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PUBLISHER'S NOTE

I€ you were anything like me, whew you first became ivvelved |
as & DM iv the world of roleplayivg ED, the wotion of an
intelligently written module was kind of an alien coveept. |
mean, isw't the idea of just kickivg the stulling out of your
players the main thivg anyway? Whe wavts to get invelved iv
complex story lives, plot development, logical progression of
events, and level-appropriste NPCs? Am | right, or am | right?

The series of High-Adventure from Middle-School modules
seeks to {aithful reproduce those gems of adventure
concepts directly from the mind of the 13-year old ™M
that still exists somewhere deep ivside all of us Old-Sehool
gamers. Unedited, and when possible, scavved directly from
the originval hand-written votes, these advedtures may seem
wvintelligible At times, and PAteth!j ludicrous at others.

IV retrospect, it seem impossible that we actually played
these games at times. But we did. Avd those of us who
kept at it, (hopefull) got much better at it.

So, raise your soda cavs high, and give thanks for the large
pepperoni (extra cheese), avd let's recall those by-gove
days sittiv' ‘round the gaming table, and pay homage to
HIGH-ATVENTURES from MITSDLE SCHOOL!

Good Gaming!

raMze—

Usherweod TM

Columbus Jumier High Sehool
Canoga Park, CA

1576 - 1974
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NOTES FROM THE 13-YEAR OCD TM

When | started playing DED i 1980, there weren't wearly
eNough modules to keep my burgeoning group occupied — it
probably dido't help that, beivg iv Sevewth Grade, my fivances
were Not as forgiving As tke_tj Are Now. Au_tij_tj, | saw the Need
for vew modulest — lots of them! Thus was borw a series of

short, oftew addled, sttempts at making my own. OF course, each

had to have A desiguation, because that was what TSR® did.

At the time, my first wildervess module, WI, seemed like
A great ioNovation to me — a whole module set v the
outdoors! Sure, some of the few | did own had outdeoor bits,

but & whole module? It was revolutionary! Sadly, | wever cashed |

iN on the coneept. | evewtually evenw dropped the idea of
giving them alphanumeric desiguators. Too bad, sivee | don't

thivk | ever got past "#" iv oy of the series that | started.

| hope you enjoy this gem from my dimmest past. € you're
like me, | kind of feel sorry for the Ores that went to fivd
allies, but got attacked instead.

Ove other wvote. All of My modules Alu)A_Ljs listed gems and
Jewels without any sort of valve. v fact, for 4 long time |
sort of thought of them as just like gold pieces, only worth
more — how much wever really came up.

*Note: Tke_cj were always
‘modules,’ nvever ‘adventures.’
That still holds true today.

Keith Sloan

Hesperia Juvior High School
Hesperia, California

1981 - 1984
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FORAY INTO THE WICTDERNESS
Position: North of the dim Forest and Bissel, South of the
Rarrier Peaks, and east of the Real Stream.

L ls a peaceful village of about 400 Twarves. They are
armed as Lollows; 6O with lovg sword and light erossbow
40 with broadsword and polearm B8O with long swords
and 3 spears, 40 with axe and heavy crossbow, 100 with
axe ANS hammer, 40 with axe and pick, and 40 with
hammer and pick. To see the leaders see the mowster

mavual. COXI4 AC4 HDI HPe #ATI AM see above)

. ls & troll village. The wumber of trolls iv the area is 25
(OXiZ AC4 HDG+o HPAS #AT2 TAM S-8/5-8/2-12). I€
asttacked they will each use a longbow and arrows ov the
ivtruders. 1€ badly losing they will contivve to attack. I€
still lcsi'dg tkej will retreat. After that their will be the
survivers +lO more trolls. They will track the party and
attack loj SUV'PHS&. T‘\&j are friends with the black a\«\mgcu.
The treasure iV here is 10000 silver peices I1SO00 gold
LOOO plativum IS gems 4 jewels and 2 magic items.

