


HIGH-ADYENTURE FROM MIBBLE-SCHOOL

I€ you were anything like me, whew you first became
ivelved as & DM v the werld of v-oleFlAjins LD, the
Notion of an intelligently written module was kind of
an alien conveept. | mean, iso't the idea of just kicking
the stuflivg out of your players the main thivg anyway?
Whe wants to get ivvolved v complex story lives, plot
development, logical progression of evewts, and level-
appropriste NPCs? Am | vight, or am | right?

The series of "High-Adventore from Middle-Sehool"
rdventure modules seeks to CAJtHCullj reproduce those
gems of module concepts directly from the mind of the
13-year old DM that still exists somewhere deep inside
all of us Old-School gamers. Unvedited, and genverally simply
scaved from our existing hand-written manuserists whew
possible, these modules may seem wvintelligible at times,
avd patevtly ludierous at others.

IV retrospect, it's hard to believe we were able to
actually play 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 cans high, and give thavks for the
large pepperoni (extra cheese), and let's recall those

by-gove days sitting ‘round the gaming table, and pay
homage to High-Adventure from Middle-School.

Good Gaming!
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Notes from the 13-Year Old DM

The only thing | can thivk, is that | was pressed for time
to get this particular module completed, because of the
fact | ivterspersed my oww warratives with clippings from
some commercislly purchased module. | have No ides what
module these were takew from. I€ You can identify it, let
me know. It would be wice to give that author credit at
some point.

Mso, | must have just purchased the ADED Fievd Folio
at the time of this writivg, sivce several of the mowsters
iNcluded herein are from that volume, and | didn't use
the Fiend Folio very frequently.

| camvot vecall what the nvamesakes of the module title
(The Gems of Fire) were supposed to be, and the mod-
vle does't appesr to address them specifically. So, feel
free to determive this point for yourself.

I€ you dare to play this module, and your party mavages
to grunt through it, drop me 4 live, and let me kow how
it went.

Good Gaming!

raMzp_—

dames . Kramer

Usherweod M

kramer@usherweodadventures.com
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1 THE MIND OF BALANCE: This room is draped in gray velvet. A 6” diameter, scintillating, glowing,

' rainbow colored gem floats 4 off the ground in the center of the room, rotating slowly. A fanfarish
music can be heard, and the air is slightly antiseptic smelling. The gem is The Mind of Balance (see
Artifacts). If a character touches the gem he or she, and any who don’t make a saving throw vs. magic,
will see a beautiful redhead in chain armor appear and seem to kiss the toucher on the forehead. She
will then jump back and scrtam triumphantly; “DEATH TO LAW! DEATH TO CHAOS! LET THE
BALANCE BE SUPREME!” At this point she will disappear, alorig with the scent in the air and the
music. The curtains will crumble to dust and the toucher will then be under the influence of the gem.
Those making their saving throw will see the gem shrink to %” diameter and fly up to embed itself in
the forehead of the toucher. ;
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%S, MAN-O’-MIST: The floor is covered by 2’ of mist. There is a 60% chance tHat the mist wili form into a
man shape that will gesture towards room 9, then walk into that chamber, point at the lizards nest and
- finally walk through the nest and seemingly disappear into the wall. A melee round later, the mist will

come pouring out of the nest and flow back into chamber 8. This of course will irritate the lizards and
allow for no surprise against them.

@ 9‘ LAIR OF TWO GIANT LIZARDS: AC:5, HD: 3+1, HP: 23, 17. Bhesnestchidesaztow.entranceste-a {
: gecaeedourrn-to o aved: o

DO

Srepingzpassage-adowpstothe-2uddevet. The nest is made up of human and rat bones, fur, and rags. Also
a silver dagger, rotted but rich-looking shield, rusty scale armor and a pitted sword. 10 eggs are in the
nest. In 1 - 2 days they will hatch. One will hatch a basilisk. Young basilisk: HD: 1+1, damage: 1 - 3,
stoning gaze, HP: 4, AC: 4.
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SA . i i t appears to be a comely, naked
ISLEADING MEDUSA: Chained so she has her face to the vyall is wha be
1ch,rsale human with long blond hair. She is guarded by an animated, extremely realistic stone statue of

a man who appears to be wearing robes. Statue is AC: 3, HD: 8, HP: 30, damage: 2 - 16 every 2 rounds.

