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pieces flickered and glinted in the glow of the 
helmet’s eyes.” 
 
I sipped at my tankard, the bitter ale about what I 
had come to expect from this part of the country. 
Oh, how I longed for a nice, fruity Trebmalian red 
or a smoky mezcal from the southern isles. Alas, 
such imported niceties didn’t make it this far into 
the Keltonesh'ta Mountains. The bitter ale seemed 
to fit as hand-in-glove with the flickering firelight 
and rough tables of the room. I grimaced as I took 
another sip to ease my dry throat and returned my 
attention to the man surrounded by the rapt 
audience. 
 
The survivor, if the healing slice across his face 
was any indication, was pretty much how I would 
have expected an adventurer to appear. Rough, 
non-descript clothes covered his frame and 
scarred hands held his tankard and pipe. A quality 
leather belt gird his waist from which hung a worn 
leather scabbard housing a long dagger. The hilt of 
the dagger gave evidence of long use and the soft 
glints of dark red from the pommel suggested a 
jewel inlay. The boots propped up before him 
were of a quality similar to his belt. They were well 
worn and equally well taken care of. In short, a 
man who gave priority to the gear that would keep 
him breathing. Someone who let his skill, rather 
than his appearance, speak for him. 
 
“The other two clouds rushed us,” the man 
continued, “Skeg took the first hit and it sounded 
like a group of demented tinkers all beating out of 
sync on his great shield. I’d seen him take the 
charge of a wounded boar on that same shield 
with barely a grunt.  This chaos cloud forced him 
two steps back. He once mentioned that his father 
was half-troll and to look upon him I didn’t doubt 
it; the face only a mother could love and standing 
head and burly shoulders above the rest of us. 
That day I saw the hint of fear in his eyes.” 
 
“Skeg shifted the first cloud off his shield and it 
continued on past to Drebin and me.  Drebin 
tried to duck back into the alcove next to him, 
probably hoping that it would miss him as it 
bounced off Skeg’s shield and the tunnel wall. It 
almost did. As the cloud closed on me a length of 
chain suddenly whipped out from it and snagged 
the dwarves foot. It dragged him out of that 

alcove towards all those flickering and spinning 
shards.”   
 
“I leapt in with my hammer and somehow 
managed to knock the helm just right. The chain 
released Drebin and it was all I could do to dive 
out of the way. The cloud spun towards me as I 
backed up and ran into the wall. A piece of 
spinning steel suddenly shot out towards me. I 
tried to dodge,” he said fingers brushing past the 
slice on his face, “but I wasn’t so successful.” 
 
“My vision wavered and I must have blacked out 
for a moment. When I could see again, I saw the 
helm lying in the tunnel dirt, a scattering of 
broken blades, armor and other pieces lying on 
the ground around it twitching. Our wizard was 
standing just past me casting a spell at the cloud 
charging him; probably the same one that had 
done in poor Mebwell. I’d seen him throw spell-
fire before and it’s an awesome sight. I’m not sure 
what this spell was, but when Jorgen shouted the 
cloud just came apart in midair and fell to bounce 
along the ground.” 
 
“Skeg was holding his own, trying to squash the 
remaining cloud into the wall with that great shield 
of his. The cloud must have taken offense to 
being caught between the troll and a hard place 
because the din it made as those blades raked his 
shield and tore chunks out of the wall would have 
put a group of drunken metal smiths to shame.  
Jorgen cast that spell of his once more and Skeg 
stumbled into the wall as the cloud dropped at his 
feet and he crushed the helm.” 
 
“Mebwell was a goner; there was nothing we 
could do for him. The helms and their metal 
pieces lay on the ground twitching up a storm as if 
they’d like to do nothing more than pull back 
together and have at us again. We didn’t stick 
around to see how long they’d be out of 
commission; we high-tailed it out of there.” 
 
The warrior took another long pull on his tankard 
and followed it up with his pipe. I wondered if the 
pipe somehow made the bitter ale taste better. It 
was worth looking into, all things considered.  
“Looking back on it,” the man continued, 
“scouting out the tower ruins of the wizard 
Efqavarna probably wasn’t the best of ideas.  
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Hearing tales that he bound demons to his service 
is one thing; having seen it with my own eyes is 
something else entirely.” 
 
I nodded to myself. The very idea should have 
been enough to make them question their sanity. 
That they had survived was a minor miracle. 
Perhaps Jorgen was one of those holy wizards, a 
wizard in service to one of the gods. Either way, I 
had enough to write up a quick report and send it 
along to the Archivist’s Collegium by courier. 
Perhaps further investigation and maybe an 
interview with the other survivors would elicit 
further details. Time would tell. A field 
investigator for the Archivist’s Collegium certainly 
wasn’t the dull job that I had once thought it 
would be. 
 

Chaos Cloud 
 
Chaos Helmet – MR 25; always found in groups 
of three or five. 
Chaos Coat – MR 80; the same as a chaos helmet 
but an order of magnitude larger. Sometimes 
found with a contingent of chaos helmets. Heaven 
help you if it’s a group of five. 
 
Special:  
0/Scream: L0SR on CHR or frozen with fear for 
one turn. Target cannot take any action. 
2/ Blade Ejection: The tunnel ripper is able to make 
a missile attack against a party member. 
3/Chain Whip: L2SR on Dexterity or entangled 
with whip for 1D6 turns; L2SR on STR to escape. 
 
Weakness:  
A successful casting of Curses Foiled can interrupt 
the curse binding the demon to the helm for 1D3 
turns. This doesn’t free the demon from the helm, 
but will interrupt its ability to control the helm 
and surrounding cloud temporarily. It’s probably 
not a good idea to hang around to determine just 
how long the spell will last.   
 
Origin: 
Chaos clouds, or tunnel rippers as they are 
sometimes known, were created by the wizard 
Efqavarna in a fit of pique. Efqavarna was a 
genius when it came to magic and his brilliance 
truly shown when he bent his thoughts to matters  

of security. It became a mark of prestige to boast 
that one had a series of Efqavarna’s wards 
protecting one’s property or that one of the 
mage’s sentinels patrolled the grounds. At times, 
even the mere rumor that Efqavarna may have 
been seen on some noble’s grounds was enough 
to make thieves look for easier pickings elsewhere.   
 
The mages reputation became so legendary that 
some adventurers tried making their name by 
breaking into Efqavarna’s tower itself. While none 
succeeded, for some bizarre reason decipherable 
only through the cipher of male machismo, many 
continued to attempt the feat. At one point, the 
inner and outer baileys of Efqavarna’s modest 
retreat were quite literally littered with the remains 
of failed adventurers. Removing the bodies left 
the mage with a small mountain of weapons and 
gear that he had little use for or interest in. As he 
stood on the balcony considering the debris 
inspiration struck. 
 
Efqavarna adapted and modified a spell he had 
used to great success in the past. The mage 
inscribed the name sigils of demons he knew on 
the inside of each ornate helm and bound the 
being within. Laying a geas upon the demon he 
bade the nefarious beings to serve and protect. 
The demons had little say in the matter and could 
only act within the confines of the geas – protect 
the grounds, keep and person of Efqavarna and 
defend against attack. They were able to create a 
semblance of a physical body from the debris of 
weapons and armor left over in order to interact 
with their environment and to carry out the 
mage’s orders. 
 
Efqavarna had created the first cohesive 
fragmented golem. 
 
Beyond this, not much else is known.  It is 
suspected that Efqavarna had created some means 
to allow for safe passage by himself and his 
retainers though what that may be has never been 
confirmed. That the chaos clouds had survived 
the wizard’s death is now no longer a simple 
fireside story, but a matter of fact. Why it has 
taken the chaos clouds over two-hundred years to 
emerge after Efqavarna’s death is a matter open 
for debate, though it would seem that answer may 
only be available in Efqavarna’s tower. 
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K-Bombs 
Doomsday Weapons for New Khazan 

By David Moskowitz 
 
 
The following device is to intended to be more than a simple 
weapon, but a major plot device for 9KW players seeking 
prevent/cause mass destruction on a given planet. If you 
just need a MacGuffin to destroy a world, just build a big 
enough Blow-You-To generator to teleport its core into orbit 
and watch the fun. 
 
Some things are better off in the low-Kremm 
vacuum of space. One does not think of 
Hellbomb Burst harpoons as contained explosive 
devices, but compared to their atmospheric 
counterparts... 
 
K-Bombs are so unpredictable, so damaging, that 
few of the 9,000 worlds possess them. The 
Imperrii, the Alliance, and even the worlds of 
Horde space have interplanetary agreements 
discouraging their use; but then, aren’t rules and 
contracts for those who benefit from them? 
 

The Krestle Whizzboom Connection 
 
The K-Bomb must contain exactly two Krestle 
crystals, coupled with a special detonator (see 
below). Additional crystals generate no additional 
yield; in fact they reduce potency by a factor of 10. 
The base unit of K-Bomb potency is the 
Whizzboom (WB). The number of WB’s is the 
geometric mean of the charges of contained in 
each of the two Krestle pieces (i.e. the square root 
of the product of the WIZ charge of each 
Krestle). Any combination of Krestle may be 
used, but a WB total of at least 500 is necessary 
for a proper reaction, otherwise it’s a dud. (Game 
Masters are encouraged to take advantage of 
potential uncertainty about the Krestle quality. 
Few things are as entertaining as watching players 
ask each other, “Do you think we’re far enough 
away?”) 
 
 
 

 
 

The Detonator 
 
A Hellbomb Burst is required to trigger the 
necessary Kremm-reaction, but simply casting one 
on properly arranged pieces of Krestle won’t 
work. One needs either: 
 
1. A converted Hellbomb Burst harpoon torpedo 
with the Krestle inside. 
 
or 
 
2. A detonator scroll wrapped around the bomb. 
When the trigger word is spoken, the scroll 
effectively reads itself, words glowing and 
vanishing at a predetermined rate, casting the 
spell. (Note: a detonator scroll without a K-
bomb will eradicate anything within a 1 meter 
radius, but have no other effect.) 
  

