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 THE DISCOVERY OF THE MISSING GUIDELINES

ost of you are probably aware of the sad pass-
ing of Rick Loomis, the President and founder 

of Flying Buffalo. Rick ran Flying Buffalo out of his 
ranch house from about 1987 to 2019 - that’s 32 years 
in one location. (Rick started FBInc in 1970!)
  
Needless to say in 32 years, a lot of things get piled 
up, boxed up or just plain filed away and forgotten.    
With Rick’s passing, it has fallen to me to try to find 
and organize all the things related to the production 
and publishing of Nuclear War, the Catalyst line, Lost 
Worlds and of course Tunnels & Trolls.  

In November 2019 I was cleaning up the old office 
and discovered in an ancient-looking pile of letters 
and samples, the Solo Dungeon Design Guidelines. 
Over the years, many, many fans and would-be-au-
thors had requested a copy from us. Unfortunately 
neither Rick or anyone else at Buffalo knew where 
they were or what had happened to them. 	

The last time I’d seen the guidelines was in Buffalo’s 
older offices in 1981.  Back then they were about three 
pages long and just gave the very basics of what was 
expected from a solo adventure. I wasn’t even sure 
why people were so interested in the old guidelines 
as they weren’t all that useful to my way of thinking. 

What I didn’t know was that in 1982 the guidleines 
were expanded and in 1986 Mike Stackpole wrote a 
20 page supplements to the  guidelines that included 
not just what the solos needed to have, but an entire 
primer on HOW to write a solo and HOW to man-
age keeping track of connecting paragraphs. (See my 
Corgi article to learn why Mike wrote these.)

M Here was Mike Stackpole who had written numerous 
highly-praised T&T solo adventures, giving the ben-
efit of his advice and experience on how he wrote his 
solos and guidance on how YOU could write one too. 

Suddenly I could see just why people had wanted a 
copy of these. No doubt they had heard from other 
creators about these expanded guidelines and wanted 
to get a copy of them too. Keep in mind this was all 
done before the internet and everyone having e-mail, 
so you couldn’t just e-mail a pdf to someone back 
then.  By the time that was a option, any copies of the 
guidelines had vanished into the mist.

So I have scanned in the hand-typed pages, cleaned 
them up, enhanced them a bit with some art and 
graphics from that era and have put them together in 
this booklet for any of you who would either like to 
learn how to write a solo, or see a piece of rpg history 
written by none other than Michael Stackpole.

Keep in mind, we are still interested in looking for 
new T&T adventures, so if you do write a solo that 
you feel is worthy, feel free to contact me and Ken 
St. Andre & we’ll take a look at it.  

I’ve also added an update on what we are looking 
for in 2020 and the licensing agreement for T&T if 
you decide you want to try to self-publish a solo ad-
venture. (You’ll need our approval for that.)  I think 
that covers things. We hope you find these guidelines 
helpful and fascinating for their information and his-
torical value!                  Cheers  -  SS Crompton

By Steven S. Crompton

You can e-mail me at skcrompton@gmail.com
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T&T Solo Submission Guidelines: 2010 
 
                            By Rick Loomis

ue to the latest technologies of print on demand, 
and eBooks, Flying Buffalo would like to pub-

lish more adventures, (both solitaire, and GM ones) 
for Tunnels & Trolls.  That means we will be ac-
cepting outside submissions. Email your submis-
sion to rick@flyingbuffalo.com  with a subject line 
of “T&T adventure submission”.  If my editor likes 
it, I will contact you for payment terms and con-
tracts.  (Don’t expect a lot - we aren’t getting rich 
from this!) 

I’m looking for adventures for either Deluxe T&T 
or 5.5, but ideally your adventure should work for 
either.  I’m also willing to accept adventures written 
for Mercenaries Spies, & Private Eyes, or Monsters! 
Monsters!

You should indicate the number of characters, what 
type and kin are allowed, and what level character, 
(and rough number of adds), is appropriate for your 
adventure.

Adventures for low-level characters are perfectly 
reasonable, and in fact we’d like to have more of 
those.   

Solo design Do’s and Don’ts
•   If you are going to be writing a solo adventure, 
you should have read at least one of them, to see 
how they work.  You can find one online at www.
flyingbuffalo.com/bcintro.htm, or you can buy one 
from us. 

•   If you are going to allow magic spells in your 
solo adventure, you should probably include a 
Magic Matrix, as in Captif d’Yvoire, Amulet of the 
Salkti, Caravan to Tiern, or When the Cat’s Away.

•	 Don’t jumble the paragraphs (we’ll do 
that).  This makes it easier for us to edit it.  That is, 
paragraph 1 should lead to 2, 3, and 4. Paragraph 
2 should lead to 5, 6, and 7. Or even better, para-
graph 2 could lead to 2a, 2b, and 2c.  An example 
of this numbering style can be found at: http://
www.gristlegrim.com/khosht/entrance.shtml.  

•   Put double brackets [[ ]] around your paragraph 
numbers, so we can easily do a “search and re-
place” when we jumble them.  

•   Don’t have a paragraph that leads to only one 
other paragraph, unless really necessary for conti-
nuity. 

•   Try not to have any “instant death” choices.  Al-
low the player a saving roll to escape, even if it is 
a tough one, if he made a particularly bad choice.  

