


Located on the Isle of Phoron to the southwest of the continent of Rrr’lff, the City of Gull is the largest 
city on the island. Founded by pirates known as the Rangers, they named their settlement after the ship 
that brought them there. Piracy is still practiced although that is no longer the main source of income for 
the inhabitants because Gull has become a trade center, and one can find almost anything for sale in the 
marketplaces or from the numerous artisans and crafters who live there. Gull is currently ruled by Prince 
Arion and his family. 

There is a Wizards Guild and magic school here along with many other amenities that you might ex-
pect to find in a city of this size. The greatest of Gull’s magic users is Biorom, he created and populated 
the watery labyrinth below the streets. There are also temples to many strange gods and goddesses not 
worshipped in other parts of Trollworld, and the rest of the island is populated by a diverse collection of 
rogues, savages, and monsters.

Perhaps if you survive the sewers, you’ll get to see some of the wonders of Gull - the City of Terrors...
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Ken St Andre’s dT&T Update (2018)

Sewers of Oblivion was first published in 1980. It is now 2018. A few things have changed in the last 38 
years. Here then are my changes to make this solo more in line with dT&T:

Change number 1: your character now has 8 attributes: 4 physical attributes (STR, DEX, CON, and SPD) 
and 4 mental attributes (IQ  or INT, LK, WIZ, and CHR).  

Change number 2: your character should also have one or more talents which work to modify and help you 
make saving rolls during this adventure. Personally, I recommend you choose Swimming as your number 1 
talent for this adventure. Lol. 

Change number 3: the minimum number necessary for making any saving roll is 4, not 5. Doubles add and 
roll over, of course, so you can’t roll a 2. A roll of 1, 2 is a Fumble, and automatic failure no matter how 
good your attribute is. I like to call it a Catastrophic Failure and make the consequences really bad, but in 
this adventure it is just an automatic failure.  

Change number 4: character level is no longer determined by total adventure points. Level now depends 
on your highest attribute divided by 10 and rounding down to a whole number. Thus, if your best attribute 
is a Charisma of 52, then you are a level 5 character. Adventure points may be used to buy attribute points 
directly. The next highest attribute value always costs 10 times the current attribute value. Thus, to raise 
your Luck from 11 to 12 costs 110 adventure points. You spend them and they’re gone.  You may spend 
adventure points right after you decide to follow a go to statement to go to the next paragraph of the ad-
venture, but before you actually start reading that paragraph.  

Change number 5: humans get 2 chances to make any saving roll, but if a fumble is rolled on either of them, 
then you failed and must take the consequences of failure. No other kindred gets that second chance.  

Change number 6: Combat adds are now calculated using 4 attributes: STR, DEX, LK, SPD. Anything over 
12 in these 4 attributes gives you a combat add. Example, a character with STR 15, DEX 22, LK 19 and SPD 
8 would have 20 combat adds. We no longer subtract for values lower than 9. The handicap just wasn’t 
significant enough to bother with under the current rules. 

Change number 7: Whenever you are told to make a Drowning saving roll, think about the armor you are 
wearing. If you have no armor, make a first level save on your CON attribute; if you have light armor up 
to full leather, make a third level save. If you have metal armor like chain or mail, make a fifth level save. If 
you have full plate armor or anything heavier, make a seventh level save. If you make the save, you’re fine; 
if you fail take 10 points off your CON directly.)

Change number 8: Although you may take any class of character into the Sewers, your best option is War-
rior. Remember the Warrior bonus under the new rules, you get 1 extra die per level. Thus a 3 dice weapon 
in the hands of a 3rd level rogue is worth 3 dice, but for a true warrior it is 6 dice. NPCs in this adventure 
do not get the warrior bonus.

Change number 9: NPC characters are described using certain weapons and armor in the story without tell-
ing you how many dice or how much protection they would get when you fight them. If that occurs, check 
the NPC Equipment Table we added on the last page.

That being said, I have left Mike’s original foreword as he wrote it to give you, the player, an idea of how 
things were back at the Dawn of Roleplaying Time. If you have the 5th edition rules and wish to play this 
adventure under them, feel free. You will find it is significantly more difficult that way. Read that, then reread 
this, then go to INTRODUCTION.                                                                                     
								        -- Ken St. Andre, April 2018
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As a GM, there are occasions when you may not 
want to write down what every monster in every 
room is guarding in the way of treasure; also, several 
of Flying Buffalo’s solitaire dungeon series suggest the 
use of the Treasure Generator in some of the dungeon 
rooms. Magic treasures have been stricken from this 
Generator — GMs should create their own magic 
items to suit a particular purpose, not merely read 
them off a chart. This Generator will create mostly 
coins, a few gems or weapons/items.

