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To E Gary Gygax, JL, AJ, and especially PA Cunningham, without any of 
whom this bOok/et would not have appeared. 

Ever since a lerqe number of the men-et-arms stationed In Starstone were recalled 
to take part In the Toxandrfa war raging to the south, the County has been sub­
jected to lncreaelngly frequent Inroads by bees ts from the Northern Waste .... 
Is the red glow seen late et night by the Gnomes of Serdkirk the dragon which raz­
ed the village of Farholme three years ego? Did the Piigrims who disappeared 
whilst travelling to Serdldrk faU to Its fiery breath ... ?. 
Two gold shipments from Dofgold havo been ambushed, a Holy Shrine 
desecrated, end villagers kidnapped end worse. Quarrier blamee miner end 
villager blames burgess In a growing web of accusedon and Intrigue. Who Is 
behind It ell ... ?. 

'The brsva m8Y discover tho truth, but only the cunning and tho porcoptiva will 
I/vs to tell thats/a of STARSTONE.' 
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MAP A - The County of ST ARSTONE 
Outdoor Encounter$. 

Th«e is a 1 In 4 chanco per hour of an ancountor, In oddhlon to those 
monsto11 already mentioned. Encountc/$ within a 1 mile radius o f • village 
aro 90'4 fikely 10 be viM•O"'•· othetwise consult tfie outdoor encount0< 
tablo below:· 

Outdoor Encounters Tobie fD100) 
Number 
Appeorlng 

Seo visitors toblo for nearest village. 
2·5 Straying domastlc animals. 
2·5 Ownors of above searching. 
2·5 Common Huntors. 
3· 12 Noblo HuntetS. 
1·3 Ca11or. 
1·2 Purveyo11. 
See notes. Noblo. 
1·2 Priest. 
1·2 Pedlor. 
3-12 Entertainers. 
I Messenger. 
2· 12 Merchants. 
3·18 Poa..,nts. 
1·10 Oudaws. 
1·10 Bogg•rs. 
2·5 Wolves. 
5-30 Poor. 
2·5 Dodgors. 
1-3 Block Bears. 

Flock of Birds tokos flight suddenly. 
Rus tling nolso ftlmid animal). 

2·8 Wild Boor. 
2·20 Bots. 
1·6 VIiiagers from neorost village. 

Tabla no/1$. 

Road Other 
Doy Night Doy Night 

1·20 1-10 
21-25 11·20 
26·30 21·30 
31·33 31 
34.35 32 
$41 33 

42 

1-6 1-10 
6·10 11-16 
11-20 16·20 
21-25 21-22 

44.45 34 26 
46-54 35-36 
54-55 ':fl 

• 66-57 38 
58-60 39 
61·66 40-42 27·30 23-24 
66-67 43-54 31·40 ~ 
68-72 55-60 41 -45 41-42 

73 61·64 46-55 43·52 
74 65-67 56-68 52·62 

7&.76 68·72 69·75 55.73 
77 73-74 76-80 74·78 

78·80 76-78 81·85 79·84 
81·83 79-82 86-90 85-87 
8H6 83·86 91-95 88-89 

87-90 89-98 
86-00 91·00 96·00 99.00 

Straying •nimols wi~ include catde, O<en, pigs, shoop, dogs and 
horseo. 

Common hunters wiU be fighters with 1·3 HO hunting for woMls or 
beaver Oegallyl, deer or boar (ilegallyl. The tongue of land between tho 
two branches of tho river larch has been designatod Baron's forest by 
Gronek, only nobles being allowed to hunt deer and boar there. The 
penalty for brooking this law is death. . 

Noble hunters will usually bo mounted, and consist ol the feudal 
lords of tho various villages mentioned abovo for assoc.lates of the Mar· 
sh•ll at Alstonbyl togathor with their retainers, grooms, guom otc. Thoy ~ 
will usually bo fighters of 4-6 HD with an arrogant and Imperious monnor. 
It Is suggested that thoso not outiined In tho map key above be their 
guasts, to aavo complications in later scenarios. 

Purvoyors lthiovos with 2·5 HDI will have royal writs from the King of 
Vcdro to 1oqulsition carts, horses, othor pack animals and grain to bo used 
In the Toxandrlo war. Thora is a 40% chanco that they will be bogus 
charlstans. 

