


PUBlisher’s note

if you were anything like me, when you first became involved 
as a dM in the world of roleplaying d&d, the notion of an 
intelligently written module was kind of an alien concept. i 
mean, isn’t the idea of just kicking the stuffing out of your 
players the main thing anyway? Who wants to get involved in 
complex story lines, plot development, logical progression of 
events, and level-appropriate nPC’s? am i right, or am i right?

the series of high-adventure from Middle-school modules 
seeks to faithful reproduce those gems of adventure 
concepts directly from the mind of the 13-year old dM 
that still exists somewhere deep inside all of us old-school 
gamers. Unedited, and when possible, scanned directly from 
the original hand-written notes, these adventures may seem 
unintelligible at times, and patently ludicrous at others.

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

so, raise your soda cans high, and give thanks for the large 
pepperoni (extra cheese), and let’s recall those by-gone
days sittin’ ‘round the gaming table, and pay homage to
hiGh-adVentUres from Middle sChool!

Good Gaming!

Usherwood dM
Columbus Junior high school
Canoga Park, Ca
1976 – 1979
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notes FroM the 13-year old dM

When i started playing d&d in 1980, there weren’t nearly 
enough modules to keep my burgeoning group occupied - it 
probably didn’t help that, being in seventh Grade, my finances 
were not as forgiving as they are now. anyway, i saw the need 
for new modules* - lots of them! thus was born a series of 
short, often addled, attempts at making my own. of course, each 
had to have a designation, because that was what tsr® did.

at the time, my first wilderness module, W1, seemed like 
a great innovation to me - a whole module set in the 
outdoors! sure, some of the few i did own had outdoor bits, 
but a whole module? it was revolutionary! sadly, i never cashed 
in on the concept. i eventually even dropped the idea of 
giving them alphanumeric designators. too bad, since i don’t 
think i ever got past “#1” in any of the series that i started.

i hope you en joy this gem from my dimmest past.  if you’re 
like me, i kind of feel sorry for the orcs that went to find 
allies, but got attacked instead. 

one other note. all of my modules always listed gems and 
jewels without any sort of value. in fact, for a long time i 
sort of thought of them as just like gold pieces, only worth 
more - how much never really came up.

*note: they were always 
“modules,” never “adventures.” 
that still holds true today.

Keith sloan
hesperia Junior high school
hesperia, California
1981 – 1984

“modules,” never “adventures.” 
that still holds true today.
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Foray into the Wilderness
Position: North of the dim Forest and Bissel, South of the 
Barrier Peaks, and east of the Real Stream.

	 1.	Is a peaceful village of about 400 Dwarves. They are 
armed as follows; 60 with long sword and light crossbow 
40 with broadsword and polearm 80 with long swords 
and 3 spears, 40 with axe and heavy crossbow, 100 with 
axe and hammer, 40 with axe and pick, and 40 with 
hammer and pick.  To see the leaders see the monster 
manual. (DX14 AC4 HD1 HP6 #AT1 DAM see above)

	2.	Is a troll village. The number of trolls in the area is 25 
(DX12 AC4 HD6+6 HP45 #AT3 DAM 5-8/5-8/2-12). If 
attacked they will each use a longbow and arrows on the 
intruders. If badly losing they will continue to attack. If 
still losing they will retreat. After that their will be the 
survivors +10 more trolls. They will track the party and 
attack by surprise. They are friends with the black dragon. 
The treasure in here is 10,000 silver peices 15,000 gold 
1,000 platinum 15 gems 4 jewels and 2 magic items.