•   It is possible to write an adventure that is com-
pletely linear, (there is only one way to win), but it 
is more likely to be popular if there are a lot of pos-
sible ways to go, and possibly completely different 
outcomes if you make different choices.  (See “The 
Case of the Pacific Clipper” by Dave Arneson for 
a good example.)

D

T&T fan Andrew James sent me the short
Dungeon Design Guidelines that Rick Loomis 

was using back in 2010.  I have slightly 
updated it and am presenting them here so 
you can see the very basics of what we are 

looking for in a solo adventure.  
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General Design Advice.
•   It is better if your adventure has a theme of some 
kind, (Buffalo Castle is just a lot of random encoun-
ters thrown together - but after all, it was our first 
one, back in 1975.)  But if you have a theme, please 
try to stick to it.  Don’t throw Norse Gods into your 
Egyptian themed adventure.  

•  Also please try to avoid anachronisms.  If your 
characters are using swords and bows, they shouldn’t 
be attacked with submachine guns or lasers.  

•  Humor is very tricky - use it sparingly unless you 
are really good at it!  

•  We are not interested in adventures (or jokes) that 
are offensive to any religion, race, disability, or sex-
ual persuasion. 

•  Also do not use any characters or references to 
popular TV shows, movies, or comics. Some peo-
ple get very possessive of their intellectual proper-
ties, and I just as soon not get sued. Please create 
your own specific monsters, places, sidekicks, and 
so forth (preferably use ones from our T&T Troll-
world). A troll or a goblin can be however you de-
scribe it, but a Nazgul or Wookie is something spe-
cific, and not ours! 

If your adventure is really long, you can put it on 
a CD and mail it to T&T Adventures, c/o Flying 
Buffalo, PO Box 8467, Scottsdale, AZ 85252.  But 
I really don’t want just a printed manuscript.  If it 
isn’t already in computer format, it has two strikes 
against it.

Additional Suggestions from 
Steve Crompton - 2019

ince Rick wrote those guidelines we have released 
Deluxe T&T, which is packed with information 

about the people, kindreds and places in Trollworld. 
We even created a map that shows where all the exist-
ing solos take place (See page 2). So here are some 
things to keep in mind:

•   Where is your adventure located? My advice is 
that as you create your solo think about WHERE in 
Trollworld your adventure might likely take place. 
Look at the world map in the dT&T rules and read 
the geographical information in the Trollworld sec-
tion, then try to put your adventure where you think it 
makes the most sense.

•   Solo and GM Combo? We have recently published 
several books that include a solo and a related GM ad-
venture all in the same book, so we are looking to do 
more books like that going forward, so keep that in mind.

•   New & Unusual Locations. Take a look at the 
locations we have already done solos for and try to 
find new and different places and situations you might 
write your solo adventure in. We’ve had castles, are-
nas, cities and caverns, so what other places can be 
done?  How about a lighthouse, a large school, dock-
yards, a zoo, a winery, a hospital/sanitarium, place of 
great magic or even a palace? See if you can think of 
some unique location or situation (like a natural disas-
ter) that hasn’t been done yet. 

If you have further questions about writing or doing 
art for Flying Buffalo, feel free to contact me at:

skcrompton@gmail.com

Steven S. Crompton 
Art Director/Manager

Flying Buffalo 

S
T&T Submission Guidelines continued
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Some Quick Solo Advice from Ken St Andre
Here’s a very short piece with a few tips from Ken St Andre 

riting solo adventures for Tunnels and Trolls can 
be a tricky thing.  It occurs to me that it might 

be useful to share some techniques for clear writing.  
Here’s the first one that I want to share:

There should usually only be one saving roll per 
paragraph. If you make it go to A. If you fail it go 
to B.

There might be a situation where saving rolls are 
needed on two attributes at once. If you make them 
both, go to A. If you fail them both, go to B. If you 
fail the first but make the second, go to C. If you 
make the first but fail the second go to D.  This kind 
of thing can be done, but it gets confusing. Please try 
to avoid it.

One thing you can get away with is setting up a series 
of options, each of which calls for a saving roll, but 
even that would be better served by using more para-
graphs. Example: You are facing three doors, each 
with a sign posted on it. Door A says only Smart 
Guys get through this door. If you wish to enter, 
make your L3SR on INT (30 - INT) If you make it, 
go to A, if you fail take 3 points of CON damage and 
try something else. Door B says only Lucky guys 
get through this door. If you wish to enter make your 
L3SR on Luck (30 - LK). If you make it go to C; 
if you fail go to D. Door C says only Nimble Guys 
get through this door. If you wish to enter make you 
L3SR on DEX (30 - DEX). If you make it go to E; 

if you fail, go to F. If you tried all 3 doors and failed 
them go to Z.

That’s kind of long and confusing. A better way to do 
it, IMHO, A better way to do it would be to say: You 
see three doors. Each is labelled. Door A says Smart; 
door B says Lucky; Door C says Nimble. If you wish 
to try Door A, go to X; for door B, go to Y; and for 
door C, proceed to Z.

(The X, Y, and Z paragraphs would of course each 
consist of the saving rolls.  And the results of success 
or failure send the player to new paragraphs.)