. Is & Black Dragen (X2 AC2 HDB HP4 #AT3 AM I1-4/
1-4/23-18). He can shoot acid in & beam which cavse 64 hit
points of damage, 32 i€ save. This diragon can use magie.
His spells are detect magie, daneing lights, freinds, sleepx2,
ventril, magic missilexd, and read magic. Sivce he is Not
sleeping he will use his deteet magic anvd ventriloguism
spells to throw off the ivtruders so he can surprise
them and attack at +3. His treasure is in a small alcove
where he lays. It is 33,000 copper 0000 silver 80,000
electrum BO000 gold 40 gems a potion of extra healing,
platemail +S, a sword +l, and 4 dagger *2. He cannot be
subdued anvd of very badly lossing he will call for 20 trolls
like those above.




4. ls & bandit raiding party. There is SO bandits here. XS |
ACll HDI HPo #ATI AM 1-8) 20 of them are armed with |
lovgbows and arrows. The leader (X4 AC2Z HDG HP48 |
#KT) DAM 2-I). He carrys & two handed sword + and
2 potiovs of extra healing. They will attack all travellers
who come to the fork iv the road. Each man carrys 10
gold peices and the leader carrys 100 gp. There is a clear
path that leads to anv encampment. The treasuvre is 4,000 |
silver 3,000 gold 12 gems 4 jewels and | other magic item
which is A wand of wonder.

. ls & barge. To get to the town of Norw the barge must
be ridden. It costs 10 gold peices. 30 i€ wagom.

. I€ the ores territory. Soon after the pass is evtered the
iwtruders will be attacked by 40 ores (X2 ACL HDI
HPo #AT) AM 1-8) and S more leaders (X4 ACS HD2
HPIZ #AT ) AM 2-9). 100 of the ores are armed with
shortbows and 8 arrows each. Each Normal ore carries 10
gold peices and each leader carrys 100 gold peices.

. s an expidition from the ores country. There is I8 ores
left, tkej were attacked, (OXIZ ACT HDI HPG #ATI
AM 1-8) and ove leader (X4 ACS HDZ2 HPIZ #AT
AM 2-9). Tkej had beew sent to find All_«js to brivg
back with them, but they didw't find any. The total
treasure is 2S00 gold peices and 12 gems.
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Weapons Matrix
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Summ.r_t, Matrix (contd)
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Publishings

exclusive live of

U T eartography aids are
Agszci to kelp ke.

N, YOur map-aesiguing orgmizej;

whether on-the-fly at the

Erta = e table, or a\raug\ A

e carefully plavved adventurer's

: opus. Available v both indoor and outdoor grids

And hexes, and in both large and small seales. Or »? You

canNot make up your mind, get the Master C.Arr‘t.ogmfker's

Collection ana get all. These books uvse Wire-0 lmudri:g
for lay-flat ease of use. Ench map grid is also accompani

ln_uj & prge to orgavize your thoughts and plaws for the map.

W
THE MAP DESIGNER’S
SKETCHBOOK

Smoll:Scaleflnteriors

Available tkmuak the
Usherwood Adventures C.oMPA.«J_Lj Store Aty
http/loww.eskepress.comfuacompaystore/|IOZI3IG%

| COPYRIGHT @ JAMES "D. KRAMER

http:/lwww.usherwoodadventores.com
blog | campaign setting | utilities | osric advewtures



http://www.cafepress.com/uacompanystore/10213199
http://www.usherwoodadventures.com

'BY c_-*::'ﬁ
THE
Usherwood Publishings premier campaign, Now available
as individual adventures, or As A complete campaigy, to
aross the contivedt, and save the [and from the evil
clutehes of av ancient evil. Available as POD book, or
POF ebooks through Lulucom and RPGNow.com.

o\

or 410 7 ch.

L [ N
1’ inthe Halls

http:lloww.usherwoodadventores.com
blog | campaign setting | utilities | osric adventures
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| OPEN GAME LICENSE Version 1.0

| The following text is the property of Wizards of the Coast, Ive.
| and is Copyright 2000 Wizards of the Const, lve ('Wizards".
M| Rights Reserved.

