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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

Writing an expansion to Keep ow the Borderlands was hardly
an origival ides, but | was fascivated by the concept of "The
Realm’ and even made a stab at detailing it though, sadly,

all that work is long sinee lost. This surviver, however, was

the opening effort v that direction. | think the map shows
some promise iV the Young M of about 12-14 years old, avd |
stuek with that style uvtil after | graduated from High School. |

The Caves of Chaos were

hardly very exciting, at

least to older eyes.

Aso, it's & real mystery

whatever happened to

the Castellan's sonw —

kidoapped by bandit

lords, apparently, and the

reason for the partys visit to

these caves. However, there's nary 4 word on him
avywhere except the ivtroduction. Oh well, bad luek for him
And dad!

Keith Sloan

Hesperia Jumior High School
Hesperia, Califorvia

1981 - 1984




KEEP ON THE RORTERLANDS: THE EXPANSION

l. Bandit Raiders: This bandit party has just recewtly
moved ivte the Keep ares. They are the main-body of
the bandits iv encounter area 3 (for outdoors) and
have come to set up raiding operations against passing
caravans. Also, tkej plan to try and steal some of the
Keeps supplies to build a woodew palisade fort for a
semi-permanect camp. The party consists of the following
bandits;

SO soldiers;
30 swordsmen (DX ACL HDI HPS #ATI AM 1-8)
IS Shortbowmen COXIZ ACT HDI HP4 #ATI TAM 1-6/1-6)
S Light Cavalry (X2 AC4A HDI HPS #AT) AM 1-8)

S Sergeants (DXIZ AC4 (v2 HPIZ #AT) AM 1-8)

2 Cievtemants (OXI4 AC4 (v2 HPIB #AT) AM 1-8)

| Commander (X6 ACZ (vS HPRS #AT) DAM 1-8)

| Leader COXIT AC2 (v HPAO #ATI TAM 2-9)

| Wizard COXIS ACT (v HPIB #AT2 TAM 2-S/2-)

v addition, there are 8 prisonvers and 10 slaves v

the camp. The prisovers consist of S mercenaries, 2
merchanvts, and an elven scout for a lovg lost expedition
for the Realm. The mevcenaries will serve their rescuers
for | month free i€ givew weapons but thereafter must be
payed. The merchants will each pay 2SO g.p. to rescuers.
The el€ will offer to join the party as an NPC. He is a
fighter/magic user of levels 2/2.

Tkej have made their camp about 4 miles east of the Keep
so as to be out of range of patrols. Each bandit has d6
gold pieces per level iv 2 strongboxes located inside the
leaders tent are 4,000 silver pieces, 2,000 qold pieces,
and 14 pieces of jewelry.

* He has & longsword +), Ceather armor +2, and a potion of hercism.

** He has a dagger ¥, 4 ring of spell turving, a ring of protection +2, and A wand of
illosions (4. Spells; charm, sleep, shield, magic missile, invisibility, web, fireball, and £ly.




Keep on the Rorderlands: The Expansion

CAVE OF THE UNKNOWN

Background

It is said iv the Keep that aw evil presence lurks withiv the
strange North and East of the Keep. MAuj believe it to be
hauvted by the spirits of those who died iv it at the hands
of goblivs from withiv. But mest, like the young oves, believe
the rumors to be myth and that the hoards of silver and
Jewels lie here for the takivg. Ivdeed, several youngs boys
lured by the thought of vast treasures have disappesred

looking for fame and fortuve. Recently, several whelps, among
them Palthos son of the Castellan, AFSAPPeAV'ec\ Near the
caves. Terribly grieved, the Castellaw has offered & S000 g.p.
reward for the returnw of his son plus evtrance to the

Ioer bAilej, aNa [ifetime status v the quild. Tempted loj the |
reward and by the Castellad’s sacrifice, you decide to accept. |

“DM's Background

As it turvs out, the cave is Dot haunted at all. It is the
currenvt base of 2 evil persons, Malthus the Grey wizard and
his friend, Gwethlos the red cleric. These 2 ruthless leaders |
are the captaivs of a force of human bandits. They plan to
vse the foree, along with ove recrvited from the Caves led
by the high priest, to march uponw the Keep. At this time,
iNtense Negotistions are underway tryivg to sway the goblivs |
and hobgoblivs to there side. It is very likely the attack will |

come SOON...

Evcounters (Outdoors)

Die Result Die Result

| Bandits 1-6 4 Goblivs 1-8
2  Ores -6 S-6 Other

2 Kobolds 1-6

Shed
This shed is actually a storeroom for food. Guarding it are 4
bandits (DXIZ ACS HDI HP4 #AT) TAM 1-8). They will attempt
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‘to capture opponents but will flea to the tower i€ Pv-essea\.

| Iuside are several crates of good foodstuffs and several casks
(of ale. Each gaurd carrys (46) silver anvd a dagger

Tl. This is the base of the tower, though it is 2Si down. IV it
are 4 menw (DX AC4 HP4 #ATI DAM 1-8). These gqaurds
will, as most others, attempt to capture ivtruders. They will
flee i€ Necessary. This room has several boxes of foodstufls.