Kaboom 
 
Detonating a K-Bomb produces a K-Pulse. To 
determine the blast effect of the K-Pulse, roll 
WB/100 D6. Calculate the total and then remove 
any die whose value is unique. Re-roll the 
remaining dice and repeat the procedure until you 
have a roll with all unique values; this is the Final 
Total (FT). 
 

K-Pulse Damage and Speed 
 
Unlike traditional explosions (i.e. gunpowder, 
nuclear bombs, Hellbomb Bursts) the K-Pulse 
begins slow and gains speed as it spreads.   
Your FT will have the following effect on those 
caught in the blast: 
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GM’s may choose to use the full module, The 
Catacomb of the Bear Cult or simply throw a 
small group of cultists into the hills. The average 
cultist is a Level 1 Warrior, ST 12, IQ 11, LK 12, 
CON 11, DEX 13, SPD 12, CHR 5 who is armed 
with a francisca axe (3+2, can be thrown) and a 
javelin. All cultists can turn into were-bears: ST 
42, IQ 6, LK 12, CON 55, DEX 7, SPD, 20, CHR 
15 (5D+10 for jaw and claws). 
 
Common items for sale at Snick’s Lick’s: 
 
Lodging (per night, per person): 
• Deluxe Stay: A room complete with plush goose   
  down bedding and a scenic view (i.e., not of the   
  stables), one hot bath, one tavern pass, one hot  
  meal, and laundry service. 20 GP 
• Economy Stay: Windowless room with a straw  
  pallet, one cold meal of biscuit, cheese and  
  homemade jam (no bath, laundry, or tavern  
  pass). 10 GP 
• Sub-Economy Stay: Stable (no meals or tavern  
   pass). 3 GP (+1 GP for clean hay, fresh water in  
   the trough). 
• Animal Boarding: Stable. 3 GP 
 
Food, drink, and entertainment: 
• Tavern Pass:  1 drink and entertainment. 3 GP 
• Meal ticket: 1 hot meal—available only when  
  there’s no performance. Otherwise characters  
  must purchase a tavern pass. 1 GP 
• Drink ticket: 5 SP (well drinks) or 50 SP (top  
  shelf) 
   
Pack Animals: 
• Grade A Mule (will carry up to 300 lbs.). 100 GP 
• Grade B Mule (will only carry half loads). 60 GP 
• Pack goats (will carry up to 50 lbs.). 25 GP 
 
Adventuring goods:  
• Mobile Tavern Kit: Pair of wooden water jugs  
  (each holds 10 gallons) and mule harness. 100  
  GP 
• Tourist Shirts: 8 SP 
• Adventurers Kit: Backpack, 3 torches, 10 pitons,  
  piton hammer, leather gloves, 25’ rope. 90 GP 
• Travelers Kit: Belt pouch, lantern, skin of oil,  
  compass, rain coat, 3 days rations, cloth sack.   
  155 GP 
• Delvers Kit: Mirror, stick of wax, matches, chalk,  
  salt, twine. 30 GP 
 

• Ropety Dope Special: 50 ft. hemp rope, leather  
  gloves, cloth sack. 12 GP 
• Deluxe Handyman Special: Shovel, pick,  
  hammer, two dozen nails, roll of wire. 80 GP 
• Fasten-It-Fast Fun Pack: Special alchemist items:  
  small jar glue, 15’ sticky tape, roll of wire, ball of  
  twine. 50 GP 
• Bag of Magic Marbles: Small leather pouch with  
  six assorted marbles. (See the alchemist shop for  
  details). 30 GP 
• Bucket of Beans On The Go: Wooden bucket  
  filled with enough dried beans to feed one  
  person for one week. 20 GP 
• The Whole Mess: One cauldron, one boiler, one  
  skillet, two cups, steel fork and spoon. 35 GP 
• Medicine Chest Special—buy three get one free:  
  All poisons and potions in rulebook as well as  
  concoctions from GM’s campaign, still at 150%  
  above normal cost. 
 

World’s Largest Ball of Cat Fur 
 
Snick’ss will do anything for money, but even he 
knows not to charge admission to see the two-
foot diameter sphere of lint, fur, and dust held 
together by—it’s best not to ask. Characters who 
inquire or seem aware enough to ask (no Saving 
Roll needed) will notice there are no cats in 
Wyrmsdale either. (GM’s should encourage 
speculation regarding Bear Cultists or the 
nondescript stew served in the tavern.)   
 

Mother’s Comfort Inn and           
The Faithful Flock’s Tavern 
 
The brother and sister Hobb partnership of 
Priscilla and Stewart Topbuttons jointly operate 
these properties noteworthy in Wyrmsdale for 
their good Hobb craftsmanship and tidiness. All 
the woodwork is well oiled and polished as Hobbs 
like things neat and orderly, and the tavern 
employs two ogres, Tudd and Gruu (MR 50 each), 
to ensure they stay that way. These two are the 
best dressed ogres characters will ever see, with 
their well-tailored jackets atop ruffled collared 
shirts and clean, form-fitting slacks held up with a 
large leather belt (Stewart insists upon this for all 
of his employees). Buckles, buttons, and boots are 
polished, highlighting the craftsmanship of the 
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village blacksmith and tailor. Tudd and Gruu 
reside in one of the small huts near the Tavern.  
Priscilla sometimes plays the harp and sings in the 
tavern. She may choose to tell players how she 
and Stewart came to Wyrmsdale after members of 
the Bear Cult ransacked and burned the Hobb 
hamlet where they grew up. Its location is not far 
from Wyrmsdale and she longs to recover her 
mother’s brooch which was lost as they fled. 
Those who did not scatter or die in the fighting 
were led away by the cult members, never to 
return. 
 
Stewart is the barkeep at The Faithful Flock’s 
Tavern. He might disclose some local gossip 
about the village and surrounding areas. But if any 
character crosses him, Stewart will spit in his or 
her drink—purposefully within his or her sight—
before serving it. All hot meals are served at the 
tavern and generally consist of meat, potatoes, 
cabbage, or a stew which resembles the previous 
day’s ala carte entrees, heavily seasoned. The drink 
options are mead, wine, and liquors with names 
like Dragon’s Breath Brew, Stalwarts’ Sumptuous Syrup, 
and Libations of Merry Men.  
 
The tavern is the hub of the village and one or 
more of the locals might be encountered there 
during the nightly entertainment.  
 
Stewart permits no gambling in the tavern. Those 
who insist will find themselves escorted by the 
ogres to the general store. There, Mayor Snick’ss 
is glad to offer players a game of dice or cards—
and of course, he cheats. In the dice game, victory 
goes to the high roll on 2D6; to simulate the 
mayor’s cheating, players must beat Snick’s roll by 
3. So, if the GM rolls a 4, they must roll a 7 to win 
and have no chance against Snick’ss rolling 10, 11 
or 12. In the card game, high card wins the hand 
and the winner of two out of three hands wins the 
game. Before the game session, the GM should 
remove all aces, jacks, queens, and kings from the 
deck, shuffle the deck without the removed cards, 
and then place 3-6 high cards on the bottom of 
the deck. Players pick from the top of the deck, 
the GM from the bottom. (It may help GM’s to 
draw the first or second round from the top to 
ease players’ suspicions). If the players notice 
what’s happening and object, the GM can role 
play the resolution. Of course, no matter what 
happens in the games, Snick’ss will try to sell 

players something before they leave the store 
(CHR SR vs. IQ). 
 

Longshoreman’s Stables 
 
An ex-pirate by the name Saul Scumtuff manages 
the stables, which provide delvers a place to board 
their horses and buy additional livestock—all sales 
going through Snick’ss Lick’s.  Scumtuff’s real 
pirate name is Rancid Pete and Mayor Snick’ss is 
the only one who knows who he is and that he 
ensconced from Captain Doublesticks Dustbin’s 
ship one night while anchored off the coast. 
Scumtuff may know the whereabouts of some 
buried treasure, but the info will cost plenty, 
matey. Generally, he’s content and happy with his 
new life at Wyrmsdale with no interest in his 
previous career. He does love his Red-Eyed Devil 
Rum though, and if players get on his good side 
he’ll offer to redeem a Grade B mule ticket for a 
Grade A mule.  
 

The Owl’s Cove Alchemist Shop 
 
An old white-haired and grey-bearded twig of a 
man, Razfornia Frapsburg, is the mastermind 
behind some of the products only found in 
Wyrmsdale. It is not unusual for small explosions 
to be heard coming from his shop or for colored 
smoke to pour out of the windows, so the locals 
pay no mind. Frapsburg’s gambling habit and 
resultant debt keep him tied to Wyrmsdale—he is 
also the reason there is no gambling at the tavern. 
Mayor Snick’ss makes sure to offer him a game of 
dice every once in a while to insure Frapsburg’s 
continued contributions to the co-op. If players 
catch Frapsburg at the tavern, he may offer some 
item at a price that undercuts Snick’ss prices. He 
dreams that enough of these under-the-table deals 
will allow him to pay off his debt and leave 
Wyrmsdale once and for all—but for this games-
of-chance addict, these hopes are delusional.  
 
Players can find all sorts of elixirs, poisons, salves, 
and concoctions at this shop, as well as 
Frapsburg’s specialty, Magic Marbles. These come 
in an assortment of colors and have limited effects 
when tossed against a hard surface (small flash 
explosion, colored smoke, oily puddles, loud 
whistling sound, growing pool of bubbles, etc.). 
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All the Classes in T&T 
Characterization as Class in T&T 

By Douglas Toth
 
I hope this article will inspire veteran and new 
players alike to expand their role-playing horizons. 
This article is based on the Tunnels & Trolls 5th 
edition which does not include lists of skills or 
talents. Many house rule skill sets have been 
developed and they will, of course, add to the 
characterization should you choose to use them; 
but the point of this article is that they are not 
really necessary.  
 