L Defivitions: () Contributors’ meavs the copyright and/or
trademark owners who have contributed Openy Game Content;
(Y Derivative Material’ meavs copyrighted material ineluding
derivative works and translations (ineluding into other com-
puter languages), potation, modification, correction, addition,

| extewsion, upgrade, improvement, compilation, abridgment or

| other form in which an existing work may be recast, transformed

| or adapted; () Distribute’ means to reproduce, license, rent,

| lease, sell, broadeast, Puhliclj A«isPlAj, transmit or otherwise
distribute; (8)Open Game Content’ means the game mechanic
and includes the methods, procedures, processes and rouvtines
to the extent such content does ot &Mko&j the Product
ldentity and is an evhancement over the prior art and ANy A
Aitiowjjccute»)t clearlyidevtified as Open Game Content by
the Contributor, and means ANy work covered lnj this License,
iNcluding travslations and derivative works under ccp_ujv-igkt

| law, but speci(iu.llj excludes Produet lé«eutitj‘ (e) ‘Product

' Identity’ meavs product and product live vames, loges and
iA«e»Jti-ELj;rJg marks ineluding trade dress; artifacts; ereatures
characters; stories, storylives, plots, thematic elements, dia-

| logue, incidents, language, artwork, Sjmbols, desigus, depictions,

| likenesses, formats, poses, contepts, themes and graphic, pho-
tographic and other visual or avdio representations; vames and
descriptions of characters, spells, enchantments, personalities,
teams, personas, likewesses and special abilities; places, loca-
tions, envirouments, ereatures, equipment, magical or supervat-
ural abilities or effects, logos, symbols, or graphic desigus; and
ANy other trademark or registered trademark clearly identi-
fied as Product ideh)t;tj loj the owver of the Product l&edti‘tﬁ,

| and which specifically excludes the Open Game Content; (£)
‘Trademark” means the logos, vames, mark, sign, motto, desigus
that are used by a Contributor to identify itself or its prod-
vets or the associsted products contributed to the Open Game
Cicense by the Contributor (3) 'Use’, 'Used’ or "Using’ means to
use, Distribute, copy, edit, format, modi{uj, travslate and oth-
erwise creste Derivative Material of Open Game Content. (R)
‘Pou’ or “Tour’ means the licensee i terms of this agreement.

2. The License: This License applies to any Open Game Content
that contains a votice indicating that the Open Game Content
may only be used under and in terms of this License. Pou must
aLLix sueh a Notice to Ay Open Game Content that you Use. No

| terms may be added to or subtracted from this Cicense exeept
as described by the Licewse itself. No other terms or condi-
tiovs may be applied to avy Open Game Content distributed
using this Cicense.

3. Offer and Aeceptance: By Usivg the Open Game Content Tou
| indicate Tour acceptance of the terms of this License.

| 4. Grant and Cousideration: In consideration for agreeing
to use this License, the Contributors grant You a perpetual,

| worldwide, royaltyfree, vov-exclusive license with the exact
terms of this License to Use, the Open Game Content.

| S. Representation of duthority to Contribute: I€ You are con-

| tributing origival material as Opew Game Content, You represent

| that PourContributions are Your origival ereation and/or You have
: sufficient rights to grant the rights conveyed by this Cicense.

| 6. Netice of License Copyrights You must update the COPYRIGHT

| NOTICE portion of this License to include the exact text of

| the COPYRIGHT NOTICE of any Opew Game Content Tou are
copying, modifying or distributing, and Tou must add the title,
the cowrigkt date, and the ccfjrigkt holder's vame to the
COPYRIGHT NOTICE of any origival Open Game Convtent you

 Distribute.