The benefits of having all saving roll results appear 
in different paragraphs is that it reduces the tempta-
tion to cheat. If your paragraph says, Make a L1 LK 
saving roll and if you make it take 100 gold pieces; if 
you fail it then it’s a contact poison trap and you die 
is that the player knows what he’d better do before 
even reading the rest of the paragraph. Make them 
turn the pages. It increases suspense and playability.

I won’t claim I’ve never violated this stricture in the 
past. All I can say is that I’m trying to do better these 
days. For the sake of simplicity and clarity, let’s have 
all of you do better also.
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T&T Solo/GM Submission Guidelines: 1982
These are the Adventure guidelines used from 1982 to around 1987 and are one of the most complete set of 

overall suggestions and requirements we have. Around 1988 the masters to make copies from were unusable and 
the remaining photocopies were mailed out. Fortunately Steve found a copy of these guidelines in an unopened 

returned envelope that had been sitting in a pile of unopened mail that had remained untouched for over 25 years.

lade (Flying Buffalo) frequently purchases soli-
taire dungeon designs from outside designers. 

We are working to publish quality solos, and there 
are several things we’d like the potential designer to 
be aware of, and to keep strongly in mind.

At this time, we are publishing two types of solitaire 
adventures: the full-sized solos and the mini-solos 
in Sorcerer’s Apprentice. We will consider submis-
sions of both of these types for publication; please 
remember, though, that each type has slightly dif-
ferent requirements, The full-size solos are typically 
140 to 200 paragraphs long. Mini-solos for SA are 
22-35 paragraphs. We will pay $150 for full-sized 
dungeons designs and $25 for a mini-solo. This price 
gives us all publication rights, including rights to 
copyright, rights to reprints, serialization, foreign 
publication, and adaptation for script and computer-
ized uses. Payment is made upon publication of your 
dungeon, and includes at least two complimentary 
copies.

Format
Your manuscript must be typewritten, with all ty-
pographical errors corrected. We would prefer to 
receive the manuscript in some sort of a binder or 
(word file). Please use ample spacing between num-
bered paragraphs

B Jumbling Paragraphs
Don’t do it. It should be easier for you not to, and it 
is certainly easier for the staff here to read, edit, and 
illustrate if the designer does not mix the paragraphs 
ahead of time. Just leave the solo in straight storyline 
format, numbering the paragraphs from 1 to what-
ever you need (up to about 200 for a full-size solo).

Artwork
Occasionally designers include artwork for their 
dungeons: Unless the art is of professional or near-
professional quality, we discourage this. On the other 
hand, if it is good quality art and we choose to print 
it, the price will be negotiated separately, based on 
the quality and quantity used. Be aware that just be-
cause something is “as good as” art in a previous 
dungeon does not mean we will accept its equivalent 
now. If a paragraph describes something only you 
know about, or would require research by the artist 
(for example, if you’ve described a heraldic device 
and it has some significance in the adventure), you 
might include a sketch reference for the artist.

General Comments
We urge our designers to get their heads above 
ground! The concept of underground dungeons can 
be somewhat limiting. Instead of thinking in terms 
of designing a “dungeon”, try to think in terms of 
creating an ‘adventure’. The best dungeons resemble 
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stories written with multiple plots and interchangeable 
characters. In fact, you are telling a story, where the 
reader supplies the main characters or hero of the tale. 
Don’t fall into the trap of leading the player-character 
around by the hand... the readers should feel that the 
ability of their characters and their choices and deci-
sions will genuinely make a difference in the outcome 
of the “story.”

Theme
Give your solo a strong setting or flavor — a theme to 
tie the whole thing together. One way to do this is to 
present the reader with a specific challenge, a direc-
tion, a goal — some reason for the delver to have come 
to the place, instead of just appearing in a complex of 
rooms and corridors with no particular purpose except 
to knock off the odd ore or two and cart away all the 
cash he can lay hands on! Develop obstacles and side-
tracks to divert the delver and keep him moving.

Consider giving solos a cultural theme or mythos. The 
solo Labyrinth is distinctly Grecian in background and 
in the situations the delver can get involved in. City of 
Terrors and Arena of Khazan are dependent on invent-
ed (but self-consistent) world views which provide a 
setting for the character to be a part of.

It is pointless to pick a theme and then not carry it 
through. An adventure set in darkest Africa should 
not have Greek centaurs, Celtic druids, and Australian 
wombats  running around inside (at least not without a 
very good reason!). This is a common error.

Some designers have asked us if it is acceptable to place 
a solitaire adventure in the far future, the old west, buc-
caneer days or anywhere else outside the conventional, 
quasi-medieval milieu of the usual T&T world. If you 
have a good idea and want it set in an unusual time 
or cultural setting, that’s fine. There is one condition, 
however, which must be met: the average dungeon-
delver type of character must be given a good reason 
and means to travel between the various universes... 
into your adventure and then back “home” again. (It 
is conceivable that you could “start” the adventurer 
off within your solitaire as a “first level character,” but 
you’ll still need to provide a means “out”) There are 
many T&T’ers who play only through the solitaires, 

and they will want to use old familiar characters if 
you are not starting with newly-rolled characters. 
And if those characters survive, the players will want 
to continue their adventures elsewhere. We will not 
and cannot accept closed-system solo designs, even 
if you promise to write us bunches of others within 
that system.