	3.	Is a Black Dragon (DX12 AC3 HD8 HP64 #AT3 DAM 1-4/ 
1-4/3-18). He can shoot acid in a beam which cause 64 hit 
points of damage, 32 if save. This dragon can use magic. 
His spells are detect magic, dancing lights, freinds, sleepx2, 
ventril., magic missilex4, and read magic. Since he is not 
sleeping he will use his detect magic and ventriloquism 
spells to throw off the intruders so he can surprise 
them and attack at +3. His treasure is in a small alcove 
where he lays. It is 33,000 copper 60,000 silver 80,000 
electrum 80,000 gold 40 gems a potion of extra healing, 
platemail +5, a sword +1, and a dagger +2. He cannot be 
subdued and of very badly lossing he will call for 20 trolls 
like those above.
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	4. Is a bandit raiding party. There is 50 bandits here. (DX15 
AC6 HD1 HP6 #AT 1 DAM 1-8) 30 of them are armed with 
longbows and arrows. The leader (DX14 AC2 HD6 HP48 
#AT 1 DAM 2-11). He carrys a two handed sword +1 and 
2 potions of extra healing. They will attack all travellers 
who come to the fork in the road. Each man carrys 10 
gold peices and the leader carrys 100 gp. There is a clear 
path that leads to an encampment. The treasure is 4,000 
silver 3,000 gold 12 gems 4 jewels and 1 other magic item 
which is a wand of wonder.

	5.	Is a barge. To get to the town of Norn the barge must 
be ridden. It costs 10 gold peices. 30 if wagon.

	6. If the orcs territory. Soon after the pass is entered the 
intruders will be attacked by 40 orcs (DX12 AC6 HD1 
HP6 #AT 1 DAM 1-8) and 5 more leaders (DX14 AC5 HD2 
HP12 #AT 1 DAM 2-9). 100 of the orcs are armed with 
shortbows and 8 arrows each. Each normal orc carries 10 
gold peices and each leader carrys 100 gold peices.

	7.	Is an expidition from the orcs country. There is 18 orcs 
left, they were attacked, (DX12 AC7 HD1 HP6 #AT 1 
DAM 1-8) and one leader (DX14 AC5 HD2 HP12 #AT 1 
DAM 2-9). They had been sent to find allys to bring 
back with them, but they didn’t find any. The total 
treasure is 2,500 gold peices and 12 gems.
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Notes
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. 
and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). 
All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or 
trademark owners who have contributed Open Game Content; 
(b)”Derivative Material” means copyrighted material including 
derivative works and translations (including into other com-
puter languages), potation, modification, correction, addition, 
extension, upgrade, improvement, compilation, abridgment or 
other form in which an existing work may be recast, transformed 
or adapted; (c) “Distribute” means to reproduce, license, rent, 
lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d)”Open Game Content” means the game mechanic 
and includes the methods, procedures, processes and routines 
to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any ad-
ditional content clearly identified as Open Game Content by 
the Contributor, and means any work covered by this License, 
including translations and derivative works under copyright 
law, but specifically excludes Product Identity. (e) “Product 
Identity” means product and product line names, logos and 
identifying marks including trade dress; artifacts; creatures 
characters; stories, storylines, plots, thematic elements, dia-
logue, incidents, language, artwork, symbols, designs, depictions, 
likenesses, formats, poses, concepts, themes and graphic, pho-
tographic and other visual or audio representations; names and 
descriptions of characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; places, loca-
tions, environments, creatures, equipment, magical or supernat-
ural abilities or effects, logos, symbols, or graphic designs; and 
any other trademark or registered trademark clearly identi-
fied as Product identity by the owner of the Product Identity, 
and which specifically excludes the Open Game Content; (f) 
“Trademark” means the logos, names, mark, sign, motto, designs 
that are used by a Contributor to identify itself or its prod-
ucts or the associated products contributed to the Open Game 
License by the Contributor (g) “Use”, “Used” or “Using” means to 
use, Distribute, copy, edit, format, modify, translate and oth-
erwise create Derivative Material of Open Game Content. (h) 
“You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content 
that contains a notice indicating that the Open Game Content 
may only be used under and in terms of this License. You must 
affix such a notice to any Open Game Content that you Use. No 
terms may be added to or subtracted from this License except 
as described by the License itself. No other terms or condi-
tions may be applied to any Open Game Content distributed 
using this License.

3. Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing 
to use this License, the Contributors grant You a perpetual, 
worldwide, royaltyfree, non-exclusive license with the exact 
terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are con-
tributing original material as Open Game Content, You represent 
that YourContributions are Your original creation and/or You have 
sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of 
the COPYRIGHT NOTICE of any Open Game Content You are 
copying, modifying or distributing, and You must add the title, 
the copyright date, and the copyright holder’s name to the 
COPYRIGHT NOTICE of any original Open Game Content you 
Distribute.

7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except as 
expressly licensed in another, independent Agreement with the 
owner of each element of that Product Identity. You agree not 
to indicate compatibility or co-adaptability with any Trademark 
or Registered Trademark in con junction with a work containing 
Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark 
or Registered Trademark. The use of any Product Identity in 
Open Game Content does not constitute a challenge to the 

ownership of that Product Identity. The owner of any Product 
Identity used in Open Game Content shall retain all rights, title 
and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are distrib-
uting are Open Game Content.

9. Updating the License: Wizards or its designated Agents may 
publish updated versions of this License. You may use any autho-
rized version of this License to cp, modify and distribute any 
Open Game Content originally distributed under any version of 
this License.

10. Copy of this License: You MUST include a cp of this License 
with every cp of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise 
the Open Game Content using the name of any Contributor un-
less You have written permission from the Contributor to do so.

12. Inability to Comply: If 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 
governmental regulation then You may not Use any Open Game 
Material so affected.

13. Termination: This License will terminate automatically if You 
fail to comply with all terms herein and fail to cure such breach 
within 30 days of becoming aware of the breach. All sublicenses 
shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the ex-
tent necessary to make it enforceable.

15. Copyright Notice: Open Game License v 1.0 Copyright 2000, 
Wizards of the Coast, Inc. Dungeons & Dragons, Players 
Handbook, Dungeon Masters Guide, Monster Manual, d20 
System, and Wizards of the Coast are trademarks of Wizards 
of the Coast, Inc. in the United States and other countries and 
is used with permission.

This product uses the OSRIIC™ System (Old School System 
Reference and Index Compilation™). The OSRIC™ system text may 
be found at http://www.knights​-n-knaves.com/osric. The OSRIC™ 
text is copyright of Stuart Marshall. “OSRIC™” and ”Oldschool 
System Reference and Index Compilation™” are trademarks of 
Stuart Marshall and Matthew Finch and may be used only in ac-
cordance with the OSRIC™ license.

This product is not affiliated with Wizards of the Coast.

High-Adventure from Middle-School, FEADAD!, Usherwood 
Adventures, and all associated works and materials are copy-
right James D. Kramer. Author; Keith Sloan. All content within 
this product is consider Open Game Content, with the excep-
tion of the layout and presentation which is considered copy-
right trade dress.

This product uses OSRIC System (Oldschool System Reference 
and Index Compilation). The OSRIC System text may be found 
at http://www.knights-n-knaves.com/osric. The OSRIC text is 
copyright of Stuart Marshall. “OSRIC” and “Oldschool System 
Reference and Index Compilation” are trademarks of Stuart 
Marshall and Matthew Finch and may be used only in accor-
dance with the OSRIC license. This product is not affiliated with 
Wizards of the Coast, Inc.

Published and distributed by James D. Kramer design services. 
All text and trade dress in this publication, other than the 
Open Gaming License (OGL), is Copyright © James D. Kramer. All 
rights reserved. No portion of this publication not designated as 
Open Game Content (OGC) may be reproduced or electronically 
transmitted, either in part or in whole, by any means, without 
the express written permission of the Copyright holder. To ob-
tain permission to reproduce or electronically transmit content 
not expressly defined as OGC, contact the copyright holder 
at kramer@usherwoodadventures.com, or, write to; James D. 
Kramer design services, 8615 3rd Dr. SE, Everett, WA 98208.
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	0: 
	1: 
	0: 


	2: 
	0: 
	1: 
	0: 


	3: 
	0: 
	1: 
	0: 


	4: 
	0: 
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	0: 
	0: 
	1: 
	0: 
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	0: 
	1: 
	0: 


	2: 
	1: 
	0: 

	0: 
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	1: 
	0: 

	0: 
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	0: 
	0: 
	1: 
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	0: 
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	1: 
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