Nobloa will be members of the feudal famllles noted abovo, their 
guests or high prlosts \/isiting tho lesser priests In the area. Thoy will be 
mounted and accompanied by 2· 12 men-at·arms. 

Priests will bt from the vibgas named abo)lo. 
Entertainers will bo minsllcls, tumble11, jugglots, confurors, owr>Ors 

of perfdrmlng boats, and ribalds of an kinds, usually travelling in bands. 
Messengers will be ttavelling between nobles end priests. 
Outlaws will bo runaway selfs or hunte1s who havo been caught with 

deer 01 boor fl-3 HO). 
Peuants will bo looking for work. 
For other travelletS (carto11, merchants etc.) tho vlltage vishors tables 

may bo consulted. 
Tho wolves ate fAA·L&S, HD-2; AO· 1·6; MT· 170'1 
Deer are (AA· S; HD·104; MT·190'l 
Black Boars oro IAR·l&S; HD-1010; AD· 1·211-211·8 plua hug for 

3·8 if both paws hil; MT-110'1. 
Wild Boar aro (AR·l&S; H0-1010; AD· 1·3/1-3; MT·160'), 
Bots aro (AR· l; HP· 1-2; MT-190') and havo no attack. 
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fn'ti<.ocn:ictroa 

ST AR STONE contains three scenarios for medloval fantasy rol& playing 
games.' To use the.so scenarios a set of games rules dealing with character 
generation, movement, combat and so forth \\till bo nccossary, as none of 
this is covered In this booklet. 

Tho thrco scenarios are given in order of increasing difficulty and are 
designed for 6-8 beginning characters. They a<0 intorllnkod and w ill be 
followed by further scenarios for more exporioncad characters, though 
each can be used separately as an adjunct to oxisting campaigns. 

orttercnt rule-s systems deal with tho mechanics of play in different 
ways, and thi.s poses problems when listing tho characteristics · of 
monstetS and non-player characters. Tho conventions used in these 
scenarios are fully outlined io order that thoy might be easily modified if 
neeessary to fit in with tha rules system used. Similarly, spells used by 
non· player characters have been given general names such as Minor Curo 
and Ball of Firs so·lhat equivalent ones can be substituted from the games 
system played to. 

The amount of tieasurc avallabte varies from game to gamo, and it may 
be necessary for a gamesmaster to bring tho amounts in these sConarjos. 
Into line with his or her own campaign. If so, I t Is s\r99es1ed that the 
amounts be kept proportionately the samo, as the economic aspects of 
the scenarios are internally consistent. 

Tho coinage used consists of copper pieces (CP), silver pieces (SPI, 
gold pieces lGPI. and platinum pieces (PP). To aid gamesmasters In allot· 
ting values for those items not specifically named, thoso translato roughly 
to I CP a 10 pence, 1 SP a £1, 1 GP = £20 and 1 PP = rn>O. 

Once any necessary changes havo been rnade, the scenarios are ready 
to run. Tho firs t makos an ideal adventure for beginning players and can 
be played in one sitting. Sardkirk and Do/gold are much more detailed and 
constituto 'mini campaigns'. Each off ors wilderness and urban adventure~ 
ln addition to tho more usual dungeon scenario. A thoiough 1eadlng of 
qach scenario is rccommendod bofore play begins. 

convent:roos osev 

Where non·player cha1acters tNPCs) are concerned, the following In· 
formation will be given:- Name; Raco; Age; Wealth; lnlluence Level: A<· 
mour Rating•; Character Class; Hit Oice'; Hit Points•; Attack Damage•; 
lnctinallon•; Movement•. For more usual monsters only the asterisked in· 
fOrmaUon will be givon. An explanation of the.sa terms appears below. 

WEALTH. Thrco separato figures arc given for this in tho form X/Y/Z. X 
Is tho avcrago daily income of the NPC In SP, and tho usual maximum thar 
his pockclS·Will yield If picked. Y is the value of tho NPC's property in GF 
- house, lands, furnishings, livestock etc. Z Is the amount which tho 
NPC has in readily transportable wealth such as gems, jeweller)', coins, 
plate, clothing etc. Its oxact nature and location is left to the gamesrnster 
in many cases. 
IL - INFLUENCE LEVEL This can be taken as Social Class (with 1 as 
lowest> but Is given in purely economic terms. 