Descriptive Narrative
In addition to creating a story of many plots, it is 
important to give the reader a good deal of descrip-
tion in the adventure. This provides a feeling for the 
surroundings, gives our artist something to work 
with, and provides a world-sense for the players to 
identify with. (It may also give you ideas for more 
options to provide for the delver while you are writ-
ing.) Descriptive narrative is the key, whether you’re 
describing a combat sequence or just the general sur-
roundings. Don’t just say something like:
You are facing a Troll with a monster rating of 100. 
Kill him and then go to (paragraph) 50.

Try something like:
Suddenly there comes a bloodcurdling roar from 
behind you. You whirl to face an immense Troll, his 
eyes aflame with bloodlust and his black lips set in a 
ferocious snarl. His powerful hands are but inches 
from your throat and unless you can make your third 
level saving roll on tuck, he will twist your head off 
with a single practiced flick of his wrists.

If you make the roll, you must fight him. Being one of 
the largest and ugliest Trolls you have ever encoun-
tered, he rates a MR of 100. If you survive the com-
bat, go to (paragraph) 50. If however, you missed the 
saving roll, you may take some measure of solace in 
the fact that the Troll’s skill was such that you suf-
fered only briefly before meeting your gruesome end.

Not all your paragraphs need be this long or involved, 
but players definitely deserve something more inter-
esting than the first example.

Efficiency and Logic in Choices
By “efficiency” we mean the effective use of para-
graphing. There should not be extensive or numerous 
paragraphs between scenarios and combat results. 
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Never send a delver to a paragraph which reads “Go 
to (paragraph) 20.” You should send a player directly 
to paragraph 20. Furthermore, paragraphs can occa-
sionally have several uses. A paragraph describing 
the interior of a tavern and the options available can 
be used when a delver enters from the front door, the 
back door, or the roof — the same tavern description 
might serve for all.

As for humor, too many designers try to use illogical 
situations as a device for a chuckle. On the whole, 
this is discouraged. Although anything is possible in 
the T&T universe, it is still (for the most part) sub-
ject to cause and effect. The causes may be different 
or even downright bizarre, but they should still be 
there.

Use common sense when determining the options 
given to a player, and provide a real choice wher-
ever possible. A paragraph with several options, only 
one of which produces a result, isn’t well devised 
or very efficient. You should be able to justify the 
presence of each paragraph in the design. There’s no 
sense wasting your time padding out an adventure 
with useless paragraphs. Nearly every paragraph 
should have something for the character or player to 
do -- a combat, a saving roll, a real-choice decision, 
a random-effect roll: something.

Corridors, Roads, Paths and Such
If your design has them, keep them interesting! Para-
graph after paragraph of “You are on a north south 
road. Do you want to go north or south? For north go 
to (paragraph) 10. For south, go to (paragraph) 11” 
is incredibly tedious, and provides nothing for the 
character to do. Put in wandering creatures, traps, or 
some strange encounter to spice things up.

Also, make it difficult if not impossible - for some-
one lo wander the corridors or pathways, avoid all 
dangers, and exit. It’s not fair that they garner experi-
ence just for walking in and then back out again.

Treasure and Options
A degree of randomness in a printed, published ad-
venture is desirable to provide differences between 
the experiences of one delver and another. If you of-

fer options like opening a chest, drinking a potion, 
examining a book or what-have-you, it can be a good 
idea to have several possible random results (This 
is common in the solitaires Buffalo Castle and Sor-
cerer’s Solitaire). For example:
You find an ornately carved wood chest with a sim-
ple clasp. Once you get it open, roll one die to find 
what is inside. If you rolled 1-3, the chest contains 
100 newly-minted gold pieces. If you rolled a 4, you 
found a small diamond worth J50 g.p. If you rolled a 
5 or 6, the chest was a trap and you have triggered 
it. A cloud of stinking poison gas rises to engulf you. 
You must make a third level saving roll on luck to 
save yourself from its effects, or Like 2 dice worth of 
hits directly from your Constitution.

Thus, a player is never absolutely certain what they 
are getting into. If the possibilities are both good and 
bad, or even neutral, hell be tempted but unsure. If 
a chest (or whatever) is always a trap or always a 
treasure, it’s boring: always avoided as a trap, al-
ways grabbed up if its a goodie. On the other hand, 
a wholly random dungeon isn’t desirable either — 
don’t carry this to extremes.

Completeness
Every solo adventure has basic parameters which 
should always be noted. How powerful are the char-
acters you expect to challenge? To date, most soli-
taires specify the character levels that should enter. 
This is acceptable, but rarely suitable because differ-
ent groups increase the power of their characters at 
different rates. What is a weak 12th level character to 
one playing group might be a juggernaut of destruc-
tion to another group. A suggested range of personal 
adds is a better gauge of ability. Or, you can sug-
gest a level of “average” attributes as was done in the 
solo Sword for Hire. Be realistic — players want a 
serious challenge, not a suicidal sure-death trip, and 
not a cakewalk through a supermarket of available 
goodies.

Also, remember that all saving rolls must be made at 
some specified level and on some specified attribute. 
Too often, submissions say “Make a saving roll. If 
you make it, go to 25. If you don’t, go to 27.” Every 
saving roll must be noted for level and attribute.



