiate GUARD THREE weapon  sr attkipar% damage  points
characteristics attributes attributes melee missile points Sling 3/9 25/--% special 6 ...
STR 17 Mave: 3 Move 2 RLleg 01-04 01-03 4/4 ... 1H Spear 7 35/25% 1D6+1 10 ...
CON 17 . Hit P: 18 HP: 12 L Lleg 05-08 04-08 4/4 ... Buckler S 8 15/35% 1D4 8 ..
%4 19 ... Fatg: 34-362-1 ....... Abdom. 09-11 07-10 4/4 ...
INT 10 .. Magic P: 12 ..... FP:12  Chest 12  11-18 4/5 ... GUARD NINE
POW  12... DEXSR:3 RAmM 13156 16-17 4/3 ... _ o
DEX 10 ‘ MP: 8 L Arm 16-18 18-19 4/3 ... attributes meles missile points
APP a7 Head 19-20 20 4/4 ... Move?2 Rleg 01-04 01-03 4/4 ..
oars da it HP:12 Lleg 0508 04-06 4/4 ...
location  melse missile  points ;ﬁaﬂaﬂ ;:rg :51 pa/ ’:’;g‘l’ g" Abdom. 08-11 07-10 4/4 ...
R L 01-04 01-03 8/6 ... ing ---% 8D FP: 12 Chest 12 11-15 4/5 ..
LLe?gg 05-08  04-06 8/6 ... 1H Spear 7 35/25% 1D6+1 10 ... RArm  13-15 16-17 4/3 ...
Abdom. 09-11  07-10 7/6 ... Buckler 8 8 15/35% 1D4 8 ... MP: 8 L Arm  16-18 18-19 4/3 ...
Chest 12 11-15  7/B ... Head 19-20 20 4/d ...
E‘AArm :‘]g":g :g’:g g;g GUARD FOUR weapon sr attk/par¥% damage points
HQJ(T 1920 20- 26 . attributes melee missile points Sling 3/9 25/--% special 8 ...

' Move 2 R Lleg 01-04 01-03 4/4 ..  1HSpear 7 3525% 1D6+1  10...
weapon  sr attikipar% damage  points HP: 12 L Leg 05-08 04-06 4/4 ... Buckler S 8 15/35% 1D4 8 ...
H Mace 6 35/45% 1D10+1D6 10 ... ' Abdom. 08-11 07-10 4/4 ...

Maul 65 45/45% 2D8+1D6 16 ... FPp:12 Chest 12 11-15 4/5 ... GUARD TEN
Sling 8/9 35/-—% 108 MP: 8 Efrrrrr? }g_}g :g_}g :::g  attibutes melee missile points
Dodge: none. ' Head  19-20 20  4/4 ... mg\fﬁé’i Ell_.ggg g;gg glzgg i:::
Spirkt Magic (27%): Bludgeon o2 weapon  sr aftkpar¥% damage  points ‘ Abdom. 09-11 07-10 4/4 ...
emoralize (2), Fanaticism, Heal 2. Sling 3/9 25/-% special 6 .. FP:12  Chest 12  11-15 4/5 ...
Skills: Conceal 45%, Hide 50%, Listen 1H Spear 7 35/25% 1D86+1 10 ... R Arm 13-15 16-17 4/3 ...
50%. Buckler 5 8 15/35% 1D4 8 ... MP: 8 LAm  16-18 18-19 4/3 ...
Languages {speak/read}): Darktongue Head 19-20 20 4/4 .
30/10%, Tradfvtalkm.-‘---%, ) GUARD FIVE weapon s attpar% damage points
;5‘5";””: carries 50 lunars; ransom is attributes meleo missile points Sling 3/0 25/-% special 6 ...
Lo N 01-04 01-03 4/4 ... iH Spear 7 35/25% 1D6+1 10 ...
f.rrnor: brigandine limbs and head, scale ﬂg"i; Ell._:gg 05.08 04.06 4/4 .. Buckler S B 15/35% 1D4 a
arse. Abdom. 08-11 07-10 4/4 ...
FP: 12 Chest 12 11-15 4/5 ... GUARD ELEVEN
MP8 | Am 1518 1510 i atmbuss meloo missikpoints
' Head  19.20 20  4/4 ... Move2 Rleg 01-04 01-03 44 ..
. HP:12 Lleg 05-08 04-06 4/4 ...
weapon  sr aMipars damage  points Abdom. 09-11 07-10 4/4 ...
Sling 3/9 25/---% special 6 ... FP: 12 Chest 12 11-15 455 ...
1H Spear 7 35/25% 1D6+1 10 ... R Arm 13-15 18-17 4/3 ...
Buckler 8 8 15/35% 1D4 8 .. MP: 8 LAm 1818 1819 4/3 ...

Head 18-20 20 414 ...
weapon s att/par% damage points

Sling 3/9 25/---% special 6 ...
1H Spear 7 35/25% 1D06+1 10 ...
Buckler S 8 15/35% 1D4 8 ...

Encounters — 9
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TROLLKIN BEETLEHERDS, HERDER FIVE WATCH BEETLE FOUR
Six Identical Herders attributes melee missile points attributes  location  1D20  points
Move 2 R Leg 01-04 01-03 3/4 .. Move 3 Rh Leg 01 6/3 ...
Dodge: 30%. Spirit Magic: Heal 2. Skills: HP:10  LLeg 0508 04-06 3/ ... HP: 17 Ihleg 02 &8 ..
Darksense/Scan 50%. Treasure: 1 DG Abdom. 09-11 07-10 3/4 ... _ Rc Leg /3 ...
bolgs. FP:13  Chest 12 1115 3/5 ... FP:36 Lcleg 04  6/3 ...
R Arm  13-15 16-17 3/3 ... Abdom. 05-09 &/8 ...
MP: 7 L Arm  16-18 18-19 3/3 ... MP: 10 Thorax 10-13 8/8 ...
HERDER ONE Head  19-20 20 5/4 ... Rf Leg 14 6/3 ...
attributes melee missile points Wweapor sr aftk/par¥ damage points Helé?:lg 12—20 g;‘g
Move 2 R leg 01-04 01-03 34 ... Crook 6 40/30% specialt 6 ..
HP: 10 L Leg 05-08 04-06 3/4 ... 1H Spear 8 25/25% 1D6+1 10 ... weapon sr att/par% damage
Abdom. 09-11 07-10 3/4 ... Buckler S 9 10/30% 1D4 8 ... Bite 7 50% 1D10+1D6
FP:13  Chest 12 1115 3/5 ...
R Arm  13-15 16-17 3/3 ... 1 success costs no hit points, instead
MP:7  LAm 1618 1819 3/3 .. snagging the location. WATCHBEETLE FIVE
Head 18-20 20 5/4 ... attributes  focation 1D20 points
weaporn st attkiparst damage points HERDER 5IX Move 3 Rh Leg 01 6/3 ...
Crook 6 40/30% specialt 6 ... bt ’ i ooint HP:17  Lhleg 02  &/3..
1H Spear 8 25/25% 1D6+1 10 ... attributes melss  missils points Rc leg 03 6/3....
Buckler S 9 10/30% 1D4 8 ... Move 2 RLleg 01-04 01-03 3/4 ... FP: 36 Lc Leg 04 6/3 ...
' HPF: 10 L Leg 05-08 04-06 3/4 ... Abdom. 05-09 6/8 ...
success costs no hit points, instead Abdom. 09-11 07-10 3/4 ... MP: 10  Thorax 10-13 6/8 ...
;naggf'ng the location. P nelea FP: 13 Chest 12 11-15 3/5 ... Rf Leg 14 6/3 ...
R Arm 13-15 1817 3/3 ... Lfleg 15 6/3 ...
MP: 7 L Arm 16-18 18-18 3/3 ... Head 16-20 6/6 ...
HERDER TWO Head 19-20 20 5;‘4I weapon sr attk/par% damage
attributes meles missile points weapor sr attk/par¥% damage paints Bite 7 50% 1D10+1D6
Move 2 Rleg 01-04 01-03 3/4 ... Crook 6 40/30% specialt 6 ...
HP: 10 L leg 05-08 04-06 3/4 ... 1H Spear 8 25/25% 1D6+1 10 ... WATCH BEETLE SIX
Abdom. 08-11 07-10 3/4 ... Buckler S 8 10/30% 1D4 8 ... ) ) _
FP: 13 Chest 12 11-15 B8/5 ... o . attributes  location 1020 points
R Arm 1315 16-17 3/3 ... T success costs no hit points, instead Move 3 Rh Leg 01 6/3 ...
MP: 7 L Arm 16-18 18-19 3/3 ... snagging the location. HP: 17 Lh teg 02 6/3 ...
Head 18-20 20 [STZ: - Rc Leg 03 6/3 ...
. FP: 386 Lc leg 04 6/3 ...
Waapon sr altk/par% damage points Abdom. 05-09 &/8 ...
Crook 6 40/30% specialt 6 ... MP: 10  Thorax 10-13 6/8 ...
1H Spear 8 25/25% 1D6+1 10 ... Ri Leg 14 6/3 ...
Buckler & 9 10/30% 1D4 a.. Lfleg 15 6/3 ...
is no hitpoints, instead WATCH BEETLE PACK, NI tead 1820 /6.
1 stccess costs no hit points, instea ne
snagging the location. ical B I ! weaporn sr atlivpar% damage
Identical Beetles Bite 7 50%  1D10+1D6
HERDER THREE
"y N " WATCH BEETLE ONE WATCH BEETLE SEVEN
atiributes me missile points . . . attributes  location 1D20  points
Move 2 Rleg 0104 01-03 3/4 .. atibutes focation 1020 points Move 3 Rhleg 01 6/
HP: 10 L Leg 05-08 04-06 3/4 ... Move 3 Rh Leg 01 B/3 ... HP: 17 Lh Leg 02 sm
Abdom. 09-11 07-10 3/4 .. HP: 17 Lh Leg 02 6/3 ... . Rc Leg 03 &/3
FP: 13 Chest 12 11-15 35 ... Rc Leg 03 8/3 ... EP: 36 Lc Leg 04 P
R Afm 1315 1617 3/3 ... FP: 36 Lc Leg 04 6/3 ... ' Abdom. 05-08 6/8
MP: 7 L Arm 16-18 18-19 3/3 ... Abdom. 05-09 &/8 ... MP: 10 Thorax 10-13 &/8 ...
Head 16-20 20 5/ ... MP: 10 Thorax 10-13 &/8 ... : Rf Leg 14 &/3
weaapar sr altk/par% damage paints Eg 'I__;lg j]g gg Lfleg 15 6/3 ...
Crook 6 40/30% specialt 6 ... Head 16-20 &/6 ... Head 16-20 6/6 ...
1H Spear 8 256/25% 1D6+1 10 ... weapon sr altk/pars% damage
Buckler S 9 10/30% 1D4 8... weapon  sr altkipar% damage ; o
Bite 7 50%  1D10+1D6 Bite 7 50%  1D10+1D6

1 success costs no hit points, instead
snagging the location. WATCH BEETLE TWO WATCH BEETLE EIGHT
attributes location 1020 points attributes focation  1D20  paints

HERDER FOUR Move s Rnleg Of 63 .. HR7  Inles 02 e

attributes melee missife points HP 17 lF_irc]; I[Z% gg gig """ Rc Leg 03 6/3 ...

ﬂgye 2 Rleg 0104 01-03 34 .. FP:36 Lo leg 04 6/ ... FP: 36 li%difr% 04 8.
10 kb]aeg e s oo S Abdom. 05-08 6/8 ... MP: 10 Thorax 10-13 &/8 ...

Fpo 13 pedom. 0311 07710 34 ... MP: 10 Thorax 10-13 6/8 ... : Rileg 14 em .
i1 Kst 12 1115 3/5 Rfleq 14 &5 . Rileg 14 o3
‘ R Arm 1315 16-17 3/3 ... Lf Leg 15 &/ . fleg 15~ 63...

MP:7  LAm 1618 168-19 373 ... Head 1620 6/6 ... ead  16-20 6/6 ...

Head 19-20 20 54 . ti/bards dama weapon sr atth/par¥ damage

weapon  sr attkipar% damage  points ;_"a""” ;’ Zw"a 1‘;10961 06 Bite 7 50%  1D10+1D6

Crook 6 40/30% specialt 6 ... e ° + WATCH BEETLE NINE

1H Spear 8 25/25% 1D6+1 10 ...

Buckler S & 10/30% 1D4 8. WATCH BEETLE THREE

attributes  location 1D20  points

attributes  location 1D20  points Move 3 Rh Leg 01 63 ..

t success costs no hit points, instead

; i Move 3 Rh Leg 01 6/3 ... P17

snagging the location. HP: 17  Lhleg 02  6/3 .. HP: o tﬁg b2 &l
Releg 03 6 ... FP:36 Lcleg 04  6/3 ...

FP:36 lcoleg 04  6/3 . Abdom. 05-09 6/8 ...

Abdom. 05-09 6/8 ... MP: 10  Thorax 10-13 &/8 ...

MP: 10 Thorax 10-13 &/8 ... Rf Leg 14 6/3 ..

Rfleg 14  6/3 .. Lftleg 15 &3 ..

Lfleg 15 6/3 ... Head  16-20 &/6 ...

Head 16-20 6/6 ...

weapon s atik/par’ damage
Bite 7 50% 1D10+1D6

weapon st alth/par¥ damage
Bite 7 50% 1010+106

10 — Troll Realms



SLLRVRANOT. . AYal X @XOIO# O HRKLOWURVRINOT . AYadw

BORK, Kyger Litor Initiate

charactenstics attributes

STR 17 . Mave: 3

CON 15 ... HitP:18 ...

SIZ 21 ... Fatg: 32-34=-2 ........
INT 10 ... Magic P: 8 ........
POW 8 ... DEX SR: 4

DEX 8 ...

APP 12 ...

location melee missie  points

R Leg 01-04 01-03 8/6 ...
L Leg 05-08 04-06 8/6 ...
Abdom. 08-11 07-10  7/8 ...
Chest 12 11-15  7/8 ...
R Arm 13-15 16-17 8/5 ...
L Arm 16-18 18-19 8/5 ...
Head 18-20 20 6/6 ...

weapon sr  attk/par® damage points

H Mace & 40/65% 1D10+1D6 10 ...
Maul 5 ©5/80% 2D8+1D6 16 ...

Dodge: none.

Spirit Magie {49%): Bludgeon” 1,
Disruption, Fanaticism*, Heal 2. Bork
usually stops to do a little Ceremony
before attempting any spells.

Skills: Ceremony 40%, Devise 25%.
Languages (speak/read): Darktongue
50/10%.

Treasure: carries 30 lunars; ransom is
250%.

Armor: chainmail limbs, scale torso, ring
head.

GIANT RHINO BEETLE

characteristics attributes

STR 38 ... Mave: 3

CON 19 ... Hit P: 27 ...
517 35 ... Fatg: 57 ........
INT 2 ... Magic P: 12 ...
POW 12 ..... DEXSR: 4
DEX 5

location 1020 points

Rh Leg O1 g9/5 ...

Lh Leg 02 9/5 ...

Rc Leg 03 8/5 ...

lc Leg 04 a5 .

Abdem. 05-09 811 ...
Thorax 10-13 a1 ...
Rf Leg 14 a/5 ...
Lf Leg 15 a5 ..
Head 16-20 a9/9 ...

weapon  sr altkipar¥ damage

Hrm Ram 7 75% 206+406
Bite 7  50% 1D6+4D6

NOTE: may attack once per round. If the Horn
Ram succeeds, the victim must resist STH
against STR or be lifted into the air and be
hetd helpless while the beelle continues to
altack others with Bite (it cannot Bite someone
held in its horns. The beelle won't life dead or
incapacitated targets into the air.

Skills: Fly 40%, Hide B0%, Sneak 50%.

HORRIBILIS, Blue Moon Priestess,
Kyger Litor Initiate

characteristics attributes

STR 17 ... Move: 3

CON 14 ... Hit P: 15 ........

s1Z 16 ... Fatg: 31-12=19 ........
INT 16 ... Magic P: 18 ......
POW 18 ... DEX SH: 3

DEX 17 ..

APP 8 ...

location melee missile points

R Leg 01-04 01-03 5/5 ...
L Leg 05-08 04-06 5/5 ...
Abdom. 08-11 07-10 5/5 ...
Chest 12 11-15  &/8 ...
R Arm 13-15 16-17 5/ ...
L Arm 16-18 18-19 5/M ...
Head 19-20 20 5/5 ...

weapon sr altk/par¥  damage paints
Blowgun 2 80/45% 1D3+poisond ...
RH Rapier5 85/80% 1D6+1+1D68 .....
LHMnRG 6 50/85% 1D4+2+1D&10 ...

Dodge: 50%.

Spirit Magle (86%): Befuddle (2}, Heal 5,
Invisibility (3), Shimmer* 4, Silence* 1,
Speedart; known by Mothball Farsee* 2,
Second Sight (3}, Dispel Magic* &,
Protection 4; in matrix Silence* 3.

Divine Magic {96%): Absorption 1,
Command Lune, Concealment®,
Divination* 1, Warship Blue Moon.

Skills: Conceal 85%, Darksense/Scan
65%, Darksense/Search 75%, Devise
70%, Disguise 90%, Hide 85%, Sneak
75%.

Alchemy: can brew Blade Venom POT 10
and mineral peison POT 20. Blade
Venom is a type of poison which is
smeared on a blade or point. If the
weapon penetrates armor, the target
immediately malches his or her CON
against the Blade Venom's potency. If
overcome, the target takes the venom’s
potency as damage directly fo the hit
location struck. If the poison is successfully
registed, the targat still takes half the
damage to the hit location. Blade Venom
must be carefully applied — it takes 1
melee round to apply to a dart or arrow, 2
rounds to apply to a spear point, and 5
rounds to apply to a sword. One dose
coats 5 darts or arrows, or 2 spears, or 1
sword. Blade Venom is volatile, losing its
potency within 15 minutes after opening
the bottle. In combat, it stays on a
weapon for 3 successful strikes against
armor, or 1 penetration. If even 1 point
damage is done to the target, the poison
enlers the wound and is no longer on the
weapon.

Languages {speak/read): Darktongue
80/50%, New Pelorian 40/10%, Sartarite
18%/—-%.

Treasure: Silence 3 matrix. Two doses of
Blade Venom. Five doses of mineral
poison. 40 golden wheels (each worth
20£} for bribes to local officials.

Armor: all bezainted.

JAKASAN, Initiate of Blue Moon,
Gorakiki-moth, and Kyger Litor

characteristics attributes

STR 12 Move: 3

CON 12 . Hit P: 15 ........

817 17 . Fatg: 24-16=8 ........
INT 12 . Magic P: 13 ...
POW 13 . DEX SR: 2

DEX 19 ...

APP 5 ...

focation melea missile points

Rleg 01-04 01-03  6/5 ...
L Leg 05-08 04-06 &/5 ...
Abdom. 09-11 07-10 5/5 ...
Chest 12 11-15  &5/6 ...
R Arm 13-15 16-17 6/ ..
L Arm 16-18 18-18 6/M ...
Head 19-20 20 6/5 ...

weapon  sr attkpar¥% damage points
Scimitar 5 90/85% 1D6+2+1D4 10 ...

Sling 277 70/—--% 1D8 ===
Bukir 8 6 25/85% 1D4+1D4 8 ...

Dodge; 46%,

Spirit Magic (49%): Befuddie (2),
Bladesharp 4, Heal 3, Speedart.

Skills; Animal Lore 85%, Breed Moth
90%, Conceal 30%, Darksense/Scan
75%, Insect Care 90%, Listen 65%, Make
Female Essence (requires female moths)
50%.

Languages {speak/read): Darktongue
60/45%, New Pelorian 30/13%, Tradetalk
13/-=-%.

Treasure: carries 200 lunars,

Armor: ring limbs and head, bezainted
torso.

Flying Trollkin — 11
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THE TROLLKIN HORDE, Dodge: 40%. Spirit Magic: normally none.

Fiepeat As Needed Skills: Search 45%. Treasure: normally
none.
TROLLKIN ONE TROLLKIN SEVEN TROLLKIN THIRTEEN
attributes meles missile points attributes melee missile points attributes meles  missile points
Move 2 R Leg 01-04 01-03 1/3 ... Move 2 R Leg 01-04 01-03 1/3 ... Move 2 A Leg 01-04 01-03 1/3 ...
HP: 9 L Leg 05-08 04-06 1/3 ... HP: 9 L Leg 05-08 04-06 1/3 ... HP:9 L Leg 05-08 04-08 1/3 ...
Abdom. 08-11 07-10 1/3 ... Abdom. 09-11 07-10 1/3 ... Abdom. 09-11 07-10 1/3 ...
FP: 18 Chest 12 11-15 1/ .. FP: 18 Chest 12 11-15 1/4 ... FP:18 Chest 12 11-15 14 ...
R Am  13-15 16-17 1/3 ... R Am  13-15 16-17 1/3 ... R Afm  13-15 16-17 1/3 .....
MP: & L Arm 16-18 18-19 1/3 ... MP: & L Arm 16-18 1818 1/3 ... MP: 6 L Arm 16-18 1818 1/3 ...
Head 19-20 20 173 ... Head 19-20 20 143 ... Head 19-20 20 143 ...
weaapon sr altk/par% damage points weapon s altk/par®% damage paints weaporn sr altk/par¥ damage paints
Bite 9 30/--% 1D6 - Bite 9 30/--% 1D86 - Bite 9 30/---% 1D6 -
T Rock  3/9 35/-—-% 1D6 - T Rock 3/9 35/---% 1D6 -== T Rock 3/9 35/---% 1D6 -—
TROLLKIN TWO TROLLKIN EIGHT TROLLKIN FOURTEEN
attributes meles missile points attributes melee missile points attributes meles missile points
Move 2 R Leg 01-04 01-03 1/3 ... Move 2 R Leg 01-04 01-03 1/3 ..... Move 2 R Leg 01-04 01-03 1/3 ...
HP: 9 L Leg 05-08 04-06 1/3 ... HP: g L Leg 05-08 04-06 1/3 ... HP: 8 L Leg 05-08 04-06 1/3 ...
Abdom. 08-11 07-10 1/3 ... Abdom. 0811 07-10 1/3 ... Abdom. 08-11 07-10 1/3 ...
FP: 18 Chest 12 11-15 14 ... FP: 18 Chest 12 11-15 14 ... FP:18 Chest 12 11-15 1/4 ...
R Arm 13-15 16-17 1/3 ... R Arm 13-15 1617 1/3 ... R Arm 13-15 16-17 1/3 ...
MP: & L Arm 16-18 1819 1/3 ... MP: 8 L Arm 16-18 18-19 1/3 ... MP: 6 L Arm 16-18 1819 1/3 ...
Head 18-20 20 13 .. Head 18-20 20 1713 ... Head 19-20 20 173 ...
weapon st atth/par% damage points weapon sr aftk/pars damage points weapon sr attkipar¥ damage points
Bite 9 30/---% 1D8 - Bite 9 30/--% 1D6 - Bite 9 30/--% 1D& -
T Rock 3/9 35/---% 1D6 — T Rock 3/9 35/--% 1D8& - T Rock 3/9 35/---% 1D6 -=-
TROLLKIN NINE
TROLLKIN THREE
: - tributes meles missie poinis  TROLLKIN FIFTEEN
attributes melee missile  points Move 2 R Leg 01-04 01-03 1/3 ... attributas melee missile points
Move 2 R Leg 01-04 01-03 1/3 ..... HP: 8 L Leg 05-08 04-06 1/3 ... Move 2 R Leg 01-04 01-03 1/3 ...
HP: 8 L Leg 05-08 04-06 1/3 ... Abdom. 09-11 07-10 1/3 ... HP: 9 L Leg 05-08 04-06 1/3 ...
Abdom. 09-11 07-10 1/3 ... FP: 18 Chest 12 11-15 1/4 ... Abdam. 08-11 07-10 1/3 ...
FP: 18 Chest 12 11-15 14 ..., R Arm 1315 1617 1/3 ... FP: 18 Chest 12 11-15 1/4 ..
R Arm 13-15 16-17 1/3 ... MP: 6 L Arm 16-18 18-19 1/3 ... R Arm 13-15 16-17 1/3 ...
MP: & L Arm 16-18 18-19 1/3 ... Head 19-20 20 13 ... MP: & L Arm 16-18 1819 1/3 ...
Head 18-20 20 173 ... weapon s attkipar®% damage points Head 19-20 20 173 ...
weapon sr alfk’parss damage paints Bite g 30/ 1D6 — weapon st altk/par¥ damage points
Bite 9 30--% 1D6 - T Rock 3/9 35/---% 1D6 - Bite 9 30/~--% 1D8 -
T Rock 3/9 35/---% 1D6 - T Rock 3/9 35/—--% 1D6 -
TROLLKIN FOUR TR_OLLKIN TEN o . TROLLKIN SIXTEEN
attributes meles missile points attributes meles missile  points attributes melee missile points
Move2 Rleg 0104 01-03 1/3 ... Move 2 Rleg 01-04 01-03 1/3
Mave 2 R Leg 01-04 01-03 1/3 ... HP: 9 L Leg 05-08 04-06 1/3 ... .p. g Ny 05.08 04-06 1/3
HP: 9 L Leg 05-08 04-06 1/3 ... Abdom. 09-11 O07-10 1/3 ... . eq -
Abdom. 09-11 07-10 1/3 ... Fpi18  Chest 12  11-15 1/4 ... . Abdom.  09-11 07-10 173 ...
FP: 18 Chest 12 11-15 1/4 ... R Arm 13-15 1617 1/3 .. FP:. 18 Chest 12 11-15 1/4 ...
R Arm  13-15 16-17 1/3 .. MP: 6 L Arm  16-18 18-19 1/3 ... ) RAmM 1315 1617 13 ...
MP: & L Arm 16-18 18-18 1/3 ... Head 19-20 20 13 . MP: 6 L Arm 16-18 1819 1/3 ...
Head  19-20 20  1/3 . . Head 1920 20 113 ...
weapon sr attk/par% damage points ;;::pon ;r ;gfia;% 1daDrgage f)fmrs weapon sr attk/par® damage paints
Bit g YL — ___oo . Bite g 30/---% 1D6 -
Pock 30 oo 108 T Rock  3/9 35/---% 1D8 TRock  3/9 35/-% 1D6
TROLLKIN FIVE TROLLKIN ELEVEN TROLLKIN SEVENTEEN
attributes melee missile points aftributas melee missile points  allribules mealee missile  points
Move 2 R Le 01-04 01-03 1/3 ... Move 2 R Leg 01-04 01-03 1/3 ... Move 2 R Leg 01-04 01-03 1/3 ...
HP: o L Legg 05-08 04-06 1/3 ... HP: & L Leg 05-08 D4-068 1/3 ... HP: 8 L Leg 05-08 04-06 1/3 ...
Abdom. 08-11 07-10 1/3 ... Abdom. 09-11 07-10 1/3 ... Abdom. 09-11 07-10 1/3 ...
FP: 18 Ghest 12 11-15 1/44 ... FP: 18 Chest 12 11-15 1/4 ... FP:18 Chest 12 1115 1/4 .
RAmM 1315 1617 173 .. R Arm  13-15 16-17 1/3 ... R Arm  13-15 1617 1/3 ..
MP: 6 L Arm  16.18 18-19 1/3 ... MP: 6 L Arm  16-18 1819 1/3 ... MP.6 LAm  16-18 1819 1/3 ...
Head 19-20 20 173 ... Head 19-20 20 1/3 ... Head 18-20 20 W3
weapon sr attk/par% damage paints weaporn sr altk/pard. damage points weapon sr attk/par% damage paints
Bite 9 30/-=% 1D8& e Bite 9 30/--% 1D6 — Bite 9 30/--% 1086 -
T Rock 3/8 35/ 1D8& - T Rock 3/9 35/---% 1D6 - T Rock 3/9 35/---% 1D6 -
TROLLKIN SIX TROLLKIN TWELVE TROLLKIN EIGHTEEN
attributes melee missile points attributes mealee missile points attributes melee missile  points
Move 2 R Leg 01-04 01-03 1/3 .. Move 2 R Leg 01-04 01-03 1/3 ..... Move 2 R Leg 01-04 01-03 1/3 ...
HP: 9 L Leg 05-08 04-06 1/3 ... HP: 8 L Leg 05-08 04-06 1/3 ... HP: 8 L Leg 05-08 04-06 1/3 ...
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Skyfall Lake

This scenario is written for non-troll characters. They
must enter troll territory and find a well-reported grog
shop hidden in the woods. There one human must (and
more humans may) enter into a good-natured drinking
contest with the trolls. This should result in friendly-
enough relations that the humans can go on to Crabtown,
where a business deal can be concluded. The party can
then return home.