Back in the early days of role playing games 
(RPGs) we were unfettered by pages of skill lists, 
attributes, and reference charts. That is not to say 
that they did not exist, but rather we chose to 
ignore them when it was inconvenient. Indeed, 
only the dreaded Rules Lawyer (called a ‘pest’ in 
those days, or perhaps a ‘kill joy’ or not called at 
all) was the only one willing to pour over the 
many pages of a game publication looking for 
perceived advantages and other useless 
information. In this developing hobby, Tunnels & 
Trolls (T&T) dared defy conventional wisdom and 
stuck to its pure format. By liberal interpretation 
of the Save Roll (SR) rules our characters were 
truly role played. Even when playing in a different 
system we used a simple dice mechanic and the 
character’s attributes to overcome the evil 
machinations of our game master (GM). The 
designers of T&T did not make a huge deal out of 
this system, but then, it was as new as the hobby 
itself. They may not have immediately realized the 
versatility of the elegant game mechanic they had 
hit upon. Dungeon running was the main focus of 
most games and that did not require a lot of 
different skills. Hiding, thwarting traps, and the 
occasional climbing challenge were the staples of 
such forays. In other rule sets, these were the duty 
of various ‘specialty classes.’ Without such a 
character to do the job at hand, the players were 
stumped and the GM had to avoid introducing 
such challenges. 
 
Currently this ‘class equals role’ mentality has been  
 

 
exacerbated by on-line gaming. Not one on these 
massive multiplayer online games (MMOs) can 
consider tackling the bigger challenges without a 
balance of ‘tank’, ‘healer,’ and ‘DpS’ (Damage per 
Second). This is all well and good if your goal is to 
make sure you have a large customer base and 
everyone has a part to play in the game. No one 
gets left out and everyone can contribute. For 
many, however, table top role playing is a more 
intimate affair. Gaming with groups of two or 
three players, including the GM, is common and 
this can leave gaps in the specialties needed to 
overcome challenges that are common in many 
scenarios. Multi-tasking is vital and T&T permits, 
even encourages, this sort of character 
development. 
 
Ironically T&T, lacking these arrays of nuanced 
classes, is sometimes passed over by those gamers 
wanting a more ‘in depth role playing experience’. 
My observation is, ‘what can be more in depth 
than making the character you rolled up become 
just the sort of character you want it to be?’ Let 
me show you how. 
 

Rangers 
 
The ranger has been a staple of the fantasy RPG 
from its early stages. In T&T we have 
opportunities to make the ranger not only a truly 
unique class, but each ranger will be a unique 
individual. You will need a superior Dexterity at 
the least, but it is worth the effort. 
 
The Barbarian: The average Warrior is a stalwart 
and true individual. By simply playing this 
character as a tribal huntsman and athletic 
protector, eschewing the dubious comforts of the 
civilized world, you will make the character much 
more of an individual. Barbarians don’t go in 
much for armor and prefer big weapons, usually 
swords and axes, but these things are typical of  
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The Wizard’s Hut 
A T&T 7.5 Edition Solo Adventure 

By J.C. Lambert 
 
This adventure is written for Tunnels & Trolls 7/7.5 
edition. It is suitable for a newly created low-level humanoid 
(good kindred) warrior with no more than 30 personal 
adds. Preferred kindreds are human, elf, dwarf, or hobb. 
Feel free to use talents for Saving Rolls where appropriate. 
1D3 can be determined by dividing 1D6 by half and 
rounding half numbers up. Defeated monsters are worth 
adventure points equal to their MR. Don’t forget, a 
wizard’s hut can be a dangerous place—calculate all spite 
damage. You may leave the hut at any point if you wish, 
but you will not get any APs for finishing the adventure. If 
you are directly engaged in combat, you will need to make a 
L1SR vs. DEX to make it out the door without being hit 
by an undefended attack. If you miss the roll, you take one 
full attack from your foe as you flee. Subtract the full 
combat total from your CON minus any armor protection 
you have. If you survive this, you’ve made it out of the hut 
to safety. 
 

Introduction 
 
You’ve spent your childhood in the small village 
of Balebottom, on the edge of the empire. Born 
into modest means, you were lucky enough to 
apprentice with a local retired adventurer named 
Lokan. For the better part of your late 
adolescence he trained you well in the arts of 
sword, shield, and bow, but the time came when 
he had taught you all he could. “Now you must 
strike out on your own and see what the world has 
to teach,” he told you. With bittersweet 
excitement you pack up what equipment and 
provisions you have, say goodbye to your family, 
and set out on your first adventure. 
 
For days you have been traveling through the 
nondescript wastelands that surround your village 
and insulate it from the wider world. On the fifth 
day you reach the outskirts of a wild forest called 
Brierdeep. The woods are known only as legend in 
your village, but you’ve heard enough to know 
they have a dark reputation. Wizards, wild beasts, 
and evil trees are thought to lurk within. With  

 
some trepidation you follow the dirt road winding 
its way into the woods. At some point, the path 
splinters and the fork you choose becomes 
progressively more narrow and overgrown. Finally 
it comes to an end in a small clearing that contains 
a ramshackle stone hut with a thatched roof. The 
roof is in need of repair and dark green moss 
hangs from the stone walls, staining it a swampy 
green. Needing a rest from your travels, you 
approach the front door only to find it open and 
unlocked. You give it a token knock as you 
carefully push the door all the way open and step 
into a cluttered one room dwelling. Go to 1. 
 

1 
You have entered what appears to be a reclusive 
wizard’s workshop. Nobody is in the room, yet 
you sense a power or unidentifiable presence 
nearby. The walls are lined with shelves filled with 
ancient tomes and odd, varied objects. A large 
work table stands in the middle with a variety of 
wizard experiments in various degrees of 
completion. It looks as if a scuffle has recently 
taken place. A chair is overturned and a 
pentagram drawn in soot on the floor has been 
smudged and walked through. Over the table, a 
cord floats suspended in mid-air unattached to 
anything above. On the table amid the scattered 
papers, writing utensils, and strange wizard spell 
ingredients, several things catch your eye: a 
collection of glass vials with colorful liquids in 
them, a rolled up scroll of parchment, an ornately 
carved ivory box, and a plate holding some half-
eaten cookies. There is a mystery here, you can 
feel it. Your curiosity is kindled and you resolve to 
unravel the puzzle of the missing resident, 
uncovering the secrets of this abandoned hut. 
Surveying the table, a few possibilities for 
immediate action present themselves. 
 
Do you pull the hanging cord? Go to 48. Drink 
one of the liquids? Go to 17. Open up and read 
the scroll? Go to 12. Investigate the ivory box? Go 
to 19. Have a cookie? Go to 2. If you have been  
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being for such mundane service. Do you quickly 
slam the door shut and retreat? Go to 62. Do you 
try to talk with the elemental; begging its 
forgiveness for your intrusion and requesting its 
help in unraveling the mystery of the empty hut? 
Go to 68. Or do you attack it? Go to 60. 
 

55 
Something is indeed amiss, but unfortunately you 
are too groggy to wake up in time to do anything 
about it. The sensation of sharp teeth biting into 
your flesh brings you fully awake. To your horror 
you find that the bear skin has come alive, 
wrapped around you, and taken a bite. Take 
2D6+6 points of damage. If this has killed you, 
this is THE END. If you are alive, you will have 
to fight. It has a MR of 30 (4D+15). Any spite 
damage against you activates its special attack of 
smothering. Make a L1SR on DEX or have your 
combat total halved for one turn. If you win, go 
back to 66. 
 

56 
You grab the rungs of the sturdy oak ladder and 
climb up to the loft. As you pull yourself up to the  
loft floor, you see that it is a simple yet cozy 
bedroom space. A stuffed straw mattress occupies 
the majority of the floor. Warm woolen blankets 
and furs cover the bed and an impressive bearskin 
tops the pile. The bearskin is adorned with the 
unfortunate bear’s head which stares rather 
vacantly at you. If this survey has satisfied your 
curiosity, you may descend back to the ground 
floor of the hut. Go to 61. If you’d like to poke 
around the loft space a little more, go to 66. 
 

57 
You carefully advance on the alcove, ready for 
anything. Who knows what kind of surprises you 
might find in a wizard’s closet? You are relieved 
(and maybe a little disappointed?) to find the small 
niche stocked with typical items common to a 
rustic cloak room. There are a number of warm 
overcoats draped over hangers and an assortment 
of worn shoes and boots in various states of 
cleanliness. If you’d like to inspect the overcoats, 
go to 72. If you’d like to try on some boots or 
shoes, go to 73. If you have been here before and 
have already tried both or only want to try one, go 
back to 61. You can only try each of these choices 
once. 
 

58 
You take a sip of the tea warily. It’s minty, earthy, 
and sweetened with honey. Even cold it is 
delicious. You can’t resist finishing it off. Putting 
the cup down you let out an impressive yawn and 
suddenly feel exhausted. It couldn’t hurt to just lie 
down for a minute. You make yourself 
comfortable on the bed. As you quickly drift off 
to sleep your last thought is that the tea is likely a 
sleep aid. Go to 75. 
 

59 
As you struggle towards wakefulness, you throw 
something constricting off of you. Leaping out of 
the bed you grab your weapon and face an 
unlikely adversary. The bear pelt has come alive 
and it menacingly flops towards you to attack. It 
has a MR of 30 (4D+15). Any spite damage 
against you activates its special attack of 
smothering. Make a L1SR on DEX or have your 
combat total halved for one turn. Fight it to the 
death. If you survive, go back to 66. 
 

60 
You must be pretty confident in your fighting 
abilities. The elemental flows out of the stove into 
the main room of the hut, flaring up to a 
menacing size. You are facing a supernatural 
power of unquestionable strength. The elemental 
has a MR of 200 (21D+100) and can only be 
harmed by magical weapons. You are committed 
to fighting the elemental. If you lose, you are 
burned to a crisp and this is THE END. If by 
some remote chance you actually win, take your 
APs and go back to 61. 
 