AR - · ARMOUR RATING. This indicates the ease or othcrwiso in strik· 
ing the target. For NPC's this rofcrs to their armour and/or doxtcrity ad· 
justments. for other monsters It refers to the thickness of their hides etc. 
The following abbreviations are used: 

N - No armour 
S - Shield only 
l - Leather armour 
L&S - Leather armour and shield 
SM - Scala armour 
CM - Chainmail am 1our 
CM&S - Chainmail armour and 

shield 
PM - Ptate mail armour 
FP - t-ull plate armour 
FP&S - Full plate armour and 

shield 

The offcctlvcncss of magical armour and weapons is given by adding on 
a pcrccntago ( +5%, + 10% etc.). Remernbor that St modification of 5% is 
a modification of I if a twentv·sided dice is used to determine whether or 
not a target is hit. For examplo, if a fighter normallY hits a chainmail clad 
opponent on a throw of 12, ho would need a throw of 14 or over to hit one 
wearing choinfTUJi/ + 10%. If the fighter had a magic sword + 5%, 
however, ho would hit tho same opponent on a throw of 13 or more. 

CC - CHARACTER CLASS. For those games systems which have 
character classes, an oqulvalcnt class should easily be found. For those 
which don't havo cliaracter crasscs as such this will give soma indication 
of the skills/spells of th• NPC referred 10. 

HD - HIT DICE. This ls given In tho formXDYwhere Xis the number of 
dice and Y is tho numbar of sides on tho dice (for example 206 would bo 
two six-sided dlcel. It is an indication of a monster's/NPC's lavel. Noto 
1ha1 even thoso NPC's not having a character class might have 'levels' In 
so far as saving throws/noticing pickpockets etc. aro conceined. Where 

· the type of dice ~re not montionod 8-sided dice are assumed. 

HP - HIT POINTS. Tho figure given is the number of points of damage 
a creature can sustain bcforo being killed. 

AD - ATTACI< DAMAGE. This is given •s a range of numbers for the 
attacks the croaturo can lauftch each melee round. If the creature hits the 
target tho t~.uget's hit points afe reduced by these amounts. 

INC - INCLINATION. The inclination of an NPC can bo token to COrr• 
raspond to an alignment if the rules system used has provislon for this 
(though the category is loft blank for NPC's who don't have any particular 
bent, and many monsters are simply listed as 'Hungry'). Otherwise it 
m6rety serves as an irisight into a creature's character. 

MT - MOVEMENT. This iS given as tho maximum number of feet a 
crcaturo can moye In one me!ee round. 

ITALICS. Blocks of text In Italics refer to either things which player 
characters can see or knowlcdgo which is commonly known, and may be 
read out to players directly. Otherwise the text Is for the 9amesm~s1or on­
ly. Where common knowledge ls eOncemed, gamesmasters may chooso 
to have players discover this through questioning NPC's. 

a sboRt bfstoR(Y o+: 
st:a RS'tone 

(As compiled by Jansor Bumbleby, Clerk of Ristenby·town in 
the year 1381) 

The llrst inhabitants of what is now the Counry of Starstono wcro sim­
plo trt'besmen whose descendants still /lofd 11n area north of tho county. 
Alter many years of sporadic conl/lct thoy wsro conquered by tho Vcd1011s 
in their last period of expansion and tho oroo bocome p:11t of the Vodron 
Empirf!. This occuflc.d 349 yc:Hs alter tho cotonotion of tho first F.mporor 
of Vedra (tho doto at which the calendar still boglns). 

As tho sito of tho city of Starston Brldgo is the lowest point at which 
the mighty River Larch can bo bridged, tho Vodrnns bw1t a fortress, nom· 
ed Dovt1, hare and constructed wooden btidgas across ths t1ost and w sst 
branches of the tlver. A goldmine was discovered nearby, ond the Em· 
pirc's system of well·built i oads was cxtondBd to join ths mine snd for4 

rress ro rM civilised lands of the South. A lnlding s•ttl•m•nt gflJW up 
alo119slde tl10 fortress to color for the trollic passing over tho river, and the 
aroo became incrosslngly populous throughout the Vedtan oCcupatfon. 