The many opportunities for mishap are left to the
gamemaster; if the adventurers decided to trash the grog
shop, you must deal with the consequences. Stress to the
players that the employer desires no hostilitics, and will
punish whoever starts a fight.

This scenario is a mine for role-playing, since it
avoids combat. The players have the rare opportunity to
enter a troll community as a friendly or neutral party.
The adventure allows the gamemaster to play the situa-
tion as he or she wishes.

Most of the general data in Player Information is
correct. The exact size of this troll settlement is impos-
sible to tell; any of the cited figures might be right. The
handouts contain the usual exaggerations by prejudiced
humans. The mentions of iron are false, as arc the
stories of iron’s presence in the hills.

The Task

A local merchant wishes to hire adventurers who can
follow orders to guard an assistant going to Crabtown, a
troll settlement in the Spider Woods near Skyfall Lake.
The entire journey should take four days.

The merchant will pay each of up to eight
adventurers the following: first, either 2 points of spirit
magic taught by Issaries or 100£ cash after the job is
done; secondly, 50£ in advance and another 50£ after
the job is done; thirdly, a fair share of any loot rightlully
gained in self-defense while on the job. .

The assistant who is accompanying the parly is a
gentle, experienced trader named Murius. He is smart, a
non-combatant, and a skilled speaker and trader initiate
of his cult.

Murius has Path Watch on him for the journey, and
will bring medicines which keep him awake for the
whole journey. He is a non-player-character who should
be handled by the gamemaster. After the first 24 hours,
he will be groggy and disoricnted, and should be played
quietly.

As far as actual play goes, Murius’ function is lo
maintain peace. His employer claims to have prepared
the trip with the trolls, and the party is guaranteed
protection if they follow normal procedurcs. If he
discovers, or even suspects that any characters deliber-
ately caused trouble with the trolls, he will say so, and
that person will lose all payment as well as Murius’
protection.

Murius has a set of written instructions from his boss.
It is written in Tradetalk, and it is included in the
handouts. Murius will share it with the adventurers.

Everything is fairly straight-forward; your task as
gamemaster is to entertain the players without a [ight.

Murius’ object is to pick up four large spools of
spider silk, each worth about two thousand lunars, and
four other bundles worth about 250£ each, containing
miscellancous troll items dredged from the lake.

The Overland Journey

The adventurers complete their instructions and outfit-
ting in Ironspike, the northernmost Sartarite outpost.
They must cover 40-50 kilometers on the first day, find
the Frog Grogge Shoppe (as it is named) on the second
day, and proceed as fortune takes them from there.

Leaving Ironspike, the party travels through hilly
country for 25 or so kilometers. This takes Murius’
wagons about 12 hours. This region is hunting land for
the trolls; if the gamemaster has the publication Troll-
pak, make two rolls on the appropriate encounter table
found there. Trolls met here are wary, and may well
flee if approached.

Crossing the hills, the expedition enters the flat lands
beside the Skyfall marshes. An additional six hours pass
before they reach the strcam beside which they are to
camp. Trolls met here are more likely to be aggressive,
and will not take kindly to thoughtless or destructive acts
by adventurers. Nonctheless, gifts and bribes made here
arc likely to be accepted.

Most trolls met while traveling here will be reluctant
to interact with the party. Keep in mind that the journcy
is much less important than the events to follow at the
Grogge Shoppe and in Crabtown. If the adventurers
attack or kill trolls on the way to the Shoppe, no one at
the Shoppe will know of it.

PLAYERS MATERIALS

Some items of information are free, pro-
vided by the employer; some are for sale,
and may be sought out by the players. The
paired items also may be given out in any
way desired by the referee.

They include:

FROM THE EMPLOYER
Lunar Report {¢c. 1584}
Myth of Skyfall Lake
An Issaries Report {¢c. 1610}
The Nets of Skyfall
Ancient Ditty
Map to Skyfall Lake
Instructions from the Employer

FROM THE TEMPLE OF KNOWLEDGE
Price: 50 Lunars for entire collection
Ancient Report on Great Trolls {c. 732)
Lunar Report on Religions {c. 1595)
Troll Fishing Boats, Ete. {c, 1423)
Redbird's map of Crabtown
Another Redbird Document

TO BE HANDED QUT LATER
Grog Shoppe Menu
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THE SKYFALL LAKE SCENARIO

instructions to Skyfall Lake from the
Employer

Your journey will begin at Ironspike Fart.
This is the stranghald of the hill barbarians
who live in Jaskor's Hold, their name for
their valley, 1t is the last outpost of civi-
lization and all outfitting must be com-
pleted there,

The journey is simple but dangerous, |
have gone to great expense to prepare the
way for the group and as long as instruc-
tions are followed there should be little
risk,

You must set out early on the first
day, with horses, and not slaw for any-
thing until night camp is made.

The first leg of the journey is 25 km
northward, following the winding Jaskor
River through the hills to the flat plains
which surround Skyfall Marsh, From there
travel on this plain northeast for another
25 km until you again reach broken and
difficult ground. There is a wide river there,
which has no name: make a well-defended
camp in that area.

The single day’s journey becomes more
dangerous with each passing mile. Once the
shores of Skyfall Marsh are reached you will
be upon Giants' Walk, a place where the
largest giants known sometimes come. Their
footprints may be visible,

This is also the entry into troll terri-
tory, and they are very jealous of their
lands. My contacts have purchased you

what safety can be bought by a humble man

like me, but my friends have enemies of
their own kind, and there are also many law-
less trolls.

On the second day you must search the
hills for signs of the Frog Grog Shoppe.
Signs, obviously troll-made, will point to
it. If trolls are sighted in the vicinity, they
can be appeased by shaking a wine bottle,
beer keg, or kvass skin at them,

At the Grog Shoppe, the person hired
for drinking will show his stuff. This test
should be no problem for a hearty adven-
turer. Don't believe what popular rumor
says about troll drinks - they're harmless,

You will see signs which will lead yvou to
the shop.

There is a large curtain which covers the
entry. Murius will give the drinker a piece
of food to hold. Go to the curtain, enter
guickly, and shut the curtain as fast as vou
can. They do not like light. Throw the food
to the left, and do not even look that way
if you are squeamish,

3o not eat what they offer. It is poi-
50Nous,

Any number of you may enter at once,
but only one of you must drink. Others
should behave themselves peaceably, and
may imbibe if they wish.

Enjoy yourselves!

Y ou must say, "Rom Bom Ga Ga onooo.
I say | can drink my way into Crabshell1"

After that they should be friendly. I
they are not, flee at once.

Onee the small task is accomplished at
the Grog Shoppe, there should be a guide
to bring the party to the town, Once there,
the humans will remain, and rest or amuse
themselves in any way not offensive to the
natives. | suggest you hide and stay hidden,
or stick close to Murius,

Murius will do business with my cus-
tomer, and everyone will remain in Crabeity
for the day and night,

The next morning everyone will depart,
The first day’s journey will be to the pre-
vious campsite, or thereabouts. There is no
need to stop at the Grog Shoppe, unless you
desire to do so.

The next day's journey is the last, It is
the hardest, for many miles must be covered
going through Giants® Walk,

The duty of the hired guards will cease
at lronspike, Murius will follow private or-
ders in returning home on his own.

Enclosed is a map for your purposes in
the journey: you are welcome to keep it
afterwards.

Lunar Report on the Skyfall Lake Region
[compiled 1584]

This populous troll gueendom is ruled per-
sonally by the heroguester called Crag-
spider. Her impenetrable castle, Cliffhome,
perches atop the highest mountain of the
region. Many able lieutenants assist her in
dealing with her populace, for she is never
séen outside of her home,
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There are no cities here, though many
tiny villages dot the shores of the misty
Skyfall Lake,

Crabplace is the name of the largest.
Except for the immense shell which forms
the roof of the city temple, the place isa
fair exarmple of what a troll village is like.
This giant shell is located on high ground
and is near the center of the buildings. The
buildings themselves are in usual troll dis-
array, with sprawling streets and small
filthy markets where they steal from each
other.

Another town is built only of driftwood,
and is called Driftwood in the troll tongue.
Another is called Conch, and is said to whis-
tle with a thousand eerie voices whenever
the wind blows, Most are made of flotsam
and jetsam.

Occasional stone structures are kept by
wealthy trolls interested in keeping out
other trolls, but there is no military de-
fense of the vill, If a sizeable enemy force
ever approaches with hostile intent then the
trolls abandon their village and temples and
take to their boats or to the hills to hide.

Once a week, buyers from Cragspider’s
castle descend and tour the villages an the
lake. Their browsing and shopping may
take hours or days, depending on their
training and skills. Whatever they do not
wish to purchase immediately is given a
price which the owners remember reli-
giously. For that price they will thence-
farth sell their items, but most of their
stock is accumulated and worthless junk.
Since trolls buy little from each other, their
shanties are built of the previous years’
catches.

| estimate their army to consist of 600
troll militia-type hunters, all of whom can
assemble within forty-eight hours at a spot
hidden in the hills. There are also many
great trolls, maybe another 80O in sight or
rumored to be nearby. Trollkin are limit-
less and sometimes roam the hills in wild
packs,

Myth of Skyfall Lake
[A Tale Popular in all of Dragon Pass]

Why is there a place called The River? There
are many rivers in this stormy land.

The source of this mighty river lies far
to the north, in the wild regions of the land.
This river is famous in all the tongues of the
world, for this was the first river which was
born to flow downhill, from the hills to the
5Ea,

During the War of the Gods there was a
deity called Korang the Slayer. He was of
chaos, a tainted monstrous god, He suffered
both for and because of his ignorance, and
revelled in it. He carried a long iron spear
which pierced many foes with Death. He
strode through the darkness leaving a poi-
sonous wake; the peaceful of the world con-
spired to confront him.

Three deities set forth: Hard Earth is
one, Skyriver Titan is the second, and the
third is no longer remembered.

Korang the Slayer met them in combat.
The god wha is no longer remembered was
struck and the life and soul and magic and
energy flew out of him and burned up his
body so that there is nothing left of him
now.

Skyriver Titan thought to avoid this
death, but was wounded anyway. His life

bload gushed out upon the land. He tried ta
flee skyward to his safe home, but the flew
of his life broke through the worlds, and as
a result that place is always raining, His life
blood will always stream through the re-
gians he fled, \

Hard Earth thrust himself at the wea-
pon, and the strength of his body shattered
the tool into many pieces, But he was
thrown down too, and became those hills
where the Black Dragon lives and the spiders
are servants to the trolls.

Once unarmed, the monster was nothing
of power, and the great flowing of Sky-
river Titan's blood cascaded upon it with a
frothing and furious struggle. The mon-
ster was drowned, and violence of the blood
and his soul churned up the marshes which
surround the lake. Under the lake lies the
ruins of a dead city where the chaos gods
once lived. And overhead the Skyriver still
continues to flow, washing upon the region
in great torrents to cleanse the earth,

An Issaries Report

{Can be gained by talking in most market-
places. Documentation is available upon re-
guest, and has been gotten for the players.)

There is a town called Crabcity which is
the biggest troll settlement in all of the Dra-
gon Pass lands. An immense temple made
out of a single crab shell protects the shrine
of Kyger Litor, who reportedly killed the
monster.

Like many trolls, these tribes use vari-
ous insects as guard animals, They are es-
pecially fond of their stingworms, but most-
ly love their spiders.

Even though they are creatures of dark-
ness, these trolls go too far. Due to Crag-
spider’s proximity they count all arachnids
to be sacred, and so refrain from harming
any of them. This is well in some respects,
far the fly population is amazingly low for
a filthy troll city. A larger spider variety,
finding insects too small, takes birds on the
wing by spitting a glue at them, Everything
smaller than a housecat seems, even to me,
acceptatile and tame. For ane thing, their
ramshackle huts are often all covered with
a clean whitish sheen of webbing.

It is the great spiders which are so abom-
inable. | saw one whaose body was larger
than a harse and whose legs measured over
ten meters across, He was covered by glis-
tening hair and was an attractive bronze
calor,

Another was covered with warty grey
skin and was the size of a woolly mammaoth,
as sometimes come to our land from Aggar,
It dripped pools of acid which the trolls
gathered after it had left, When it retired,
it taok three trollkin, kicking and screaming,
with it.

When such a monster appeared, each sep-
arately, mind vou, all the natives fled in
terrar. The spider then stalked calmly down
the alleys, crushing huts as he walked over
them. |t paused occasionally ta tear apart
a hovel, peeling its layers of trash like a
wife peeling a head of lettuce. Its familiarity
with this hunt was plain to see, and such
maonsters may arrive here reqularly,

Another comman curse is when the
voung of the warty grey ones hatch, They
are dangerous biters, and can gang up on
larger creatures. The trolls then simply

desert the whole region until the spiders
clean ouwt their town and eat each other. It
is also possible for a priestess to somehow
enchant them all into a small magic bottle
which she then casts into Skyfall Lake.
Also, a type of floor shrew sometimes ap-
pears in large numbers and devours the
spiderlings.

Carathos suggested that they could
set up a nice altar outside of town and
leave trollkin as a sacrifice, but Garkagi
said the priestesses would have none of
that and that we should watch our ton-
gues while we still had them.

From the diary of Hafsar Blueyes,
priest of issaries, Fire Seasan 1610

The Nets of Skyfall

A particular type of magical substance, es-
pecially useful in making nets, comes only
from the Skyfall Lake area, It is probably
some type of exotic spider silk, perhaps
from gods or spirits, but it is impossible to
tell for sure, Even the priests and their Rune
spells cannot tell.

The local trolls use it to fish in Skyfall
Lake, That is a feat in itself, for this lake is
violent and troubled, and has creatures in it
which have fallen out of the sky, or are
left over from the Gods War. Still, the trolls
sometimes make nets and skein the bottom,
or make fishing lines with it and use hooks
carved from dragon bones,

They are said to harvest odd animals, of
no practical use to anyone but hungry trolls,
and sometimes a magical item of worth,
but more commonly a load of junk.

These things can anly be gotten with
those magical nets, and the nets can anly be
made with special knowledge which is un-
known outside of that troll region,

— commaon knowledge among fishermen
of the region

Ancient Ditty

On the Shores of Skyfall Lake
Live the trolls who daily take
the treasures from that sea.

Their nets are gifts from the Spider
And the casters do nat hide Her
Glory in loot and in misery,

They ride their boats through chaos ruins,
And slay evil foes with iron harpoans
And share in the Spider's treasury.

An Ancient Report on Great Trolls
[Excerpt from a speech by Maravang Four-
eyes in 732 ST to his household.]

The presence of a new type of trolls,
which we call Great Trolls, is absolutely
sure, They are coming from Cragspider's
Spire. She seems to have relocated a whale
tribe of them, or has a method of breeding
them, or else has made a hole to the hero
plane to enlist aid,

The truth must be knawn. Therefore, |
have taken it upon myself 1o secretly pene-
trate Cliffhome in search of this menacing
truth. | swear to return with the words to
you, even upon my death and dispersal,
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an this matter. If | return, the name of
Maravang Four-eyves will ring forever as a
hera.

Farawell, wife. My last thoughts shall
be of you. Keep our secret pathway open,
Yelmalio smile on you.

[Naravany was seen once since then, in
a dream of his wife's, He appeared, looking
gaunt and pale, and said “No fear.” Four-
eye is also the name of a servant in Crag-
sider’s household who is a spirit of light
and delivers messages for her.]

Lunar Report on Religions
[e. 1595]

The most popular religion in the area is
that of Arachne Solara, the goddess of
nature. Cragspider, a monster troll, is said to
be high priestess of the cult. She is never
seen but the pinnacle which houses her is
but 12 miles away from the lake, always
visible.

Koyger Litar is popular, as wharever
trolls five.

Sea Titan is another god, whase shrine is
set atop the crab shell there.

A priestess of Night wanders about,
hobbling and aided by a slave. She car-
ries @ lead umbrella which she calls Argan
Argar, and which shades her in the daytime.

Troll Fishing Boats, Etc.
[Fragment from an ald Tarsh report to the
king, c. 1423]

T catch some of the deeper monsters
the trolls use whale hurmans as bait, hooked
alive and protected anly by an air-breathing
spell.

Most prized of their small lake fleet is
Krakenbarne, a massive ram-ship with eight
magic oars cut from giant bones and armor
made fram the hide of unslayable dragons.

Maost fishing boats are poar imitations of
this vessel. Instead of dragon parts they usu-
ally have some portion of a dead dragonewt
nailed to their wooden planking to provide
protective magic,

Their nets, in the hand of a master,
could provide access to almast any magic of
the cosmos, were the caster to survive the
many hard tests and guardians who are tied
into its ragical strands and knats.

Another Redbird Document

We had no problem in acquiring a piece of
the magical rope, These trolls responded like
real friends, even thouah | was an initiate of
two Lightbringer cults and had liberated a
band of trollkin to my care,

The guards in my hire have turned out to
be among the most slovenly and vile of my
experience, for they seem to enjoy rooting
about the poisonous drinks like the trolls
that they are visiting. Only myself and a
servant named Willworth went out onto the
lake to fish,

| drew up several creatures which were
strange, and lost my bait, The most impres-
sive was a green snake’s skull which seems to
be important. Most important, of course, is
that it was free.
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Willworth pulled up a bronze pot with a
lid closed tight, He pried it open with his
knife and peered inside, but a mustardy
vapor sizzled out and burnt his whole face
off. Healing did help sormne and he is lucky
that | saved his life then. One eye was hor-
ribly swallen and | couldn't bear to look at
I,

| immediately set off home but we were
beset by ane of those unpredictable dangers
of the region. A whale, measuring thrice the
size of any of the greater dinosaurs in the
world, rose and came to swallow us. It
seerned as hig as the city of Boldhome, All
of my magic was no use against it,

Willworth then rose up and proved the
worth of someone even as ignorant as he,
for he simply said something and waved his
hand and jumped once with a yelp of pain,
and the whale shuddered and sounded,
never touching us at all and sending a wave
which carried us to shore, Willworth, poor
fool, was ashock and was once again saved
by my skills,

it would seem to me.

where in my memaoirs.,
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Once the player-characters reach Crabtown, however,
word of any attack has likely reached the town
authorities, and the adventurers may be forced to flee.
Trollkin may have been watching from a distance if the
adventurers attacked a troll, or troll hunters may find
evidence of the struggle, such as a dead troll. If only
wild trollkin have been killed, the trolls will not care,
but if the player-characters have killed normal trollkin,
the trolls may well react unfavorably: trollkin are at least
as valuable to trolls as goats and dogs are to humans,
and the trolls will not be pleased to learn that the visitors
have been destroying valuable property.

THE GROGGE SHOPPE

After breaking camp on the morning of the second day,
the party should move upriver, the players pausing
occasionally to make Scan and Track rolls. Have them
begin to do this before there is anything to sce.

Then they come to a junction with two markers, cach
pointing down a different trail. The correct choice is the
Y-stick in the ground, with a bone in the crotch of the Y
pointing left. A gourd weights the bone against the
ground Lo keep the bone from being shifted. This is the
way to the Grogge Shoppe.

The incorrect sign is that of an impala skull with a
stick through one eye socket pointing to the right. The
right-hand trail leads to a pit trap, left to the gamemaster
to handle. The trolls occasionally check the trap to see if
anything has tumbled in.

This is a critical decision. The players have to figure
out which path goes to the Grogge Shoppe. Let them do
so if they can. The easiest way is to make a successful
Track roll and notice that the left-hand trail has many
more troll footprints.

Qutside the Shoppe

There is no attempt to hide the Grogge Shoppe. There
are, in fact, obvious peace signs stuck to trees and

painted on rocks. Most of these are crude marks, but
also there is a real human hand giving the Lunar Sign of
Peace, and a Chalana Arroy sash hangs nearby.

A thick, old, very dirty curtain flaps along a cliff
face. It’s held up by stone spikes wedged into the
limestone. To enter the Grogge Shoppe, raise the curtain
and walk down into the dim interior.

Inside the Grogge Shoppe

As the nearby floor plan confirms, there is nothing fancy
about this place. Sketch the plan for the players while
the eyesight of their adventurers adjusts to the darkness
which trolls prefer. Naturally, any conversation in the
Shoppe comes to an abrupt halt when the visitors
appear.

Five trolls, three trollkin, and one gargoyle are in the
cave. Note character locations on the plan, and play
them as follows.

SPOONER: the bartender and owner, Spooner is an Ar-
gan Argar initiate, adroit at languages. Although the rite
noted in the employer’s instructions is liitle-known to
humans, Spooner has done it often and knows it well.
He should be the speaker whenever the adventurers must
be answered. He orders the three trollkin about, and also
translates for Watcher, the troll who cannot understand
any language but Darktongue.

3 TROLLKIN: they have no personalities. Have Spoon-
er send them scuttling about to do work and to provide
comic relief.

GROGGER: this wingless gargoyle is a loyal slave to
Spooner. He usually sits at the spot located, acting as a
chair for his owner. Upon command, he leaps up and
does his stuff, surely leaving an opponent groggier than
before.

THE WATCHER: he sits slumped on the floor. Some-
times he mumbles in Darktongue to Spooner, who may
send a trollkin to him with a ladleful of this or that.

JOURNEY TO SKYFALL LAKE
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GROWLER: though his voice is low and raspy, he
makes himself clear. He, too (what a coincidence!),
speaks the language of the adventurers. He is fairly
sober and speaks confidently to humans. He is dressed
like a hunter.

SQUEAKER: dressed like a warrior, he makes no
hostile moves. His armor is on, his helmet off, his
weapons beside him. He doesn’t want lo fight and won’t
be provoked. He has met humans before; he likes to
gamble,

The Ritual

Once the adventurers make the proper statement (as
instructed, the leader must say ‘Rom bom ga ga 00000’),
the trolls become friendly. They make welcoming noises
to the player-characters, gesture them in, offer them
seats, and ask if they are hungry.

Spooner says, ‘‘Welcome to the Frog Grogge Shoppe
Inn. This is, as you somehow know, the secret entryway
into my home city, granted to me by Her Mightiness
Cragspider, Goddess over all the world. If you can meet
a few special requirements, you and all of your party
can enter Crabtown as friends.

‘‘Here is what you must do. First, take a good large
swallow from any one of these kegs which you select.
Secondly, take a drink from any one keg which I select.
Thirdly, take a drink from any one keg which somcone
else selects,

“*After that you will be guided to town by one of my
trollkin, and you will be announced as friends.”’