61 
You look around and take note of the other 
attractions the room has to offer. You have the 
unsettling feeling that unseen eyes are following 
you. On one side you see a ladder leading up to a 
loft area. On another wall you see a small alcove 
that serves as a cloak room. In a corner you see a 
small pile of dust that has been swept up and 
forgotten about. A broom and dust pan lie 
uselessly next to the pile. In an opposite corner is 
a cast iron stove. If you climb up the ladder to 
check out the loft, go to 56. If you explore the 
cloak room, go to 57. If you take a look through 
the dust pile, go to 53. If you would like to 
investigate the stove, go to 81. If you have been  
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been quite a while since you have rested. You are 
starting to feel the weariness of the road and the 
bed beckons invitingly. You can take a nap in 
hopes of restoring some lost CON by going to 
71. If you’d like to take a look at the bedside table, 
go to 84. If you’d like to investigate the pile of 
clothes, go to 87. If you’ve been here before and 
are done with searching the loft area, climb back 
down the ladder to the main room. Go back to 
61. 
 

67 
You try on a number of coats. When you finally 
find one that fits, roll 1D6. If you roll 1-5, go to 
70. If you roll a 6, go to 80. 
 

68 
You make your appeal to the enchanted monster, 
asking him to excuse your violation of his privacy 
and enquiring about the absent owner of the hut. 
Your presentation was pretty good, but you’ll have 
to make a L1SR on CHR to see the results. If you 
make it, go to 74. If you miss it, go to 65. 
 

69 
You pull the hefty boots on and feel a cool 
sensation on your feet. Quickly pulling them off 
again you find your feet covered with wet clay. 
The boots must have been full of it. You feel a 
tingling sensation and wiping the clay off, you find 
more. Your feet have been transformed into living 
clay. Walking and running is now much more 
difficult and precarious. What a curse! Subtract 
1D6 from your DEX and your SPD permanently. 
The effect can only be nullified by an 8th level 
Dis-Spell spell. Go back to 57. 
 

70 
You shrug on an overcoat that fits and take stock. 
It’s itchy, a little bulky, and smells musty. The 
missing wizard has some pretty crappy clothes. 
This coat is useless to you. You throw it on the 
floor and return to 57. 
 

71 
What a great idea. A little rest is exactly what you 
need right now. You pull back the covers, kick off 
your boots and settle into the bed. Before you 
know it you are falling asleep. Go to 75. 
 
 
 

72 
The overcoats range in style, size and condition. 
Would you like to go through the pockets of the 
garments? Go to 86. Or would you like to see if 
there are any that fit you? Go to 67. 
 

73 
There is quite a selection of footwear to choose 
from. You look through the most promising. 
Decide which you would like to try: a pair of 
wooden clogs, go to 79, a pair of tall boots caked 
with clay, go to 69, or some athletic looking shoes 
made of canvas, go to 85. After you try on your 
selection, the remaining shoes and boots slowly 
fade and disappear. 
 

74 
The elemental silently wavers back and forth for a 
few moments. Just when you are starting to get 
discouraged you hear a strange humming and a 
melodic voice rings out in an otherworldly tone. 
The elemental doesn’t respond directly, but 
addresses you in verse with this riddle: “The coals 
burn fierce, the fire is bright. You will need some 
help if you hope to survive the fight. Are you true, 
are you lucky, are you strong? Test your weapon 
in the flame, what could go wrong?” Is the 
creature asking you to put your weapon in the 
fire? If you would like to do this, go to 82. If you 
would rather close the stove door and walk away, 
go back to 61. 
 

75 
You have been deeply asleep for only a little while 
when a sense of something amiss pulls you back 
towards consciousness. Make a L1SR on LK. If 
you make it, go to 59. If you don’t, go to 55. 
 

76 
You take a generous glob of the paste and start 
rubbing it into your skin. First it tingles, then it 
feels warm, and then it burns! Your skin starts to 
blister. You try to wipe it off as quickly as you can, 
but not before incurring considerable pain. Take 
1D6 points of damage to your CON. Apparently 
the ointment has the opposite of its intended 
effect when used on one of the “good” kindreds. 
Return to your previous paragraph. 
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within. You can see through a grate in the door 
that it flickers with an oddly regular frequency. Do 
you want to open the door to investigate? Go to 
54. If not, go back to 61. 
 

82 
You stick your weapon of choice in the stove. The 
elemental grows larger and flares up in a bright 
burst of fire. It expands and lurches forward to 
engulf the foremost tip of your weapon. Tendrils 
of flame travel up the length of it and you feel the 
weapon grow hot beneath your hands. As the heat 
grows your ability to maintain a grip is tested. The 
pain is almost unbearable, yet somehow you 
manage to hold on and withstand it. After what 
seems like eons, the flames subside and the 
elemental shrinks back to its former size. Make a 
L1SR on STR and a L1SR on LK. If you make 
both, go to 77. If you make just the LK SR, go to 
32. If you make just the STR SR, go to 64. If you 
fail both saving rolls, go to 52. 
 

83 
You pop the cork and take a swig of the oil. It 
tastes slightly sweet with a strong floral flavor. 
Nothing happens for a few seconds, then you feel 
your throat start to constrict. This oil is powerful 
stuff; it is meant for topical application, not 
ingestion. Make a L1SR on CON. If you make it, 
take 1D6 points of damage to your CON and 
return to you previous paragraph. If you miss 
it, you drop dead on the spot. THE END.  
 

84 
You make your way over to the small table and 
find on it a book titled, “Spirits, Imps, and Minor 
Demons: Their Habits, Life Histories, and 
Influences on the World of Men.” It looks a little 
over your head. Next to the book is half a cup of 
cold tea, an unlit oil lamp, and a smoking pipe. 
There doesn’t seem to be any way of lighting the 
lamp or pipe. You can take them if you wish. If 
you’d like to try a sip of the tea, go to 58. 
Otherwise, go back to 66. 
 

85 
You put on the canvas shoes and suddenly feel 
light and buoyant. These shoes are enchanted to 
increase your SPD by 1.5 when worn and double 
the speed that you can run. You speedily return to 
57. 
 

86 
The pockets are mostly empty, but one is not. Roll 
1D6 to see what you find and then go back to 57. 
 
1. A rat. He bites your hand and leaps out of the 
pocket scurrying away. Take 1D6 points off your 
CON and 1D6 off your DEX for the duration of 
the solo.  
 
2. A stale half-eaten sandwich. 
 
3. A big lump of lint. 
 
4. Six small stones. If you have a sling, these will 
work as sling stones. 
 
5. A small container with a label that reads: 
“McAllister’s Imp Ointment: Has living on a 
human plane been getting you down? Rub some 
of this kremm into your skin for fast-acting and 
soothing relief (also works well for toads, frogs 
and lizards).” It is filled with a green, questionable 
looking, foul-smelling paste. You may take it if 
you wish. If at any time in the solo you try some 
of this on your skin, note the paragraph you are 
on and go to 76. 
 
6. A small bottle filled with a clear oily liquid with 
a label that reads: “Oil of SS’rraa: The secrets of 
the Nagas distilled in liquid form. This is no snake 
oil, but the real thing. If you want some of that 
old thyme magic, apply generously.” You may take 
it if you want. If at any time in the solo you rub 
some of the oil on your skin, note the paragraph 
you are on and go to 37. If you drink some of the 
oil, note the paragraph you are on and go to 83. 
 

87 
You pick through the discarded clothes finding 
them used and in need of washing. The missing 
wizard really is a slob. There isn’t anything notable 
here other than the smell. Go back to 66 and 
make another choice. 
 

88 
You have checked every inch of the hut and 
haven’t found the missing wizard. Strange. You 
sense that you may have overlooked something, 
but for the life of you can’t think what. Shrugging 
your shoulders, you gather your things and walk 
out the front door. At least you were able to take a  



TrollsZin

break from
wild wood
hear some
must have
200 AP f
END. 
 

Your pres
triggered T
Roll 1D6 a
the result
once, disre
 

 
1. Sudden
by multi-c
noises tha
clamp you
worst, but
hear the c
minutes an
your prev
 
2. You fe
your feet t
explodes 
clears you
middle of 
wizard’s h
clothing, w
disappeare
The Wiza
your loins
civilization
 
3. An elec
light dims
dazzling b
When you
yourself su
imposing 
robes. “
blundering
purpose b
members 
captive an
his plight. 
we will tra
light and y

ne! 

m the open r
ds, you take a
ething that so
e been your i
for surviving 

ence as an un
The Wizard’s 
and consult th
s. If you roll
egard any dup

THE WIZA
PROTECT

nly out of now
colored flashin
at rise to a de
ur hands over
t apparently t

commotion. T
nd you resum

vious paragra

eel a tingling 
to the top of y
behind your 

u find yourse
the woods. Y

hut. There is 
weapons, mon
ed. Give you
ards Hut, then
s. Good luck 
n. THE END

ctric current 
s, dropping t
brightness bu
ur eyes adjust
urrounded by 
staffs, sparklin

“Trespasser! 
g, yet your in

beyond your c
of the Wiza

nd your meddl
As a reward 

ansport you to
you find yours

road. As you 
a look back a
unds like a ch
imagination. 
The Wizard’

89 
ninvited guest 

Home Prote
he table below
l on this tab

plicate results. 