Tho Vedran Empire, however, becamo decodeht and bssat by Internal 
st1lfo. A number of civil wars occurred as rival generals fought each other 
for the linpetial throne, whr1st at the soms tims ths dangers from outside 
tho Empi10 bccams aver more lmmincnt. In 498 thB commander of the 
Vcdran army based at Deva procfslmcd himself Emperor and marched 
south wfth hls forces. He was dolcatcd, bvt the troops werB never replac· 
ed. The orcn.'> on ths bordorsol tho £mpirB organised themsolves into pet· 



ty ldngdoms o: conlfa/ conuol waned, b11t they were not •Uong en011gh to 
slBm the v .. 1 lido of baltw;ons, both . h11man ond hum.nold, which 
engulfed tho Empko In 517-23. In 525 Vedra herseH was sa<l<M and tho 
Dark y .. ,. bt190n. 

Lillkl rocorded hl:rory exlst• from this time unit 9"13, when Ryk11r 'Tho 
Sleep/cu~ • l1m011s wotrior from one of rhe New Kingdom: which hed 
tep/ocod tho Empire, sailM up tho River Latch with lhtco sNps. Ho and 
his men bog1n tho cost!• of Ryk4nbutg on the site of tho old Vcdton lot· 
Vess, toploctd tho decay# wooden btklges wirh new onos ol stono, ond 
,.,.opened th• gofdmfno. Rykar wos titcfess in cleating th• aru of hazatds 
ond making tht ro1tds .safe for merchants onco moro, on incr1oslng 
numbor of whom bogon to uso tho cmss.ing in order lo ovo;d th8 sxorbl· 
tont tolls oml fBllY chlltgcs down 1ive1. Also, ho oncouro9od colonlsotlon 
of tho Lorch•s .,,, by Dwarves, Gnomes and Ho/flings In addition to 
hurnBnklnd, and founded tho town of Stonobtidge, st tho foot of tho hill 
on which Rykorsburg :tonds. 

Although Rykor's suce1sso1s to tho Earldom of tho Lorcho: did not oc· 
tiv«ly oncourago cxp11nslon to the same extent, being cont1nt w/th the 
rsvenuo: from tolls ind the goldmine, Stonebtidgo conlinu1d to grow, 
and the flols of Rykor's original followers to flOlltish. Tho only 1xponslon 
of any kind occu11..J in 1164 whan IM Maflh'11 and slJ/er of E~f Ry/ulr N, 
thwan1d hy him in th1fr pfons to marry, soetolly Hod ••stwotds with • 
numbor of m#lfl-ll·llffM, ScOI/, tht: Marshal, built o ca:l/1 by Iha gr1at 
east road which ldttt 1>«8mo the town and Batony of Skt:Hington, 
though 11/11/ons ~tween th• Barony ond Earldom hov. nevw &eon good. 

Th• l•st rul1r of Rykor's I/no was Kat/yt "Iha Bull", an invotoratl ltehcr 
who is tcputod to hovo sitod over 200 bastatds. In 1333, tha 22nd ye11 of 
Karlyr's rult1, a tontolising/y beautiful fn6gician named Oarort1 tJt. Fair, 
whoso ovil rt1pur11rlon had not yet 1eached Ston1JbrldgB, 11rtivod In I/ill 
town and was soon lnvilod to stay ln Rykarsbvrg. Kur/yr bacnmt1 In· 
fsttJatod with har, probably ous to her magic as much os to htJt looks, 
much to tho alarm of Ills followe1S. Those who compfoine<l too l oudly, 
howovBr, had o vary short llfo oxpectancy. 

An incrooslng number of Darstta's associ8tcs trickled Into tho Lorcl111s, 
many boing given Important po:ts both within Ryksr1burg 1nd alsswhBts 
in tho Eotldom. Grodualfy, by oliminating all who opposod har, sha took 
over tho gov1mment ol the Earldom almost toUJ/ly, and on tho first day of 
the Yule cefcbratlont of 1333 the townspoepl• of S ton•btldga wtJfd 
awakened (by tho ltot»hod mounts ol a latg• ho:/ of block·cl•d mon·at· 
11ms th/Ing In !tom tho west/ to see Darotta's stondatd flying over 
Rykotsburg. Tho:b tctain•l3 of Kat/yr who sti8 rt1mainod could b1 soon, 
horribly tortut•d, hanging upside d-0wn ftom the battlements - some 
monagad to fight olf rho crows for • num~t of days. 