Someone, of course, must accept.

“‘Glad to hear that. Before we begin, would you or
any of your friends like some human beer before we
begin? It is good to trolls, you know, and I sell it cheap.
Only one silver for a mug of real ale.”

When any orders for beer are filled, Spooner says,
‘‘Let’s begin now. You may choose your own poison,
as they say. What? [looks shocked] Why yes, of course
you must pay for the drinks. [looks angry] Whal are you
trying to do, ROB ME? That’s better!”’

Some other answers Spooner may make are just
below.

Q: Who made up the names of these drinks?

A: There was a fellow named Willworth through here
scveral times. He did it. I really don’t know what those
words mean. We have our own names in Darktongue.

Q- Who wrote this menu?

A: Once there was a woman here who had a remarkablc
feather. She did not drink here, though she did eat like
everyone does, and she made this for me with her feather
for payment.

Q: What are in these kegs?

A: I cannot tell you.

And there are other speakers besides Spooner:

GROWLER: I will help you out for money.

SPOONER: That is against all the rules.

GROWLER: Look, you guys, maybe I can help you
another way. First of all, do you make bets?

SQUEAKER: Bets? Count me in!

At this point, introduce the betting motif if you want.
See the next section, Side Bets.
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Side Bets

Growler and Squeaker are happy to bet on the success
and failure of the people drinking each drink. Each has a
pattern he uses as much for entertainment as in aid of
the humans.

Growler bets that the human will be slightly affected
by a drink. He bets a small amount. He wants other
people to bet against his assumptions.

Squeaker always speaks sccond. He always bets that
something far worse will happen to the person, and
makes much larger bets.

They are both wrong the first few times. Their bets
show, in fact, that they have no idea how the drinks
affect people. The names hint about effects which might
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occur, however, and if the adventurers understand that
they may be tempted to bet against the trolls themselves.

The trolls are glad to bet. In fact, they suggest that all
the humans take up the task of testing each of the vats
and make greater and greater wagers.

However, Squeaker knows a lot more than he first
shows, and at some point will make a huge bet on
something quite silly which will occur from the drink of
the gamemaster’s choice. The event occurs exactly as
Squeaker says it will, he will win, and the two trolls will
laugh their heads off at the adventurers, and then collect
their winnings.

Sample Dialogue

These words are to guide the trolls’ talk. Rcad them
aloud if you like. Inflect them! Sound trollish by lower-
ing your voice, growling and snorting. These ready-
made speeches can fill gaps of silence and provoke
responses from the adventurers,

GROWLER: I bet you 12 Junars that his eyes fall out.
SQUEAKER: I bet 25 lunars that he never eals solids
again,
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GROWLER: I bet 14 lunars that he gets a case of the
Shakes, SQUEAKER: I bet double that and say that his
hair will turn gray and that he’ll lose the use of his fingers.

GROWLER: I bet 8 lunars and a clack that this is the
drink that changes humans into bears. SQUEAKER: No, I
bet you 39 Iunars that the man will laugh, then choke till
he turns blue, have the runs, and then go berserk.

GROWLER: I can’t believe that he’ll drink that one! I bet
he never gets rid of the smell! 15 lunars! SQUEAKER: I
saw this one happen before. I bet 23 lunars that he goes
blind for a week, then catches Wasting discase.

GROWLER: Wow! I've seen this! 17 lunars says he dies!
SQUEAKER: I think that his INT will be raised and that
all his hair falls out. 22 lunars.

During this the two trolls drink heavily and, acting
quite drunken, they always urge more ale upon the
humans with whom they are betting. They’ll even buy
drinks for their marks. If the adventurers accept these
drinks, see the sub-section on ale in The Grogge Shoppe
Drinks and How They Work for the effects.

Those who enjoy imbibing may be taken advantage
of by experienced sharpies like Growler and Squeaker.
Each time the trolls buy an adventurer an ale, the
recipient must make an idea roll. If they have been
trying to stay sober while drinking, they must receive a
result of current INT x5 or less, or drink morc anyway.

When the player-characters are nicely drunken, the
trolls make an exorbitant bet. If the players understand
what is happening, the gamemaster must insist that those
adventurers can only refuse if they receive a successful
current idea roll. Failing, they agree to the wager even
though the players might wish otherwise.

This exorbitant wager may be anything that the
gamemaster chooses, and can apply to any of the troll

i

And don’t eat the mug!

drinks that have not yet been tried. The effect should be
ridiculous, but not fatal. This special effect applies only
for this one drink, and the beverage’s normal effects
may or may not apply as well. In justification, the
gamemaster can point out that troll drinks are not
standardized, and that this particular batch had some
unusual trace elements.

Feel free to adjust the amount of ecach bet to suit the
cash which the adventurers typically carry. The trolls
are good for their word; they’ll always be able to pay
up. They are not absurdly rich — this is a light enter-
tainment, not a chance to strike it rich.

The Grogge Shoppe Drinks
and How They Work

Besides the drinks listed as available in the Grogge
Shoppe, gamemasters are urged make their own to suit
their fancies. All drinks are served in large mugs about
a liter capacity. The following notes about specific
drinks include appearance, effect upon trolls, effect upon
humans, and other notes as needed.

DRIVE CAREFUL WINE: this thick brown syrup
smells sour. Little unidentifiable chunks float on its
surface.

Of typical troll ingredients, most of it is boiled plants,
about 15 varieties. The lumps are chopped bectle of a
type valued for its powerful digestive juices which help
ferment this stuff. The chunks crumble easily and are
easily swallowed.

This drink is a troll favorite in taste, but not specially
noted for any physical effect.

The chemicals may sicken human drinkers. Each
mug requires a resistance roll of CON against the
number of mugs swilled. That is, each mug equals POT
1 poison, cumulative for life. The human body cannot
break down these poisons. However, neither is there any
effect (except for a transitory queasy feeling when first
drinking) until the person is overcome by the total POT.
He or she then becomes violently ill for that number of
hours equalling the number of mugs drunk, and must
spend 1D6 hours times that number recovering. During
the recovery, only healing songs bring any solace to the
otherwise helpless victim. This poison never breaks
down. If a person ever tries this drink again, he or she
must once again match the accumulated total against his
or her CON or be sick. (The number of mugs should be
entered on the player’s adventurer sheet.)

It is commonly believed that one may build up
tolerance to many troll drinks, and the referee may wish
to amuse himself by encouraging players to try this with
Drive Careful wine.

OLD ROTGUT: A dark purple wine with pale blue
froth on the surface.

This berry beer is made to almost human standards of
cleanliness and purity.

Trolls like Old Rotgut because it numbs them into a
comforting stupor which can be shaken off quickly if
desired. The effects are short-lived as well, though
persistent drinkers have pink teeth from the stuff.

For humans, this drink has a POT 15 poison from the
berries. A human must receive a successful CON roll
against POT 15; failure sends 1D6+6 points of damage
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to the abdomen. A success reveals Old Rotgut to be
astonishingly pleasant. Each mug is resisted against
separately and, if successful, does no harm. Additional
drinks are not cumulative. Some human debauchers are
known to prefer Old Rotgut despite the damage (heal-
able by magic), but even most alcoholics recognize the
danger of that trap.

SKULLBUSTER: a brown liquid covered by a turgid
layer of crusty yellow and red bits. It smells like rotten
tobacco and red peppers.

Trolls love Skullbuster because it dulls their sensitive
hearing and dilates their weak eyes. They perceive this
distortion of perception as a high. Skullbuster reportedly
tastes very good, though some trolls think that the
Grogge Shoppe uses too much elf skin during the
soaking process.

Humans who drink Skullbuster show no apparent
effects for a day after they drink it. When a victim
wakes the next morning, his or her INT has been re-
duced by one point per mug drunk. The effect remains
until the victim gets a successful current INT x1 result
on D100. The roll can be made once per day. If a vic-
tim’s INT is reduced to zero or less, he or she goes into
a coma that night and cannot be awakenced until cured
magically.

POWZIE: a frothy yellow drink, lively enough to give
off hissing sounds. It is warm to the touch, and smells
of cinnameon and garlic.

Trolls drink Powzie for its kick. Each mug drunk by
a troll reduces his hit points by one, recoverable by one
point per hour. This is not real damage, but numbness;
upon reaching zero hit points, the troll merely goes
unconscious. Powzie is for trolls who drink to forget.
Waicher, the sot slouched in the corner of the Grogge
Shoppe, drinks this.

Humans who drink Powzie never finish a mug
without having to stop. Each swallow equals a POT 1
poison which rushes directly to the head if it overcomes
the drinker’s current CON. This damage can be healed
by magic. The POT of the swallows accumulate, and at
last will overcome the drinker’s CON, at which time all
the accumulated POT is done at once to his or her head.
Powzie! A mug has about 20 swallows in it.

An adventurer who chooses this drink may be felled
by it several times, but the trolls will insist that he or she
finish the drink.

EROSION OUZO: this is a thin bubbling liquid, much
like champagne. The dipping spoon for this drink is of
enamelled metal.

Erosion Ouzo is an acid, POT 3D4 per drink. It’s
caustic, and placing something over the surface will let
the bubbles pop there, with clear results. Skin will be
mildly burned. Metal will be tarnished and slightly
eroded. Cloth will be burnt away.

Trolls like this drink. It goes directly to their rock
stomachs, where it joins the digestive juices to ignite
massive heartburn, setting off chemical reactions which
flush the body of acids. The result is rapid euphoria
lasting about half an hour per mugful.

A human takes damage from this drink varying with
the POT of the acid. Full damage is done directly to the
head and chest. It is quite possible to melt away by

20 — Troll Realms

trying to swallow this smff. Healing spells will repair
this damage.

RAINBOW DELIGHT: it changes color and consist-
ency, passing through the spectrum from yellow to pur-
ple and back again. It gets thicker as it yellows; thinner
as it becomes purple.

In the yellow stage, Rainbow Delight is chewy and
smells like citrus. In the red stage it is salty and usually
chugged quickly. In the purple stage it is tangy and
aromatic, This social drink for trolls is much favored.
Making it is a secret known only to trolls.

For humans, the yecllow stage can be swallowed with
great difficulty only after prodigious chewing. A suc-
cessful CON x5 roll must received, or else the target
gags and spits it out. Swallowing this stage does one
point damage each to head and chest, and two points to
the abdomen as the belly tries to churn it.

The red stage is extremely sally to humans, but is
otherwise palatable and without ill effect.

The purple stage is concentrated alkali, always burn-
ing the human target for two points of damage to both
head and chest, and doing four points damage to the
abdomen.

A single mugful has two of ecach of the drinks in it.
As one color is consumed, the contents cease turning
that color. For instance, if an adventurer drinks both red
drinks, the stuff begins to alternate betwcen yellow and

purple.

ALE: a normal, if rather dark amber ale, as served in
many human inns and taverns. Trolls enjoy its flavor,
though they can drink gallons of the stuff without
becoming drunk.

It is different for humans. If you have it, consult
Vikings and apply those drinking rules. If you do not, let
each mug subtract one from both the current INT and
DEX of the drinker. This affects skill bonuses, but not
memory.  Drinkers will have reduced idea roll
thresholds, and presumably the trolls will take advantage
of this inability to resist foolish suggestions.

The Results

If the adventurers perform the minimal duties outlined,
they will be able to ask for the guide and then be off to
Crabtown.

They may or may not be or become drunken, though
one of them must drink.

If the players have debts, then they surely will be
allowed into the town. Nothing will happen to them at
all, either, even from their angry debtors. Not paying off
results in pursuit by those appropriate at the end of the
scenario.

Regardless of the betting, Spooner will send a trollkin
to lead the humans to the Crabtown temple of Argan
Argar. The trollkin is very ordinary, and refuses to
speak to humans.

The trollkin carries a staff to which are tied a gourd
and some other junk, dangling on red ribbons. One item
is a little silver bell which the trollkin keeps ringing as
they go.
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CRABTOWN

This settlernent is both ancient and ever-changing. The
map can be used many times; feel free to change sec-
tions of the town at will. This part of the adventure
gives the adventurers chances to speak to trolls, be
bumped by trollkin, smell their buildings, and otherwise
give them opportunity for contact.

Using the word ‘building’ to refer to troll structures
may be inapt. Trolls have little skill at architecture, and
usually excavate rather than build or grow surface
constructions. They do often imitate other peoples by
constructing temporary above-ground shelter.

Troll buildings or structures are always patchwork,
unless they get outside help (as Sir Scissor did years ago
from human). Trolls are indiscriminate about materials:
a single irregularly-stacked wall might contain rocks,
logs, bits of cloth, dirt, reed matting, bones, and skins
stretched over openings. Such walls are precarious, tum-
bling down in the wind or collapsing when a trollkin
tries to scale one.

Approaching the Town

Crabtown is 11 kilometers from the Grogge Shoppe,
about a two-hour walk. Time the arrival of the party to
dusk, giving enough light to see by and allowing the
trolls to come out and move about.

The path winds through large boulders; the adventur-
ers can hear and see figures paralleling the way. These
are trollkin guards. They will not attack and will run
away if attacked, but they will keep pace all the way. As
messengers come and go, the number of trollkin grad-
ually increases.

Half way along, the party is stopped and questioned
at a guardpost, even accompanied by a trollkin from the
Grogge Shoppe. The guards are standard warriors of ap-
propriate level selected from the sample troll statistics at
the front of this book. This is a good time for everyone
to check their adventurers, perhaps to heal them; now is
also a good time for you, through Murius, to remind
cveryone of their duties and responsibilities.

The path through the rocks becomes difficult, rising
and narrowing abruptly to make a sirong defensive
position. More trollkin guards stand here. The path goes
downwards, then turns sharply right. Turning a corner,
the adventurers get their first glimpse of Crabtown.

POINT (1). This is the first of four viewpoints related
to the map of Crabtown. From here the town is a dirty
brown and gray collection of irregular buildings. A
steep barren hill dominates the left side of the town; the
flanks of the hill are steeply eroded. The bleached bones
of a large creature can be seen between the hill and the
lake beyond. Many buildings cluster together in an area
perhaps 150 meters square.

Many trollkin scrabble about, stuffing their mouths
with goods which surely will be gone later, eaten by
bigger trollkin. Unarmored trolls in a variety of cos-
tumes are emerging, siretching and yawning. Drums
beat. Patrols of scouts and bands of hunters come and
go.

A well-worn path leads into town. Murius now dir-
ects the way. The trollkin guide accompanies the party
without comment.

POINT (2). To the left are many buildings. To the right
is the Brawling Ground. Several trolls are here, mostly
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naked, wrestling with each other. Some trollkin carry
bundles of arms and armor out from shacks and prepare
it in the open to be put on.

The supervising troll sights the humans and
approaches themn. He kicks aside the guide trollkin with
the bell. He deliberately struts into the humans, ignoring
them but shoving them aside and trying to knock them
down. If the humans fight back, he will be glad to brawl
for a moment. If any in the party draw wecapons, he
backs away shouting. His yells immediately bring a
half-dozen armed and armored trolls, and six more will
arrive every two minutes for the next six minutes.

The troll is Karvorki the Hungry, leader of the local
Zorak Zoran temple. He dislikes humans and wants to
provoke a fight, but he knows the rules and will not
attack anyone protected by Spooner’s ritual. Even if
waves of warriors spew from the nearby temple, they
will not attack, though they do threateningly gesture and
ry to drive the party away.

If the adventurers want to flee, point out the two
larger buildings as sturdy and defensible sites. The par-
ty’s reception is quite different, depending on which
building is chosen. The Spider Priests will be hostile
and violently eject them, but will not pursue the combat
past the temple doors. The Food Store owner politely

receives the party and treats them kindly, as customers.
If the adventurers insult the proprietor, a troll named Jop
the Happy, he states that he will happily sell their car-
casses later, and sends a trollkin to register his claim
with the tribal leaders.

The Zorak Zorani do not pursue the party, nor do
those trolls rhake further trouble once the humans lcave
the area around their Brawling Grounds.

POINT (3). To the right are buildings. The trollball
team is seen, in uniform, heading to the ford from their
locker roomn and back along the trail to their practice
grounds. The local team is called the Total War team.

To the left are many trollkin hovels and another
marsh. This marsh is guarded by armed ftrollkin who
suspiciously watch the humans.

Point (4). To the right is a neat, square-built house, the
Argan Argar temple. Several trollkin work outside, tot-
ing bags or laying out fish to dry on the sloping sides of
the shacks. To the left are more houses. Beyond them is
the lake. As is typical, its surface today is covered with
a thickening fog, stirred around by cold winds. Already
some fishing boats are being rowed out into the mist.
Overhead, the air is gray and misty.

A butler, wearing a jester’s motley cap, stands by the
carcfully-made swinging door to the temple. The butler

TROLL-TOWN ENCOUNTERS

This section is a short and explicit tour down the main
pathway of a troll setflement. The tables can show the
players what these towns are like, and also give their
characters chances to err and anger the trolls.

The best method of showing off the scenery is to
move along the path and, where marked as on the

If an adventurer were to go knocking on a troll's door,
the inhabitant undoubtedly would have been doing
something beforehand: what he was doing
determines his reaction to being disturbed.

Typical Troll Activities

accompanying map, direct the adventurers' attention to D100
interesting points. The full descriptions of these paints roff result
of interest are left to the gamemaster, who should spend 01-30  asleep or loafing
a little time studying the points and their relationship, 31-45 working
The following table shows the percentage of 46-66  eating
occurrence for each building use in the town. Trolls tell 67-75  drinking
what is inside these unmarked piles by looking at subtle 76-78  gambling
clues on their outsides, something humans should not 79-81  copulating , o
attempt. The information is generally of use and may 82-89  praying or otherwise worshiping
help in an adventure. Though this table can be used for 90-91  singing, entertaining
any troll town or setflement, adjust the priests 92-95  practicing arms
accordingly. 96-99 practicing magic ]
00 Uh-oh. Rell again te find result, but the
troll always will be very disturbed.
Who Llives Here? ____ o — _
D100
rolf %  resident or use
01-10 10 abandoned a8 1 Argan Argar priest
11-44 34  trollkin only; roll 3D6 for number 89 1 Xiola Umbar priest
45-55 11 1D6 trolls and 1D8 trollkin Q90 1 Aranea priest
56-65 10  2De6 trolls and 1D6 trollkin a1 1 Zorak Zoran priest
66-67 2 104 trolis 92-83 2 Kyger Litor priest
68-69 2 storehouse, guarded by animal 94 1 Skyriver Titan priest*
70-7v3 4 storehouse, guarded by on-duty troll 95 1 village chief
74-76 3 storehouse, guarded by divine magic a6 1 master fisher or hunter troll
77-79 3 storehouse, guarded by animal, 97-98 2 Argan Argar goods
divine magic, and guard troll 99 1 trollball locker room
80-82 3 grog shop 00 1 Qcops! This one has a big
83-84 2 potter basement. Roll 3 times on this table
85 1 alchemist or herbalist and combine the results.
86 1 leadsmith * ocours only in this village
B7 1 exotic food store
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comes forward to speak with the trollkin with the bell.
The butler looks over his shoulder at the humans. The
trollkin motions, nods, and points to each of the party.
The two trollkin whisper in Darktongue with accents
impossible to understand.

At last the butler turns to the adventurer who
performed Spooner’s ritual, saying, ’Fum Sir Sisser to
is customs: Hi' Te lord is out now, so plest be seated
and cal or sleep to is arrival. Plest do not straying fum
tis spot.”’

Murius is embarrassed that the butler did not address
him directly, and demands the statement be repeated. He
then turns and repeats the message a second time to the
adventurers.

Everyone should settle down and wait. This is an
opportunity for the player-characters to be tempted by
their own curiosity. If they wander off, you are on your
own to guide them.

Sir Scissor

Meeting and dealing with Sir Scissor is the high point of
the expedition. He is a strange and curious character,
and his bchavior is only his personal taste, exaggerated
as much of troll behavior is.

He shows off by constantly going about in daylight.
He is not at all intimidated by light, since he wears sun-
glasses made of natural volcanic glass.

Sir Scissor is not his troll name, which he keeps a
sccret. He gave himself the name Sir Scissor after many
years of dealing with humans.

He is much influenced by human contacts he has
made as an Argan Argar merchant, but these ways have
been altered to suit troll tastes. Sir Scissor has on decent
though unkempt robes of heavy wool, dyed a bright red.
He wears a stout fur cap and a broad leather belt with a
silver clasp, and many bags of varying size hang from
his belt. If viewed carefully, movement can be seen be-
neath his robe. That is his rat familiar.

He carries a heavy crossbow, uncocked. Behind him
come two slave trollkin carrying another of their kind,
dead and already partially butchered. The dead one has
no clothes and was apparently a wild trollkin.

Sir Scissor leads a leashed tric of creatures. They
strain against his grip, glad to be home and donc with
the hunt. Two of them are cave trolls with blindfolds
over their eyes. The third is a trollkin with an unusually
large nose; it struts about and sometimes whines. Its
cyes have been poked out.

Proud of his hunting team, Sir Scissor is flattered if
anyone comments favorably about them. The unfortun-
ates on the leashes have been treated to go abroad in
daylight, and the dark troll is sure to point that out.

Sir Scissor formally greets Murius, and then begins
the troll custom of introducing them to his home. Use
this opportunity to show players troll customs. First, the
grectings are made. Then several trollkin bring large
bags of varying cleanliness. Sir Scissor then allows the
adventurers into his house, casting a nicely-made sack
over each head, symbolizing entrance into welcoming
darkness. Always bag the jumpiest adventurer first, and
let him make some trouble. After being welcomed
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inside and unbagged, use these customs: pointing-out of
possessions, feeding live animals to guests, and
bargaining for goods. Additional information can be
found in Trollpak, if you have that publication.

Once this scene is concluded, the party may rest or
go on, as you wish. Unless you want to continue to
explore the town, nothing else of importance need occur
here.

If the adventurers got this far without offending
anyone, don’t despair — be glad you have interested and
sensitive players. Let them rest, travel home, and get
paid. Then, on the next adventure, use the pursuit force
statistics as enemies in your own scenario.

THE PURSUIT

The adventurers will not stay long in Crabtown if they
think they are in trouble. If they are, let them know. Sir
Scissor will certainly warn his guests if they are going
to be arrested or assaulted. He’ll urge them to flee, for
troll justice is not kind to human offenders. He can help
them escape to the town limits, but no further.

It is possible to attack the offending adventurers
inside Crabtown, but that is unsporting and contrary to a
good tale. If anything happens in town, it should be a
hairsbreadth escape, perhaps with alarm drums booming
as the party runs like hell to escape.

The party, having escaped, has no difficulties until
they reach the flatlands by Skyfall Marsh. There
avenging spider riders, in hot pursuit, attack.

Adjust the number of pursuers to an amount creating
a fair fight. If you need more than those provided at the
end of this adventure, make photocopies. Remember,
these trolls do not need to kill the whole party. They do
demand vengeance, and their payment should be exorbi-
tant (two humans alive or dead, for instance, or four
horses). If these can be gained, the spider riders have
achieved victory and will depart, leaving the survivors
behind. The trolls do not care whether the offending
adventurers or the entirely innocent are killed or re-
turned to Crabtown.

The gamernaster may want to give the adventurers a
chance to negotiate with the spider riders, or to betray
two among them to the wrath of trolls. Adjust the
situation to the adventure’s flavor and your desires.

The pursuers are professional soldiers in the employ
of Cragspider. They are competent and should be used
that way. Their spells will be prepared when they attack,
for instance. They are led by a priest of Aranea. They
all ride large tarantulas. Each tarantula is accompanied
by swarms of giant wolf spiders which are furry and can
jump and bite. Each spider party is identical.

Players’ Information

A few kilometers behind them, the adventurers see some
enormous gray mounds scurrying over the ground
toward them. There is a swathe of smaller brownish
objects before these gray things, either preceding them,
being chased, or being herded.

As the pursuers draw closer, the players can see that
they are being chased by gigantic gray tarantulas.
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Squatting on the backs of the tarantulas are trolls; each
tarantula carries two dark trolls and one trollkin. The
brownish objects are packs of man-sized wolf spiders.
Here and there, leading the packs, stride larger green
and spiny lynx spiders, trying to govern the movements
of the unintelligent wolf spiders.

Playing the Attackers

On the back of each tarantula is a trollkin to carry
missiles and Blade Venom for the dark trolls. One troll
guides the tarantula and serves as its mahout. The other
troll possesses Mindspeech, which he uses to communi-
cate with the lynx spiders, to help them guide the ad-
vance of the spider pack. The lynx spiders are not very
smart, but can take simple commands. Both dark trolls
can fight. Instead of slings, they use javelins, and
instead of mauls they wield nets, both thrown and in
melee.

The trolls stop their tarantulas about 30 meters from
the party, and send in the wolf spiders. The trolls hide
behind large shields. The lynx spiders advance and then
spray webbing over the humans while the wolf spiders
surge forward. The lynx spiders concentrate on a single
target with their webbing, then move on to another; the
wolf spiders keep biting until they or their foe collapses.

A lynx spider will attack by biting if an attack pene-
trates its armor. Each will bite a foe once, then move to
another target if another hit penetrates its armor.

If the party kills three or more spiders without having
any of their own members die, the tarantulas and trolls
join in the attack. The trolls will not move in if their
wolf and lynx spiders are winning easily.