ARD’S HOM
TION TABL

where, you ar
ng lights and l
eafeningly hig
your ears and

there is no o
The din subsid
me your busine
aph. 

rush from th
your head. A 

eyes. When
elf standing 

You must be m
no path in si

ney, and equip
urself 50 AP 
n strap some 

finding your
D. 

runs through
to near black
ursts forth all
t to the brillia
a circle of tall

ng wands, and
You are 

ncompetence 
omprehension

ard’s Guild h
ling has called 
for making re

o safety.” Ther
self standing o

head into the
at the hut and
huckle. No...it
Give yourself
’s Hut. THE

in the hut has
ection System
w to determine

le more than

ME        
LE 

re surrounded
loud horn-like
gh pitch. You
d wait for the

one around to
des after a few
ess. Return to

he bottom of
blinding flash

n your vision
naked in the

miles from the
ight and your

pment have all
for surviving
leaves across

r way back to

h the air. The
kness. Then a
l around you
ance, you see
l wizards with

d long flowing
foolish and
has served a

n. One of our
has been held

attention to 
escue possible
re is a flash of
on the edge of

Page 39

e 
d 
t 
f 

E 

s 
. 
e 
n 

d 
e 
u 
e 
o 
w 
o 

f 
h 
n 
e 
e 
r 
l 
g 
s 
o 

e 
a 
. 
e 
h 
g 
d 
a 
r 
d 

e 
f 
f 

Brier
any 
Give
adve
 
4. A
and a
your 
You’
perm
get a
findi
1D6
level 
para
 
5. W
jump
book
spoo
crash
happ
This 
 
6. A
shap
relief
The 
Wait
really
objec
mov
and 
origi
legge
as h
them
this i
 
 
 
 
 
 
 
 
 
 
 
 
 
 

rdeep. You h
damage you 

e yourself 100
enture. THE E

A funny feelin
across your ha

r hands have
’ve been cau

manent afflicti
a funny feeling
ing it hard to 
. The curse c
l Dis-spell sp
agraph. 

Without warni
p up into th
ks, dust pan, f
ons start flying
h into you. G
pen before, yo

time they are

All around, th
pes of objects 
f and their sh
shadows in 

t...you do a do
y are moving.
cts and flow 

ve as if made
partially inta

inal forms an
ed beasts. Tre
aving a MR 

m, return to yo
is THE END

have all of yo
might have 

0 AP. It’s time
END.  

ng spreads th
ands. Looking
e turned a b
ught “red-ha
ion. From now
g about you a
trust you. Re

can only be r
pell. Return 

ing, a great n
e air. A bro
fire poker, qu
g around the r
Go to 36. If y
ou must face

e really going a

he light in th
and furniture

hadows grow d
the room se

ouble-take as y
. The shadow
towards you 

e of smoke, p
angible, shift

nd the indistin
eat the combin
of 40 (5D6+
our previous 

D. 

Is

our equipmen
suffered is h

e to look for 

rough your f
g down you se
brilliant red 
anded.” This 
w on stranger

and your red h
educe your CH
removed by a
to your pre

number of o
om, chairs, s

uill pen, knive
room threaten
you have see

e the objects 
after you. 

he hut grows
e jump out in 
dark and men

eem to be mo
you realize tha
s detach from
threateningly.
partially subs
ting between 
nct shape of 
ned Shadow F
+20). If you 

paragraph. I

ssue 7 

nt and 
healed. 
a new 

fingers 
ee that 
color. 

is a 
rs will 
hands, 
HR by 
an 8th 
evious 

objects 
stools, 
s, and 

ning to 
en this 

again. 

s. The 
sharp 

nacing. 
oving. 
at they 

m their 
 They 
tantial 

their 
four-

Fiends 
defeat 
If not, 



TrollsZine! Page 40 Issue 7 

REWARD GRAB BAG TABLE 
 
1. A bag of 2D6 x 150 cp 
 
2. A bag of 1D6 x 150 sp 
 
3. A bag of 1D3 x 150 gp  
 
4. Two emerald Catseyes Gems worth 456 gp. 
When pressed to the eyes they transform into a 
transparent lens that turns the user’s eyes a 
brilliant green. The enchanted eyes will glow 
slightly in the dark and allow sight in low-light 
conditions as per the Catseyes spell. The gems 
draw kremm from the user at the rate of 2 WIZ 
per turn as long as they are being used. They will 
pop back out of the eyes on command. They 
come in a clean leather pouch and must be 
washed with salt water once per week.  
 
5. An enchanted Paper Roc. This magical item is 
constructed of ordinary paper folded and shaped 
to look like a miniature bird. On command, the 
figure will animate and transform into a large, 
paper eagle with a wing span of 20 feet. It is 
sturdy enough to serve as transportation (with a 
speed of 30mph) and will remain viable for 1 hour 
before resuming its original size. The eagle will 
respond to simple commands and instructions, 
but has no attacking power. It will land wherever 
it is convenient and safely deposit the rider on 
ground before turning back to paper. It works for 
one use only.  
 
6. You have picked one of the wizard’s special 
cookies. It comes individually wrapped in wax 
paper. Lesrillian explains that he uses 100% pure 
powdered kremm instead of baking soda. Each 
cookie has a spell embedded in it that affects the 
eater without depleting his/her WIZ. Roll 1D6 on 
the table below to determine the spell. All spells 
work as described in the 7.5e rule book. 
 
1. Little Feets 
2. Hidey Hole 
3. Poor Baby (heals 3D6 points of CON) 
4. Fly Me (lasts for 10 minutes) 
5. Healing Feeling 
6. Shield Me (lasts for 10 minutes and shields 
from magical damage equal to the eater’s INT)  
 
 

MINOR IMP 
 
MR 40 (5D6 +20) 
 
Minor imps come from one of the many hell 
realms. They are often summoned by wizards who 
negotiate for their servitude as wizard familiars. In 
this case, they take up residence in the body of an 
animal such as a cat, wolf, raven, rat, toad, or goat. 
In animal form they have the MR and WIZ rating 
bestowed upon them by the wizard they are 
bound to (see TrollsZine! #3 for Justin T. William’s 
excellent article on wizard familiars). A minor 
imp’s main function as a wizard familiar is as 
kremm enhancers, but they also can complement a 
wizard’s abilities in other ways (see TrollsZine! #3). 
At lower levels they have little magical aptitude 
and are dependent on wizards to be summoned 
from their natural environs. At higher levels, 
minor imps have the ability to acquire spells and 
travel between dimensions on their own. Despite 
their greater abilities to travel, they are still bound 
by their contract with their wizardly master. With 
the death of their wizard master, they are released 
from their animal form and are automatically 
transported back to the hell realm from whence 
they came. 
 
In humanoid form, imps are about 2.5 feet tall and 
have speckled, bumpy, gray, or green skin, long 
fangs, clawed hands, a barbed tail, and stubby bat 
wings. They typically wear no clothing or, at most, 
a tattered loin cloth. They attack with their claws 
and fangs and have a special attack with their tail. 
 
Special attack: Special damage occurs when they roll 
spite damage which indicates a strike with their 
barbed, poisonous tail. Make a L1SR on LK or 
take 2D6 of extra damage plus the spite amount 
directly off of CON with no armor protection. 
This damage is regardless of the results of the 
combat turn and in addition to any normal 
damage the imp might inflict. 
 
Special protection: In both their animal and 
humanoid form, minor imps have some 
protection from non-magical weapons. The 
combat totals of normal weapons are reduced by 
half. Magical weapons have their usual effect. 
Spite damage affects imps as normal. 
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Name: Duck-Foot Pistol 
Type: Wheellock or Flintlock 
Size: Oversized Pistol 
Dice + Adds: 5D+5* 
STR Req.: 14 
DEX Req.: 8 
Weight: 80 
Cost: Wheellock: 725 GP; Flintlock: 550 GP 
Description: A large multi-barreled pistol with 
the barrels fanned out in a spreading formation, 
much like the foot of a duck. 
Notes: I don't really see how anyone could carry 
one of these around, but here it goes anyway . . . 
the Duck-Foot Pistol was a weapon with a very 
specific purpose as it was designed to be used by a 
ship’s captain, at a point-blank range of 15 feet or 
less, against a mutinous crew. 
*With a L1SR, everyone in a 4-foot arc in front of 
the wielder is hit for 5D+5 damage—I think this 
best reflects the intention of the weapon; i.e., not 
so much staggering damage as the knowledge that 
you will be hit. 
 
Name: Pepperbox Pistol 
Type: Wheellock or Flintlock 
Size: Pocket Pistol 
Dice + Adds: 2D+6* 
STR Req.: 6 
DEX Req.: 10 
Weight: 30 
Cost: Wheellock: 850 GP; Flintlock: 675 GP 
Description: A small-caliber pistol with multiple 
rotating barrels (usually from five to eight). Once 
a barrel is fired, the wielder advances the next 
chamber by manually turning the barrels until a 
loaded barrel is under the firing mechanism. Once 
the charged barrel is positioned, the wielder 
primes the pan, and the pistol is ready to be fired 
again. Once empty, it takes 2 full combat turns to 
reload it in optimal conditions. 
Notes: Notoriously inaccurate, it was said of the 
Pepperbox that the only safe place was behind 
it—unless, of course, it exploded. All ranges 
beyond point-blank should be considered extreme 
ranges. 
*Chain-Fire: If double 1s are rolled on damage, 
the Pepperbox has suffered a chain-fire; a spark 
leaps from one barrel to another, setting off every 
remaining loaded chamber and doing 1D+3 for 
each of the total remaining loaded barrels. A L1SR 
on STR is needed to keep the wielder from 
dropping the Pepperbox and suffering a penalty of 

half off his or her combat and missile adds on the 
following turn as a result of the numbing shock 
from the unexpected recoil. 
 
Name: Grenade Launcher (Hand Mortar) 
Type: Wheellock or Flintlock 
Size: Long Arm 
Dice + Adds: As Grenade* (see below); 10D+10 
(if used with shot) 
STR Req.: 18 
DEX Req.: 12 
Weight: 200 
Cost: Wheellock: 750 GP; Flintlock: 550 GP 
Description: A rifle stock with a short, heavy 
cup-like brass barrel. 
Notes: While it can be used to fire solid shots, its 
main function is to lob grenades over long 
distances or obstacles. The real problem with this 
is that you have to set the fuse before firing the 
grenade, either lighting the fuse before placing the 
grenade into the Hand Mortar (in which case you 
have a real problem if it jams or misfires) or using 
a longer match fuse and winding it back behind 
the grenade (hopefully, the explosion of the 
powder will light the fuse). Under no 
circumstances should you face the fuse port 
inwards, as the explosion of the powder will drive 
the fuse inward and the grenade will explode in 
the barrel.  
*If you light the fuse before you load the grenade, 
any jam or misfire result will call for a L1SR on 
LK to avoid an explosion. If you use the long 
match-fuse option, a failure of the SR on DEX 
required for hitting the target means that a L1SR 
on LK is required to avoid delivering a very nice 
ready-to-use grenade to your target. 
 