. This portion of the tower is alse subterravesn. Iuside are
several large boxes of weapovs and supplies. They include;

18 Congswords 200 Arrows

12 Shert Swords 10 Crossbows (It)
2S Bows 120 Bolts (v
40 Flasks of Ol 20 Taggers

20 Torches 20 Spears

25 Pikes IO Axes

. This is the ground level of the tower. There Are 8 gaurds
COXI4 AC4 HDI HP4 #AT) M -8 + La'dgloawﬁ heve.
They will also seek to capture avy intruders. I€ they have
wArOiNg, ie. i€ the party came overland during the day,
then the gaurds above them will be ready to send aid to
these gaurds.

. There are 4 gaurds (DXIZ ACT HP4 #AT) AM 1-6 +
Congbows), These gaurds will fire upow anyone tryivg to
enter the tower or just sWooping Arcund. Each has 12
arrows plus there is o stack of 2 score standing vear.

. This room is much like above.

. The gaurds in this room are on constant wateh for
intruders. The cleric believes the captured treasure-
huters ave spys. The 4 gaurds COXIS AC4 HPG #4AT
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AM 1-8) will Mways attack to the death. They will wever
surreNder.

. This room is disquised to like a small lair. Ivside are 8
gaurds (DXIZ ACS HPS #AT) AM 1-8 + Longbows) and a
corporal COXI4 AC2Z HPIZ #AT) AM 1-8 + Congbow). They
will send & gaurd out the southerw door to alert the
rest of the cave. The corporal carrys a gold chain worth |
250 3&!::\.

. Bound and gagged iv the room are the 3 lost
hunters anvd an el All are alright, except for the
elf. The pecple from the keep know Nothing, but the
badly beaten el knows something of great ivterest,
the mousters are readying to march onw the Keep, for |
what he Llly kwows, see the DM's Backgrouwd. There
is also A chest of 250 silver coivs and 3 gems. The

elf is deseribed under Additional NPCs.

. This room is disquised as A small storage room for the

tower. lvside are several lmrge erates of 3«:@::\ foodstufls
ANG wiNve. There is uatkius else N here. I

. This is & small gavrd room. In it are 8 gauvrds (DXI3 ALS |
HPS #AT) AM 1-8). They will always remain on dutymbut
will, i€ forced, they will try to retreat to room 10. Each
gaurd carrys (6) silver.

. Same. as above.

. This room watches the cave to the Caverns of Chaos |
(RmSND. Ow Autj here are 16 3AUV‘A$ COXi4 ACS HP4 #AT) |
DAM 1-8) and the Leivtenavt (DX4 AC2Z (13 HPIB #AT) |
Dam 2-10 sword +2). I€ pressed from the south, they will l
retreat to warn the cleric.
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- b. This is the enlisted barracks. Counging around are 20
3A0\r‘c\s (X4 AC4 HPS #AT)I AM 1-8). Tkej will be
ready | turw after alerted. They will thew proceed to
room | by the vorthery route and help reivforce the
gaurd there. Each gaurd has db gold.

. This is an officer/enlisted barracks. luside are 4 men-at-
arms (as above) and the Lollowing officers;

4 Corporals (DXI4 AC2 HPT (vl #AT) DAM 1-I10)
2 Seargeants (DXIS AQ) HPIZ (v2 #ATI DAM 2-ID
| Captain COXIS ACO HPIT Cv4 #ATI AM 4-IN

There are the following treasures: 000 silver, 3,000 gold,
3 gems, AN A wecklace worth 2SO gold.

. SAme. As vroom 3.

. This room is a food storage room. Ivside ave many erates
of foodstulls; salted pork, graivs, wive, ete. The guality is
excellent. There is little else of valve here.

. This room is the avdiendce chamber. The walls are lived
with 10 skeletons (XA ACT HDI-I HPA #AT)I M 1-6)
and 10 zombies COXI ACT HDZ HPG #AT) TAM 1-8).
They will attack anvyowe except the Captain, Guathlos, and
Mathlus whe touches the curtains or them. The curtains
are only useful v that tkej serve As protection for the
leaders. There is wothing of valve v here.

. This is the guarters of Guathlos (DXl AC-2 (vS HP2S
#AT) DAM 2-10). He carrys A mace +2, Ao suake stall
platemail +2, and a potion of X-healing. His spells are curse,
command, cauvse light wounds, chant, hold person, spiritual
hammer, and avimate dead. I€ attacked, he will sttempt to
flee anywhere he can. Iuside are 4,000 silver, 4,000 gold,




Keep on the Rorderlands: The Expansion

A A ring of water walking. (He is brother to the HFSA
preist iv the Caves of Chaos)

. These are Malthus guarter (TXle AC4 (vS HPIS #AT)I AM
3-6). He carries a dagger *2, bracers AC4, 4 ring of fire
resistance, avd a wand of fire (IS). His spells are; charm,
magic missile, shield, sleep, web, darkvess IS' radivs, and
protection from wormal missiles. He will act as Guathlos.
Iuside is SO00 gold pieces anvd a well of many werlds.
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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.
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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
vse, Distribute, copy, edit, format, modi{uj, travslate and oth-
erwise create 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 huthority 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: Tou MUST include a 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.
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