If all the lynx spiders are put out of action, the trolls
move in to keep command over their wolf spiders. If the
party starts to win easily, the trolls may just flee, using
some wolf spiders as a rear guard to delay pursuit. The
wolf spiders prefer to attack mounts rather than heavily-
armed human mercenaries. @

SIR SCISSOR’S HUNTING PACK

NOSER, value trollkin, leader of Sir
Scissor's Hunting Pack

SHAGGUNN, Cave Troll in Sir
Scissor’'s Hunting Pack

characteristics attributes characteristics attributes

STR 8 ... Move. 2 STR 28 ... Move: 3

CON 12 ... Hit P: 12 COMN 18 ... Hit P: 19 ...
SIZ 11 ...... Fatg: 20 . sz 19 ... Fatg: 46-3=43 ........
INT 8 ... Magic P: 7 ... INT 8 ... Magic P: 8 ........
POW 7o DEX SR: 3 POW 8 ... DEX SR: 4

DEX 14 ... DEX F

APP 7o APP 4 .

location  melee missile  points location  meles missile  points

R Leg 01-04 01-03 1/4 ... R Leg 01-04 01-03 5/7 ...
L Leg 05-08 04-06 1/4 ... L Leg 05-08 04-06 5/7 ...
Abdom. 08-11 0710 1/4 ... Abdom. 08-11 0710 6/7 ...
Chest 12 11-15  1/6 ... Chest 12 11-15  3/8 ...
R Arm 13-15 1617 13 ... R Arm 13-15 16-17  3/5 ...
L Arm 16-18 1818 1/3 ... L Arm 16-18 18-19  3/5 ...
Head 18-20 20 1/4 ... Head 19-20 20 37 ...
weapon  sr altkiparvs damage weapon  sr altk/par¥% damage

Bite 8 35% 1D6 Claw 8 67/---% 1D6+2D6

Dodge: none.

Spirit Magie (32%): Heal 2.

Skills: Track By Smell 149%.
Languages (speak only): Darktongue
26/---%. 22/-—-%,
Armor: none.

Special Abllity: though blinded, he has
greatly enlarged nose and nostrils.

Dodge: none.
Spirit Magic: none.

Skills: Track By Smell 97%.
Languages (speak/read): Darktongue

Armor: leather apron over abdomen.

Special Ability: regenerates 1 hit point per
location per melee round.

SIR SCISSOR, Argan Argar priest
and initiate of Kyger Litor

characteristics attributes

STR 16 ... Move: 3

COM 14 Hit P: 15 ...

SIZ 16 . Fatg: 31-25=6 ........
INT Magic P: 15 ........
POW DEX 3R: 3

DEX

APP

location meleg missile points

R Leg 01-04 01-03 4/6 ...
L Leg 05-08 04-06 4/6 .....
Abdom. 09-11 07-10 8/6 ...
Chest 12 11-15 8/ ...
R Arm 13-15 16-17  4/5 ...
L Arm 16-18 18-19 4/5 ...
Head 18-20 20 4/6 ...

weapon  sr afth/par® damage paints
1H Spear 6 092/87% 1D8+1+1D4 10 .....
H X-bow 3 30/19% 2D6+2 8.
Target 8 7 22/79% 1D6+1D4 12 ...

Dodge: 5%.

Spirit Magic (62%): Detect Magic®,
Disruption, Dullblade* 3, Glamour* 3,
Mindspeech” 3, Protection 4, Vigor* 1
(raises hit points to 16 and ups each hit
location by 1}; {(known by fetch)
Extinguish™ 1, Heal 4, Second Sight (3).
Divine Magic {87%): Dark Walk*, Safe*,
Create Shadow® 5, Sanctuary™,
Spellteaching®, Suppress Aether” x2,
Warding” 1, Worship Argan Argar*,
Skills: Darksense/Scan 59%,
Darksense/Search 82%, Evaluate 92%,
Human Lore 81%, Track 49%.
Languages (speak/read): Darktongue
70/96%, Sartarite 47/---%, Tradetalk
105/---%.

Treasure: carries 200 bolgs. At any given
time, his warehouses hold 1020 x1000
lunars worth of trade goods and 10100
%100 ENC of lead (for use in minting
bolgs). He is a rich man, and owns more
than 20 trollking plus the hunting pack
described nearby.

Armer: cuirbouilli limbs, brigandine torso,
and bezainted head. He normally does
not wear armaor.

Allied Spirit: in rat. INT 8, POW 14, HP 1,
Dodge 57%.

SHAGGOQ, Cave Troll in Sir
Scissor’'s Hunting Pack

characteristics attributes

STR 25 ... Maove: 3

COMN 14 Hit P 20 ...

sz 26 . Fatg: 39-4=35 ........
INT 11 ... Magic P:8 ...
POW 8 ... DEX SR: 4

DEX B ...

APP 3

location melee missile  points

R Leg 01-04 01-03 5/7 ...
L Leg 05-08 04-06 5/7 ...
Abdom. 08-11 0710 &/7 ...
Chest 12 1115 am| ...
R Arm 13-15 16-17 355 ...
L Arm 16-18 18-19 35 ..
Head 18-20 20 3/7 ...
weapon sr aftkipar¥ damage

R Claw 7 8&5/--% 1D6+2D6
L Claw 10 80/---% 1D6+2D6

Dodge: none,
Spirit Magic (23%): Disruption.
Skills: Track By Smell 102%.

Languages (speak/read): Darktongue
16/-=-%.

Armer: leather apron over abdomen.

Special Ability: regenerates 1 hit point per
location per melee round.
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Pursuit Pack 1

TROLL WARRIOR

atiributes meles missile points
Move 3 RLeg 01-04 01-03 7/6 .....
HP: 16 L Leg 05-08 04-06 7/6 ...
Abdom. 0%-11 07-10 8/6 ...
FP: & Chest 12 11-15 8/7 ...
R AmM  13-15 1617 7/5 ...
MP: 13 L Arm 16-18 18-18 7/5 ...
Head 19-20 20 76 ...
weapon sr attpar¥ damage paints
Javelin 3 60/25% 1D10+1D3 8 ...
H Mace & B80/60% 1D10+1D6 10 ...
MNet 5 B5/60% 1D4+1D3+
snare 8 ...
Kite 8 7 20/70% 1D6+1D6 16 ...

Dodge: none. Spirit Magie: Bludgeon® 2,
Darkwall* {2}, Detact Enemy, Disruption,
Fanaticism®, Heal 2, Mindspeech* 1,
Protection 2. Skills: Conceal 75%, Climb
55%, Devise 55%, Jump 65%, Listen
65%, Ride Spider 80%. Languages:
Darktongue 40/25%, Tradetalk 25/—-%.
Treasure: 10100 lunars; ransom is 250F.

TROLL MAHOUT

atiributes

Move 3 RlLeg 01-04 01-03 6/5 ...
HP: 15 L Leg 05-08 04-06 &/5 ...
Abdom. 09-11 07-10 8/5 ...
FP: 5 Chest 12 11-15 8/6 ...
R Arm  13-15 16-17 &/4 ...
MP: 12 L Arm 16-18 1819 &/4 ...
Head 19-20 20 6/5 ...
weapon sr altk/par¥ damage poaints

Javelin 3 30/25% 1D10+1D3 6 ...

HMace & 65/50% 1D10+1D6 10 ...

H MNet 5 50/40% 1D4+1D3t 8 ...

Kite S 6 20/45% 10DB6+1D6 16 ...

tplus snare.

Dodge: none. Spirit Magie: Bludgeon* 2,
Darkwall™ {2}, Disruption, Fanaticism®,
Heal 2, Speedart. Skills: Conceal 35%,
Devise 40%, Jump 50%, Listen 50%,
Ride Spider 80%. Languages:
Darktongue 35/15%, Tradetalk 15/-—-%.
Treasure: 50 bolgs, 50 clacks, 108;
ransom is 100 lunars.

TARANTULA MOUNT

attributes —
Move: 8 Hit P: 42 ........
Fatg: 66 ........ Magic P: 14 ...
location malee missile  points
R4 Leg 01 o3} 97 ...
L4 Leg 02 oz 9/7 ...
R3 Leg 03 03 8f7 ...
L3 leg 04 04 97 ...
Abdom. 05-08 05-11 917
R2 Leg 09-10 12 a7 ...
L2 Leg 1112 13 97 .
R1 Leg 13-14 14 97 ...
L1 Leg 15-16 15 97 ..
CphlThre 17-20 16-20 an7 ...
weapon sr attk% damage
Bite 5 6B5% 1D6+4D6+
paison POT 42

Spell: Heal 3. Skills; Climb 90%, Hide
40%, Jump 90%, Search 75%, Sneak
50%.

melse missile points

TROLLKIN SLAVE

attributes melee missile points
Move 2 R lLeg 01-04 01-03 3/4 ...
HP: 11 L Leg 05-08 04-06 3/4 ...
Abdom. 09-11 07-10 3/4 . .
FP: 15 Chest 12 11-15 3/5 ...
R Arm 13-15 16-17 3/3 ...
MP: 7 L Arm 16-18 1819 3/3 ...
Head 18-20 20 414 .
weapon sr attipar¥% damage points
T Javeln 3 30/30% 1D10 8 ...

Hl Javeln 7 30/30% 1D6+1 8 ..

Dodge: 25%. Spirit Magic (30%): Heal 2,
Speedart. Skills: Hide 25%, Ride Spider
50%, Search 50%. Language:
Darktongue 25%. Treasure: 6 doses POT
4 poiseon for troll's javelin.

Wolif Spider Skills: Climb 90%, Hide 40%,
Jump 80%, Search 75%, Sneak 50%.

WOLF SPIDER 1

attributes —
Move: 8 Hit P: 14 ...
Fatg: 20 ........ Magic P: 7 ........
focation maiee missile  points
R4 Leg 01 o1 373 ...
L4 Leg 02 02 33 ...
R3 Leg 03 03 33
L3 Leg 04 04 3/3 ...
Abdom. 05-08 05-11 316 ...
R2 Leg 09-10 12 3/3 ...
L2 Leg 11-12 13 313 ...
Rt Leg 13-14 14 3/3 ...
L1 Leg 15-186 15 373 .
CphiThrx 17-20 16-20 3/6 ...
weaapon sr attk% damage
Bite 6 35% 1D6+1D4+
poison POT 14
WOLF SPIDER 2
attributes —
Move: 8 Hit P: 14 ...
Fatg: 20 ........ Magic P: 7 ........
location  melse missife  points
R4 Leg O o1 343 ...
L4 leg 02 oz 33 ...
R3 Leg 03 03 33 L.
L3 Leg 04 04 33 ..
Abdom. 05-08 05-11 3/6 ...
R2 Leg 09%-10 12 373 ...
L2 Leg 11-12 13 3/3 ...
R1 Leg 13-14 14 343 ...
L1 Leg 15-16 15 3/3 ...
CphiThrx 17-20 16-20 3/6 ...
weapon  sr alth% damage
Bite 6 35% 106+1D4+
poison POT 14
WOLF SPIDER 3
attributes —
Move: 8 Hit P: 14 ...
Fatg: 20 ........ Magic P: 7 ........
location melea missile  points
R4 Leg 01 01 373 ...
L4 Leg 02 02 33 ...
R3 Leg 03 03 343 ...
L3 Leg 04 04 3/3 ...
Abdom. 05-08 05-11 36 ...
R2 Leg 09-10 12 33 L.
L2 leg 1112 13 343 ..
Rl Leg 1314 14 33 ...
L1 Leg 15-16 15 33 ...
CphiThrx 17-20 16-20 36 ...
weapon sr attk% damage
Bite 6 35% 1D6+1D4+

poison POT 14

LYNX SPIDER, Leader of the Pack

attributes —

Move: 8 Hit P: 21 ...
Fatg: 40 ........ Magic P: 12 ...
lacatiar melee missite  paints
R4 Leg o1 01 4/4 ..
L4 Leg 02 o2 4/4 ...
R3 Leg 03 03 4/4 ...
L3leg 04 04 414 ..
Abdom. 05-08 05-11 4/9 ...
R2 Leg 09-10 12 4/4 ..
L2 leg 11-12 13 44 .
R1 Leg 13-14 14 4/4 ..
L1 Leg 15-16 15 4/4 ...
CphiThrx 17-20 16-20 49 ..
weaporn s atth% damage

Bite 5 45% 106+2D6+

poisan POT 21

Spirit Magic (70%): Heal 3. Skills: Climb
90%, Hide 40%, Sneak 50%.

WOLF SPIDER 4
attributes —

Move: 8

Fatg: 20 ........
focation melee
R4 Leg 01

L4 leg 02

R3 Leg 03

L3 leg 04
Abdom. 05-08
R2 Leg 09-10

L2 Leg 11-12
R1 Leg 13-14
L1 Leg 15-16
CphiThrx 17-20
weapon sr atth%
Bite 6 35%
WOLF SPIDER 5
attributes —

Move: 8

Fatg: 20 ........
location meles
R4 Leg 01

L4 Leg 02

R3 Leg 03

L3 leg 04
Abdom. 05-08
R2 Leg 0910
L2 Lleg 1112
R1 Leg 13-14
L1 Leg 15-16
CphiThrx 17-20
weapon  sr atth%
Bite 6 35%
WOLF SPIDER 6
attributes —

Move: 8

Fatg: 20 ........
location meles
R4 Lleg 01

L4 leg 02

R3 Leg 03

L3 Lleg 04
Abdom. 05-08
RZ Leg 09-10
L2 Leg 11-12
Rl Leg 13-14
L1 Leg 1516

CphlThrx 17-20

weapon sr attk%
Bite 6 35%

Hit P: 14 ...,
Magic P: 7 ........
missite  points
01 343 ...
02 3/3 ...
03 343 ..
04 3/3 ...
05-11 3/6 ...
12 3/3 ...
13 343 .
14 313 ...
15 313 ..
16-20 356 ...
damage
1D6+1D4+
poisan POT 14
Hit P: 14 ...
Magic P: 7 ........
missile  points
01 < Tic N
02 3/3 ...
03 33 .
04 3 ..
05-11 3/6 ...
12 33 ..
13 3/3 ...
14 33 ...
15 3/3 ...
16-20 <11 —
damage
1D6+1D4+
poison POT 14
Hit P 14 ...
Magic P: 7 ........
missile  points
o1 3/3 ...
02 3/3 ...
03 3/3 ...
04 3/3
05-11 36
12 3/3
13 3/3
14 3/3
15 3/3
16-20 3/6
damage
1D6+1D4+

poison POT 14_}
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Pursuit Pack 2

TROLL WARRIOR

attributas melee missile paints

Move 3 Rleg 01-04 01-03 7/6 ...
HP: 16 Lleg 0508 0406 7/6 ...
Abdom. 09-11 07-10 8/6 ...
FP: 5 Chest 12 11-15 8/7 ...
R Arfm 1315 1617 7/5 ...
MP: 13 L Arm 16-18 18-18 7/5 ...
Head 18-20 20 706 ...

weaapon sr altpar® damage points
Javelin 3 60/25% 1D10+1D3 8

HMace 6 80/60% 1D10+1D6 10 ...

Net 5 65/60% 1D4+1D3+
share

8.
Kite S 7 20/70% 1D6+1D& 16 ...

Dodge: none, Spirit Magic: Bludgeon* 2,
Darkwall* (2}, Detect Enemy, Disruption,
Fanaticism®*, Heal 2, Mindspeech* 1,
Protection 2. Skills: Conceal 75%, Climb
55%, Devise 55%, Jump 65%, Listen
85%, Ride Spider 80%. Languages:
Darktongue 40/25%, Tradetalk 25/—%.
Treasure: 1D100 lunars; ransom is 250¢.

TROLL MAHOUT

attributes melee  missile  points

Move 3 Rleg 01-04 01-03 &/5 ...
HP: 15 Lleg 0508 04-06 6/5 ..
Abdom. 08-11 07-10 8/5 ...
FP: 5 Chest 12 11-15 8/8 ...
R Arm 13-15 16-17 6/4 ...
MP: 12 L Arm 1618 18-19 6/4 ...
Head 18-20 20 6/5 ...

weapon sr attk/par¥ damage points
Javelin 3 30/25% 1D10+1D3 6 ...
H Mace 6 ©5/50% 1D10+1D6 10 ...
H Net 5 50/40% 1D4+1D3t 8 ...
Kite S 6 20/45% 1D6+1D6 16 ...

tplus snare.

Dodge: none. Spirit Magic: Bludgeon® 2,
Darkwall* {2}, Disruption, Fanaticism®*,
Heal 2, Speedart. Skills; Conceal 35%,
Devise 40%, Jump 50%, Listen 50%,
Ride Spider 90%. Languages:
Darktoengue 35/15%, Tradetalk 15/—-%.
Treasure: 50 bolgs, 50 clacks, 10£;
ransom is 100 lunars.

TARANTULA MOUNT

attributes —

Move: 8 Hit P: 42 ...,
Fatg: 66 ........ Magic P: 14 ........
location melaa missile  points
R4 Leg 01 01 8/7 ...
L4 Leg 02 02 9/7 ...
R3 Leg 03 03 97 ...
L3 leg 04 04 97 ...
Abdom. 05-08 05-11 any ...
R2 Leg 08-10 12 a7 ...
L2 Leg 11-12 13 97 ...
Ri Leg 13-14 14 97 ...
L1 Leg 15-16 15 a7 ...

CphiThrx 17-20 16-20 9/17 ...
weapan sr atth®% damage

Bite 5 65% 1D6+4D6+
poison POT 42

Spell: Heal 3. Skills: Climb §0%, Hide
40%, Jump 90%, Search 75%, Sneak
50%.

TROLLKIN SLAVE
attributes melee missile points

Move 2 R leg 01-04 01-03 34 ..
HP: 11 Lleg 05-08 04-06 34 ...
Abdom. 08-11 07-10 34 ...
FP: 15 Chest 12 11-15 3/5 ...
R Arm  13-15 1617 3/3 ...

MP: 7 L Arm 16-18 18-18 3/3

waapon sr attk/par¥ damage points

T Javeln 3 30/30% 1D10 B8 ...
Hl Javeln 7 30/30% 1D6+1 8.
Dodge: 25%. Spirit Magic (30%); Heal 2,
Speedart. Skills: Hide 25%, Ride Spider
50%, Search 50%. Language:
Darktongue 25%. Treasure: 6 doses POT
4 peison for troll's javelin.

Wolf Spider Skills: Climb 90%, Hide 40%,
Jump 90%, Search 75%, Sneak 50%.

WOLF SPIDER 1

attributes —
Move: 8 Hit P: 14 ...
Fatg: 20 ........ Magic P: 7 ........
location meleg missife  points
R4 Leg 01 o1 343 ..
L4 Leg 02 o2 33 ..
R3 Leg 03 03 33 L.
L3 leg 04 04 3/3 ...
Abdom. 05-08 05-11 36 ...
R2 Leg 0%-10 12 33 ..
L2 Lleg 11-12 13 33 ..
R1 Leg 13-14 14 3/3 ...
L1 Leg 15-16 15 33 ...
CphlThre 17-20 16-20 3/ ...
weapon  sr atth% damage
Bite 6 35% 1D6+1D4+
poison POT 14
WOLF SPIDER 2
attributes —
Maove: 8 Hit P: 14 ...
Fatg: 20 ....... Magic P: 7 ...
location males missile  points
R4 Leg 01 01 343 ..
L4 Lleg 02 0z 3/3 ...
R3 Leg 03 03 3/3 ...
L3 Leg 04 04 373 .
Abdom. 05-08 05-11 36 ...
R2 Leg 08-10 12 33 ...
L2 Leg 1112 13 33 ...
R1 Leg 1314 14 3/3 ...
L1 Leg 1516 15 33 ...
CphiThrx 17-20 16-20 6 ...
weaporn sr atth% damage
Bite 6 35% 106+1D4+
poison POT 14
WOLF SPIDER 3
attributes —
Move: 8 Hit P: 14 ...
Fatg: 20 ........ Magic P: 7 ........
location melee missite  points
R4 Leg 01 01 3/3 ...
L4 Lleg 02 02 33 ..
R3 Leg 03 03 373 ...
L3 Lleg 04 04 33 .
Abdom. 05-08 05-11 36 ...
R2 Leg 09-10 12 33 ...
L2 Leg 11-12 13 33 ...
R1 Leg 13-14 14 33 ...
L1 Lleg 15-16 15 33

CphiThrx 17-20 16-20 36 ...
weapon  sr altk% damage

Bite 6 35% 106+1D4+
poison POT 14

Head 19-20 20 4/4 ...

LYNX SPIDER, Leader of the Pack

atiributes —

Mave: 8 Hit P: 21 ...
Fatg: 40 ........ Magic P: 12 ...
focation mealeg missile poirts
R4 Leg O1 o1 4/4 ...
L4 Leg 02 oz 4/4 .
R3 leg 03 03 4/4 ...
L3 Leg 04 04 4/4 ...
Abdom. 05-08 05-11 419 ...
RZ Leg 09-10 12 4/4 .
L2 leg 1112 13 4/4 .
R1 Leg 13-14 14 4/4 ...
L1 Leg 15-186 15 4/4 ..

CphlThrx 17-20 16-20 4/9 ...

weapon  sr atth% damage

Bite 5 45% 1D6+2D6+
poison POT 21

Spirit Magic (70%): Heal 3. Skills: Climb
G0%, Hide 40%, Sneak 50%.

WOLF SPIDER 4

attributes —

Move: 8 Hit P: 14 ...
Fatg: 20 ........ Magic P: 7 .......
location melee missile  points
R4 Leg 01 o1 3/3 ...
L4 Leg 02 02 33 ..
R3 Leg 03 03 3/3 ...
L3 leg 04 04 33 ...
Abdom. 05-08 05-11 36 ...
R2 Leg 0910 12 33 ...
L2 leg 11-12 13 3/3 ...
R1 Lleg 1314 14 33 ...
L1 Leg 15-16 15 373 ...

CphiThrx 17-20 16-20 36 ...
waaporn sr attk% damage

Bite 6 35% 1D6+1D4+
poison POT 14
WOLF SPIDER §
altributes —
Move: 8 Hit P: 14 ...
Fatg: 20 ... Magic P: 7 ........
location meleg missile  points
R4 Leg O1 o1 3/3 ...
L4 Leg 02 oz 33 ..
R3 Leg 03 03 3/3 ...
L3 Lleg 04 04 33 L.
Abdom. 05-08 05-11 316 ...
R2 Leg 09-10 12 33 ..
L2 leg 11-12 13 J<Tic -
R1 Leg 13-14 14 313 ...
L1 Leg 15-16 15 353 ...

CphiThrx 17-20 16-20 3/6 ...
weapon sr attk% damage

Bite 6 35% 1D6+1D4+
poison POT 14
WOLF SPIDER 6
attributes —
Move: 8 Hit P:14 ...
Fatg: 20 ... Magic P: 7 ........
lacation melae missite  points
R4 Leg 01 01 3/3 ..
L4 Leg 02 02 33 .
R3 Leg 03 03 3/3 ...
L3 Leg 04 04 33 ...
Abdom. 05-08 05-11 6 ...
R2 Leg 08-10 12 33 ...
L2 leg 1112 13 33 ...
R1 Leg 13-14 14 33 ...
L1 Leg 15-18 15 33 ..
CphlThme 17-20 16-20 356 ...
weaporn &r  attk% damage
Bite 6 35% 1D6+1D4+

paison POT 14 )
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Grubfarm

Someone wants to hire the adventurers to go to Grub-
farm in troll country to get some royal jelly. Depending
on the gamemaster’s wishes, the potential employer may
be either Jingar the Fat, an Issaries merchant, or Stark
Tollinger, a minor Sartarite noble.

Jingar the Fat wishes to trade as peacéably as possi-
ble with Grubfarm’s master, with whom he has
corresponded previously. Jingar is not out for blood and
wants only an honest profit.

Stark Tollinger does not know it is possible to deal
pcaceably with trolls — he has had too many bad
experiences 1o be able to trust them. He doesn’t plan to
slaughter trolls in the raid, but merely to steal as much
honey, royal jelly, and other valuables as possible, and
then get out. This would be his fourth raid on Grubfarm.

If your players would tend to run troll-hunter rather
than troll-neutral adventurers, then let Stark make the
offer. If they tend to belong to trollish cults or if they
arc members of pacifistic cults like Lhankor Mhy or
Issaries, they probably should go with Jingar. Yelmalio
cultists will be happier with Stark.

The Deals

The two employers offer different deals. Jingar the Fat
informs the adventurers that his main goal is trade. If
the adventurers wish to purchase anything on their own,
he will not try to stop them. He will pay for all royal
jelly secured; if the adventurers are forced to do some-
thing heroic to get it, then Jingar will give them every
fourth piece of royal jelly. Additionally, he will pay
their expenses and replace any lost weapons. Each ad-
venturer gets 100£ for the full trip there and back. If an
adventurer dies, Jingar will pay his or her relatives the
full amount, but Jingar will not give the cash to mere
comrades-in-arms.

Stark Tollinger offers the adventurers 25% of all the
loot they bring back, to divided among themselves as
they see fit. He will give them each 50£ before the
expedition to equip themselves, but subtract that amount
from the total loot garnered at the end of the quest.

Stark provides the adventurers with free information
— all the Player Information nearby. Jingar provides no
information; he can offer to obtain the same data for
them, but for 200£.

GRUBFARM

Near the northeast corner of the Vale of Flowers, just
inside the recognized boundaries of Dagori Inkarth
stands a well-known inscct farm known as Grubfarm.
The proprietor, Protosome BlackBite, is noted for his
fine watch beetles which are bought by trolls from all
over the region. Grubfarm also produces stingworms
and possesses a giant beehive, from which the trolls
gather honey, beeswax, and (occasionally) magical royal
jelly.