12

Maps
Draw and mark a map of your solitaire. If a certain 
intersection of corridors is described by paragraph 
25, Then mark your map there with a #25, Then if 
you approach the same place from another direction, 
you’ll remember that paragraph 25 describes that 
place. And if you make an error in your own copy 
and don’t notice it for a week or two, you’ll have a 
much easier time trying to find out where you went 
wrong. And finally, players will probably map it for 
themselves, and will be unhappy if they find the map 
doesn’t work. You should be internally consistent in 
your designing, and a map will help you.

Obviously, some designs (such as Arena of Khazan) 
have no maps and need none. If your design needs 
one, you should take the time to do it correctly. A 
copy included in the manuscript you send to us would 
be appreciated. (Even if it is just a rough sketch)

Magic
Since the invention of the Magic Matrix, players 
seem to expect to be able to use such most of the 
time. If you simply do not wish to include magic in 
your solitaire, fine. (A mini-solo for SA is not likely 
to have room or sufficient options for such.) An ex-
tensive discussion of the Magic Matrix (and also a 
number of other comments, hints, and suggestions 
for the potential dungeon designer) can be found in 
Sorcerer’s Apprentice #5. For the designers who do 
include magic-use, the Magic Matrix provides an ef-
ficient way to chart the effects of spells cast, prevent-
ing an over-abundance of rarely-used (hence ineffi-
cient) paragraphs.

At this time, the adventures Dargon’s Dungeon 
(Stackpole’s rewritten version with Danforth’s Mag-
ic Matrix), Arena of Khazan, Abyss, Circle of Ice, 
and Overkill (Stackpole’s rewritten version) all use a 
Magic Matrix. It is suggested that you examine these 
as examples, although the use of the Matrix is still 
experimental (in other words, play around and see 
what you can do with it).

The basic format is this: All the spells which can be 
expected to be used in the entire adventure are listed 

across the top of the Matrix. All the paragraph num-
bers that call for magic are listed down the left-hand 
side. The reader, when coming to a paragraph where 
he expects to throw magic, turns to the Matrix after 
writing down the name of the spell he wishes to cast. 
He then cross-references the spell with his paragraph 
number and finds the result in the form of a code.
This code may tell him whether or not the spell had 
any effect, or to what degree it had an effect. For ex-
ample, “!” means normal effect, “?’ means no effect 
at all, “!!” means double normal effect, “!/2” means 
half normal effect, “*” means the spell rebounded on 
the user, or perhaps had the opposite effect intended. 
You can introduce a level of uncertainty by having 
the code something like “1—4” meaning roll a die 
and it only works if you roll between 1 and 4.

The code can also include paragraph numbers, either 
as part of the above Code or as a separate system in 
and of themselves. In the former case, the paragraph 
numbers in the code might be a means to provide in-
formation above and beyond just whether or not the 
spell was normally effective. For example, the code/
paragraph number might lead to a place where all 
the magical items which have been Omni-eye’d are 
described in a single chart:
(Item from) 9A: The ball is suitable for fortune-tell-
ing, accurate on a roll of 1—4 on a six-sided die, 
enchanted at level six usable, only by rogues, only 
once a day. 
(Item  from) 25D: The Demonlord’s Dagger.  You 
sense evil magic of at least 12th level.
Ultimately, you might get a mix of all the variations, 
something like the greatly abbreviated example be-
low. (You would usually have more kinds of spells 
and more paragraphs).

       VORPAL	 WHAMMY	    HIDEY	  OMNI
                                                                    HOLE                        EYE
1E	 !	        !		        !                   (22D)
5C 	 * 	      !/2                 !(13G)               -- 
6A      1-2	      1-4		        !                     -- 
6D    	 --                --                    ?    		   (12E)

In this case a “--” might also mean the spell was sim-
ply not a reasonable choice under the circumstances. 
For instance, at 6D the character would never have 
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a weapon available to Vorpal. The code at 5C un-
der Hidey Hole might reflect the fact that yes, the 
spell took effect and you’re now invisible, but there 
is other information you must have. So, you turn to 
13C — where you might find out that your opponent 
can see invisible things, or is a feline and hunts by 
smell, or is a wizard who casts an Oh There It Is, or 
whatever. Something specific happened as a direct 
result of the character having cast the spell.

Be sure there is always a way to send the character 
back into the regular stream of the adventure. In the 
case of most combat spells which take effect, you 
can simply write “go back to the paragraph you came 
from/’ This won’t always work, however (Arena of 
Khaian is rather more complex, for example). Also, 
be sure you’ve explained your code clearly.

These are the advantages of the Magic Matrix: 
1) All results are codified and in one place. The more 
elaborate results can be scattered, but the everyday 
results are simplified. 2) Few players can memorize 
a sizeable chart. Although the honor system against 
checking first must be relied on, it doesn’t hurt to 
help it along. The Matrices in Abyss and Circle of 
Ice are somewhat shorter than preferable, but were 
all that was needed for those particular solos. 3) The 
designer can get much more mileage out of a chart 
than individual paragraphs for the magic. There is a 
premium on effective, efficient paragraphs to get the 
most adventure into a moderate length of booklet, 
and we hope that the Magic Matrix can help.