Name: Match-Fused Grenade 
Type: Thrown Missile 
Dice + Adds: 8D+10* 
STR Req.: 8 
DEX Req.: 8 
Cost: 50 
Weight: 20 
Range: 15 Yards 
Cost: 25 GP 
Description: Early hand grenades—a small cast-
iron sphere filled with powder and fused with 
various lengths of match cord. As the match 
burns down into the powder, it explodes, sending 
fragments of the cast-iron sphere flying as 
shrapnel. 
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Name: Shield Gun 
Type: Wheellock or Flintlock 
Size: Buckler 
Dice + Adds: 5D+15 
Hits Taken: 3 
STR Req.: 10 
DEX Req.: 10 
Weight: 100 
Cost: Wheellock: 650 GP; Flintlock: 425 GP 
Description: A pistol mounted in a small metal 
shield, its barrel projecting like a spike from the 
boss. 
Notes: Unlike most early guns, it is designed to be 
used in close combat. When used in such manner, 
it should be treated like a TTYF spell in melee. 
While the damage counts toward the party’s total 
for that round, only one target is subject to the 
Shield Gun’s attack. This weapon is complicated 
to load, and it takes 2 full combat turns to reload 
and prime. 
 
Name: Shield Gun 
Type: Wheellock or Flintlock 
Size: Buckler 
Dice + Adds: 5D+15 
Hits Taken: 3 
STR Req.: 10 
DEX Req.: 10 
Weight: 100 
Cost: Wheellock: 650 GP; Flintlock: 425 GP 
Description: A pistol mounted in a small metal 
shield, its barrel projecting like a spike from the 
boss. 
Notes: Unlike most early guns, it is designed to be 
used in close combat. When used in such manner, 
it should be treated like a TTYF spell in melee. 
While the damage counts toward the party’s total 
for that round, only one target is subject to the 
Shield Gun’s attack. This weapon is complicated 
to load, and it takes 2 full combat turns to reload 
and prime. In all other respects, treat as a buckler.  
 
Name: Bayonet (Plug or Socket) 
Type: Dagger or Spear (depending on whether it 
is mounted or not) 
Size: Large Dagger 
Dice + Adds: In Hand 2D+2; Mounted 3D+2 
STR Req.: In Hand 2; Mounted 10 
DEX Req.: In Hand 6; Mounted 8 
Weight: 18 
Cost: Plug: 15 GP; Socketed: 18 GP 
Description: A dagger or knife that either fits 

into the barrel of muzzle-loading Long Arms (for 
the plug variety) or snaps, or screws, into a place 
around or under the barrel (in case of a socketed 
bayonet), effectively turning the weapon into a 
crude spear. 
Notes: The earliest bayonets were crude daggers 
that plugged or screwed into the end of muzzle-
loading Long Arms. This allowed the arquebusier 
to defend himself in the heat of the battle after he 
had fired his weapon, when he was unlikely to 
have a chance to reload, or in damp conditions 
that would render the weapon unusable. Later, 
socketed bayonets were developed that allowed 
the musketeer to reload and fire—albeit 
carefully—while the bayonet was attached. 
 

Revised Firearm Cost Table 
 
For those that wish to make firearms a more 
common part of their games, here is an optional 
price list to bring the cost of black powder 
weapons more in line with other T&T equipment. 
 
Firearms   Cost 
Hand Cannon:   100 GP 
 
Matchlocks: Pistol:  175 GP 

Musket: 150 GP 
 
Snaphaunces: Pistol:  250 GP 

Musket: 270 GP 
 
Wheellocks: Pistol:  500 GP 

Musket: 600 GP 
 
Flintlocks: Pistol:  300 GP 

Musket: 375 GP 
 
Accessories   Cost 
Black Powder:   3 SP / charge 
Powder Horn or Flask:  10 GP 
W/ built-in Powder Measure:  20 GP 
Spare Ramrod:   2 GP 
Lead Bullets:   5 SP / 10 
Swabbing:   1 CP / 10 
Slow Matches:   1 SP / match 
 
Characters using black powder would probably 
also purchase some bar lead, and a set of bullet 
and shot dies, so as not to be caught without 
ammunition. 
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place of origin, religion, and social background. 
When your character reaches the second level, he 
will be able to pick up a new talent, which will 
personalize him even further. For the finishing 
touch, give him an earring, tattoos, a moustache, 
buy him a parrot and a pirate’s pistol, or let him 
smoke a pipe and wear a sombrero; whatever. The 
point is, do not personalize your beginning 
characters too much because the mortality rate is 
higher among beginners than among veterans. 
Your characters will then evolve naturally as they 
grow in power and experience. Your female 
warrior may turn out to be an Amazon or a 
barbarian with matching talents and equipment. 
Your wizard may evolve into a necromancer who 
creates new monsters or into a druid specializing 
in potions and herbs and casting strange spells 
deep in Mistywood. 
 
As it was stated in the Corgi Books T&T rules 
section, “unlike other solo adventures, Tunnels & Trolls 
allows characters to grow and pass from one adventure to 
another (…) By upping the attributes, through encounters 
in the solo adventures and level raises, your character will 
have a whole host of spells and weapons made available to 
him. Money will allow him to buy armour or those weapons 
and spells, making him better able to face the trials and 
tribulations of the solo adventures. Your characters can pass 
from one solo to the next, earning titles and treasure in a 
never ending heroic career.” One of the joys of T&T 
solos is indeed to have your characters grow and 
evolve. Another asset of T&T, which was not 
mentioned by the Corgi rules, is that you can 
always use your characters to play T&T with 
friends. Sharing and interacting with other players 
is also very rewarding. Having a wonderful 
advanced-level T&T character is fine, but having 
other players know that character and interact 
with him or her is even better! 
 
But if you want your characters to go that far, you 
will have to start them with adventures they can 
survive. A few early official T&T solos were made 
for beginners, but certainly not enough. Solitaire 
adventures like Buffalo Castle by Rick Loomis, 
Sword for Hire by James Wilson, and Labyrinth by 
Lee Russell belong to the “maze-type” adventure 
and were designed for first level Warriors. James 
Wilson’s Blue Frog Tavern was also made for 
beginning Warriors and is an enjoyable sequel to 
Sword for Hire. Sorcerer Solitaire rewritten by James 
L. Walker is a fine adventure for apprentice 

Wizards and Goblin Lake by Ken St. Andre is a 
tough solo for low-level Goblins.  
 
Remember the time when everybody thought that 
since Flying Buffalo was not publishing anything 
new, T&T was a dead game system? Times have 
changed and it’s amazing how many T&T solos 
have been published during the last couple of 
years. Print-on-demand and watermarked PDF 
files have probably helped a lot; new authors keep 
on appearing.  
 
Luckily, many of these solos were designed for 
low level characters. Recently, I bought a funny 
mini-solo for beginning characters, called 
Hecatombe, by Al McDougall; it was short, but 
good enough. Stuart Lloyd designed his Temple of 
the Fool God for beginning characters, in which you 
have to retrieve the greatest treasure of the 
kingdom from the belly of a mad god. I certainly 
will try that one too. Andy Holmes, one of the 
talented authors of Tavernmaster Games, is one 
of the most prolific T&T authors and – if I may 
add – one of the best. For beginning Warriors, I 
would recommend his solos Escape from the 
Vampyre's Crypt, The Haunting of Tilford's Hollow, or 
The Halls of the Gorgon - Level One. I hope you like 
the atmosphere Andy tries to create in his 
adventures as much as I do. Darren Jones is a little 
known, but promising solo author; The Temple at 
Marterrine is ideally suited for beginning 
adventurers of all character types. Surviving 
characters gain considerable skill and should be 
able to advance to more perilous adventures after 
that. The same goes for Sid Orpin’s (author of The 
Tree of Life) Devotion to Duty solo, in which your 
beginning character will become a fighting monk. 
In Formication, you can even play a newly created 
fairy Warrior. In Sid’s latest solo, Rapscallion, you 
can play a beginning Rogue. W. Scott Grant 
(Sligo) wrote the excellent Final Exam, another of 
the few solos specially for beginning Wizards. Try 
it if you dare! Dan Hembree is also a solid author 
of T&T adventures. I already wrote a review of 
The Tomb of Baron Gharoth in TrollsZine! #3. Since 
then, Dan has developed a whole line of T&T 
solos as well as a very good GM adventure by 
Mike Hill, The Dungeon of the Rat. Dan’s Lone 
Delver Games product line currently includes five 
solo adventures, the latest of which is Crypt of the 
Wolf Prince, specially designed for beginning 
characters. Patrick Witmer (Jongjungbu)’s No Rest 
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for the Weary at War is a mini-solo designed for 1st 
level characters and one of the finest I played over 
the last few years. 
 
Some solos allow you to use several characters in 
an adventure. A good example is The Old Dwarf 
Mine by Roy Cram in which you can send in up to 
10 beginning characters at the same time. Roy 
Cram is also the author of the solos Mistywood and 
Gamesmen of Kasar as well as the Wilderness 
Encounters catalyst book. The Old Dwarf Mine 
originally appeared in Pegasus magazine #73; it was 
later rewritten by Ken St. Andre and published 
online. Overkill, rewritten by Michael Stackpole, 
lets you play several characters as well, but is 
much, much tougher. 
 
Then there are solos that can be played by 
characters of any level. Gristlegrim Khosht, Arena of 
Khazan, and Hela's House of Dark Delights, all by 
Ken St. Andre, Beyond the Wall of Tears by K. 
Martin Aul, Search and Ye May Find, by Michael K. 
Eidson, and Abyss by Paul Creelman (but only for 
characters who have died) fall into this category. 
 