28 — Troll Realms

All the trolls in the Vale of Flowers, and most trolls
in the nearby areas of Dagori Inkarth know of Grub-
farm. The Bugbrain clan of the Redstone troll tribe are
relatives of BlackBite and often trade with him. Even
the elves of the Vale of Flowers know about the farm,
though they call it Troll Garden. The elves refrain from
raiding the farm because they fear that if the trolls were
forced to abandon the farm, the giant bees would perish
or migrate, and an important source of pollination for
giant flowers would be lost.

Anyone looking for insects for sale in Alone, the
Vale of Flowers, Black Dragon mountains, or thc Lesser
Ridges, is likely to be referred to Grubfarm. The farm
nestles on the southern edge of a valley in the Lesser
Ridges. This valley is about 3 by 1.5 kilometers, running
east and west, and much of it is taken up by giant
flowers, scrub trees, and grassland. In the center of the
valley is a large pond. About a kilometer west of Grub-
farm is a small troll village, numbering 70-80 dark trolls
and trollkin. At Grubfarm live another 69 trolls, includ-
ing 60 trollkin. A few families of trolls live along the
north ridge of the valley, residing in caves and living
hunters’ lives.

Grubfarm is run by the troll noble Protosome Black-
Bite. He nominally rules all the nearby trolls, 200-300
trolls and trollkin. He supplies most of the insect needs of
these trolls, and also does important trading with Argan
Argar caravans, with whom Grubfarm is a regular stop. He
is a scion of the influential BlackBite family, ruled by
Queen Harjakka BlackBite, Protosome’s great-great-aunt.

The following numbered sections arc keyed to the
Grubfarm map.

(1) The Bee Hive

As a traveler nears Grubfarm, the first thing he is likely
to notice is the bee hive. It is an irregular mound
measuring about 160 meters by 120 meters across at the
base and towering to 35 melers in height. Five meters
from the top is a hole two meters high by eight meters
broad, the entrance and egress for the giant bees of the
hive. The bee hive is an old hillock that the trolls have
hollowed out for the bees,

At night, the bees are not visible, but low hummings
can be heard coming from the mound. The trolls and
trollkin keep away from the mound at all times; anyone
setting foot on it has an accumulating 5% chance per
turn of being noticed by the bees and attacked. Nearby
trolls may try to help the hapless target by casting spells
at the bees or by making loud noises, but no more.

The bees are inactive in Dark scason and Storm
season. During Dark scason they are torpid, and many
die huddled in their hive. In Storm season, they are
more vigorous, and in good weather may send out a
nectar-secking expedition every week or so. Therc are
50-60 bees in the hive except ncar the end of Dark
season, when only 30-40 survive.
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Report of Attack by Grazelander Captain
Flying Lance, leader of a Grazelander band

Stark Tollinger, chieftain in Sartar offered
great wealth to myself, Flying Lance, and
what members of my warband | would bring
to slay trolls and steal their goods. On our
ponies we reached the troll country, meet-
ing none.

We set up a camp and attacked the troll
village just before noon, when Yelm was
reaching his strength. The trolls were all
asleep it seemed, except for one in a tall
tower who saw us come and beat on a drum
until Firearrows silenced him, Our attack
pushed in towards the troll castle, meeting
little opposition along the way, save some
trallkin crushed beneath our ponies. Part-
way up the castle’s hill, bees attacked. At
least twenty-four giant bees fell upon our
group, driving our ponies frantic, and
slaying many of us. | saw that we could not
withstand these, and ordered a flight. Even
as | turned my pony to flee, | saw giant
trolls running out of the castle towards us,
each at least four ells tall,

We were able to beat our way out from
the village, though bees harassed us the
whole way until we were out of sight of the
castle. Eight of my thirteen warriors were
slain, and | demand bloodgeld for them and
their kin, at least ten ponies worth. Also, six
ponies were slain, and | demand replace-
ments for them as well,

Journey Description and Report, by Ranlar
Glowshield, Yelmalio initiate and hireling
of Stark Tollinger

On the way to the troll farm we met only a
company of tusk riders, whom we hid from.

We arrived at the farm just at dusk and
planned to camp for the night, attacking
the trolls in the morning, when they would
be groggy and asleep.

During my watch, | witnessed trolls
moving in the brush and woke our party.
We were assaulted by a large company of
naked trollkin, armed with pointed sticks
and stone hatchets. They were driven off
with loss, | bring home the right ears of
gight trollkin to prove the truth of this
staterment, Two of our own party were
slain, but one returned by the grace of
Yelmalio.

Fearing that our presence was now
known to the troll farm, we went on to a
direct assault at night. Evidently the troll-
kin were unconnected to the farm, for they
seemingly had no knowledge of our coming.
Their watchtrolls in their tower gave an
alarm, beating on great drums, but we slew
one with deadly arrows, Forming a small
phalanx, we cut into the farm, meeting
little opposition, killing only two trollkin.
The trolls had fled. We began to search their
abandoned hovels for jelly ar honey, but
found only honey. As we abandoned our
search to march up the troll’s hill wherean
stood a large troll castle, Yanafar Dayseer
saw many large pens filled with loathly
insects.

We shot these evil animals with aur
bows and killed many. The treachery of
the trolls soon told though. While engrossed
in slaying the insects for Yelmalio's glory,
we did not see our rearguard fall under a
wave of javelins. The sound of the drums
concealed his cries. Qur first knowledge of
the traitorous assault was when a band of
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spear-armed trollkin fell upon us. We had
enough time to whirl and fight, but no time
for a shield wall. | was forced to drop my
pike and use my shortsword on these de-
formed darkspawn. Although we did well
enpugh against these small monsters, they
were reinforced by their larger kin, who
drove us back between the insect pens,
where we were divided and forced into a
mass of individual battles — a disorganized
and barbaric form of combat, at which the
trolls excelled. | signalled for a retreat, as
the trolls were releasing the surviving beet-
les to fall upon our slower members, and we
fled to the Vale of Flowers. Trolls hunted us
all night, but by the grace of Yelmalio —
Praise the Light — we were not found,
Feeling justified in our retreat, we spent the
next day and night moving back to Alone.

I swear to the evil of the troll farm that
| am not satisfied. Yelmalio’s pure light is
able to cleanse even the foul darkness of
yon farm and | am his support, Their vic-
tory is not final.

Raid Report by Onar Onari, Storm Bull
initiate and leader of a mixed band into the
farm

|, Onar Onari, was leader of our group. We
had three followers of the Bull, four Or-
lanthi stormgod worshippers, a dwarf, and
two Humakt cultists.

In the Vale of Flowers were four elves,
whom we trapped and slew, losing only a
Humakti. | killed two myself with Bladger,
my axe. An enormous beetle dwelt in the
forest we passed through, but | slew him as
well with Bladger my axe.

Else, we met no dangers. The troll vil-
lage was reached just before dawn. The
craven Humakti and Orlanthi all four wished
to wait until daylight until we were to at-
tack, but | vowed that no true warrior
waited far aught but breath to fill his lungs,
and as leader ordered an attack.

The fight went well at first. There were
troll drummers in the towers, and | slew six
trollkin with Bladger my axe. There were
pens full of enormous beetles like the one |
slew in the forest, and we marvelled at
them. As we moved into the center of the
village, a huge mass of caterpillars was be-
fore us, As true warriors and berserks do,
I moved in, soon to find that they had a
deadly poison bite. Though the Bull's
strength kept me fighting till the last, my
body, curse it, betrayed me and | fell in
the midst of the battle.

I was not awakened until we were back
in the forest, The craven Orlanthi had fled
the battle when | fell. They had carried me
with them, so that | was still in their midst.
| challenged thern all to battle to prove their
cowardice, but was too weak to grasp Blad-
ger, my axe, curse them!

QOne Orlanthi had been slain by the
biting caterpillars, The dwarf and both other
Bull berserks had been slain by a troll attack
that | did not witness, | demand my tribute
and pay as a warrior, and do now return to
the Pol-Joni.
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‘“‘Ef plest mesters, dis very fine grub.’’

In every season but Dark season there arc 1D10
drones, identical to workers except for lack of stings. In
Dark scason, the drones are slain by the workers.

The Queen bee has +6 added to her SIZ, STR, and
POW, but otherwise resembles a worker bee. The
Queen also has a 3D6+6 x5% chance Lo hit with her
sting. She does not die on an impale result, but merely
shifts her sting and stings again. If the Queen is killed,
the hive becomes frenzied and the bees attack furiously
until the intruders are slain or until all the bees are slain.
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Loss of the Queen does not mean the death of the hive,
for the workers can create a new Queen from a larva,
using royal jelly.

The trolls harvest the bees’ honey in Dark season,
while the bees are comatose. In the hive, each honeypot
used by the bees is earthen, with a wooden plank floor
generously provided by the trolls. Under the flooring is
a tunnel leading to a large subterranean passage, which
in turn leads to the worm hole where the stingworms are
kept, and from there to the surface.

The honey is taken at the very start of Dark season,
so that the Dark season troll caravans can purchase this
luxurious food. At harvest time, all the trolls in the
place, including value trollkin, climb into the wormhole
and make their way down the crawlspaces to the floor-
ing beneath the honeypots. One by one, the planks are
removed and replaced, the honey splashing into animal
bladders brought along for that purpose. When the blad-
ders are full and the flooring replaced, the trolls go their
way. They always leave enough honey to ensure the
bees’ survival.

Instead of honey, occasionally an angry worker bee is
encountered on the other side of a plank, so trollkin
usually are forced to moving the planks.

The trolls also steal the bees’ royal jelly and bees-
wax. Wax is stolen by sending worker trollkin into the
hive during Dark season to tear loose old honeycomnbs
and lug them out of the hive. This is only possible
because the bees cling together in one great mass at one
end of the hive — over honeypots, so that the combs
built in the summer are empty and vacant. Even so, the
job is dangerous, one often chosen as punishment for
insolent trollkin. Food trollkin are also given this job.

Royal jelly is difficult to obtain, and is taken by
commission only. The job is described later. Royal jelly
can be taken from the hive except during Dark season,
when no new Queens are bred.

(2) The Trade Road

The trade road runs between the bechive and the watch
beetle pens, then turns south between the grinder beetle
run and the wormhole. It comes to a gradual end among
the scattered buildings of the troll areca. This route is
taken by all caravans visiting Grubfarm. Anyone
coming on this road will be seen by a watchtower guard,
and a party of trolls will greet the newcomers. The
travelers will be asked their purpose and be shown a
place to stay for the night, probably in area 6.

(3) The Watch Beetle Pens

Protosome makes much money from his stingworm and
honey sales, but his love is for his watch beetles. The
pens are nine in number, arranged in a 3x3 square. Each
pen has a five-foot wooden fence surrounding it, and is
30 meters square. Any given pen has 8-10 watch beetles
in it. Each pen has a different watch beetle variety
within. Each pen and its contents is described below.

Some watch beetles are fed on the rough forage
grown on the farm. Grinder beetles or food trollkin may
be flung into a pen as protein for other beetles.
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PEN A: this pen contains common black watch beetles.
They are easily bred and sell for 150 lunars each. See
the watch beetle statistics in the Encounters chapter.

PEN B: giant antler beetles. Add 2D6 SIZ and 2D6
STR to the watch beetle stats. These are black with
yellow spots on their wingcases. They possess

enormous, greatly branched mandibles. They sell for
500£ each.

PEN C: redback beetles. Their statistics are equivalent
to those of watch beetles, with solid red heads and
thoraxes. Their abdomens have a pleasing red mottling.
225& each.

PEN D: midget blues. Subtract 6 from SIZ and STR of
the watch beetle stats. Midget blues withstand cold
climates very well. They sell for 150£ each.

PEN E: yellow-voiced waich beetles, the pride and joy
of Protosome’s collection. He is the only farmer in the
whole of Dagori Inkarth to breed these. They are
slender (subtract 1D6 SIZ and add 6 to DEX of the
watch beetle stats). These beetles are gleaming black
with yellow trim. They can emit a clear, loud clicking
noise when alarmed and thus wake a slecping master.
They can sense elves up to 50 meters away unless the
elf is protected by a spell like Countermagic. 12002

each.

PEN F: ham beetles. These are smallish beetles, about
the size of a large hog haunch. They are most valued as
food. They move in flocks and can fly, so this enclosure
is roofed. There are over a hundred ham beetles in the
cage. Flock leaders are not for sale. Flock followers
each cost 5€.

PEN G: mud beetles. These beetles are amphibious, and
have 80% Swim. They are the most carnivorous of
Protosome’s collection. Their price is 250 lunars each.

PEN H: great gray beetles. For these, add 2D6 STR
and 4D6 SIZ to the waltch beetle stats. They are less
aggressive that other watch beetles, and must be goaded
to attack. 475£ each.

PEN I: ebony slicks. These standard beetles have a
nice-looking glossy black shell; they are also known for
their extremely variable antennae. They have standard
watch beetle statistics and are priced at 225€ each,

Anyone caught trying to steal a beetle is thrown
naked into the pen from which he or she tried to steal.

(4) The Grinder Beetle Run

This is a large enclosure, with a 1.5 meter high fence
and a row of stiff bamboo splines on top, to keep beetles
from clinging to it. The several hundred grinder bectles
in the run are always escaping and crawling away over
the valley, where they survive and breed prodigiously.
Protosome does not care, as they provide coarse but
cheap food for the trolls in the valley. Grinder beetles
are a foot long and a hand broad. They have a gritty,
woodish taste even to trolls, and generally are not con-
sidered fit to consume. Protosome raises them to feed to
the stingworms, watch beetles, and trollkin. Their price
is one lunar per beetle.

32 — Troll Realms

(5) The Wormhole

The walls of this round pit go straight down for 20
meters. Handholds cut in the vertical walls allow cau-
tious descent and ascent.

The floor of the pit turns northwest into a chamber
with six branch caverns. One branch leads to the bee-
hive. Each of the five remaining tunnels leads into a big,
silent room where stingworms cover the floor.

Bamboo fences keep the stingworms inside their
respective caverns, but they have been known to squirm
through these barriers. A band of warrior trollkin stand
guard here to push back errant worms. Stingworms are
sold for 50 lunars each.

(6) Troll Area

Most of the farm help stays here. There are eight dark
trolls, all of whom are Gorakiki initiates — six of
Gorakiki-beetle and two of Gorakiki-bee. One troll
tends the grinder beetles, two tend the stingworms, three
tend the watch beetles, and the two bee-worshipers tend
the bechive. All but the bee-tenders have trollkin to help
them. There are seven stone buildings here, four large
and three small. The smaller buildings are for guests,
and no troll normally lives there. These guest houses
rent for 5£ a night to travelers; they contain two rooms
each, each 5x10 melers.

(7) The Manor

Atop a 20 meter high hill is the imposing manor of
Protosome BlackBite. A rocky path leads to the top of
the hill, a way used by all honest visitors. Protosome’s
manor is made of gray rock and has a statue of a
common black waich beetle in front. It is guarded by six
watch beetles of various species, but always including a
yellow-voiced waich beetle. That beetle contains Proto-
some’s allied spirit, and so it does not emit a warning
shrill about the nearby elf Greenslave, as would a
normal beetle. It will warn if a strange elf nears.

Protosome BlackBite is in his mid-forties. He com-
manded the Torgath Mangle war-band for 15 years. As
mercenaries, they fought for Sartar against Praxian no-
mads and the Lunar Empire in many campaigns, so Pro-
tosome is quite friendly to adventurers from Sartar, He
dislikes Lunars and is neutral about Praxians, though he
will trade with them.

Protosome is much more affable with human traders
if they use an Argan Argar merchant as their go-
between. He is the current sponsor of the Wormfarm
Stingers trollball team. Some veterans from the Torgath
Mangle man the Stingers, along with Protosome’s
closest friend, Bruto, a great troll who earned his free-
dom long ago and now serves as bodyguard and goalie
for Protosome. Bruto is team captain for the Stingers.

In wartime or in case of attack, Protosome leads the
valley’s militia. He can field a warband of 24 dark
trolls, 6 great trolls, and 55 trollkin. Bruto is one of the
great trolls, and is second-in-command. In case of a real
battle, troll non-combatants would hide at Grubfarm
while the rest went to fight.



Protosome BlackBite’s front door.
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If besieged, the trolls at Grubfarm cither would loose
the bees or hide in the wormbhole, taking with them the
more valuable watch beetles. Lesser watch beetles
would be sent forth to harass the enemy. If foes braved
the wormhole, they would be met by dozens of sting-
worms thrown as missiles by armored trolls. Other trolls
would go to the beehive and there release stingworms
and grinder bectles to annoy the bees and force them out
to attack the invaders.

In business, Protosome himself goes over all dealings
and takes all payments. Once a season a wagon visits
him from his distant relatives, the Bugbrains, carrying
one of their trollkin. This trollkin serves as food for
Protosome and he satisfies his cult vow (to eat a
relative) in this manner. In return, a watch beetle is sent
to the Bugbrains.

As trolls go, Protosome is open-minded and unpreju-
diced. Despite his cult doctrines, he is not fanatically a
foe of elves. He has been known to say that plant-herds
are as important to life as are trolls, a belief that many
trolls would find disturbing. This does not mean that
Protosome would be friendly or even neutral to an elf],
but he is more likely to take an elf for ransom or as a
slave than arc most trolls, who would simply eat such a
captive. But he believes dwarfs are contemptible and
generally will kill them on sight.

(8) The EIf Garden

There is a small garden back of Protosome’s manor. In
the southwest corner of this garden is an enormous,
living, hollowed-out squash. Inside this squash lives
Greenslave, Protosome’s slave elf.

Greenslave has a remarkable amount of authority on
the farm, outranking all trollkin and actually wielding
authority equal to the Gorakiki initiates on the farm.
BlackBite would certainly wreak vengeance on anyonc
harming or killing his pet elf. Greenslave's duties in-
clude tending the garden and supervising the farmland.
Thanks to him, Protosome’s lands yicld greens and
fodder extremely well, much better than other troll
farms in the region. The fodder is exceptionally nutri-
tious, and the garden itself grows fruits and vegetables
tasty enough to be prized items on BlackBite’s table.

The produce is consumed solely on the farm, though
visitors are sometimes fed tidbits from the garden. Two
trollkin are permanently assigned to help Greenslave in
the garden, and they also get some food from it. In
battle time, Greenslave is forced into the tunnels with
the trolls and thereby kept safe.

Though Greenslave wears a non-magical slave collar
and is not allowed to leave the farm, he would now stay
there voluntarily. He has dwelt at the farm for many
years, and barely remembers his life before. He has
grown to love the straggling forage plants he tends, and
greatly loves his precious garden. Greenslave says the
Food Song over every garden item or fodder bundle, and
thus feels that he serves Aldrya well. Were he not here,
he rationalizes, the trolls would take poor care of the
garden, and certainly not pray over the eaten plant
matter. For better or worse, Greenslave would not
welcome a rescue from Grubfarm, dismal as his
existence there might seem.
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He keeps a spear in his house and has used it in the
past against thieving trollkin from the nearby village.
Protosome does not care and Greenslave is allowed to
keep his spear, and even 1o kill trollkin that try to rob his
garden. It would be a different matter were Greenslave
to wound a dark troll or great troll. Greenslave’s living
bow was destroyed when he was captured.

(9) The Trollkin Compound

This compound is bare dirt and gravel with dilapidated
wood and giant plant-stem buildings. The 60 trollkin of
the farm live here. One building is reserved for value
trollkin; the other three house workers. Food-class troll-
kin try to flee the valley immediately to avoid becoming
stingworm or beetle food. Most of the day, the trollkin
living here sleep in their houses or eat a diet of grinder
beetles and beetle fodder plants. In the night, they work
steadily. They all have permancnt jobs:

» Caring for grinder beetles — 8 workers and 1 value

= caring for stingworms — 5 workers and 1 value

= caring for watch beetles —13 workers and 2 values
» working in the elf garden — 2 values

» working in the farmlands — 25 workers and 3 values

(10) The Farmlands

The farmlands are mostly identical fields of coarse
broad-leaved plants sprouting up no more than a meter
high. Under Greenslave’s command, trollkin water the
plants [rom the well in their compound, weed the plants,
and fertilize them using dead grinder beetles and their
own wastes. Slackard trollkin quickly become food, so
they work fairly hard for their master. Noticing a
stranger or intruder, the trollkin flee immediately,
wailing loudly.

(11) The Watchtowers

Five watchtowers guard the borders of Grubfarm. Two
flank the beehive, the most valuable property on the
farrn. Onme is on the southwest corner and one on the
northeast corner of the farm. The fifth is found in the
trollkin compound, both protecting and watching them.
Each tower has a broad stone base ten meters square.
The top is five meters above the surface, surrounded by
4 stone parapet.

In the center of each tower is a trap door, leading to a
tunnel which ends at a guardpost, then continuing to the
wormhole. Traps in each tunnel can collapse these
passages at Protosome’s discretion, preventing outsiders
from using these tunnels and possibly burying them
alive.

Normally a single troll occupies each tower, but in
war there would be more, armed with slings and stones
pick off invaders. The trolls in these towers are recruit-
ed from the village.
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STEALING ROYAL JELLY

Royal jelly is dangerous and difficult to obtain. The
rolls will not fetch it themselves unless paid an
enormous sum. In outline, someone must enter the hive
at night, rob the Queen combs, and then get back out
alive,

BEE PRODUCE
The trolls sell beestuff at the following rates:

e Liter Of Honey: 15 lunars in Dark season; 18 lunars in
Storm season: 22 lunars in Sea season; 27 lunars in
Earth season; 33 lunars in Fire season.

» Kilo Of Beeswax: 30 lunars any time.

¢ One Dose Royal Jelly: 5000 lunars if the buyer
fetches it from the hive: 18,000 lunars if Protosome has
it fetched it from the hive.

The trolls recommend that anyone planning to
perform this feat do so with as little clanking armor as
he or she dares: ““Armor won’t be much good if they
catches you anyways.”’” They also recommend that the
intruder not take a light source, something certain to
draw the attention of the bees. Protosome will offer to
have the local Kyger Litor priestess come down and cast
Darksee on adventurers willing to try, but she charges
1000£ for each non-troll. If the adventurers have magic
allowing vision in the dark, such as Catseye, fine.

At the hive ecntrance are 1D3 bees which the
adventurer must {ight to get past. Every fifth round after
the fight starts, another bee will join the fray, as long as
the fight lasts. If the adventurer is able to kill or inca-
pacitate all the bees at the entrance, he or she can move
inside.

The next difficulty involves three minutes (15 melee
rounds) of crawling across the combs, avoiding the
bodies of sleeping bees. Some temporal spells cast
during the fight with the entrance-guard bees may wear
off. The adventurer must now make a successful Sneak
roll — if a whole party was foolish enough to enter,
each individual must receive a successful roll. If anyone
fails, 2D6 bees attack, and an additional 1D3 bees join
as reinforcements every third round.

If all the attackers arc killed or defeated, the
adventurer may continue into the hive. The remaining
bees will be alerted, but they will go to the point of
combat. If all they find there are dead bees, they are
disturbed but unable to immediately find the intruder.

After another three-minute crawl, the adventurer
reaches the queen grub’s comb, where he can steal the
royal jelly. Each comb contains 1D4 doses of the thick
white substance. To break off a single comb without
alerting the bees, the adventurer must rccecive both a
successful Devise and a successful Snecak roll. It is
conceivable that an adventurer would want more than
one comb; each comb taken demands successful Devise
and Sneak rolls.

If any roll fails, 1D3 bees come to investigate, and
they must be fought. 1D3 reinforcement bees come
every third melee round, so long as the fight continues.

If the adventurer manages to kill all the attacking bees at
once, he may receive a Hide roll to avoid additional
bees. Those bees will not see him, and will depart in
five minutes. The adventurer may try for additional
royal jelly as he sees fit.

To leave the hive, the adventurer must receive a
successful Sneak roll. Failing, 2D6 morc of those pesky
giant bees buzz to the attack, reinforced by 1D2 more
every third round. Only by defeating them all in a par-
ticular round may he move on.

At the hive entrance, 1D6 new bees buzz angrily. He
must fight those, too, and every fifth round another bee
comes in to help. If he can defeat all the bees at once,
he may leave the hive and receive a Hide to conceal
himself in the night before the two dozen or so remain-
ing bees {ly out to avenge the spoiling of the hive.

If the adventurer succeeds with the robbery, the trolls
congratulate him profusely and then check to see how
much royal jelly he obtained. Each comb has 1D4
doses; have his player make the rolls. The trolls always
confiscate the first dose obtained, but they permit the
adventurer’s party to purchase any remaining doses at
the bargain price of 5000 lunars, rather than the usual
18,000€ each. If he obtained only a single dose, they
commiserate and take it anyway, refusing to sell that
dose for the reduced price.

Additionally, the trolls also charge him 100% for
every bee killed in the burglary. Lying doesn’t work,
since the bees dump all dead bees outside the hive the
next morning, making an easy body count. If the player-
character killed the Queen, the trolls demand 5000£ in
payment.

When a dose of royal jelly is ecalen by any creature,
the jelly raises that individual’s 8IZ by one point. Royal
jelly may be taken more than once, but each dose after
the first works only with a successful D100 roll of
(species’ maximum minus current SIZ) x5. In any case,
the user must rest for a number of days equal to his size;
if he runs, fights, or exerts himself in any way, the jelly
will not work. @
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PROTOSOME BLACKBITE, Karrg's
Son, GerakiKi-beetle Initiate Initiate
of Kyger Litor

characteristics attributes

STR 22 ... Move: 3

CON 21 ... HitP:21 ...
sz 20 ..... Fatg: 43-33=10 ........
INT 14 ... Magic P: 17 ...
POW 17 ... DEXSR:1

DEX 20 ...