i d, it will become immediately and horribly obvious that the hair was an
S = e R 24. The chains will then fall away. In a

illusion and that the woman is a medusa; AC% S5 HDE6; HP:
pouch on the statue’s belt is a scroll with stone to flesh spells.
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5 Y_BBERING CHAMBER: This is an empty room that contains only few moldering corpses and rotting
all har}glngs. After a few seconds in this room, characters will hear insane, quiet gibbering that alter-
ates with sobbing and quiet broken sorrowful laughter. Out of the corner of their eyes they will think

hat they see a short shambling dark shape, but they will never be able to look directly at it.
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{¢ THE LAIR OF -t dth-levelfi ign: LE, plate mail and shield, +3 dexter-
ity bonus, AC: -1, weapons: magic longsword, +1, +3 vs. regenerating creatures, lawful good, +I wr
hammer, ring of telekinesis, HP: 106, S: 17, I: 15, W: 14, D: 17, C: 17, CH: 14. Along with Xor ig his

& henchman and sometimes servant Cronok the Fox, a Sth level fighter, align: N, platemail and +2 shi{)/,

+1 dexterity bonus, AC: -1, weapons: broadsword, light crossbow, oil, torches, HP: 44, S: 17, I:" 10,

Wt D:15.€: 16, €116
Cronok will not enter a fight unless he has a pretty good idea that Xor will win. Up until now that

has been the case. If it begins to look bad for Xor, Cronok will join in. However, if badly wounded he

will surrender, usually trusting the “good guys” not to kill him.
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" In a chest at the end of Xor’s cot is the following: 9000 SP and 800 GP. Xor also keeps an extra
chest of undetectably (at least by taste) poisoned food that is so potent that its effects are felt in 6 me-
lee rounds and it does 6d8 .of damage over a space of 2 melee rounds and also paralyzes the victim for
6 - 36 turns. He likes to invite visitors to sup with him. In the treasure chest is an antidote which Xor
will have already imbibed. The antidote will stop the effects of the poison, remove the paralysis and

restore 1d6 damage to the victim. There are 3 doses of the antidote left.
Xor is not a dungeon resident. He has stealthfully gained entrance to the dungeon and seeks to

procure funds for a war he has brewing on the sly back home. Cronok is a hireling who is beginning to
tire of his master’s various atrocities.

If an adventuring group is in here more than 1 turn, Grimstone (room 3-4) will enter and blindly
attack Xor.

If properly rewarded Xor may join a party, but it will be to further his own purposes and should
be played as such. P
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- GRIMSTONE: 5th level elven fighter, Ring mail and shield, AC: 6, align: N, HP: 48, S:/' 1551 15, W 10,
 D: 16, C: 15, CH: 18, weapon: +3 sword. Grimstone is the last of a charmed gro f adventurers sent
to kill Xor The Evil One, because he would not league forces with Hesffremg=Eat#eses. The rest of his
comrades were slain by ghouls in room 5 of this level. However, being an elf and possessing the sword of
Kroan saved him. The same signet is on the sword as is on the ring on the corpse in room 6 of level 1.
Sword of Kroan: +3, I: 9, Ego: 1, align: N, Powers: empathy, detect traps, locate secret doors, detect
evil and good. ' :
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ROOM OF CARRION: This room’s floor is covered with human skeletons and rotting human corpses.
The smell will gag those not making a saving throw against nausea (roll less than constitution -3 on a
d20). Failure indicates loss of stomach contents and weakness equal to 50% normal strength for 2 - 4
turns. Scurrying about the debris are two carrion crawlers, AC: 3/7 (head/body), HD: 3+1, HP: 10,917,
They are attempting to feed while avoiding the advances of a small black pudding, AC: 6, HD: 10,
HP: 14. Scattered about the floor are 1600 CP. The passage to room 39 has a permanent illusion over
it to look like the rest of the wall. However, it has actually been boarded up, although the lower edges

of tihe boarding have been eaten away a bit by the pudding. The drapes have also been pudding dam-
aged. A e o)
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«J77 HOLY HALL OF CLAIRAUDIENCE AND CLAIRVOYANCE The room is dark. Floating in the
center of it, approximately 3’ off the floor, is a 5’ diameter sphere of mist. It is a clairaudience and
clairvoyance spell sphere. It will work 1 - 4 times before recharging. The sphere will allow the viewers tc
see into 1 - 4 rooms in the dungeon or White Tower (but not in the Tower of Set) or follow 1 living
creature for 3 turns. There is a 30% chance that the sphere will show a past occurance in any room or