Katfyt, •ftor bling r~u/11/y tortured almost to the point of daoth l0t • 
numb<t of wtJokl, Is toputed to /14v• taken his oVln life. Hi• body was 
onimDIBd, dtestod In hit finest clothes. and /feared with 1x1g~rntod 
1cspcct by Daretta, who meonwhUo 1uthlessly put down tho few /solatod 
pockets of 1tJsist1nca to hot tuts. 

Thi peoplo of tho c11tldom soon lsarned what liflJ undor Darstto's yoko 
would bfl Ilks, lot tmJny weta tJnslaved 01 tortursd by th• lnc1ooslng 
numbff of 6Vll c1cnturos that DatoNa sncouroged to sottlo In the ttf (llJ, 
Tho growth of Stoncbtidg• came to a hall as {llssogo ovBr th• river 
bcc4mo both h111tt1dous ond mote oxpensivo. Although carova11s wi1e 
stfll tt lotiv1ly 1810 In tho oorldom1 anyone who questlonsd Oa1otto'11ul11 
wa$ ptono to d/$appcar into the depths of tho c11stlt1, and in tho SUffOUn· 
ding attas on lnc1111slng numbet of caravans wot• 1ald11d. Th1s1 tOfds 
:ptead ovon lutthor •flcfd, as did the evil teputation of 00tetto, D11od 
Ouun of tho LllfchfS. 

In 1346 • goodly paladin of much tenown named Riston 111 hlm:tlf tho 
t.ask of ft,.lng tho L11cMs from Datetta1s t61ti/ying tulo. H1 1:kod tho 
King of Vodta for hi• old In this, ,. Daretto's position was too •Uong for 
him to 1cduc11lon•. This 1id was forthcoming (for tho northltn bordets 
of the Kingdom of Vcd11 hod been extensivllly 1avogM by D•rott•'s 
morouding bond:/ but tho wily monarch insisted that Riston 1<1<nowlodgo 
his suzerainty :hou/d his ottempJ bo succes:fuf. For tho sok• of 1 well 
aquipped slsgo ltoln, •well offfceted contingent of the Rayo! Guatd, and 
tho lraedom to fovy vo/1mtce1s throughout tho kingdom, Rlsttn ngtoM. 
H11 •lso sent out mo:stngcrs to other lsnds which h•d suffor1d s t Dnrot· 
to's hands, ssl<lng fat mota volumet1s, and spent the wintot prilpotlng for 
his great oxpsdltfon. 

Rlston's /oteot 901h11ed duting the spring of 1347 ond motehed north 
along tho cost bank of the Rlvst Larch, ftarassod for most of tho way by 
i,snds of DntallD's maroud11s. Hst main lo1ces p1epated a suong position 
naot to wharo tho llshing town of Rockbury now stands, and conllcJontty 
iJW8ltsd Hlst1n's 1pp1oach. 

Rlst1n's victory was as comp(eto as it was unexptcted, and It Is wkJ•/y 
bokvM thot M was eklcd by tho Gods thomselvu. At fim, however, rho 
battlo Wini b1dly for him. D11etta's Uoops repul<M two 11toclcs on thair 
posirk>n and t~n count# ettacked vigorously. Rist#.n's llOQP$ w11ro lotc. 
od bock and w.11 on the point of brealang when mltocu/Ollsfy a huge 
bO!lldct (cf/ from the sJcv ond landed upon Dsrett:J's command Poll, kilfing 
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a number of her hfmchmc.n and sttiking h•r unconscious. 
Seeing this her forces fa/tot-.!, a who of panic spread through their 

ranks and thoy fled tho Ueki in tout, hotft pursu..J with rcnowod vigour IYf 
Ri:ten's forcos slf the wsy to tho eutom 11pptoach Irita Stonebtklge. The 
slaughter amongst Datctta's minh>ns was g1c11t, 11nd most of thos~ who 
sutvived fled the area comp/otoly. It ls th011ght thot before they did so, 
hOWfll/111, the entrancos to many of thtit l1i1s W'!tc destroyed or 
cam011flsged, for few have sinco b" n found. 