APP 21

location melee missile  points

R Leg 01-04 01-03 9/7 ...

L Leg 05-08 04-06 9/7 ...
Abdom. 09-11 07-10 9/7 ...
Chest 12 11-15  9/8 ...

R Arm 13-15 16-17  9/6 ...
L Arm 16-18 18-19 9/6 ...
Head 19-20 20 97 ...

weapan & altk/par®% damage points
RH Bfl Axe3d 135/85% 1DB+2+2D6 15 .....
LH H Mace3 105/120%1D10+2+2D618 ...
Bite 4  95/---% 1D442D6 ---

Dodge; 25%.

Spirit Magic (73%): Bladesharp 2,
Bludgeon® 1, Darkwall* (2), Demoralize
(2), Heal 6; known by Creaker Detect
Enemies, Detect Silver, Dispel Magic* 8,
Protection 3.

Divine Magic 88%, all one-use only):
Counterchaos®, Blinding* 3.

Skills: Animal Lore 70%, Bargain 80%,
Darksense/Scan 90%, Darksense/Search
60%, First Aid 100%, Insect Care 55%,
Jump 90%, Listen 60%, Orate 105%,
Plant Lore 90%, Troll Lore 75%, Sneak
100%.

Languages (speak/read): Aldryami 25/---%,
Darktongue 105/30%, New Peloria 20%,
Sartarite 40/25%, Tradetalk 25/18%.
Magic ltems: magic point matrix holding 7
MP; magic bfack rock which always hits its
target when thrown, doing 1D6 damage;
mace made of enchanted lead giving +2 in
damage. Both battle axe and mace are
enchanted to resist damage; allied beetle
Creaker has received enchanted to raise
total hit points,

Treasure: carries 60 bolgs; ransom is
5000 lunars.

Armor: full plate.

CREAKER, Protosome’s Allied
Spirit in Yellow-Voiced Watch
Bestle

characteristics atiributes

STR 21 ... Maove: 3

CON 21 ... HitP:23 ...
SIZ 15 ... Fatg: 42 ...
INT 13 ... Magic P:15 .......
POW 15 ..... DEXSR:2

DEX 18 ...

location D20 points

Rh Leg O1 6/4 ...

LhlLeg 02 o/ ...

Rc Leg 03 6/4 ...

LcLleg 04 6/ ...

Abdom. 05-09 6/10 ...

Thorax 10-13 6/10 ...

Rf Leg 14 6/4 ...

Lf Leg 15 6/4 ...

Head 16-20 6/8 ...

weapon s altk/par¥% damage paoints
Bite 8 75% 1D10+1D6 —

Skills: Search 90%, Scan 50%.
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BRUTO, Great Troll and Initiate of
Kyger Litor

characteristics attributes

STR 29 ... Move: 3

CON 29 ... HitP:29 .. ...

517 33 ... Fatg:53-49=4 ...
INT 9. Magic P: 15 ........
POW 15 ... DEXSR:3

DEX 13 ... !

AFPP 14 ...

location melaa missile  points

R Leg 01-04 01-03 910 ...

L Leg 05-08 04-06 9/10 .....
Abdom. 08-11 07-10 810 ...
Chest 12 11-15 812 ...

R Arm 13-15 1617 9/8 ...

L Arm 16-18 18-19 9/8 ...

Head 18-20 20 810 ...
weapon  sr aftk/par% damage paints
Grisword 4 95/70% 2D8+3D&6 12 ...
HMace 5 80/45% 1D10+3D6 10 .....
Kite 5 6 55/85% 1D6+3D6 16 ...
Dodge: none.

Spirit Magic (32%): Demoralize (2),
Fanaticism*, Heal 4, Repair 2, Protection
1.

Skills: Catch 95%, Darksense/Scan 80%,
Darksense/Search 50%, Grapple 100%,
Jump 75%, Listen 75%, Run 65%, Throw
50%.

Languages (speak only): Darktongue 32%,
Sartarite 23%, Tradetalk 12%.

Treasure: carries 130€; ransom is 1100
lunars.

Armor: full chainmail,

GREENSLAVE, Aldrya Initiate; a
male elf formerly known as
Leaftop when he lived in the
Redwood Forest

charactetistics attributes

STR 8. Move: 4

CON 16 ... HitP:13 ...
siz 9 ... Fatg: 24-2=22 ........
INT 20 ... Magic P: 14 ........
POW 14 ... DEX SR:2

DEX 16 ...

APP 9 ..

location  melee missile  points

R Leg 01-04 01-03 05 ...

L Leg 05-08 04-06 0/5 ...
Abdom. 09-11 07-10 0/5 ...
Chest 12 11-15  0/8 ...

R Arm 13-15 16-17 0/ ...

L Arm 16-18 1819 0/M4 ...

Head 18-20 20 o5 L.
weapon  sr atth/par¥% damage
2H Spear 6 65/70% 1D8+1

Dodge: 35%.

Spirit Magie (85%): Disruption, Food
Song*, Heal 12, Speedart.

Skills: Listen 50%, Plant Lore 100%, Scan
60%, Sneak 80%, World Lore 80%.
Languages (speak/read): Aldryami
50/20%, Darktongue 30/13%, Tradetalk
25/,

paints
10 ...

Treasure: none.
Armor: none.

GIANT WORKER BEES

The stinger of a worker bee can impale. If
it does, then it tears out of the bee's body
and remains embedded in the victim. The
worker bee dies 3D6 rounds later,
continuing to attack by biting until then.
Each round the stinger remain embedded
in the target, it sends poison of POT 7
into the victim. The stinger continues to
inject poison into the victim for 2D6

GIANT WORKER BEE 1

characteristics attributes
STR 14 ... Move: 3/12
CON 13 ... HitP:13 ...
SIZz 12 ... Fatg: 27
POW 7 Magic P:
DEX 13 ..... DEXSR:3
focation 1020 points

Rh Leg 01 43 ...
Lhleg 02 4/3 ...

Rc Leg 03 4/3 ...
Llcleg 04 4/3 ...
Abdom. 05-07 4/6 ...
Thorax  08-09 4/6 ...

R Wing 10-12 4/ ..,

L Wing 13-15 444 .

Rf Leg 16 4/3 ...

Lf Leg 17 4/3 ...
Head 18-20 4/5 ...
weapon s atth/par% damage
Bite* 7 30% 1D6+1D4
Sting” 7 30% 1D6+1D4t

* a bee both can bite and sting in the
same meles round.

t the sting injects poison of POT 7.

rounds. The stinger is barbed and difficult
to pull out. To pull out the stinger, the
victim must receive a successful roll of his
STR +CON divided by two on D100,
Friends may add their Strengths as
percentiles to increase the chance of
removing the stinger.

Skills: Fly 95%, Sense Intruder 60%, Spot
Giant Flower 75%.

GIANT WORKER BEE 2

characteristics attributes

STR 14 ... Move: 3/12
CON 13 ... Hit P: 13 ...
SIZ 12 ... Fatg: 27 ...
POW 7o Magic P: 7 ........
DEX 13 ... DEXSR:3
focation 1020 paints

Rh Leg 01 43 ...

Lh Leg 02 413 ...

Rc Leg 03 4/3 ...

Lc Leg 04 4/3 ..
Abdem. 05-07 46 ...
Thorax  08-089 4/6 ...

R Wing 10-12 4/4 ..

L Wing 13-15 414 ...

Rf Leg 16 4/3 ...

Lf Leg 17 413 ...

Head 18-20 4/5 ..
weapon sr aftk/par¥ damage
Bite* 7 30% 1D6+1D4
Sting* 7 30% 1D6+1D4+t

* a bee both can bite and sting in the
sarmme melee round.

t the sting injects poison of POT 7.
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GIANT WORKER BEE 3

charactenistics attributes

STR 14 ... Move: 312
CON 13 ... Hit P: 13 ...
SIZ 12 ... Fatg: 27 ........
POW 7 Magic P: 7 ...
DEX 13 ... DEX SR: 3
location 1020 points

Rh Leg 01 443 ...

Lh Leg 02 4/3 ...

Rc Leg 03 413 ...

Lc Leg 04 443 ...

Abdom. 05-07 4/6 ...
Thorax  08-09 4/6 ...
B Wing 10-12 44 ...
L Wing 13-15 4/4 .
Rf Leg 16 4/3 ...
Lf Leg 17 413 ...
Head 18-20 4/5 |

weapon s attk/par¥ damage

Bite* 7 30% 1D6+1D4
Sting* 7 30% 1D6+1D4t

* a bee both can bite and sting in the
same melee round.

1 the sting injects poison of POT 7.

GIANT WORKER BEE 4

characteristics attributes

STR 14 ... Move: 312
CON 13 ... Hit P: 13 ...
SIZ 12 ... Fatg: 27 ...
POW 7 . Magic P: 7 ........
DEX 13 ..... DEXSR:3
location 1020 points

Rh Leg 01 4/3 ...

LhlLeg 02 4/3 ...
Rcleg 03 4/3 ...

Lcleg 04 413 ...

Abdom. 05-07 4/86 ...
Thorax  08-09 418 ...
R Wing 10-12 4/4 ...
L Wing 13-15 4/4 ...
Rf Leg 16 4/3 ...
Lf Leg 17 4/3 ...
Head 18-20 4/5 .

weapon  sr atfikipar®:  damage

Bite*® 7 30% 1D6+1D4
Sting* 7 30% 1D6+1D4t

" a bee both can bite and sting in the
sarme melee round.

t the sting injects poison of POT 7.
GIANT WORKER BEE 5

characteristics attributes
STR 14 ... Move: 3/12
CON 13 ... Hit P: 13 ...
=1vd 12 ... Fatg: 27 .....
POW 7 o Magic P: 7
DEX 13 ... DEX SR: 3
location 1020 pairnts

Rh Leg O1 4/3 ...
LhLeg 02 4/3 ...

Rc Leg 03 4/3 ...

Lc Leg 04 413 ...

Abdom. 05-07 4/6 ...
Thorax  08-09 4/6 ...
R Wing 10-12 4/4 ...
L Wing 13-15 4/4 ...
RfLeg 18 43 .
Lf Leg 17 4/3 ...
Head 18-20 4/5 |

weaporn & altk/par¥ damags

Bite* 7 30% 1D6+1D4
Sting* 7 30% 1D6+1D4t

" a bee both can bite and sting in the
same melee round.

1 the sting infects poison of POT 7.

GIANT WORKER BEE 6

characteristics aftributes

STR 14 ... Move: 3/12
CON 13 ... Hit P: 13 ...
8I1Z 12 ...... Fatg: 27 ..
POW 7o Magic P: 7 ........
DEX 13 ... DEXSR. 3
focation 1D20 points

Rh Leg 01 4/3 ... !

Lh Leg 02 443 ...

Re Leg 03 413 ...

Llcleg 04 4/3 ...

Abdom. 05-07 416 ...
Thorax  08-09 4/6 ...
R Wing 1012 414 ..
L Wing 13-15 a/4 ..
Rileg 18 4/3 ...
Lf Leg 17 43 ...
Head 18-20 4/5 ...

weapon sr attk/par% damage

Bite* 7 30% 1D6+1D4
Sting* 7 30% 1D6+1D4t

* a bee both can bite and sting in the
same melee round.

1 the sting injects poison of POT 7.

GIANT WORKER BEE 7

characteristics attributes

STR 14 ... Move: 3/12
CON 13 ... HitP:13 ...
51z 12 ... Fatg: 27 .......
POW F Magic P: 7 ........
DEX 13 ..... DEXSR:3
focation 1020 paints

Rh Leg 01 4/3 ...

Lh Leg 02 4/3 ...

Rc Leg 03 4/3 ...

lc leg 04 413 ...

Abdom. 05-07 448 ...
Thorax  08-08 416 ...
R Wing 10-12 4/4 ...
L Wing 13-15 4/4
Rf Leg 16 43 ..
Lf Leg 17 413 ...
Head 18-20 4/5 ...

waapon s attk/par% damage

Bite® 7 30% 1D6+1D4
Sting* 7 30% 1D6+1D4Y

* a bee both can bite and sting in the
same melea round.

1 the sting infects poisan of POT 7.
GIANT WORKER BEE 8

characteristics attributes

STR 14 ... Move: 3/12
CON 13 ... HitP:13 ...
SiZ 12 ... Fatg: 27 ...
POW F Magic P: 7 ........
DEX 13 ... DEX SR: 3
focation 1020 points

Rh Leg 01 413 ...
Lhleg 02 4/3 ...

Rc leg 03 4/3 ...
lcleg 04 4/3 ...

Abdom. 05-07 4/8 ...
Thorax  08-09 4/6 ...
R Wing 10-12 4/4 ...
L Wing 13-15 4/4 ...
Ri Leg 16 413 ..
Lf Leg 17 413 ...
Head 18-20 4/5 |

weapon sr attk/par¥% damage

Bite*® 7 30% 1D6+1D4
Sting* 7 30% 1D6+1D41

* a bee both can bite and sting in the
same melee round.

1 the sting injects poison of POT 7.

GIANT WORKER BEE 9

characteristics attributes

STR Move: 3/12
CON Hit P: 13 ...
SIZz Fatg: 27 ...
POW T e Magic P: 7 ........
DEX 13 ... DEX SR: 3
focation 1020 paints

Rh Leg 01 443 ..

Lh Leg 02 4/3 ...

Rc Leg 03 4/3 ..

Lc Leg 04 4/3 ...

Abdom. 05-07 4/6 ...
Thorax  08-09 4/6 ...
R wWing 10-12 414 ...
L Wing 13-15 4/4 ...
Rf Leg 16 413 ...
Lf Leg 17 4/3 ...
Head 18-20 4/5 ...

weapon s altk/par% damage
Bite* 7 30% 106+1D4
Sting™® 7 30% 1D6+1D41

* a bee both can bite and sting in the
same melee round.

1 the sting infects poison of POT 7.

GIANT WORKER BEE 10

characleristics altributes

STR 14 ... Move: 3/12
CON 13 ... Hit P: 13 ........
sz 12 ... Fatg: 27 ...
POW FA— Magic P: 7 ........
DEX 13 ..... DEXSR:3
location 1020 points

Rh Leg 01 4/3 ...
Lhleg 02 4/3 ...

Rc leg 03 4/3 ...

Lc Leg 04 4/3 ...

Abdom. 05-07 416 ...
Thorax 08-0%9 4/6 ...
R Wing 10-12 4/4 ...
L wing 13-15 4/4 ...
Rf Leg 18 43 ...
Lf Leg 17 4/3 ...
Head 18-20 4/5 .

weapon  sr altkipar% damage
Bite* 7 30% 1D6+1D4
Sting* 7 30% 1D6+1D47

* a bee both can bite and sting in the
same melee round.

T the sting injects poison of POT 7.

GIANT WORKER BEE 11

characteristics attributes

STR 14 ... Move: 3112
CON 13 ... HitP:13 ...
8Iz 12 ... Fatg: 27 ...
POW 7 o Magic P: 7 ...
DEX 13 ... DEX SR: 3
location 1020 points

Rh Leg 01 4/3 ...

Lh Leg 02 4/3 ...

Re leg 03 4/3 ...

Lc Lleg 04 4/3 ...

Abdom. 05-07 4/6 ...
Thorax  08-08 4/6 ...
R Wing 10-12 4/4 ..
L Wing 13-15 4/4 ...
RfLeg 16 4/3 ...
LfLeg 17 4/3 ...
Head 18-20 4/5 |

weapon sr  atth/par¥ damage
Bite™ 7 30% 1D6+1D4
Sting* 7 30% 1D6+1D4t

* a bee both can bite and sting in the
same melee round.

t the sting injects poison of POT 7. @
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The Flying Trollkin

Someone has been kidnaped. The gamemaster must
determine just who. The authors recommend that the
victim be a popular player-character of average fighting
skill. If no adventurer fits this description, perhaps some
known non-player-character can be kidnaped whose loss
will draw the player-characters in pursuit,

Player Information

While walking alone one evening, the poor kidnapee
was suddenly beset upon and carried off by a band of
villainous tfrollkin. A local farmer states that he heard
loud whirring noises and, axe in hand, rushed out, but
too late! All he glimpsed were black bodies flying off in
the starlight, accompanied by the shrieks of the victim.
The deformed footprints left in the dirt suggest trollkin,
as do the monsters’ screeches in Darktongue.

To say the least, it is difficult to track down flying
trollkin. Divination will work if the kidnapce was an
initiate of the god who is answering the questions. Here
are some typical questions and answers:

Q — Where was our friend/neighbor taken? A —
Eastward, toward troll country.

Q — How far? A — About forty kilometers.

Q — Who had kidnaped him/her? A — Bandit trollkin,
with help.

Q — Is he/she alive? A — Yes.

Q — Will the trollkin kill himv/her? A — Probably, unless
ransom is paid.

A few hours after the fiends kidnap the adventurers’
friend, a note is found pinned with a throwing dart to the
local sheriff’s door. It says, *‘We have your friend. We
must have 10,000 lunars in cash by next Darkday
[Freezeday to you humans], or we cat him/her. Place the
money next to the big rock by Elm Grove. Do not enter
the grove. Leave the cash before nightfall. The next
dawn we will restore your friend to you unharmed.
Remember, we will not eat your friend if we get the
10,000 lunars. [signed] Nesretep, leader.”

Today is Wildday, so the adventurers have two days
to rescuc their friend before he or she becomes the
trollkin’s main course. Elm Grove is a well-known
landmark in a desolate area ten miles east of town.

Gamemaster Information

The adventurers can retrieve their friend in several
ways. They can pay the ransom. They can set out,
perhaps using Divination, to locate the trollkin lair. They
can go to Elm Grove and try to capture or follow any
trollkin there. They might send familiars flying across
the area, looking for signs of trollkin.

Flying familiars may prove futile, for the sherff
already sent out his hawk familiar to scour the area on
the day of the kidnaping. It saw nothing that could be a
trollkin dwelling-place. If the players wish to waste a
day of precious time, let them, but the familiars return
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without a glimpse either of trollkin or of the captive.
The familiars did see a dinosaur carcass, gorges with
caves in their walls, dark groves of woods, and a herd of
bison.

If the familiar receives a successful Scan roll, it
notices some giant flies hovering about the dinosaur, a
natural enough sight. This is the only hint that should be
given to the players, and it should be given only if they
specifically ask about the carcass. The insccts definitely
are flies, not wasps or bees.

If the adventurers go to Elm Grove, hoping to
ambush the trollkin, they may be surprised. The grove
itself is large and airy within, though shaded. Frequently
there is room to ride a horse through. Just outside the
grove a large stone juts from the soil. If the players
cater the grove, they immediately will be ambushed by
trollkin well-cnough hidden that a successful Scan roll is
nceded to see movement among the trees. Just belore
the adventurers rcach the trecs, the trollkin open up with
slings.

Il the player-characters persist, the trollkin flee the
grove from the opposite side, flying away on their giant
flies, well beyond effective arrow range. The adventur-
ers may try to follow: successful Track and Scan rolls
let them pinpoint the trollkin’s destination to within a
kilomeier.

If the adventurers simply head east, looking for the
hideout, their chance of finding it is a D100 roll on
POW x2 or less, the Power being that of the adventurer
who has the highest POW. This roll may be attempted
once per day, giving the player-characters two chances
before time runs out,

Should they fail to find the trollkin lair within the
time limit, then on Waterday (the day after Freezeday),
a peasant runs to the sheriff, yelling, ‘‘I’ve been running
all day! Monsters on giant flying bugs stolc three of my
cattle! I followed them and saw where they went! They
came from Notch Hill. Some neighbors have been miss-
ing pigs and goats, and I’ll bet the bugs took them too!
What can we do?”’

The sheriff suggests to the adventurers that these foul
deeds were done by the same culprits who kidnaped
their friend. Even though the deadline for ransoming
their friend has past, the player-characlers can still take
vengeance. The peasant then leads the party to Notch
Hill, where he hides behind a bush and watches the
proceedings from a respectful distance.

Eventually, therefore, the player-characters come to
Notch Hill, a good-sized hill with double peaks. It is
eroded, with little vegetation. On its far side sprawls a
dinosaur carcass atl least a month dead. The flesh recks
terribly. The head is caught in a tree. If an adventurer
receives a successful Scan, he or she sees a pile of dead
animals beside the dinosaur, and beside that a huge pile
of manure with giant flics feeding on it.

If the adventurers close in, the trollkin lookout
screeches, and the flies takes off and land on the



dinosaur’s head and in the tree. Five trollkin board the
insects and zoom to the attack. Three of the trollkin are
protected by Darksee spells and two with Fanaticism
stacked with Extension 1, so the sunlight has no effect.
[f their protective spells are broken, or if they wear off,
then these trollkin immediately flee to dense woods a
kilometer north of the lair. Until then, the flying trollkin
cngage the adventurers when they ncar to within 20
meters of the carcass. Before then, they hover behind
the trees and carcass where they cannot be hit by missile
fire.

At 20 meters, two trollkin begin firing missiles from
the dinosaur’s head, and giant maggots hidden in the pile
of animal corpses swarm out and attack.

Each five rounds that the adventurers are within 40
meters of the carcass, the players must roll for CON x5
or less on D100. Failing, the particular adventurers are
overcome by the stench and act as Demoralized for the
next five rounds. Since this Demoralization reflects
physical nausea, it cannot be dispelled, though it can be
healed. Since there is no wind, every direction from the
carcass is equally disgusting.

When the adventurers fight their way into the carcass,
they’ll need light. A torch may well die in the dripping
interior of a bloated brontosaur; the carrier must receive
a successful POW x5 or less on D100 in every round he
or she holds the torch and also engages in combat. A
lantern or a Glow or Light spell will work. If a lantern
1s dropped, it always goes out without leaving a burning
pool.

Except for carrion-eaters such as hyenas, wvultures,
and flies, animals refuse to go near the carcass. If the
player-characters force their mounts, for instance, they
must receive successful Ride rolls each round or do
nothing but control their animals in that round. Familiars
go into the stink zone if ordered, but they become as
demoralized as their masters.

No unintelligent, non-carrion eater will go inside the
carcass, preferring injury instead (remember, most
mammals have better senses of smell than do humans).
If the adventurers go inside, they arc automatically
Demoralized in combat because of the overpowcring
rankness. They will not wish to surrender, but their
attack chances are lessened by the distraction.
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In addition, each round in which the player-characters
fight, each must receive a CON x5 or less roll on D100,
or be $0 incapacitated that they may not attack at all, and
parry at half-normal chance. Missile weapons cannot be
effectively used within the carcass except at point-blank
range.

THE VILLAINOUS TROLLKIN

The trollkin kidnapers are led by a superior trollkin,
Nesretep. Adjust the number of trollkin to match the
attacking party, but at least a dozen or so is recom-
mended. Inside the carcass as well is a dark troll priest-
ess of Xiola Umbar. She stays with the trollkin rene-
gades as their medic and gets a third of all their loot in
return. Nesretep takes another third, and the rest is di-
vided among the followers. These trollkin flyers have no
mastcrs but Nesretep and the priestess, Xoroho. They
found the dinosaur carcass and have eaten passages and
tunnels into it. They systematically devour any maggots
they find within the brontosaur, partly controlling the
rate at which it rots.

The trollkin stack animal carcasses in a large mound
to the side of the dinosaur, where they breed giant
maggots for new flies. The flies themselves feed on
manure, and the trollkin have gathered a large heap of
such fodder for their steeds.

The kidnap victim languishes inside the dinosaur, in
the foul blackness of the interior. The captive is uncon-
scious when found, and will not revive for five minutes
after being removed from the dinosaur and carricd
beyond the stink zone. He or she has lost one point of
CON per day of confinement, counting Wildday as the
first day.

The maggots attack any non-trollkin (except for
Xoroho) who pass near their heap, and so serve as
additional decfenders of the trollkin stronghold. The
maggots will not attack adventurers inside the dinosaur.
Maggots are not smart, but giant maggots have compara-
tively giant brains, and are as trainable as a rather stupid
horse or dog.

Inside the dinosaur lurk Xoroho and seven or more
trollkin, who will try to ambush the player-characters or
otherwise obstruct them. The trollkin are fairly brave

head propped in tree
about 3 meters off
the gound

MAMNURE PILE WITH FLIES

prisoner quarters

ST g nd treasure
-, ﬁ

a
£

entrance

CARRION PILE WITH MAGGOTS
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and will fight to the death if necessary, though they will
certainly flee if outmatched. They will not surrender.

As previously mentioned, five trollkin will fly out to
harass the adventurers, while other trollkin fire missiles
from the dinosaur’s head. If the advancing party is
large, more trollkin can fly out, trying to keep from be-
ing Demoralized by casting Fanaticism when in combat.

Tactics

The trollkin cannot use their heavy crossbows while
flying, so all crossbows remain with the carcass defend-
ers. Before they sally, and long before the adventurers
are closc enough to do anything, the trollkin put a dose
of Blade Venom on one bolt per crossbow and on two
each of their darts, using up all of their Blade Venom. If
the adventurers retreat and come back later, the trollkin

have by then managed to get more Blade Venom.