Proofreading
Error can always creep in and can only be elimi-
nated by careful and painstaking lengthy checking, 

It’s not much fun, but it has to be done. Carefully go 
through the entire adventure when you finish writ-
ing it, and be certain that every “Go to” goes to the 
right place, and that every paragraph has a place that 
refers to it. Even if an adventure looks promising, 
we’ll have to return it if it looks like we’ll have to 
track down a dozen missing paragraphs.

Go To / Come From
To help us remove these kinds of errors, we ask you 
to provide a note next to each paragraph slating what 
paragraphs lead to it. For example:
14. You open the chest and find a pouch containing 
50 gold pieces and a small green gem which radiates 
magic. To take the gold, go to 15. To take the gem go 
to 22, To take booth, go to 16. (12,13)

This tells us that paragraphs 12 and 13 lead into para-
graph 14. “Exit the dungeon” and “you are dead” 
paragraphs don’t need this, as a great many para-
graphs could lead in. This will help us immensely.

The T&T 5th Edition
Since the publication of the Fifth Edition of Tunnels 
& Trolls, we have asked designers to try to write the 
dungeon/adventures with those rules in mind. The 
5th edition rules do effect solo play: warriors in ar-
mor will be much harder to kill, spell books will be 
a very useful treasure for wizard and rogue alike, 
and the monsters will probably have to be just a little 
tougher (about 10 MR higher, on the average) than 
they have been in the past to challenge the average 
first level character. We will not reject a dungeon 
simply because it has been written under earlier edi-
tions, but we may need to re-edit it to accommodate. 
We would appreciate it if you would mention which 
edition of T&T you are using.

To Sum it All Up
We are looking for inventive, clever, descriptive, 
original, story-like adventures. A tall order to be 
sure, but we are trying to give the players the very 
best we can. If you do your best, so can we.

By submitting your dungeon to us, you certify that 
the dungeon belongs to you and you do have the 
right to sell it to us.
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Submitting Game Master Adventures:
Flying Buffalo will consider for publication original 
Game Master Adventures. These should be submit-
ted typewritten, on one side of the sheet only. We 
would prefer to receive these in some sort of binder 
or folder. Clear, complete maps should be included. 
You need not make these printing-perfect, as an art-
ist will re-draw them for publication, if the design 
is accepted. You should make them as complete as 
possible, with all encounters thoroughly detailed. 

Please do not use game mechanics, monsters, or sit-
uations derived from any other game systems. You 
do not need to stick to published information relat-
ing to the known T&T “universe”, and indeed, we 
recommend you invent your own background mate-
rial. However, it is important that you do not ‘’bor-
row” material developed by others, either in whole 
doth or by derivation. (In other words, if you have a 
creature that attacks like a Rust Monster, thinks like 
a Rust Monster, and smells like a Rust Monster, it is 
a Rust Monster, even if you call it a “ruster” or an 
“ironeater” or “Fhred”, and you should not use it.)

Because there are many formats to write in, there is 
no set fee for authors. When we have examined a 
GM adventure which you have submitted, we decide 
if Flying Buffalo should consider publishing it. If so, 
we will write to you with a price offer, which you 
may accept or decline. It is impossible to be more 
specific without seeing a proposed project, so please 
draft write a letter which says, “I have a 15 level 
dungeon that my friends really like; how much will 
you pay me for it?” As with the solitaire adventures, 
we pay for both quality and quantity, although more 
important than either are originality, cleverness, and 
completeness.

Flying Buffalo is currently expanding its line of GM 
adventures, and it is recommended that you glance 
at any of those noted below for examples of what we 
are accepting. (Not all are available as this is being 
written. However, look at what can be found, for the 
reasons given, to see how we are improving the new 
material over older adventures.
 1)	 Catacombs    of    the    Bear    Cult: 
Although it is only one level, we’d prefer several 
levels at once, the adventure has a reason for being 

there, a definite background, and a sizeable assortment 
of NPCs. There are also suggestions which can change 
scenarios beyond the basic adventure.
 
2)	 Isle of Darksmoke: Recommended
lot    il s    length    and    complexity,    and   the
thoroughness   of   description.   Also   for   the
formal of room descriptions.
 
3)	 The Adventurers  Guild: This is a series of 
short unconnected adventures which can be inserted 
into an on-going campaign, or used as a pickup sce-
nario for an evening’s gaming. An alternative format 
to the long deep digging of massive tunnel complexes. 
(This ultimately became the Citybooks series) 

(Update: you might also want to look at Trollstone 
Carverns, Vaults of K’Horror and the T&T Adven-
tures Japan GM releases from 2016 on - Steve)

Other formats are entirely possible, and we urge you 
to write your own adventure in your own style. These 
are merely examples of what we have found desirable 
so far.

When you submit your Game Master Adventure to us, 
you are certifying that the material does belong to you, 
and you do have the right to sell it to us. Please include 
a self-addressed, stamped envelope large enough to re-
turn the manuscript to you, in the event that it is not 
accepted. (or email us at skcrompton@gmail.com) 

Modules for Games other than T&T
We are not interested in scenarios designed for game 
systems not published by Flying Buffalo. We will be 
very interested indeed in freelance designs for solitaire 
and GM adventures for our upcoming Mercenaries, 
Spies and Private Eyes game, and the space RPG, Web. 
Although they are compatible with T&T, and we in-
tend to publish solo adventures for these games, the ac-
tual game mechanics will be slightly different and you 
will need to see the games before writing supplemental 
adventures. When the games are released, we will have 
more specific guidelines, and you can request them 
even as you’ve asked for and received these. Please 
include a self-addressed, stamped envelope.