Unfortunately, Risten'< ttoops w110 too •xh•ustcd to take the btidge 
whBn they 18Bched It. Two days later it foll to• night assault In conjunc­
tion with a sutptise teat atthck ftom t1oops who had bsen $ec1etly f1111lsd 
ovor $Otn/J miles upriver. Tiie onsuii1g slcgo of Ryka1sbu1g lasted a mtJto 
two weeks, though much of tho town wns d•m•gcd In th• fighting. 
Whan tho c;,sl/11 fell howovet, noithor D111otto nor her sutvivlng captains 
and lioutonsnts wera found withfn. Thinking thay they might mska an DI· 
tempt to tetako the a1011, Rlsten dovottd much of his t1fnB for tho next 
scvon years in st111ngthcning the attJo to ttJs/st such 11n anock. He repaired 
existing cssdes, ond built o number of n1w ones, including the castle and 
walled town of Ristonby, IUltnad 1lta1 its l/luJtJious founder, to 9u111d tho 
northem approaches. 

Stonebtidg11 was renamed Statston 81/dgo 1ft11 the Storstone, or vic-­
tory tock, which "4d milacufous/y lni.rvcnod in tho decisive battle. Risten 
was dubbed Count of S1111stoM, thl n1mt1 by which Iha Latches came to 
bo k"'1Wn. by the King of V#t11, ind tn1111l•d his daughter Iha Princess 
Tossa/18. 



Ristan's twenty·sevcn years of benign ruts healed Dar1tt1J'$ fourlun 
yBOfl of d1Spoilalion ~etely. Starston Bridge blonom<d Into • sm111/ 
but thriving city, vi/lag•• wtto tt!-ocwpied, and tcbuilt and• numbt1 of 
now onH foundad. Riston actiwly ancouragcd ttt-colonlutlon by updght 
and good mcmbOJ:I of aH rac~s, and as his affici1nt ond QicumsptJCt 
patrols trlJvcllod cvar further afil!I~ new areas of Iha w~1t1 co,,,. undor 
cultlv1tlon. 

Ristcn wos voty popufor wjth the peoplo of the County, 1nd wh•n his 
son Ptucgtfno waJ" born In 1366 sHairs in Starston• ceastd for thrca days 
of spon1an.11ous c~ebrotion. Pe1egfi'ne, it seems, was not d1stfn1d to suc­
ceed hl.f lather J;ow1ver. 

Ono doy In tho autumn of 1374 Risien wsnt tiding with Porogtino along 
tho wostotn bnnk of tho Enst l.atc/I. Sue/I was tho pcoco that lay upon tho 
land thnt thoy 10</B without either arms or attcndnnts. Al t/Jo sun wa~' 
sinking, Pertgtlmls rld811en and blood-spattered pony rstumed o/onc, 
and the patrol wh~ch wos sent Out/ led by Arinbjorn t/Jt1 um91t, founfl the 
bodies of Riston Otld his WDthO!SO hotrib/y muulated wit// str1ng• ltlcks 
l1ading away from them. Of Perogrinc they found no t111c~. 

Allnb/orn and Golohad, chief 1;eutet11nts of Risien, sent out mcssongen 
thtOUghout the County teques~ng all able bodied llghtm who could 
111ach llHI spot whe111 Risten's body was fovnd belo1c d1wn to do so in 
ordor that Rlsten's murdetf.rS could be uac.ked and Per119riM rtcovw,.d. 
Many onsworod Iha wtnmont, though they ww• SUtfNisod when 
Ben•dict th• At<hp1lost and /$111m01 the Mage, who bad also b,.n with 
Ristcn ftom tho ••1/y yoars, failed to do so. Th• ltflCks lod Into tho Nor­
thtrn Wafl•, and thllhct tho host followtd, tOough faw ..,.,. to retvtn. 

Aftat nw day• In th• Wild•rnen they wcra ~mbushad by mitkd datk 
foes, and though thay fought valiantly, they weta ovcrwhclmad by 
nvmbo1s and dork mDglc. SuNiVors tell.of a stJongo mist which struck 
flDt Into their hoons and soppod their limb• of 1trength, though It dtovo 
thc/f fotts Into mmderous frenzy. Faceless walflors wc1t1 s11n1 who secrn­
ad to gn"ln visibly In strongth with each foo they slew, and ftom whose 
dcnt11 wound~ none could bo brought back to lifo. Ono tuch was /<Jlnb­
/orn, whoso wound covered body was bravely saved by Fetuu• th9 
minstrel, hlmt1/f grlevously wounded when ho rotumed to Slluston 
Btldga. 

Jt Is thought that Riston hlmsellwas slain by th11se faceless W8fflot11 for 
all ottempll by Atchptiest Benedict to bring him back to life mot wfth no 
success. 