The flying trollkin first cast Speedart on poisoned
darts and throw them. In the same round they throw a
second set of unpoisoned darts. The next round they put
Speedart on a new set of poisoned darts and launch
them. Then they either close to melee or (more likely)
fly back to the dinosaur and get more darts.

The trollkin at the dinosaur head fire poisoned cross-
bow bolts for their first volley, then reload and fire un-

poisoned bolts at will.

Each trollkin within the carcass has at least one
crossbow with a poisoned bolt. In each case, the trollkin
attempt to finish off or disable the adventurers before

they can return any fire.

The passages within the dinosaur are narrow. Only
one person at a time can pass through one, and then only
hunched over. Remember the CON x5 roll each melee

round.

The number of maggots equals the number of
trollkin. Xoroho heals the trollkin; she fights personally
only if she must. Nesretep is smart and will fight in the

Ve
Ve

best manner possible. He is old for a trollkin, over forty,
and the gamemaster should play him slyly. He will not

Punk trollkin hanging out.

hesitate to use his Blade Venom or to abandon the field
of battle if the fight is hopeless. He wants to retain the
dinosaur, for it is an ideal home for a trollkin. He may

give some of his Blade Venom to subordinates.

Treasure

Inside the brontosaur carcass is money, kept with the
prisoner: 32 bolgs, 764 clacks, 320 lunars, and 3 wheels.
There are also four gems worth respectively 34, 76, 260,

and 1955 lunars. @

FLY-RIDING TROLLKIN

Dodge: none%. Spirit Magic: Disruption,
Fanaticism*, Heal 3, Protection 2,
Speedart. Skills: Darksense/Scan 80%,
Darksense/Search 80%, Ride Fly 80%.
Treasure: 50 clacks, 3 doses poison POT
6.
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BLEG

attributes

Move 2
HP: 12

FP: 1
MP: 9

weaporn
M X-bow
Sling

1H Spear
Buckler S

melee missile points

R Leg 01-04 01-03 5/4 ...
L Leg 05-08 04-06 5/4 ...

Abdom. 08-11 07-10 7/4 ...

Chest 12

11-15 7/5 ...

R Arm 1315 16-17 573 ...
L Arm 16-18 18-18 5/3 ...
Head 19-20 20 6/4 ...

sr  altk/par® damage points

2 60/30%
3/9 50/---%
8 45/30%
- -=/60%

2D6+2t B ...
108 -
1D84+1 10 ...

BLEG'S FLY

Move 6/12 HitP: 12 .........
Fatg: ........... Magic P: 7 ...........
location 1Dz20 poirnts

Rh Leg 01 32 ...
Lh Leg 02 3/2 ...
Rc Leg 03 a2 ...
leleg 04 32 ...
Abdom. 05-08 35 ...
Thorax  09-11 35 ...
R Wing 12-13 3/3 ...
Lwing 14-15 33 ...
Rf lLeg 16 32 ..
Lf Leg 17 32 ...
Head 18-20 3

no effective attacks

Skills: Acrobatics 95%, Fly 120%, Scan

85%.
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CHET

armbutes melee missile poinis

Wove 2 R Leg 01-04 01-03 5/4 ...

“P12 L Leg 05-08 04-06 54 ...
Abdom. 09-11 07-10 7/4 ...

FPA Chest 12 1115 7/5 ...
R Arm 13-15 18-17 5/3 ..

WP g L Arm 16-18 18-19 5/3 .,
Head 19-20 20 6/4 ...

wE3pON sr attk/par® damage points

' X-bow 2 60/30% 2D6+21 8 ...

Sling 3/9 50/---% 1D8 — e

1H Spear 8 45/30% 1D8+1 10 ...

Buckler 8 --- -—/60% -— _———

CHET'S FLY

‘Maove 6/12 Hit P: 12 ..........

Fatg: ........... Magic P: 7 ...

ocation 1020 points

Rh Leg 01 32 ...

Lhleg 02 32 ..

Hc Leg 03 3/2 ...

lcleg 04 32 ...

Abdom. 05-08 3/5 ...

Thorax  08-11 315 ...

R Wing 12-13 3/8 ...

L Wing 14-15 343 ...

Af Leg 16 32 ...

_f Leg 17 32 ...

Head 18-20 34 ...

no effective attacks

Skills: Acrobatics 95%, Fly 120%, Scan

FLET

attributes meles missile points

Move 2 R Leg 01-04 01-03 5/ ...

HP: 12 L Leg 05-08 04-06 5/4 ...
Abdom. 08-11 0Q7-10 7/4 ...

FP:1 Chest 12 11-15 7/5 ...
R Arm 13-15 16-17 5/3 ...

MP: 9 L Arm 16-18 18-19 &5/3 ...
Head 18-20 20 | &6/4 ...

wedapon sr  altk/par® damage points

M X-bow 2 60/30% 2D6+2t 8 ...

Sling 3/9 50/---% 1D8 e

1H Spear 8 45/30% 1D8+1 10 ...

Buckler 8 -~ -—/60% -—

FLET'S FLY

Move 6/12 HitP: 12 ...

Fatg: .......... Magic P: 7 ...........

focation 1020 paints

Bh Leg 01 3/2 ...

Lh Leg 02 32 ...

Rcleg 03 312

Lcleg 04 32

Abdom. 05-08 35 ...

Thorax  09-11 3/5 ...

R Wing 1213 3/3 ..

L Wing 14-15 3/3 ..

Rf Leg 16 372 ..

Lfleg 17 32 ...

Head 18-20 3/4 ...

na effactive attacks

Skills: Acrobatics 95%, Fly 120%, Scan

no effective altacks

GWORCH

attributes meles missite points

Move 2 R Leg 01-04 01-03 54

HP: 12 L Leg 05-08 04-06 5/4 .
Abdom. 08-11 07-10 7/4

FP: 1 Chest 12 11-15 7/5 .
R Arm 13-15 16-17 5/3 ...

. MP: g L Arm 16-18 1819 5/3 ..

Head 19-20 20 6/4

weapon sr altk/par% damage paints

M X-bow 2 60/30% 2D6+2t 8 ...

Sling 3/9 50/--% 1D8 —

1H Spear 8 45/30% 1D8+1 10 ...

Buckler S - --/60% -— — e

GWORCH'S FLY

Move 6/12  HitP: 12 ...

Fatg: ........... Magic P: 7 ............

location 1020 points

Rh Leg 01 32 ...

Lh Leg 02 32 ...

Rc Leg 03 32 ...

lc leg 04 32 ..

Abdom. 05-08 35 ...

Thorax  09-11 35 ...

R Wing 12-13 3/3 ...

L Wing 14-15 33 ...

Rf Leg 16 3/2 ...

Lf Leg 17 32 ..

Head 18-20 34 ...

Skills: Acrobatics 95%, Fly 120%, Scan

35%.

DIVA

aftributes melee missile points

Move 2 R Leg 01-04 01-03 54 . .

HP: 12 L Leg 05-08 04-06 5/4 ...
Abdom. 09-11 07-10 7/4 ...

FP:1 Chest 12 11-15 7/5 ...
R Arm 13-15 16-17 5/3 ...

P g L Arm 16-18 18-19 5/3 ...
Head 15-20 20 B6/4 ...

weapaon sr aftpar¥ damage paoints

M X-bow 2 60/30% 2D6+2t1 8 ...

Sling 3/9 50/---% 1D8 —

1H Spear 8 45/30% 1D8+1 10 ...

Buckler 8 -— ---/60% -— -

DIVA'S FLY

Move 6/12  Hit P: 12 ..........

Fatg: ............ Magic P: 7 ...........

location 1D20 points

Rh Leg 01 32 ...

Lh Leg 02 3/2 ...

Rc Leg 03 3/2 ..

Lcleg 04 32 ...

Abdom. 05-08 35 ...

Thorax  08-11 35 ...

R Wing 12-13 3/3 ...

L Wing 14-15 373 ...

Rfleg 16 32 ...

Lt Leg 17 3z ...

Head 18-20 3/4 .

85%.

GLET

attributes meles missile points

Move 2 R Leg 01-04 01-03 5/4 ...

HP: 12 L Leg 05-0B 04-06 5/ ...
Abdom. 08-11 07-10 7/4 ...

FP: 1 Chest 12 11-15 7/5 ...
R Arm 13-15 16-17 &/3 ...

MP: 9 L Arm 16-18 18-19 5/3 ...
Head 19-20 20 6/4 ...

weapon sr attk/par¥ damage points

M X-bow 2 60/30% 2D6+2t1 8 ...

Sling 38 50/---% 1D8 e

1H Spear 8 45/30% 1D8+1 10 ...

Buckler § -~ -—/60% --- e

GLET'SFLY

Move 6/12 Hit P: 12 ...

Fatg: ............ Magic P: 7 ..........

location 1D20 paints

Rh Leg 01 372 ...

LhLeg 02 a2 ...

Rc Leg 03 32 ...

Lc Leg 04 3z ...

Abdom. 05-08 35 ...

Thorax  09-11 s ...

R Wing 12-13 33 ...

L Wing 14-15 33 ...

Rf Leg 16 e ...

Lf Leg 17 32 ...

Head 18-20 3/4 .

B85%.

ODEN

aftributes melee missile points

Move 2 R Leg 01-04 01-03 5/4 ...

HP: 12 L Leg 05-08 04-06 5/4 ...
Abdom. 0911 07-10 7/4 ...

FP: 1 Chest 12 11-15 7/5 ...
R Arm 13-15 16-17 5/3 ...

MP: 9 L Arm 16-18 18-19 5/3 ...
Head 189-20 20 6/4 ...

weapon sr attk/par¥% damage points

M X-bow 2 60/30% 2D6+2t a8 ...

Sling 3/9 50/--% 1D8 e

1H Spear 8 45/30% 1D8+1 10 ...

Buckler 8 -— ---/60% -— —

ODEN'S FLY

Move 6/12 Hit P:12 ...

Fatg: ............ Magic P: 7 .cou.....

location 1020 points

RhLeg 01 32 ...

LhLeg 02 32 ...

Rcleg 03 32 ...

Lc leg 04 32 ... B

Abdom. 05-08 3/5 ...

Thorax 08-11 3/5 ...

R Wing 12-13 313 ..

L Wing 14-15 3/3 ...

Rf Leg 16 ane ...

Lf Leg 17 32 ..

Head 18-20 34 ...

na effective attacks

Skills: Acrobatics 95%, Fly 120%, Scan
85%.

-

no effective attacks

Skills: Acrobatics 95%, Fly 120%, Scan

== B5%,

no effective attacks

Skills: Acrobatics 55%, Fly 120%, Scan
85%.
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SHEST
attributes melee missife points
Move 2 R Leg 01-04 01-03 54 ...
HP: 12 L Leg 05-08 04-06 5/M ...
Abdom. 09-11 07-10 7/M4 ..
FP: 1 Chest 12 11-15 7/5 ...
R Arm 13-15 16-17 5/3 ...
MP: @ L Arm 16-18 18-18 5/3 ...
Head 19-20 20 6/4 ...
weapon sr attk/par damage points
M X-bow 2 60/30% 2D6+2¢% 8 ...
Sling 3/9 50/---% 1D8 —

1H Spear 8 45/30% 1D8+1 10 ...

Buckler 8 --- ---/60% -- .
SHEST'S FLY

Move 6/12 Hit P: 12 ..........

Fatg: ............ Magic P: 7 ...

location 1020 pairts

Rh Leg 01 32 ...

Lh Leg 02 T —

Rc Leg 03 ane ...

Lc Leg 04 arn ..

Abdom. 056-08 3/5 ...
Thorax  08-11 35 .
R Wing 12-13 3/3 ...
L Wing 14-15 3/3 ...

Rf Leg 16 3/2 ...
Lf Leg 17 <7~
Head 18-20 34

no effective attacks

Skills: Acrobatics 95%, Fly 120%, Scan
85%.

SMELCH

atiributes melee missile points

Move 2 R Leg 01-04 01-03 5/4 ...

HP: 12 L Leg 05-08 04-06 5/4 ...
Abdom. 08-11 0710 7/4 ..

FP: 1 Chest 12 11-15 7/5 ...
R Arm 13-15 16-17 5/3 ...

MP: 8 L Arm 16-18 1819 5/3 ...
Head 18-20 20 6i4 ...

weapon sr atti/par% damage points

M X-bow 2 60/30% 2D6+2t 8 ...

Sling 3/9 50/--% 1D8

1H Spear 8 45/30% 1D8+1 10 ...

Buckler 8 --- ---/80% --- —

SMELCH'SFLY

Move 6/12 Hit F: 12

Fatg: ............ Magic P: 7 ..

location 1020 points

Rh Leg O1 are ...

Lh Leg 02 32 .

Rc Leg 03 ane ..

Lec Leg a4 32 ...

Abdom. 05-08 3/5 ...
Thorax  09-11 s L.
R Wing 12-13 3/3 ...

L Wing 14-15 3/3 ...
Rf Leg 16 ane ..
Lf Leg 17 3/2 ...
Head 18-20 a4 L

no effective attacks

Skills: Acrobatics 95%, Fly 120%, Scan
85%.

42 — Troll Realms

NESRETEP, Superior Trollkin

characteristics attributes

STR 18 ...... Maove: 3

CON 17 e Hit P12 ...

SIZ T e Fatg: 35-22=13 ........
INT 14 ..... Magic P: 15 + matrix
POW 15 ... 4 =19 ...

DEX 18 ... DEX SR 2

APP 11 ... i

focation  meles missile  points

R Leg 01-04 01-03 7/4 ...

L Leg 05-08 04-06 7/4 ...
Abdom. 08-11 07-10  7/4 ...
Chest 12 11-158  7/5 ...

R Arm 13-15 16-17  7/3 ...

L Arm 16-18 18-19  7/3 ...

Head 19-20 20 6/4 ...

weaapon s altk/par?  damage points
T Javeln 2 BO/60% 1D10+1D2t8 ...
Sling 2/7 95/-2% 108 —

HI Javeln 7 75/60% 1D6+1+1D48 ...
Buckler S8 25%/85%1D4+1D4 8 ...

1+ poisan.

Dodge: 30%.

Spirit Magic (66°): Befuddle (2), Heal 4,
Multimissile*® 4, Protection 2, Speedart,
Skills: Darksense/Scan 100%,
Darksense/Search 75%, Hide 50%, Listen
75%, Ride Fly 95%, Sneak 85%.
Languages {speak’/read): Darktongue
35/9%, Sartarite 25/---%, Tradetalk
15/---%.

Treasure: carries 10100 bolgs, 1D20
clacks, and 1D10 lunars; ransom is
20100 lunars. Carries four javelins.

Armor: lamellar body, ring head.

XOROHOQ, Xiola Umbar Priestess

characteristics attributes

STR 15 ... Move: 3

CON 11 ... Hit P; 15 ...

siZ 17 o Fatg: 26-16=10 ........
INT 17 ..... Magic P: 18 ........
POW 18 ... DEX SHR: 3

DEX 13 ...

APP 13 ...

location melee missile  points

R Leg 01-04 01-03 5/5 ...

L Leg 05-08 04-06 5/5 ...
Abdom. 09-11 07-10 5/5 ...
Chest 12 11-15 5/6 ...

R Arm 13-15 16-17 54 ...

L Arm 16-18 18-19 5/4 .

Head 18-20 20 8/5 ...
weapon sr o attk/par®  damage points
H Mace 6 60/55% 1D10+1D4 10 ...
1H Spear 6 60/35% 1D8+1+1D410 ...
Target 3 7 25/65% 1D6+1D4 12 ...

Dodge: 15%.

Spirit Magic (B4%): Demoralize (2),
Fanaticism®, Heal 6, Solace*, Protection
6.

Divine Magic (94%): Command Shade,
Darksee™ 3, Divination™ 2, Extension* 2,
Shield 3, Worship Xiola Umbar®.

Skills: Darksense/Scan 75%,
Darksense/Search 40%, First Aid 95%,
Sneak 65%, Treat Disease 60%, Treat
Poison B5%.

Languages (speak/read): Darktongue
85/40%, Tradetalk 25/---%.

Treasure: none. Ransom is 1200€from
home tribe,

Armer: bezainted body, ring head.

TROLLKIN SANS FLIES
Dodge: 10%. Spirit Magie: Befuddie (2),
Bladesharp 2, Fanaticism®, Heal 2,
Protection 3. Treasure: 50 bolgs.

TROLLKIN ONE

attributes melee missile points
Move 2 R Leg 01-04 01-03 5/4 ...
HP: 12 L Leg 05-08 04-06 5/4 ...
Abdom. 08-11 0710 7/ .
FP: 5 Chest 12 11-15 7/5 ...
R Arm 13-15 1617 5/3 ...
MP: 9 L Arm 16-18 1819 5/3 ...
Head 18-20 20 6/ ...
weapon sr altk/par® damage paints
1H Spear 8 45/40% 1DB+1 10 ...
Sling 3/9 50/--% 1D8 —
Buckler § --- --/30% 1D4 8 ...
TROLLKIN TWO
attributes melee missile points
Move 2 R Leg 01-04 01-03 5/ ...
HP: 12 L Leg 05-08 04-068 5/M4 . .
Abdom, 09-11 07-10 7/4 ...
FP: 5 Chest 12 11-15 75 ...
R Arm 13-15 16-17 5/3 ...
MP: 9 L Arm 16-18 1819 5/3 ...
Head 18-20 20 6/4 ..
weapan sr  attk/parsc damage paints
1H Spear 8 45/40% 1D8+1 10 ...
Sling 3/9 50/---% 1D8 ---
Buckler S --- ---/30% 1D4 8 ...

TROLLKIN THREE

attributes melee missite points
Move 2 R Leg 01-04 01-03 5/4 .
HP: 12 L Leg 0508 04-06 54 ...
Abdom. 08-11 0710 7/4 ...
FP: 5 Chest 12 1115 7/5 ...
R Arm 13-15 1617 5/3
MP: 8 L Arm 16-18 18-186 5/3 ...
Head 18-20 20 6/4 ...
weaport sr  attk/par? damage paints
1H Spear 8 45/40% 1D8+1 10 ...
Sling 3/9 50/---% 1D8 -—
Buckler 8 -— -—/30% 1D4 8 ...

TROLLKIN FOUR

attribules meles missile paints
Move 2 R Leg 01-04 01-03 5/4 ..
HP: 12 L Leg 05-08 04-06 5/M ...
Abdom. 0911 0710 7/4 ...
FP: 5§ Chest 12 1115 7/5 ..
R Arm 13-15 1617 5/3 ...
MP: 8 L Arm 16-18 18-19 5/3 ...
Head 19-20 20 64 ...
weapon sr atth/par¥ damage points
1H Spear 8 45/40% 1D8+1 10 ...
Sling 3/ 50/--% 108 m—
Buckler § --- ---/30% 1D4 8 ...

TROLLKIN FIVE

attributes melee missife points
Move 2 R Leg 01-04 01-03 5/M4 ...,
HP: 12 L Leg 05-08 04-068 5/4 ...
Abdom. 08-11 07-10 7/4 ...
FP: 5 Chest 12 1115 7/5 ...
R Arm 13-15 16-17 5/3 ...
MP: 9 L Arm 16-18 1819 5/3 ...
Head 19-20 20 6/4 ...
weapon sr altk‘par¥ damage points
1H Spear 8 45/40% 1D8+1 10 ...
Sling 3/9 50/---% 108 -
Buckler 5 — -—/30% 1D4 8 ...
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TROLLKIN SIX

attributes

melee missile
Move 2 R Leg 01-04 01-03
HP: 12 L Leg 05-08 04-06
Abdom. 09-11 07-10
FP: 5§ Chest 12 11-15
R Arm 1315 1617
MP: 8 L Arm 16-18 1B-19
Head 19-20 20
weapon sr  altk/'par¥ damages
1H Spear 8 45/40% 1D8+1
Sling 3/9 50/---% 1D8
Buckler S --- ---/30% 1D4
TROLLKIN SEVEN
attributes melee missile
Move 2 R Leg 01-04 01-03
HP: 12 L Leg 05-08 04-06
Abdom. 09-11 07-10
FP: 5 Chest 12 11-15
R Arm 1315 1617
MP: @ L Arm 16-18 18-19
Head 18-20 20
weapon s altk/pard% damage
1H Spear 8 45/40% 1D8+1
Sling 3/9 50/--% 1D8
Buckler 3 -- ---/30% 1D4
TROLLKIN EIGHT
attributes melee  missile
Move 2 R Leg 01-04 01-03
HP: 12 L Leg 05-08 04-06
Abdom. 08-11 07-10
FP: 5 Chest 12 11-15
R Arm 13-15 1617
MP: 8 L Arm 16-18 18-19
Head 19-20 20
weapor sr attk/pard damage
1H Spear 8 45/40% 1D8+1
Sling 3/9 50/—-% 108
Buckler 3 -—- -—-/30% 1D4
TROLLKIN NINE
attributes melee missile
Move 2 R Leg 01-04 01-03
HP: 12 L Leg 05-08 04-06
Abdom. 08-11 07-10
FP: 5 Chest 12 11-15
R Arm 13-15 16-17
MP: 9 L Arm 16-18 18-19
Head 19-20 20
weapon s altk/par¥ damage
1H Spear B8  45/40% 1D8+1
Sling 3/9 50/---%: 108
Buckler 3 -— --/30% 1D4
TROLLKIN TEN
attributes meles missile
Maove 2 R Leg 01-04 01-03
HP: 12 L Leg 05-08 04-06
Abdom. 08-11 07-10
FP: 5 Chest 12 11-15
R Arm 13-15 16-17
MP: @ L Arm 16-18 18-19
Head 18-20 20
weapon sr altk/par¥ damage
1H Spear 8 45/40% 1D8+1
Sling 3/9 50/---% 108
Buckler S -- -—/30% 1D4

points

54 ...
54 ...
74 .
75 ...
5/3 ...
573 ...
B/4 ...

points
10 ...

points

5/ ..
5/4 ...
74
75 ..
5/3 ...
5/3 ...
6/4 ...

points
10 ...

THE GIANT MAGGOTS

Once a maggot strikes a location, it
clings and continues to bite that area on
subsequent rounds, though armor
continues to protect. Roll the attack dice
for the maggot anyway, to see if it
receives a critical hit, but it hits on any
roll lower than 96-00. i

GIANT MAGGOT 1

attributes  location 1020 points
HP 14 Tail 01-06 2/5 ...
FP 21 Body 0714 2/6 ...
MP 7 Head 15-20 2/5 ...
weapon  sr altk% damage

Bite 8 40% 1D8+1D4
GIANT MAGGOT 2

attributes  location 1020 paints
HP 14 Tail 01-06 2/5 ...
FP 21 Body 07-14  2/6 ...
MP 7 Head 15-20 2/5 ...
weapon sr atth% damage

Bite 8 40% 108+10D4
GIANT MAGGOT 3

attributes location D20 paints
HP 14 Tail 01-06 2/5 ...
FP 21 Body 07-14  2/6 ...
MP 7 Head 15-20 2/5 ...
weapon  &r attk% darmage

Bite 8 40% 1D8+1D4
GIANT MAGGOT 4

attributes location 1020 points
HP 14 Tail 01-068 2/5 ...
FP 21 Body 07-14 2/6 ...
MP 7 Head 15-20 2/5 ...
weapon s aftk% damage

Bite 8 40% 108+1D4
GIANT MAGGOT 5

attributes  focation 1020 points
HP 14 Tail 01-068 2/5 ..
FP 21 Body 0714  2/6 ...
MP 7 Head 15-20 2/5 ...
weapon s attk% damage

Bite 8 40% 108+1D4
GIANT MAGGOT &

aftributes  location 1020 paints
HP 14 Tail 01-06 2/5 ...
FP 21 Body 07-14  2/6 ...
MP 7 Head 15-20 2/5 ...
weapon  sr atth% damage

Bite B 40% 1D8+1D4
GIANT MAGGOT 7

attributes location 1020 points
HP 14 Tail 01-06 2/5 ..
FP 21 Body 07-14  2/6 ...
MP 7 Head 18-20 2/5 ...
weapon s attk% damage

Bite 8 40% 108+1D4

GIANT MAGGOT 8

aftributes  location 1020 points
HP 14 Tail 01-06 2/5 ...
FP 21 Body 07-14  2/6 ...
MP 7 Head 16-20 2/5 ...
weagporn sr atk% damage

Bite 8 40% 1D8+1D4
GIANT MAGGOT 9

aftributes  focation 1020  points
HP 14 Tail 01-06 2/5 ...
FP 21 Body 07-14 2/6 ...
MP 7 Head 1520 2/5 ...
weapon sr attk% darnage

Bite 8 40% 108+1D4
GIANT MAGGOT 10

atiributes  location 1D20 paints
HP 14 Tail 01-068 2/5 ...
FP 21 Body 07-14 2/6 ...
MP 7 Head 1520 2/5 ...
weapon st altk% damage

Bite 8 40% 1D8+1D4
GIANT MAGGOT 11

attributes  location D20 points
HP 14 Tail 01-06 2/5 ...
FP 21 Body 07-14 2/6 ...
MP 7 Head 15-20 2/5 ...
weapon sr  attk% damage

Bite 8 40% 1D8+1D4
GIANT MAGGOT 12

attributes  location 1020 points
HP 14 Tail 01-06 2/5 ...
FP 21 Body o714 2/6 ...
MP 7 Head 15-20 2/5 ...
weapon s altk% damage

Bite B 40% 1D08+1D4
GIANT MAGGOT 13

atributes  location 1020  points
HP 14 Tail 01-06 2/5 ...
FP 21 Body 0714 2/6 ...
MP 7 Head 15-20 2/5 ...
weapon s attk% damage

Bite 8 40% 108+1D4
GIANT MAGGOT 14

attrbutes  location 1020 points
HP 14 Tail 01-06 2/6 ...
FP 21 Bady 07-14 2/8 ...
MP 7 Head 15-20 2/5 ...
weapon sr attk% damage

Bite 8 40% 108+1D4
GIANT MAGGOT 15

atinbutes  focation 1020  points
HP 14 Tail 01-06 2/5 ...
FP 21 Body 07-14  2/6 ...
MP 7 Head 1520 2/5 ...
weapon s atth% damage

Bite 8 40% 108+1D4 .
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Trollball

Trollball is an ancient and popular sport among trolls. It
was played beforc the coming of the Great Enemy, who
disturbed the tranquility of creation,

At that time the balls were Whirring Whiz beelles,
which are now extinct. After they came to the surface,
trolls used other animals, and badgers were most popu-
lar during the Dawn Ages. Since Gbaji’s curse, the un-
fortunate trollkin have been of nearly universal use.
Trolls occasionally substitute another hapless creature;
played at Gonn Orta’'s castle every five years is a
championship game which features a bear instead of a
trollkin. This is considered excessive even by trolls, and
some teams refuse to participate in that game.