Curiously enough, most of Ken St. Andre’s recent 
solos from his Trollhalla Press series were not 
designed for beginning characters, even though he 
is known to favor low-level games. The exception 
is Tavern by the Sea, which is tough but is actually 
designed for beginning characters (there are even 
three ready-to-play characters included in the 
booklet). Tavern by the Sea was co-written with 
Andy Holmes and is available in two versions. The 
first, by Trollhalla Press, is illustrated by David 
Ullery and includes a GM adventure version. The 
second, by Tavernmaster Games, is illustrated by 
Jeff Freels and includes a second built-in mini-
solo, The Tomb of the Sea Reaver’s Gold. 
 
It is perfectly possible to take a solo designed for 
advanced characters and adapt it to suit your 
beginning characters. Obviously, this will require 
adapting the difficulty level (Monster Ratings and 
Saving Roll levels) and the rewards (Adventure 
Points and treasure). There are guidelines 
provided in the Monsters and Magic Book found in 
the T&T 7.5 box set, called “Balancing 
Encounters.” Based on those guidelines, the most 
 
 
 

appropriate MR to match a 1st level character is 
around 20 (3D6+10), which seems reasonable. 
Therefore, the MR amplitude should be between 
10 (2D6+5 – easy encounter) and 30 (4D6+20 – 
tough encounter) while special damage triggers 
should be rare. The SRs should be 1st to 2nd level 
in most cases. Raising that difficulty level would 
usually mean instant death to a starting character 
(unless your “beginning character” is a troll, ogre, 
or balrukh; but in that case, I would recommend 
you send them to The Toughest Dungeon In The 
World or Strange Destinies both of which were 
specifically designed by Ken St. Andre to 
accommodate those kindred). Adventure Points 
do not usually need to be adjusted, since they are 
allocated depending on the MR of the defeated 
foe or on the level of the required SR. When 
additional APs are granted as a “lump sum” in a 
solo adventure, it is usually appropriate to divide 
them by four. Quite a few solos, however, already 
have some device to take your level and adds into 
account when awarding extra APs (e.g. Captif 
d’Yvoire). The value of any treasure should also be 
divided by four. But then, as is always the case in 
T&T, use your common sense and if you feel 
other adjustments are needed, go ahead! For 
example, Michael Stackpole’s Sewers of Oblivion was 
designed with high-level characters in mind (up to 
7th level, with as many as 425 combat adds but 
preferably between 150 and 300 adds). My 
personal guess is that in this solo, difficulty level 
and rewards should be divided by 10 for a 
beginner to have any chance of survival. 
 
Some of the solos that I cited in this article might 
be unavailable (or only available from illegitimate 
sources) or out of print. If that’s the case, I 
suggest that you contact the author and convince 
him to republish it in one way or another. There 
are a number of ways to publish a T&T solo: 1) 
publish it in TrollsZine!; 2) publish it on the web 
(like IGS Games, Chimerae Hobby Group, Scott 
Malthouse, Andy Holmes, Tori Bergquist, or 
Patrick Witmer, and many others); 3) self-
publication (paper and/or electronic form via 
Lulu/RPGNOW/DriveThruRPG, like Trollhalla 
Press, Tavernmaster Games, and Lone Delver 
Games); and 4) via Flying Buffalo or Fiery Dragon 
(Andy Holmes just did that for his Castle Death). 
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evidence of the attackers, but nor could they find 
the body of the Baron and several other men.  
    
The rangers returned to Kharador and relayed 
their findings to the Mayor and to the Baroness 
Inyrriel Ethamos. Stricken with grief, the 
Baroness stole away to the castle, and begged 
whatever lay within to spare her husband. To her 
amazement, an aged and worn knight, Thyllios 
himself, came to the ramparts and told her that 
though her husband was not dead, she could not 
save him, either. He begged her to leave and 
forget the castle, for it had long ago fallen to a 
great evil, which he was powerless to do more 
than contain, and that any that dared enter would 
likewise fall. 
    
Inyrriel, herself of half-elvish blood, could sense 
the pain of the knight and knew he spoke the 
truth. Nonetheless, she sent out the call for 
heroes. Could someone come forth and purge the 
castle of its curse, and possibly rescue her husband 
in the process? She sent runners to the far corners 
of Gharspad, and as far north as Pheralin and 
eastward to Etrurias to spread the word of the 
deed. She has offered a hefty reward for the task, 
20,000 gold pieces. So far, two groups have made 
concerted attempts: a mercenary company known 
as the Red Blades has tried twice to siege the 
castle. The first attempt led to a disaster as two 
dozen men of the company were slaughtered 
when skeletons rose from the earth of the castle 
grounds and attacked. The men who had entered 
were all killed, for they had scaled the walls to 
enter. The remainder of the company now 
occupies the town, mulling over its options as the 
commander, Ashton Kesrik, ponders simply 
assaulting the forces of the Baroness in the villa 
she occupies to steal the coin offered. 
    
The second group to attempt the job is an 
adventuring company led by the half-demon 
fighter-mage Caius Adornin. He has been very 
cautious so far, and determined that where an 
army will draw attention from the skeletal 
guardians, a small team can move undisturbed. 
Still, they too have been rattled, when an 
amorphous thing absorbed two of his team into 
its mass inside the foyer. They too are now 
rethinking their approach. 
 
 

Notable NPCs of Kharador 
 
Baroness Inyrriel Ethamos  
Half Elf, Female, Level 2 Citizen; STR 10, CON 
9, DEX 18, INT 22, LK 16, CHA 24, WIZ 14, 
SPD 12; Adds +5; (1/2 for being a citizen); 
Talents: Persuasion CHA+6, Etiquette CHA+5 
 
Commander Ashton Kesrik  
Human, Male, Level 3 Warrior; STR 30, CON 18, 
DEX 15, INT 14, LK 12, CHA 16, WIZ 8, SPD 
13; Adds +25; armed with a Great Shamsheer 
(5D+0); wears Banded Mail (13X2 hits); Talents: 
Swordplay DEX+4, Horsemanship DEX+3, 
Siege Tactics INT+2  
 
Typical Red Blade Mercenaries 
Humans, Level 1 Warriors; STR 16, CON 12, 
DEX 12, INT 10, LK 10, CHA 10, WIZ 9, SPD 
12; Adds +5; armed with Scimitars (4D+0) and 
Crossbows (5D+0); wear Cuirboille (7X2 hits); 
Talents: variable 
 
Caius Adornin  
Half-Demon, Male, Level 3 Paragon; STR 18, 
CON 16, DEX 22, INT 20, LK 30, CHA 18, WIZ 
32, SPD 16; Adds +38; armed with a Magic Rapier 
(6D+8 enchanted) and a Crossbow (5D+0) with 
30 silvered bolts; wears Soft Leather (5x2 hits) and 
a silver ring (spell focus, -3 spell casting cost); 
Talents: Thievery DEX+6, Persuasion CHA+4, 
Occult Lore WIZ+3; Caius’s Favored Spells: Take 
That You Fiend, Call Flame, Vorpal Blade, 
Cateyes, Hidey Hole, Poor Baby, Whammy, 
Blasting Power 
 

Secrets of Castle Pynnesse 
 
The Knights of the Thorn Crown were both 
paladins and warlocks of their dark mistress 
Corrigan. They had long sought to grant their 
mistress the souls she needed to restore her to life 
within the mortal plane, for she had wandered as a 
Fey spirit in the Weirding for more than fifteen 
hundred years. Their greatest champion was 
Kytheron, whose dedication was so great, it was 
said, that he had laid with the hag Black Annis, 
Corrigan’s mother, to attain his dark Fey pact. 
Indeed, it was Black Annis herself who told him 
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Order of the Thorne Crown he was a good knight 
and of honorable name and action; at least this is 
what Sylas has been told and believes. Sylas will 
gladly recruit the party to aid him, for that is his 
exact reason for arriving in the port town; he 
needs allies. He will even go so far as to offer the 
party one half of his own share provided they aid 
him in recovering the remains and armament of 
his grandfather for proper transport to his native 
homeland in Golmadras (once called Sylvias, but 
such is the stuff of another tale). 
    
Game Masters can use Sylas as an extra NPC to 
flesh out the party if needed, or let him take 
something of a background role if the party is 
strong enough to hold its own. He can also 
provide Sylas as a companion character to a 
suitable PC. Sylas is partial to attractive women of 
any race for obvious reasons, and he may also be 
impressed with an especially gifted fighter from 
whom he can learn more of the fighting arts. 
 
Sylas Endrathor  
Suethenurien (Silver Elf) of House Istrion, Male, 
Level 2 Warrior; STR 16, CON 16, DEX 28, INT 
16, LK 14, CHA 18, WIZ 14, SPD 17; Adds +29; 
armed with a Broadsword (3D+4); wears 
Enchanted Scale Mail (8X2 hits; will absorb 
double normal damage from spells, even those 
that bypass armor); Talents: Historian INT+3, 
Selenic Theology INT+4   
 

The Characters Arrive 
    
When the characters arrive in the town of 
Kharador, they know the following: 
 
Baroness Inyrriel is willing to pay 20,000 gold 
pieces to the first group to purge the castle of the 
haunting evil within. Two other groups have tried 
so far and failed to get anywhere. 
 

Rumors 
    
Rumors abound in Kharador. Each character 
should make a L1SR on INT (or appropriate 
Talent) upon arriving in the town. Based on the 
margin of success (i.e. the amount the player 
exceeds the target number) the following levels of 

information will be known depending upon the 
characters background. 
 
