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PARA 48                                   The old adventurer talks with you 
in the moonlight outside the old inn, binding any wounds 
you may have suffered. “I am on a mission to stop the 
Cult of Krestok,” he tells you, “It is vitally important that 
they do not gain possession of the Phoenix Scroll; with 
it their foul deity will gain great power over these lands. 
But I fear I have become too well-known for this mis-
sion; you must take over for me. Here is a map to the 
temple, and a key to open one of the entrances.” 

You examine the map, which has a path marked in red 
leading to a range of mountains, and the key, a triangular 
piece of silvery gray metal. The old mercenary shakes 
your hand and points the way north. You are suddenly 
overcome by a feeling of dread; touching the key has 
imposed a geas on you. If you do not take up this quest, 
or abandon it, you will lose 5 points form your Charisma. 
To begin your journey, go to Para 18. If you try to find 
another to assume the quest, go to Para 35 (after deduct-
ing 5 from your Charisma!).
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NOTES From the Artist: 2020

Of the various solos I have done art for, I think Dark Temple has 
some of my best work illustration wise. Its been out of print for 
a long time and I decided to get it scanned, enhanced and put on 
Drive-thru for all of you to enjoy.  

Stefan Jones sent us various corrections to the original edition 
and I have incorporated those into the scanned pages. I also added 
some new art and enhanced some of the old art in various ways.  
You may also notice I used a more decorative font for all the para-
graph numbers and added a bar at the top so you can quickly see 
what paragraphs are on each page.

One other thing I changed was the paragraphs that “wrap” onto 
the next page.  This caused some confusion for some players, so 
now any paragraph that “wraps” now has its own paragraph num-
ber, with the addition of a “B” at the end. Unless otherwise told to, 
you should always go to the original appearance of that paragraph 
number which is located on the previous page. 

We hope you enjoyed seeing the return of this long lost solo.  
We’ll try to get them all out as best we can!   -  Steve Crompton
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Other solos for dT&T
Deluxe Goblin Lake...............................36pgs...........$8.95
Deluxe Agent of Death ..........................64pgs.........$11.95
Deluxe Adventurers Compendium.......88pgs.........$14.95
Deluxe Naked Doom......................... ....36pgs...........$8.95
Deluxe Arena of Khazan.................. ....56pgs.........$12.95

And more solos for Classic T&T
(Note: these are also playable with dT&T)

Sea of Mystery.........................................32pgs...........$8.95
Gamesmen of Kasar................................40pgs...........$8.95
Sea of Mystery.........................................32pgs...........$8.95
When the Cat’s Away..............................56pgs...........$8.95

Tunnels & Trolls sTuff!



Many of our books are also available at www.DrivethruRPG.com

T&T Adventures Japan includes
Solo, GM Adventures & Mini-Rules

A collection of Solo Adventures, 
Game Master Scenarios and FRPG 
Manga all translated into English, 
with the original Japanese illustra-
tions and maps, from the pages of 
T&T Magazine in Japan! PLUS 
Ken St Andre has developed a 

mini-version of the rules especially 
for this book, These T&T mini-

rules will allow first time players 
to be able to roll up and start play-

ing in just minutes. The perfect 
book for new RPG players and a 
must-have for fans of all things 
Japanese or any T&T player!

More GM Adventures
Uncle Ugly’s Underground Doom GM adventure.- $6.95

Vaults of K’Horror Visit the Ruined lands in search of ancient 
treasure. With skeleton men and facing powerful vampires is 
the reward worth the risk? GM & Solo adv. 72pgs - $17.95

More Tunnels & Trolls



the simple joys of life on the road! 
Plenty of fresh air, sleeping under 
the stars, new sights to see with every 
passing mile. While passing through 

the remote province of Myre, you find a pleasant inn 
to spend the night; a rarity in these parts. After spend-
ing a gold hekkat and three silver kabbobs on a mug 
of cider and a half a roast fowl, you settle down for a 
relaxing evening.

Suddenly there is a pain-racked scream from just 
outside. You rush out of the Inn, only to find an older 
adventurer gasping for breath by the side of the road.
“The cultists!” He gasps, as his life ebbs away. 
‘You have to finish my mission... Take this key and 
map, do whatever you have to, but stop them from get-
ting the Phoenix Scroll!” Those are the last words he 
ever utters.

Looking at the map you can feel in your bones that 
it will be rough going. Even the terrain looks deadly. 
Somehow, you will have to find the Phoenix Scroll and 
hide it somewhere the cultists can not follow - -
But where to hide the scroll, and how do you even find 
it? Are the cultists truely evil? You met some of them 
in the Inn. They seemed nice enough. You do not 
have many answers, but all the roads lead to the . . .

This solitaire adventure is suitable for low & mid level humanoid 
characters, with adds of 10-75. Limited magic is allowed.
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