Teams for trollball may be organized or amateur, Or-
ganized teams sponsor players whose main occupation is
to play trollball. They may even get special equipment.
Sponsored teams have time lo practice, and thus are sig-
nificantly better than sand-lot clubs. Despite differences
in quality, there is rarely more than a single league in
any given troll area, and it includes both organized and
amateur teams.

Amateur teams are made up of anyone who wishes to
play. Casual sand-lot games may not have a giant as
referec.

Trollball leagues are organizations which allow teams
to compete in elimination tournaments. Competitors
may travel long distances. In addition to the glory of
winning the tournament, side-bétting causes much mon-
ey and property to change hands.

Inter-league tournaments are very rare because of the
distances and dangers of travel. Since the recent restora-
tion of aclive communications between Halikiv and Gu-
han, two such tournaments have taken place. Prior to
these, the last known inter-league game was played in
1189, in Dragon Pass, between the Shadows’ Dance and
Halikiv leagues.

Object of the Game

The object of the game is to move the live portion of a
trollkin across the goal line. This scores one point. The
team with more points at the end of an agreed-upon time
is the winner. If time runs out and there is a tie, a
champion from each side is chosen and the team whose
champion throws the trollkin further is declared the
winner.

The Teams

A trollball team has seven players, one of whom may be
a great troll. The rest must be dark trolls.

Only five players are allowed on the field at a time.
One of the five, normally a great troll, is designated
goalie, and may not leave the red zone. Four are field
players, and may go here they want on the field. The
two remaining are replacements, who must stay off the
field but may go where they want along the perimeter of
the field.

44 — Trollball

Replacement of injured players is simple. The player
who is hurt must reach any sideline, with or without
assistance. Once done, the replacement may run on-
ficld.

A team sponsor must be a male and a cult leader,
such as a Kaarg’s Son or Death Lord. The sponsor often
heals wounded members off-field.

The Field

A trollball field measures 30 meters by 51 meters. The
goals are ten meters wide, centered at opposite ends of
the long axis of the field. Posts driven into the ground
generally mark the goal area, although it is common also
to use standing stones or even a motionless troll if other
materials are unhandy. Corners are marked similarly,

Red zones are very important to play and are
carefully marked. Single posts, usually wood, are driven
into the ground on the field’s midline, 10 meters from
cach goal. These posts are quite important, and teams
treat them with reverence, for they house the team’s
esprit. Pre-game sacrifices are made to the posts.

The red zone is marked on the ground with the blood
of the viclims sacrificed lo the center posts. This is done
with great solemnity, and all the players and spectators
chant prayers for their team to win.

Other Authorities

Two giants (of nine meters or better height) generally
act as referees, and are paid handsomely in food after-
wards. In a game, their job is to literally kick off the
field any trolls who break the rules.

A beautiful priestess of Xiola Umbar is always on
hand. She places herself in Mindlink with the trollkin
and is given the best seat in the house. If the trollkin
dies in play, she passes out; the game is stopped to
replace the trollkin and revive the pricstess.

One trollkin at a time is used for play; a number are
usually needed for a full game. Replacement trollkin are
generally grabbed at random from among the spectators.

Rules of the Game

In addition to those mentioned above, only a few other
rules exist for this sport. The giants (sometimes
erratically) enforce them.

¢ Blunt weapons only. No slashing or impaling weapons
allowed at all. Any type of armor is acceptable.

» No magic of any sort may be used on the playing
field. A special Warding spell causes any magic-wielder
to glow; the malefactor is ejected from the game in great
disgrace.

¢ No missile, except the ball, may be used by any player
in the game.
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A new trollkin is thrown into the game.
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skills —

Catch 80%
Jump 51%

STOMPER, Dark Troll Blocker

Armer: cuirbouilli legs and head,
bezainted torso, ring arms. head.

GRUNGE, Dark Troll Alternate

Armor: bezainted legs, ring mail
everywhere else, FAVORED WARCRY

ZWIFTIG, Dark Troll Passer

characteristics attributes

STR 21 ... Move:3

CON 11 ... HitP:13 ...

5I1Z 14 ... Fatg: 32-6=26 ........

INT 16 ... Magic P; 15 ........

POW 16 ... DEXSR: 2

DEX 17 ..

focation  melse points

Rleg 0104 4/5 Sazdorf
L Leg 05-08 4/5 ..,

Abdom. 08-11 5/5 ..

Chest 12 | s LIl Whackers
R Arm 13-15 4/4 .,

L Arm 16-18 414 ..

& Tacklers
weapon  sr altk/par¥  damage paints

Head Bt 7 50/---% 1D4+1D8 --- Trollball Team
Fist 7 85/65% 1D3+1D6 (3) .....

Kick 7 35/---% 1D6+1D6 —

Grab 55% Dodge 40%
Punt 35% Throw 90%

Armor: cuirbouilli legs and torso, ring
arms, and bezainted head.

CANOPENER, Great Troll Goalie

characteristics aftributes characteristics attributes

5TR 17 ... Move: 3 STR 31 . Move: 3

CON 16 ... Hit P: 15 ... CON 18 ... Hit P: 23 ........

SIZ 14 ... Fatg: 33-16=17 ... S1Z 28 ... Fatg: 48-36=13 ...
INT 11 ... Magic P: 13 ... INT 8. Magic P: 14 ...
POW 13 ... DEXSR:2 POW 14 ... DEX SR: 3

DEX 17 ... DEX 13 ...

location molee points location melee paints

R Leg 01-04 4/5 R Leg 01-04 T8

L Leg 05-08 4/5 | L Leg 05-08 7a . .

Abdom. 09-11 5/5 . Abdom. 08-11 7/8 .

Chest 12 5/6 . Chest 12 710

R Arm - 13-15 &/ | R Arm 13-15 76 .

L Arm 16-18 6/4 . L Arm 16-18 76 .

Head 18-20 A5 Head 18-20 8/8 ...

weapon sr atth/par® damage paints weapon & aftk/par?t  damage points
RH Kite S7 80/85% 1D6+1D8 16 ... RH Maul 4 80/40% 1D10+2+3D610 .....
LH Kite 87 75/90% 1D6+1D6 16 ..... LH Kite S6 40/75% 1D6+3D6 16 ...
Head Bt 7 45/--% 1D4+1D6  --- Head Bt 6 30/---% 1D4+3D6 -
Fist 7 40/38% 1D3+1D6 (3) ..... Fist 6 65/30% 1D343D6 (3) .....
Kick 7 35/--% 1D6+106 --- Kick 6 60/---% 1D6+3D6 .-
skills — skills —

Catch 50% Grab 30% Dodge 20% Catch 70%  Grab 50% Dodge 0%
Jump 40%  Punt 35% Throw 70% Jump 25%  Punt 60% Throw 70%

Armor: lamellar limbs and torso, chain

characteristics attributes

5TR 22 ... Move: 3

CON 15 ... Hit P: 19 ........

sSIZ 22 ...... Fatg: 37-18=15 ........

INT 11 ... Magic P19 ........

POW 9. DEX SR: 3

DEX 13 ...

location maelee points

R Leg 01-04 [

L Leg 05-08 57 i

Abdom. 09-11 &/7 B&‘Sh em a”’
Chest 12 6/8 i

B Am 1315 & Smash ‘em all,
L Arm 16-18 6/5 .
Head 19-20 817 o ThHrow ‘em to the trollkin!
weapon sr altk/par¥ damage points

Maul 4 95/90% 2Z2DB+2D6 16 ...

Head Bt 6 40/---% 1044206 ---

Fist 6 65/40% 1D3+2D6 (3) ...

Kick 6 35—% 1D6+2D6

skills —

Catch 50%  Grab 85% Dodge 15%

Jump 35%  Punt 35% Throw 50%

Rooogi, Rooogi!

XIGXAG, Dark Troll Catcher

characteristics

STR 21 ...
CON 21 ...
SiZ 18 ...
INT 15 ...
POW 17
DEX 21 ...

location malee
R Leg 01-04
L Leg 05-08
Abdom. 09-11
Chest 12

R Arm 13-15
L Arm 16-18
Head 18-20

weapon  sr
RH Trgt 55
LH Trgt S5
Head Bt 5
Fist 5
Kick 5

skifls —

Catch 85%

Jump 90%

attributes

Move: 3

Hit P: 20 ........

Fatg: 42-14=28 ... .
Magic P: 17 ...
DEX SR: 1

paints

attk/par® damage points
60/85% 106+106 12 ...
45/80% 1D6+1D6 12 ...
60/---% 1D4+1D6
95/40% 1D3+1D6  (3) ...
70/---% 1D6+1D6 —

Grab 40% Dodge 50%

Punt 70% Throw 60%

Armor: cuirbouilli limbs and torso; plate

head.

UBBLAG, Dark Troll Blocker

attributes

Mave: 3

Hit P: 17 ...

Falg: 32-22=10 ........
Magic P: 9 ...
DEX SR: 3

points
T .
76 ...
76 ...
77 ...
6/5 ...
&6/5 ...
7/6 .

s alWpar®s damage paints

75/65% 2D6+1+1D6 10 .....

30/--% 1D4+1D6 ---

4
&
6 45/35% 1D3+1D6 (3) ...
5

45/--% 1D6+1D6 -

characteristics
STR 19 ...
CON 13 .
=1 Pl 20 ..
INT 9.
POW 9 ...
DEX 13 ...
location melee
R Leg 01-04
L Leg 05-08
Abdom. 08-11
Chest 12

R Arm 13-15
L Arm 16-18
Head 18-20
weaport

2H Flail

Head Bt

Fist

Kick

skills —

Catch 50%
Jump 20%

Grab 60% Dodge 03%
Punt 45% Throw 50%

Armor: lamellar legs, torso, and head:

ring arms.

KALVOJIB, Dark Troll Alternate
and Waterboy. Butt of ‘fat jokes.’

characteristics
STR 15 ...
CON 13 ...
51z 26 ..
INT 13 ...
POW 14 ...
DEX 6 ...
location meles
R Leg 01-04
L Leg 05-08
Abdom. 09-11
Chest 12

R Arm 13-15
L Arm 16-18
Head 19-20
weapon  sr

RH Mace 6

LH Mace &
Head Bt 7

Fist 7

Kick 7
skifls —

Catch 50%
Jump 15%

attributes

Move: 3

Hit P: 20 ........
Fatg: 28-22=6 ........
Magic P: 14 ........
DEX SR: 4

points

57 .
5/7 .
5/8 .
8/5 |
8/5 .
&/7

attk/par®%s damage points
50/50% 1D10+2D6 10 ...
35/30% 1D10+2D6 10 ...
20/---% 1D4+2D6 -
50/25% 1D3+2D6 (3) ...
35/-—-% 1D642D6  ---

Grab 30% Dodge 0%
Punt 35% Throw 50%

Armor: bezainted legs and torso,
brigandine arms, ring mail head.

J

46 — Troll Reaims



OLPHER, Dark Troll Ball Carrier

characteristics attributes

STR 15 ... Move: 4

CON 15 ... Hit P: 14 ...

SIZ 12 ... Fatg: 30-12=18 ........
INT 14 ... Magic P: 14 ...
POW 14 ... DEX SR: 1

DEX 21 ...

iocation meles points

R Leg 01-04 715

L Leg 05-08 75 .

Abdom. 08-11 5/5 ..

Chest 12 5/8 ..

R Arm 13-15 74

L Arm 16-18 5/4 .

Head 18-20 5/5

weapan sr attk/par¥% damage paints
Head Bt 6 85/---% 1D4+1D4
Fist 6 00/B0% 1D3+1D4  (3) ...
Kick 6 BO/--% 1D6+1D4 -

skills —

Catch 75%
Jump 115%

Grab 105% Dodge 80%
Punt 80% Throw 75%

Armor: bezainted torso, left arm, and
head; lamellar elsewhere.

NOTE: through dint of fong training, Olpher
has increased his basic speed o 4.

VETHE, Dark Troll Blocker

characteristics aftributes

5TR 18 ... Move: 3

CON 14 ... HitP: 18 ...
SIZ 21 ... Fatg: 32-28=4 ...
INT 14 ... Magic P: 11 ...
POW Ik R DEX SR: 3

DEX 14 ...

location meleg points

R Leg 01-04 8/8 i

L Leg 05-08 8/6 ...

Abdom. 08-11 8/6 ...

Chest 12 8/8 ...

R Arm 13-15 6/5 ...

L Arm 16-18 6/5 ..

Head 19-20 8/6 .

weapon  sr aftk/par¥% damage points

1D10+1+1D68 ...
1D10+1+1D68 ...

RH BallCh5
LH BallChs
Head Bt &
Fist 6
Kick 6

skifls —

Catch 65%
Jump 35%

60/65%
55/55%
25/---%
40/40%
45/---%

1D4+1D6  ---
1D6+1D6  ——

Grab 70% Dodge 02%
Punt 45% Throw 65%

Armor: ring mail arms; chain elsewhere.
NOTE: uses chains to entangle lacklers.

TELTER, Dark Troll Blocker

characteristics attributes

STR 24 ... Move: 3

CON 14 ... Hit P: 19 ........

SlZ 24 ... Fatg: 38-35=3 ........
INT 13 ... Magic P: 6 .......
POW 6 ... DEX SR: 3

DEX

focation

R Leg

L Leg

Abdom.

Chest

R Arm

L Arm

Head

weapon poirts
2H Twr 56 55/90% 1D6+2D6 24 ...
Head Bt 6 35/--% 1D4+2D8& ---
Fist 6 40/35% 1D3+2D6 (3} ...
Kick 6 B85/---% 1D&6+2D6 ---
skifls —

Catch 35%  Grab 55% Dodge 15%
Jump 75%  Punt 85% Throw 35%

Armor: bezainted arms, scale elsewhere.

1D3+1D6 (3} .....

Redstone
Wallbangers

Trollball Team

IDJ, Great Troll Goalie

characleristics attributes

STR 24 ... Move: 3

CON 24 ... HitP:25 ...

51z 25 ... Fatg: 48-36=12 ........
INT 13 ... Magic P: 8 ........
POW 8 ... DEX SR: 4

DEX 9 ...

location  meles points

R Leg 01-04 9/9 ..

L Leg 05-08 /9

Abdom. 09-11 /9 .

Chest 12 9/10 .

R Arm 13-15 a7 ..

L Arm 16-18 a/7 ..

Head 19-20 9/9 L
weapon  sr attk/par% damage paints
Maul 5 50/40% 2D8+2DE 16 ...
Head Bt 7 30/--% 1D4+2D6 --
Fist 7 60/25% 1D3+2D6 (3} ...
Kick 7 30/---% 1D6+2D6 ---
skills —

Cateh 55%  Grab 65% Dodge 0%

Jump 110% Punt 30% Throw 55%

Armer: full brigandine.

NOTE: idf's slandard tactic is to use his Jump
rolf to hurl his entire body through the air,
fanding bodily upon the ball carrier.

Kill dem dwarfs,
Kill dem elves;

Eat they brains

All by ourselves/

Uz Roools!
FAVORED WARCRY

KAMOW, Dark Troll Blocker

characleristics attributes

STR 18 ... Move: 3

CON 15 ... Hit P: 17 ...
SIZ 18 ... Fatg: 33-18=14 ...
INT 12 ... Magic P: 13 ...
POW 13 ... DEX SR: 1

DEX 20 ...

feeation  melse points

R Leg 01-04 L

L Leg 05-08 76 ...

Abdom. 08-11 676 ....

Chest 12 6/8 ...

R Arm 13-15 715

L Arm 16-18 7/5 ...

Head 19-20 6/6

weapon  sr

attk/par¥ damage points

Qistaff 3 75/00% 1D8+1D6 B ...
Sstick 5 65/50% 1D6+1D6 6 ...
Head Bt 5 25~-% 1D4+1D6 ---
Fist 5 45/40% 1D3+1D6 (3) .....
Kick 5 40/---% 1D6+1D6 ---
skills —

Catch 50%  Grab 45% Dodge 60%
Jump 45%  Punt 40% Throw 50%

Armor: scale limbs, ring mail head and
torso.

RUCKSACK, Dark Troll Alternate

characteristics attributes

STR 21 Move: 3

CON 13 ... HitP:14 ..

s1Z 15 ... Fatg: 34-17=17 ........
INT 14 ... Magic P: 9 ........
POW g ... DEX SR: 2

DEX 16 ...

lacation meleg paints

R Leg 01-04 6/5 s

L Leg 05-08 6/5 .

Abdom. 08-11 6/5 .

Chest 12 6/6 .

R Arm 13-15 6/4 .

L Arm 16-18 6/4 .

Head 19-20 B8 e

weapon st attk/par¥  damage paints
Mace 6 40/55% 1D10+1D8 10 ...
Kite S 7 30/50% 1D6+1D6 16 ...
Head Bt 7 70/---% 10441086 ---
Fist 7 BOMBO% 1D3+1D6  (3) ...
Kick 7 65/---% 1D6+10D6 ---
sKills —

Catch 45%  Grab 45% Dodge 45%

Jump 40% Punt 5% Throw 35%

Armor: brigandine right arm and head;
ring mail elsewhere,

OMGON, Dark Troll Alternate

charactsristics attributes

S5TR 18 ... Move: 3

CON 13 ... Hit P: 15 ...
Siz 16 ...... Fatg: 31-22=08 ...
INT 10 ...... Magic P: 10 ........
POW 10 ... DEX SR: 2

DEX 16 ...

focation  meles paints

R Leg 01-04 6/5 ...

L Leg 05-08 6/5

Abdom. 08-11 6/5 ...

Chest 12 6/6 ...

R Arm 13-15 8/4 ..

L Arm 16-18 6/4 ...
Head 19-20 8/5 .

weapon  sr altk/par% damage

paints
Mace 5 75/65% 1D10+1D6 10 ...
Kite S 6 55/85% 1D6+1D6 16 ...
Head Bt 6 25/---% 1D4+1D6  ---
Fist 6 45/50% 1D3+1D6 (3) ...
Kick &6 30/---% 1D6+1D6 -
skifls —
Catch 45%  Grab 40% Dodge 15%

Jump 40%  Punt 30% Throw 45%

Armor: brigandine right arm and head;
ring mail elsewhere.

J
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e It is illegal to deliberately maim the trollkin while
holding it. It is legitimate to parry with the trollkin, or to
release it and then try to maim it, or other such ideas.

¢ The goalic may not leave his red zone.

s A replacement may not enter the ficld until the troll he
replaces has been moved off-field, whether carried,
pushed, dragged, or under his own power.

¢ A tcam may not enter the opposing red zone unless the
trollkin is in their possession. Players may cnter their
own red zone at any time.

e Spectators may throw anything they want at enemy
non-goalie players in any red zone, but players may not
harm the spectators in any way.

Notes on Play

GIANTS KICKING TROLLS: the giant must be within
kicking distance of the troll, who certainly may attempt
to run away or dodge. A troll who manages to evade
pursuit until the giant gets bored and stops chasing has
also evaded his penalty. All giants Kick at 100%, and do
2D6 damage, knocking the troll 2D6 meters away. If a
troll is kicked off-ficld, a replacement may enter play. A
giant may kick a given troll repeatedly, in a fit of pique
or just to get him off the field.

CROWD MISSILE ATTACKS: when a team enters its
opponents’ red zone, alert spectators always throw old
bones, rocks, and (especially) empty liquor jugs at the
enemy team. Roll 1D10 for the number of throws per
combat round, then roll 1D6 for each cast. Only a result
of 1-2 indicates a hit. A roll of 1 gives 1D4 damage,
while a roll of 2 gives 2D4 damage.

STRUGGLING TROLLKIN: at the end of each round
the gamemaster must roll to see if the trollkin escapes.
Match the trollkin’s STR against 1/2 the troll’s STR if it
is carried one-handed, or against the troll’s entire STR if
it is carried two-handed.

LOOSE TROLLKIN: a free trollkin immediately runs
2D6 meters in a random direction. Number the compass
directions from 1-8, then roll 1D8 to determine the
direction it runs. If the trollkin is still uncaught after
running 2D6 meters, it changes direction and runs an-
other 2D6 meters, and keeps this up until it has finished
movement for the round.

DEATH ON THE FIELD: a woll killed in play is
automatically resurrected by the god of the game after
being taken off-field. A dead troll still must be removed
from the field or his replacement cannot come on.
BLOCKING: whenever two trolls collide, have each
match his SIZ against his opponent’s SIZ on the
resistance table. If a troll is victorious, his opponent is
knocked down. Since both trolls roll, both may be
knocked down.

RUNNING: as per normal RuneQuest rules. A troll
may move at up to double speed by expending double
fatigue.

Abilities Defined

CATCH: use Throw skill. For snatching a trollkin out
of the air who has been kicked or thrown or otherwise is
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flying about. The trollkin must land directly upon the
catcher for this skill to be used at full value. A team
member has 1/2 his Throw to catch a trollkin landing
nearby. If the trollkin lands some distance off, the troll
may wish to use a Jump skill to dive to the spot the
trollkin falls, after which the troll uses half his Throw to
catch the critter.

DODGE: use Dodge skill. For both dodging normally
and throwing oneself out of the way, ending the turn
upon the ground and unable next round to do anything
but getting up. When used in the latter mode, the
character gets double his Dodge skill to determine
success.

GRAB: use Grapple skill. For successfully laying hands
upon a trollkin or troll who is rushing about, trying to
dodge, etc.

JUMP: use Jump skill). As in RuneQuest. For leaping
atop rocks or over pits on the field.

PUNT: use Kick skill. The ability to drop-kick a trollkin
a certain distance and direction. The distance in meters
is equal to the kicker’s STR. Thus, a great troll with
STR 24 would kick a trollkin 24 meters. If the Kick roll
succeeds, the trollkin flies through the air and lands 1D6
meters from the chosen target point (number the eight
compass directions and roll 1D8 to determine direction);
the trollkin takes damage equal to the kicker’s Damage
bonus. If the roll fails, the trollkin is dropped and begins
running randomly.

THROW: use Throw skill. Makes a high, arching lob,
for throwing a trollkin to a desired place. Distance in
meters equals the thrower’s STR minus the trollkin’s
SIZ. Thus, a STR 16 troll could lob a SIZ 8 trollkin 8
meters. A successful Throw drops the trollkin exactly
where aimed. A failed roll lands the trollkin within 1D6
meters of the target zone (number the eight compass
directions and roll 1D8 to determine direction). @
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The Hungry Ones,
The Stone-Eaters . . .

~

TROLL REALMS: beyond the pale of mankind,
other species pursue different destinies. Not
the least in power, dignity, and glory are the
troll races, whose ways are at once familiar
and shocking, and whose very existence tells
of a world humans prefer not to know.

A unique introduction to the stern, humor-
filled dark trolls, TROLL REALMS includes
adventures, encounters, full troll statistics,
maps, instructions, special player information,
and many new illustrations and silhouettes.

TROLL REALMS: entertaining and
provocative.

e Terrorist Trollkin

e Sly Dark Troll Gamblers and
Traders

* Trollball Berserkers
» Bizarre Insect Technology

INTC THE TROLL REALMS is a bock of adventures for the
RuneQuest roleplaying game. « it contains three longer adventures
each playable for one or more evenings, three extended encounters
which may be woven into the other adventures, and two teams and the
rules for troliball, the ultimate sport for macho champions. « “Skyfall
Lake" features systematic encounters with trolt drink (not for the average
guy) and presents a tour of and adventures in an important troll outpost.
= “Grubfarm” brings the adventurers to the source of much troll power, a
place where giant insects of many kinds are raised and trained. « “Flying
Trollkin" kidnapers subject all the player-characters to a strange and
torturous fight.

The Trollkin Horde

What Is RuneQuest? What Is Glorantha?

In RuneQuest, players create adventurers who explore an ancient world rich in magic. Gloranthais a fantasy world of exotic myth
Everyone uses spells and anyone can be a warrior, equipped with cold steel and stout and awesome magic, self-contained and
armor. The gods provide fantastic powers to their mortal worshipers and can intercede unique in its creation. The existence and use
on their behalf. Each RuneQuest adventurer is unique, belonging to a distinct culture of magical powers are central to the physics of
and learning the crafts, trades, and skills of his or her parents. Glorantha. Here the gods live, are worshiped,
RuneCQuest is a fantasy roleplaying game for two or mare players, ages 12 and and act to protect their worshipers and to

older. further their own mysterious goals.
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