~of any creature requested. It currently is blank and featureless. A light spell cast upon it or the light of a
light spell falhn)&upon it will activate the sphere.
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&-’7 HOME OF THE HEART OF LAW: This is the location of the heg:'t of law (see Artifacts). The room is
draped in white velvet. A clear, colorless gem, approximately 6 inches in diameter floats 4’ off the
' ground, rotating slowly. Quiet, gentle music can be heard and the air has a healthy, outdoorsy scent.
Touching the gem will cause things to happen as per the page on artifacts. It will appear to those not
making a saving throw against magic and definitely to the toucher, that a gorgeous, blonde woman, richly
¢ dressed in white has come up and kissed the toucher on the forehead and then faded from view. What
has actually happened is that the gem has shrunk to a half inch in diameter and embedded itself in the
toucher’s forehead. The gembearer will now feel compelled to kill any evil ones in the room (saving

+ throw vs. magic applicable). He is under the power of the soul gem and will seek to directly destroy
. sources of evil. ;
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«%) " An illusionary wall makes this room appear to be just a ¢

SOUL OF CHAOS: This is the location of the Soul of Chaos, soul gem (see Artifacts). The room is
draped with a black velvet curtain. The 6 diameter black gem floats about 4’ off the ground, glowing
and rotating slowly. Beautiful, but changing music can be heard in the background. The air is perfumy,
but a little thick. If a character touches the gem, those not making a saving throw against magic and the
toucher in any case will see a beautiful, dark haired, nude woman kiss the toucher on the forehead. Her,
face will then seem to shift into various forms of monsters, humans and even members of the adventuring
party, as she smiles evilly and laughs sardonically, all the while fading from view. Those inaking their
saving throw will see the gem shrink to %’ diameter and embed itself in the toucher’s forehead. For the
effects thereafter, see “The Soul of Chaos” under Artifacts.

Locked in a cage in this room’s center is a small, cute puppy dog (AC: 9, HD: %, HP: 2). The cage hangs
from the ceiling, about 10’ off the floor. Emanating from the cage is a permanent silence 15’ radius
spell. Two fighters stand guard at each cardinal compass point around the cage. Fighting men: level 4
fighters, scale mail and shield, AC: 5, HP: 8 (x 30), align: LE, weapons: morningstars, daggers, and oil.

The puppy dog is in reality the shapechanged form of Murkaganth (Murkey), an adult bronze

- dragon, AC: 0, align: LG, HD: 9, HP: 45, spells: reduce (reverse of enlarge), reduce, invisibility, web,

fireball.

Murkey was captured soon after the takeover of the village. Haffrung Helleyes recognized that one
of the clerics’ pets was the dragon in dog form. The dog form was susceptible to sleep-spelling and has
been kept so ever since (300 years). During that time, he did not age because a temporal stasis had been
placed on the cage as if cast by an 18th level wizard. The spell must be removed before the dragon can

- awaken.

Murkey speaks bronze dragon, lammasu, ki’rin, common, lawful-good, and any animal form that
he may be in. Murkey will immediately decide to attack the forces of evil and begin a war. It is most

probable that he will immediately seek out the gate to Set’s tower and seek to destroy as much as he
can in it.
Iﬂ tha st cané ~-
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; | orridor that bends west. The corridor seems to
be strewn with steel wire. (Roll each round less than dexterity -3 on a d20 to keep from trippingper