Finer treasures should be created by the GM person-
ally. To work the Generator, you’ll need up to three 
dice (3D6.) Roll two dice first: What You Find: If you 
roll 2, there is a jewel (or possibly a jeweled item, see 
below). If you roll 3 — 11, its coins. A roll of 12 means 
coins and a jewel.

 
COINS

If you find coins, roll 3 dice to find out how many 
there are. Multiply the total of the 3 dice by 10 to get 
the number of coins there.  Roll one die to see what 
metal the coins are made of.
        1 =  copper coins  2,3,4 =  silver coins  
                         5,6 =  gold coins

JEWEL SIZES
If you have rolled and discovered a jewel, roll 1 die 
to determine what size it is, or if it is a jeweled item. 
The symbol x is a multiplication symbol; base values of 
gems (in G.P.) are given with the gem names:
	 1 =  Small: 	 5x base value.
	 2 =  Average:   10x base value.
	 3 =  Large: 	 20x base value.
	 4 =  Larger: 	 50x base value.
	 5 =  Huge: 	 100x base value.
	 6 =  Jeweled item (see jeweled weapon list)
If you have rolled a jeweled item, roll once more on 
the size list (if you get another ‘6’, disregard it and roll 
again): if small, there will be 5 gems; if average, 4 gems; 
if large, 3 gems; if larger, 2 gems; if huge, only 1 gem. 

TYPE OF GEMS
Now roll 3 dice to see what type of gem was found. 

the total of the 3D6 reveals the gem type.

T&T Treasure Generator 
By Ken St. Andre

 JEWELED ITEMS
If you rolled a jeweled item, Roll 1 die to find 

out what the jeweled item is:
	 1    =	 Necklace	 2    =	 Head-gear
	 3    =	 Bracelet	 4    =	 Ring
	 5    =	 Belt		  6    =	 Weapon

 JEWELED WEAPONS 
Weapons will always be made of some kind of metal. 
If the weapon is found on a dead body, have it be made 
of bronze or iron.  If the weapon is found in a chest or 
near a noble, make it be silver. If the weapon is near a 
King or a deity it might be hardened Gold. Having gen-
erated a weapon, now roll 1 die to find out what type 
of weapon it is.

3    Sapphire        15 gp
4    Jade               13 gp
5    Serpentine	    12 gp
6    Aquamarine   11 gp
7    Fireheart*	     10 gp
8    Opal	       9 gp
9    Ivory	       6 gp
10  Amethyst	       5 gp

Die 
Roll

Base 
Value

Gem 
Name

Die 
Roll

Base 
Value

Gem 
Name

11    Obsidian	         6 gp
12    Topaz     	           8 gp
13    Thrawnda**      9 gp
14    Pearl              10 gp
15    Ruby	       11 gp
16    Sapphire	       13 gp
17    Diamond	      15 gp
18    Emerald	       17 gp

WEAPON TYPE
1    =	      Dagger       4    =	 Hafted Weapon
2    =	      Sword  	  5    =	 Spear
3    =	      Polearm 	  6    =	 Projectile Weapon

To determine which weapon it is in that class, roll 3 
dice. Chose the weapon closest to that number in ‘ST-
required’ — if 2 or more weapons fit this designation, 
chose the heaviest.  

As always, use your common sense, and as GM do 
what is best to make the adventure fun and engaging.  
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* Firehearts are the hearts of the stone creatures of Trollworld 
                   (Trolls, Inferno bats etc.)
** Thrawnda is the ossified, ancient. tree amber from the Naga jungles.



NPC Equipment Table
As you play through Sewers you will encounter characters using equipment for which no dice or 

numbers are given. When that happens check this table to see how effective their gear is.

	 ITEM				    DICE				    PROTECTION

	 Buckler (shield)		    --				    3 hits
 
	 Crossbow			   6D6				      --

	 Gladius			   3D6				      --

	 Pilum (spear)			   4D6				      --

	 Quilted silk			     --				    6 hits

	 Rapier				   4D6				      --

	 Ring mail 			     --				    12 hits

	 Saber				    3D6				      --

	 Sax				    2D6+4				     --

	 Scimitar			   4D6				      --
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Actual Table 
of Equipment!