A Shito Moot w.r• coHcd. attended by all tha dignitaries of the County, 
wht10 it wu doc/dad that nch town and vi/Iago should fl'Nlk• e11ango. 
mint fot ltt own dofanca, end that the King of Vedta •hovld b• •sk•d to 
fNovldo • M11•fHll for th• County, gattisons (Of Its cos II•• ond pattols fOt 
its bordttlS, sine• MW•$ Sta1ston11's suzerain ond R/sten 111d his heir wt!ftl 

no longsr av11f/11b/1 to p1rform thesa tasks. There was o gon1ra/ ell.I to 
arms thtoughout thd County, and requests for aid wcra dospatcll•d to 
other lond11 for it was feared that the ambush was but a pr•cur&or to a 
ganBtal invoslon, 

Tho King of Vedro d•spotchad Lotd Gronak to ~torsion•, and ha and 
his fol/owe,. g•trlsoned Rykorsbutg and othar castl•s. Tho oxpoctod at· 
tack did not mtttotlaflse, llowsver; and to this day It/,,. not knO\.'ln whcro 
rho murdctots '!( R/$1en and tho flow., of Statston• otiglnotod. 

Whon Lord Gnmek announcod h/mstlf •1 Count of Storstone the.pco­
plo of tho County sont •n itato doputation to th• King of Vcdta to declare 
lhat they would only rccognlso Pe109tino, tho King's nephew, as Count, 
•fld that un/B$$ Lord G111nek's tlllo wwo 1ovokBd they would move en 
mass elsawhets. L01d GtaMk wt• Instead dubbed Baron StoMbridge, 
and made Lord Lieutenant of 1h11 County, but relations between the Baron 
and the test Of the County bav• bo1n 11talnad ever sfnco. 

Atound this time tho peop/o of Rockbuty awoke one m01ning to find 
Rlsten's sword 1 ·Fal1/lght" cmbldd1d In tha SlarstonB with the 1Nords 
"Rlston's heir shall f1eo meu carv1d b1n11sth in glowing lettcts. On1 
vll/oger who was looll'Sh enough to ti'{ 11nd drow ths ~wotd, was magically 
struck dead on tho spot .. 

Until 1378 Baton Gtan•k 01ganlsad pottols ad•quately, ff not en· 
thusiastfcu//y, and the County of Storstono wos little 11oubled, although 
the Bsron dfd not set the sam• blgh tnotol tonu os Risien· hod dono, and 
peopls the /attet would havo banislt•d wara of/owed to sell/o. In 1378, 
how1ver, Vcdra went to war against o nolghbourlng land to the wts(, o 
w1>r which rages st111. Ths cov11lry wtt• recalled, as wete many natives of 
the County who owsd military sa1vlco. Bot on Granek remalrwd, hOWl!ver, 
with enough troops to gaffison Iha ct1Stlo 1Jnd the mine (the 1evenue ftom 
which goes to Vcdm aft« pttylng for Granak end his ~n. J. 

With the cessotion of tho patto/1, inroad• ftom beasts of th• wosto 
became inc/easingly frequent to such •n 1xten1 that• few bolder viJ/{Jge,s 
•nd a numbet of outlying fMms had to b• •bllndonod. Outlaws and 
brigands began to dog tho tr•d.-routu once moto, but the. membefS of 
the Shire Moot found that morc11noriu wanted vast increases of /NJY to 
deaf with these t1oublss, and th• cost was prohibitiw. In the spring of 
13BI a tespected mstchont of Rl11onby, Woltot Hansley, togeth•t wjth./14< 
whole fafTll1y, dlsoppeoted when tho carovnn thoy wsrs tBl<ing to Vedia 
was captured in a dating 111!d. 