- round.) The room is the lair of a huge, web-building metallic spider. A creature of appar ivi
* steel, its web fills the room and touching it will cause entrapmexft. (Roll less than strenpglzg _esn toli allncillgg
to break free.) For every two failures, subtract an additional one strength point because of further en-
tanglc:\m];ant. Hug_ce1 I\f’[etallic Spider, AC: 2, HD: 2+2, HP: 15, Poison: paralytic.
umanoid figure struggles in the web. If Rufo is not wit it wi i ise, i
is a member of the caravan that disappeared the night before :W e vilbe by s i
VASTAVAAR SPEARTONGUE: level 2 fighter, align:
AC: 7,8:12,I: 13, W: . D:17, @716, CHIB, Wea
but a braggart Dervish mercenary. He can set up a cro
d6 roll of 1 - 3. He is currently nude. an

Scattered among the withered web bundles on the floor are a 10 GP agate, a 100 GP spinel, a 50 GP

citrine, 12 CP, and 4 PP. It will take two full turns to cut away enough web to search and 5 turns minus
one turn for every 2 searchers to find all the treasure.

NiHP: .1 4, no armor, +3 dexterity bonus,
pon: scimitar when armed. A good fighter,
ssbow trap in one turn that will go off on a
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THE ROOM OF HEALING: This room was provided as a rest station back in the early days of the battle
between the White and Dark Towers. Much of its original contents have been used up by generations of
fruitless combat. However, it still contains the following: 2 potions of ealing, one with 3 doses and one
with 2 doses. 1 potion of extra healing, a box of clerical spell scrolls: 2 cure light wounds, remove fear,
slow poison, 2 cure disease, exorcise, 2 neutralize poison.

The doorway has a wall of force that will protect it from the dragon, but permits humanoids to
pass through. 2 glyphs of warding, paralyzation are set into the door frame.

Guarding this room are 3 lammasu. Orestes, AC: 6, HD: 7+7, HP: 37, spells: command (x 3),re-
move fear (reverse), hold person (x 3), cure disease, cause blindness, tongues (reverse).
Langdon, AC: 6, HD: 7+7, HP: 46, spells: create water, remove fear (reverse) (x 3), hold person (x 3),
remove curse (reverse), remove curse, sticks to snakes.

Orphredd, AC: 6, HD: 7+7, HP: 53, spells: detect evil, detect magic, light, purify food and drink,
hold person, know alignment, silence 15° radius, dispel magic, locate object, divination.

There is a protection from evil 10’ radius on the box containing the potions and scrolls. The
lammasu will reveal the location of a rod of resurrection if it is necessary (the rod may never leave the
room. If it does it will explode for 6d8 of damage). The rod has 5 charges. Only 2 potions and 2 scrolls
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Module title: Comments:

Mission objective(s):

Mission achievements:

Mission notes:




Summary Matrix
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Weapons Matrix

Str Mods.

Dex Mods.

Race/Class Mods.

“To Hit”

Dam.
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AC.

“To Hit” Dam.

Weapon in Hand

Weapon Mods.

Damage

“to Hit”

Dam.
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07
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09

10
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Combat Matrix

Enemy

Enemy

Enemy

Creature

AC.

vs. AC.

Dam.

Creature AC.

vs. AC.

Dam.

Creature

AC.

vs. AC.

Dam.

04

07

05

08

06

09




Summary Matrix
“To Hit” AC.
10 8 7 6 5 4,3 2 101 23 -4 -5 -6|-7 -8 -10 Player Phone/email
Weapons Matrix
Weapon Mods. Damage Weapon Mods. Damage h
Secondary Weapon “to Hit" Dam. S-M L Missile Weapon “to Hit" Dam. S-M L
J
Combat Matrix
4 Enemy Enemy Combat notes: )
D Creature AC. vs. AC. Dam. D Creature AC. vs. AC. Dam.
10 13
11 14
12 15
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o you have & High Adventure from
Middle-Seheol you would like to share
with the world? Send it to us, and
we will almost certainly add it te our
repertoire. The stranger, the more
bizarre, the siller and wonsevsical it
may be, the better. Sewd us email at
kramer@usherwoodadventures.com and
get back with As scow as possible.
We'll take care of the cover desigu
A Interior lA,jcut for you, and post
the module to both the Usherweood
Adventures website, as well as through
our account at RPGNow.com, where
fellow gamers can downlord your
adventure for free.
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