Note: Since the 1986 guideline supplements mention the Corgi T&T books 
numerous times, I’m adding some background on what their importance was 
to Flying Buffalo in 1986 -1989 so you can read the material on the following 
pages in their historical context.

When Mike Stackpole wrote the guideline supplements in 1986, Corgi 
Books in the UK (and Europe) was publishing their paperback versions of 
many of the T&T solos. The plan was that Corgi was going to publish doz-
ens of paperback solos in the same way that the choose your own adventure 
books had done. Mike’s task was to make sure that a good number of solos 
were in the pipeline so that Corgi could release them on an ongoing basis, 
presumably at least one a month. For whatever reason though, (either sales 
or Corgi changing their priorities) only the nine books were published.

We are still left with a mystery yet to solve. Below is the list of books that 
were published or were planned to be published by Corgi. (This list ap-
peared in the solo guidelines that Mike wrote). There are three solos on this list that were apparently written 
and paid for, but where are they?  It’s possible that sitting somewhere on a shelf or in a filing cabinet at Flying 
Buffalo are the manuscripts for Raven Swamp, The Wizard King’s Crown or the Living Tomb.  Needless to say, 
we’ll be looking for these in the near future.

Corgi Books & their part in these Guidelines

What happened After Corgi Stopped the T&T Series?  
Once they decided to end the series, Flying Buffalo President Rick Loomis very wisely was able to negotiate 
purchasing all the remaining books from Corgi, rather than have Corgi shred them. (No doubt Chris Harvey 
played a part in helping to make that happen). We have been selling them since the early 1990’s.  In fact, if you 
go to http://www.flyingbuffalo.com/solo.htm you can still buy the Corgi versions of City of Terrors,  Amulet 
Salkti/Arena Khazan, Captif d’Yvoire/Beyond Silvered Pane, and Gamemen Kasar/ Mistywood for $6.95 each.

BREAKING NEWS!  We recently found 80 copies of the Corgi version of the T&T Rulebook.  We thought we 
had been out of print of these for over ten years!  We are now making these available again for USA customers 
for $12 each plus $4 shipping. You can order one now by paypaling us $16 to postmaster@flyingbuffalo.com 
Be sure to include your name, address and that you want a copy of the Corgi T&T Rulebook.

(The Corgi list as it appeared on 
the back page of the solo guidelines. 
We plan to search for these missing,

unpublished solos.)
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Here is one of the mini solo adventures by Mike that ran in Sorcerer’s Apprentice. We are including it here 
as a sample of how a solo works in terms of paragraphs, links and scrambling. You can study and play it...  
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This is the T&T Licensing agreement we are currently using for small press publishers who wish to self publish solo 
or gm adventures. You need to have this agreement signed by us before you can start selling any of your adventures. 

This agreement is for small publishers with press runs of less than 200 copies. 

TUNNELS & TROLLS / DELUXE TUNNELS & TROLLS
LICENSING RIGHTS AGREEMENT

This is an agreement between Flying Buffalo Inc. (Licensor) and 
 LICENSEE NAME  ____________________________________________(Licensee) made and entered into 
effective as of  
DATE ________________________in regards to licensing the rights to use the following trademarks and  
copyrighted rules known as: 
T&T, Tunnels and Trolls, Tunnels & Trolls or Deluxe Tunnels & Trolls. (Tunnels & Trolls) 
The agreement is as follows:

WHEREAS, Licensor, (Flying Buffalo) subject to the terms and conditions set forth in this Agreement, is will-
ing to permit Licensee to use the Trademark in connection with publishing Tunnels & Trolls rpg game supple-
ments for the mutual benefit of Licensor and Licensee.
NOW, THEREFORE, in consideration of the above premises, the mutual covenants set forth below, and other 
good and valuable consideration, the receipt and sufficiency of which are hereby acknowledged, the parties 
hereto agree as follows:

AGREEMENT: Flying Buffalo Inc. grants _________________________ (Licensee) the right to use the name 
and trademark for the role-playing game and fantasy setting known as TUNNELS & TROLLS.  
The parties agree as follows:
Scope of License. Subject to the terms and conditions set forth in this Agreement, Licensor grants to Licensee 
a non-exclusive, non-transferable, royalty-free license to use the Tunnels & Trolls Trademarks throughout the 
world. Licensee shall make no other use of the Trademark.  This agreement grants the permission to use the 
Tunnels & Trolls trademark, logo, rules, related names, (T&T, dT&T), characters, or world settings connected 
to Tunnels & Trolls.