Students of theology might learn the 
following: 
 
Made L1SR by 1 or better: The Knights of the 
Thorn Crown were a splinter group of radical 
Suethenurien who worshipped the Witch Queen 
Corrigan. They were dedicated to returning her to 
the mortal plane in a pure form, uncorrupted by 
chaos as she had been in past incarnations. 
Made L1SR by 3 or better: Corrigan is a dark 
Unseelie spirit, a goddess to some and a bane to 
others. She has manifested throughout time and 
always brought ill omen in her wake. The Unseelie 
see Fey as naturally superior to mortals, and are 
destined to rule. 
Made L1SR by 6 or better: Corrigan was 
believed slain by Xarion during the War of Strife 
over fourteen hundred years ago. Her cults believe 
that she can once again manifest in the mortal 
realm if she is imbued with the souls of fallen 
heroes and gods. 
Made L1SR by 10 or better: There are rumors of 
a young elf woman who claims or is believed to be 
the reincarnated form of Corrigan, but her cultists 
seek out a powerful spirit that can restore (or 
grant) her divinity. The Knights of the Thorn 
Crown sought to find this divine spirit to awaken 
her, it is believed, though they ultimately failed. 
 
Historians might know the following: 
 
Made L1SR by 1 or better: Kharador was 
founded during the Plague Years, and protected 
by the mysterious Suethenurien Knights of Castle 
Pynnesse from the undead that stormed the 
mountains. 
Made L1SR by 3 or better: The castle was built 
by a mysterious Order of the Thorn Crown, but 
was abandoned centuries ago for reasons 
unknown. 
Made L1SR by 6 or better: The Knights who 
survived the siege of Starthias returned, but they 
locked up the castle and forbade all from entering 
two centuries ago. There were rumors of a dark 
spirit inhabiting the castle. Avernan gypsies 
stopped visiting Kharador around that time, 
claiming a great evil hung over the region. 
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Thyllios, dwells. He keeps no company, as he 
despises the undead that lurk in the castle. 
 
Presently, Thyllios occupies the tower, but he has 
been gravely wounded and his master key stolen. 
This key can free Kytheron from his prison, and 
opens up the passage to the catacombs in Chapel 
Area. The Baron, touched by madness now, stole 
the key and decided to enter the catacombs first, 
before freeing Kytheron, to investigate this source 
of power for himself. Thyllios is near death and 
the wound is suffused with necrotic energy, so 
there is little (without GM fiat) that can be done 
to save him. He will aid the PCs with knowledge 
and direction as best he can. 
 
Five minutes after the PCs enter the tower, should 
they succeed, a spectral shadow demon will 
manifest to try and finish off Thyllios and the 
adventurers. 
 
ENCOUNTER: Spectral shadow demon (MR 
186; 2/spite: the shadow demon sucks the heat 
and ambient light from the area, suffusing the 
region in darkness and dealing spite in cold 
damage to one or more characters (GMs choice); 
the shadow demon takes double damage from 
attack that radiate light; anyone slain by the 
shadow demon will return as a lesser shadow 
demon (MR 50) ten minutes later) 
 
8. Garden Terraces 
As you approach what appears to be a desiccated grove of 
trees, probably a long-forgotten shrine to the forest god 
Niras, you see evidence of foul droppings and bones 
scattered everywhere. From above in the ruinous brown 
branches and dried leaves of the trees is movement, as a 
colony of harpies awaken with a terrible shrieking noise. 
 
Here lurk five hungry harpies who have taken up 
residence in the deadened trees. The safest 
possible cover from the flying creatures is in the 
grove itself; any character entering the grove gains 
advantage of partial cover (-2 to attackers), but 
also finds the ground to be treacherous as it is 
covered with harpy offal and scattered bones. 
Each turn a PC moves through the grove in 
combat requires a L1SR on DEX, otherwise the 
adventurer slips on the uneven, harpy-offal strewn 
ground and reduce his CBT by one half for that 
turn.  
 

ENCOUNTER: 5 harpies (MR 64 each; 3/spite: a 
harpy grabs a random PC and lifts him up 1D6 X 
20’, then drops him for 1D6 in damage per 10’ 
fallen (ignoring armor) unless the character makes 
a LK SR at 1 Level per 20’ fallen) 
 
9. Overlook Tower 
The overlook tower stands on the precipice of the great cliff 
overlooking the valley below. One lengthy staircase runs up 
along the main castle wall to reach the third floor of this 
tower, but where a door would ordinarily be there is only a 
smooth wall. A quick inspection shows where an entrance 
to the tower was once to be found, but it has since been 
bricked up, to create an almost seamless wall with the main 
tower; indeed, it appears even the arrow slits have been 
bricked and sealed. In the center of this bricked up area is 
a small hole at eye level, about a foot deep and just wide 
enough to thrust an arm through. On the far side of the 
hole, wreathed in the pitch dark of the sealed tower, you can 
barely make out silver hair and a lean ear. A voice 
emanates from within. “Please,” says the whispered voice 
with an elvish accent. “You must help release me. I have 
been here so long. There are madmen in charge of Pynnesse. 
I must stop Thyllios, my captor, and that mad Baron. You 
must help me.” 
 
Here is the walled-in prison tower of the undead 
knight Kytheron. Kytheron is still trapped here, 
waiting for the Baron to complete his task, but 
anxious at the outcome as he knows that the 
Baron has forsaken him to the tower for now. The 
entry to the tower appears to be a smooth wall, 
but the master key will fit into the small hole and 
open up the otherwise seamless entry. Kytheron 
can manifest himself to visitors in a spectral form 
just outside of the wall, but no further. A 
squadron of eight spectral warriors will attack any 
who try to free him by a means other than the 
proper key, which is held by Thyllios. 
 
Kytheron will try to gain the confidence of the 
adventurers and will do his best to obscure his 
undead nature. He will call upon his vestigial 
connection to the Weirding Realm to make 
himself appear as he did in life (L2SR on INT to 
pierce his glamor and sense that something is 
amiss). Kytheron will implore the characters to 
stop the Baron, explaining that he intended to be 
free and to stop the ancient evil within the crystal 
in the catacombs that has led to the death and  
corruption of the once great castle. He explains  
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that the Baron has gone mad with power, and 
must be stopped, for only Kytheron can insure the 
crystal is properly disposed of, thus why Thyllios 
keeps him locked up, for Thyllios was long ago 
driven mad by the crystal and answers only to the 
dark spirit within. 
 
If PCs attempt to ascertain if Kytheron is telling 
the truth or not, those who made their INT SR 
earlier need only make a second L1SR on INT to 
suspect something is wrong with his story. 
Otherwise, he is very convincing and only the 
shrewdest of PCs will be likely to believe he lies 
(L4SR on INT). 
 
Should the PCs free Kytheron, either by use of the 
key or through impressive brute force (players can 
be endlessly surprising in their solutions!) then 
they will face a rather ominous opponent: a Level 
5 silver elf wight! Kytheron will play along if it 
benefits him to gain the crystal, but the moment 
he can, he will seek to destroy it and take in 
Unarak’s spirit. This would be very, very bad, as 
the undead knight is suffused with a portion of 
the evil divine spirit of the God of Undeath. 
 
ENCOUNTER: Kytheron, Elvish Wight (Level 5 
Warrior; STR 58, CON 50, DEX 30, INT 28, LK 
30, CHA 24, WIZ 40, SPD 12; Adds +87; armed 
with a Hand-and-a-Half Sword suffused with 
necrotic energy (6D+0; any damage done comes 
off of both CON and WIZ); wears Enchanted 
Scale Mail (8X2 hits, enchanted to stop up to 3 
spite damage per turn) 
 
OPTIONAL ENCOUNTER: 8 spectral warriors 
(MR 45 each; all damage dealt drains both CON 
and WIZ at the same time) 
 
10. Long Gallery 
This grand gallery held the prized arms and armor of the 
castle. Along the upper reaches of the walls are windows, 
most of them shattered; the broken glass is strewn about the 
floor of the gallery. While many of the shields and suits of 
armor are rusted and falling apart due to the severe weather 
of the Hexerei Mountains, a handful of items stand out as 
being in excellent condition. As you take in the chamber, 
several suits of armor suddenly begin to move, brandishing 
weapons! It is then clear that there are animating skeletons 
inside these suits; they advance to defend the ancient gallery 
with their unlives. 
 

There are ancient arms and armor within this 
grand gallery, and four armored skeleton soldiers 
to defend it, led by one death wight. The armory 
itself contains many fine suits of arms and armor, 
including several enchanted weapons and suits of 
armor (roll or choose randomly, but most suits of 
armor can be found here in varying states of 
repair). 
    
A duplicate gallery can be found in the south 
tower of the inner complex. It is free of undead, 
and hidden in the debris are the bones of an old 
saint of Naril, the sun god, which causes the room 
to radiate a pleasant ambient light that heals those 
who rest within (1 CON/turn). 
 
ENCOUNTER: 4 skeleton soldiers (MR 38 each) 
and 1 wight (MR 65; 2/spite: each character must 
make a L2SR on INT or flee in terror for 1D3 
combat turns; once a character makes the SR, he 
is immune to the effect for the duration of the 
battle) 
 
11. The Grand Hall 
Here dwells the Fey undead knight Elias, who will 
attempt to stop the PCs if he thinks they intend to 
disrupt the lattice or free Kytheron. He sits upon 
an old throne, once the throne of the High Lord 
of the Order, and ponders fate while he dallies 
with strange semi-real imagery which overlaps 
from the Weirding Realm of the Fey. The 
chamber contains dark faeries and other Unseelie 
sprites that produce a bountiful harvest of food 
that he cannot enjoy, but will offer to PCs he has 
befriended. He is unable to leave this room, as 
Thyllios has warded the doors and windows to 
keep him trapped within. 
 
ENOUNTER: Elias, Suethenurien wight (MR 88; 
2/spite: each character must make a L2SR on INT 
or flee in terror for 1D3 turns; once a character 
makes the SR, he is immune to the effect for the 
duration of the battle) 
 
12. The Chapel/Temple 
Presiding over this chamber is an impressive 
wooden statue of the Witch Queen. She is quite 
radiant and surrounded by ancient artifacts, 
including a holy amulet (add 30 to the wearer’s 
WIZ for purposes of spell resistance) in her right 
hand and an Orb of Defense (+3 hits taken while 
held) in her left. 
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