7. Use of Produet Hu)ﬁtj: Tou agree not to Use any Product
| H.e».)t;tj, ineluding as an indication as to QoMFAtil’:;“tj, except As
l expressly licensed in another, independent Agreement with the
owner of each element of that Product ldentity. You agree vot

l; to indicate compatibility or comadaptability with avy Trademark
| or Registered Trademark in con junction with a weork containing
Open Game Content except as expressly licensed iv another,
independent Agreement with the cwner of such Trademark
or Registered Trademark. The use of any Product ldentity in
Open Game Content does wot constitute a challenge to t-ze

ownership of that Product ldentity. The cwver of any Produet
Identity vsed iv Open Game Content shall retain all rights, title
and interest in and to that Product ldewtity.

8. ldentification: I€ ‘Li\ou distribute Open Game Content You must
clearly indicate which portions of the work that Yyou are distrib-
uting are Open Game Content.

Q. Updating the Licewse: Wizards or its desiguated Agents may
publish updated versions of this License. TYou may use any autho-
rized version of this License to cp, modify and distribute avy
Open Game Content origivally distributed under any version of
this Cicenvse.

0. Qéttj of this License: You MUST include 4 cp of this License
with every ep of the Open Game Content Tou Distribute.

Il. Use of Contributor Credits: You may Not market or advertise
the Open Game Content using the vame of any Covtributeor un-
less You have written permission from the Contributor to do so.

12 loability to Comply: I€ it is impossible for You to comply with
any of the terms of this License with respect to some or all
of the Open Game Content due to statute, judicial order, or
goveromental requlation thew Tou may wot Use any Open Game
Material so affected.

13. Termination: This License will terminate avtomatically i€ You
£ail to comply with all terms herein and £ail to cure such breach

withinv 30 days of becoming aware of the breach. Al sublicevses
shall survive the termivation of this License.

M. Reformation: I€ any provision of this License is held to be
venforeenble, such provision shall be reformed only to the ex-
tent vecessary to make it enforcenble.

IS. C»Sjrig‘\t Notice: Open Game Licewse v 1.0 Copyright 2000,
Wizards of the Coast, Ive. Dungeons ¢ Dragens, Players
Handbook, Dungeon Masters Guide, Monster Manual, 420
System, and Wizards of the Coast are trademarks of Wizards
of the Coast, Ine. iv the Dnited States and other countries and
is used with permission.

This product uses the OSRIIC System (Old Sehool System
Reference and Index Compilation™). The OSRIC" system text may
be found at Attp:/foww.knights-w-knaves.com/osric. The OSRIC™
text is ccpjrigl\t of Stuart Marshall. "OSRIC*" and "Oldschosl
System Reference and Index Compilation™ are trademarks of
Stuart Marshall and Matthew Fineh and may be used only in ac-
cordance with the OSRIC* license.

This product is vot afliliated with Wizards of the Const.

Hiak-#&vedture Lrom Middle-Sehool, FEADAD), Usherwood
hdventures, and all associsted works and materials are copy-
right James ™. Kramer. huthor; Keith Sloan. Ml content ui{Eiu
this product is consider Open Game Content, with the excep-
tion of the layout and presevtation which is considered copy-
right trade dress.

This product uses OSRIC System (Oldschool System Reference
and ludex Compilation). The OSRIC System text may be found

at httpi/fwww.knights-v-koaves.com/osric. The OSRIC text is
copyright of Stuart Marshall. "OSRIC and *Oldschool System
Reference and Ivdex Compilation” are trademarks of Stuart
Marshall and Matthew Finch and may be used only iv accor-
dance with the OSRIC license. This product is ot affiliated with
Wizards of the Coast, Ine.

Poblished and distributed la_uj Aames D. Kramer desigu services.
Ml text and trade dress in this publication, other thaw the
Open Gaming License (0GLY, is Copyright © James . Kramer. All
rights reserved. No portion of this publication Not desiguated as
Open Game Content (06C) may be reproduced or gleo_tv-c»)icnllj
transmitted, either in part or in whole, by Ay means, without
the express written permission of the Copyright holder. To ob-
tain permission to reproduce or electrovically travsmit covtent
Not expressly defived as 0GC, convtact the ccf:jrigkt holder

at kramer@usherwoodadventures.com, o write to; James D.
Kramer design services, 86IS 3rd Dr. SE, Everett, WA 48208.
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