Consideration. Licensee will pay the sum of one (1) dollar within seven days of the signing of this agreement.  
Also a 5% royalty of the cover price of the product or any related products will be sent via paypal to kenstan-
dre@gmail.com  In addition, five (5) copies of any products produced by the licensee bearing the trademark or 
related Tunnels & Trolls will be sent to Flying Buffalo at P. O. Box 8467, Scottsdale, AZ 85252.   
Non-Assignment. Licensee acknowledges and agrees that the rights granted to Licensee by and obtained by Li-
censee as a result of or in connection with this Agreement are license rights only, and nothing contained in this 
Agreement constitutes or shall be construed to be an assignment of any or all of Licensor’s rights in the Trade-
mark.  No permission is granted for use of any art or maps from Flying Buffalo publications without express 
(separate) permission from Flying Buffalo and or the artist who created said works.  No other T&T trademark or 
logo from any other publisher should be used without express permission from Flying Buffalo
Initial Term. This agreement will begin on the Effective Date of signing of this document by both parties, 
as written and signed below, and end seven years from the date of the mutual signing of this document (the 
“Term”), unless terminated earlier by Flying Buffalo and at Flying Buffalo’s discretion.
Renewal Terms. Following the initial term, this agreement will automatically renew for successive 7 year terms, 
unless terminated earlier by the Licensee or the Licensor. If a party elects not to renew this agreement, that party 
shall provide notice of that intention to the other party at least 30 days before the renewal date.  Once termi-
nated, licensee will no longer be able to sell or market any new or existing materials using or displaying the 
Trademark(s) owned by Flying Buffalo.

Agreement Page 1



Revocation of License. License shall automatically terminate without notice from Licensor shall automatically 
terminate without notice from Licensor if (i) Licensee attempts to assign, sub-license, transfer or otherwise con-
vey, without first obtaining Licensor’s written consent, any of the rights granted to Licensee by or in connection 
with this Agreement; (ii) Licensee uses the Trademark in a manner in violation of, or otherwise inconsistent with, 
the restrictions imposed by or in connection with Section 3 of this Agreement; or (iii) Licensee uses the Trade-
mark in a manner not expressly permitted by this Agreement; or (iv) Licensee uses the Trademark with published 
materials that are offensive, violate other copyrighted material, or damages the reputation of Flying Buffalo or 
Tunnels & Trolls. 

Effect of Termination. All rights granted by this Agreement, including, without limitation, Licensee’s right to use 
the Trademark, shall expire upon termination of this Agreement. Upon termination Licensee shall immediately 
cease and desist from all further use of the Trademark.

Notice on Marks. The Licensee shall place the following notice (or any other notice that the Licensor may re-
quest in writing on one or more occasions) in a legible manner on each licensed product that forms part of the 
Licensed Products and Services, and on any Promotional Materials including but not limited to any content posted 
on any Internet site: “Tunnels & Trolls is a Trademark of Flying Buffalo Inc. and used under license and Deluxe 
Tunnels & Trolls is Trademark of Flying Buffalo Inc. used under license.”  

Assignment. Licensee shall not assign, sublicense, transfer, or otherwise convey Licensee’s rights or obligations 
under this Agreement without Licensor’s prior written consent. Licensee shall indemnify and hold harmless Li-
censor against all liability, costs, and expenses, including but not limited to a reasonable attorneys’ fee, arising out 
of or in connection with claims relating to an attempted assignment, sublicense, transfer, or other conveyance of 
Licensee’s rights and obligations.

IN WITNESS WHEREOF, the parties hereto have caused this Agreement to be executed by their duly authorized 
representatives as of the date first set forth above.

Printed Name: __________________________________________________

 
SIGN:_________________________________________________________  
                                                   ( Licensee )

DATE: __________________________________________

Printed Name: ___________________________________________________
 
SIGN:__________________________________________________________
                            (Authorized representative, Flying Buffalo) 
 
DATE: __________________________________________

Sign this agreement and send a copy of it to Flying Buffalo Inc.,PO Box 8467, Scottsdale, AZ 85252
You can also email it to skcrompton@gmail.com

Agreement Page 2
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Deluxe Tunnels & Trolls

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..............................32pgs...........$8.95

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
Dark Temple...........................................56pgs...........$8.95
When the Cat’s Away.............................56pgs...........$8.95
    (See inside cover to see a gallery of T&T solos covers.)



44
Many of our books are available at www.DrivethruRPG.com



The T&T Solo Design Guidelines

A primer and historical look back 
at how to create solitaire adventures.

Years ago,  then Flying Buffalo employee Michael Stackpole wrote a 20 page guideline 
and primer on how to create, manage and write good solitaire adventures for Tunnels 
& Trolls.  They were filled with tips on how to plot a solo, how to develop NPCs and 
keep track of all the paragraph connections. Many would-be-authors and T&T fans 
tried to get a copy, but at some point the guidelines disappeared and vanished into the 
void. Most thought they were lost forever...  

Over 20 years later in 2019, Steve Crompton rediscovered this lost piece of rpg history 
and we have now scanned, restored and enhanced these guidelines and added additional 
material including updates for 2019, solo writing advice from Rick Loomis, & Ken St 
Andre, a sample solo, and even a licensing agreement you can use if you want to self 
publish your T&T solo adventure (Or you can submit your solo to us).

Now you can take advantage of the knowledge and experience of some of the legends 
that  created the solitaire  adventure genre and learn how to craft your own adventures. 
Plus get a glimpse at a piece of rpg history that few fans ever got to see; The Solo 
Adventure Guidelines for writing novel-length T&T solitaires by Michael Stackpole.

T&T Item                                  Published by Flying Buffalo                             FBI-8386