At an emergency session of tho Shiro Moot lt was suggested that soma 
odvcntuters be hited to rid tho County of tho ovils which beset it, and that 
they be housod ot thp County'• expense at Walter Honslcy's empty 
m;Jdencil but only bo ollownd to koap fout·fifths of the loot gained /tom 
their tJctivitlcs. In splto of tlJB fact th1Jt it was shown that the County 
stoOd to profit from t/Jis llnanclolly also, the mQtion was n1Jrrowty 
icfcated. It was fall that this might WOl$an 10/otions b•tween the Boron 
and the County to such an axtont that ho "might be t0cal/ed, /eav1ng tho 
Cqunty almost de!cncc/css and In polillc•I tuttrllNI (though it w.rs noted 
Iliac those putting f<NWard thlt view most 1t1ongly wtrs moot mcmbets 
with shipping inte1est1 whose buslnru h•d lncreas•d sinco the outbeak of 
bamJflJy on the roads/. Inst tad th• Shir• Moot offsted o tcwatd of 500 GP 
for the safe return of 16ch mombtr of Waftar HeM/ay's falJlfly, and /(}()() 
GP for the heads of !Mir abductors. Al yat no towatd bas been claimed. 

STRANGE GOINGS ON AT 

Longtwttorn nown 

PLAYER'S INTRODUCTION 

Aftor some y•ors spon'~'/n ltalnlng In your poniculor skills you at last foe/ 
u10dy to mak.e 11 nomo '/Ind fortuno for youriolf. In tho city of Vedia, 
howovet, you oto a VCIY small fish In a vary latgo pond, and the bigget fish 
seem to hear of ptofltablB oppoitu11il/ft long b•fote you do. Th• only ob· 
vlous way· of supplemantlng yout top/tlly dlrninfshfng funds would bo to 
take part in tho war which Vcdra ls waging ogoinst a i.vostern neighbour, 
but this bas bacomo • fo/1/y static oHait and tho officers wjth whom you 
took service would take tht: Jion'1 sharo of any gains you Wete lortunatt 
anough to make. • 

Befora fosing.hope comp/otcfy you hoot that• metchant called PO/kin 
Waldum it hldng gu11d• f01 • joutnoy to th• County of Sta1>tone, on th• 
(tings of the Gt001 Northetn Wasta. P.rkin is taltlng • wagonlood of 
dyestuffs to Ristonby, 450 nil•• wey, and is hlting poopte with any edvat>­
turi'ng sl<J/ls sfnco most man·•t·arms havo been presstd into .servico with 
the Vednm army. Th• sarna fat• could wclf be awaiting you, yot it is 
1umoured that thsr11 are fortuno1 10 b• mado ,;, the Northern Wasta for 
those brave enough to sHk thom ... 

The first nineteen days of ths /ournoy have passodwithout incident, but 
you have been inlouned that 11 woodon btldgo which tokes your rood over 
a river has burned down, 8nd havo hod to mnka tJ detour. It is 8.30 p.m. 
and the sun Is sinking us you coma upo111ho smoll w71agc of Longbottom 
Down. The sun sets in 11n /Jour, and 1/1e noxt sottlament is a ho/I day's 
journey away ... 

GAMESMASTER'S INTRODUCTION 

longbottom Oown makos an ldul fltll advanluro u !here is only OM 
palh for players 10 folow and tMy should roach lho end of it at one sluing. 
For these reasons it is not •• detailed as tho olhct adven1ures in 1his 

booklet. 



Having· tho player characters hired as guards by Perkin Waldum is a 
device to got them to Starstonc, and their actual hiring can be 'run· by the 
gamosmastcr, with characters describing themselves and their skills to 
Perkin, if this is desired. In established campaigns the city of Vedra might 
ba subs1ituted by on exisdog city. 

Perkin will provide riding horses for the journoy and food and board for 
its duration, In addition to paying each charac<er 7 SP per day. The party 
will <ravel an average of 126 miles each week. 

Pe1kin Waldum; Human; Ago- 23; Wealth 6016161410; IL-7; AR- L:. 
CC-Nono; H0-306; HP - 11; AD(Ooggor)- 1·4; INC- Ordor; 
MT- 120'. 

Pe1kin Is cheeritl, a good companion, though lacking in <ac<. Ho is con· 
fident that he can look aftor himself when in urban surroundings and will 
resent implications to the contrary. His outspoken praiso of Riston to the 
landlord of the 'Lord Varmok' (he ls very proud of the lounder of his native 
town, and knows the tale of Riston and Varmok) will gel a cool recepllon 
and preclpllate the adventure. His teams1er is Will Carter. 

Will Carter; Human; Age- 22; Wealth- 611318; IL- 3; AR- N; 
CC-Nono; HD- 108; HP- 5; AD(Knife) - 1·3; INC- Order; MT- 140'. 

Will is taciturn, uncommunicative and none too bright, but vory loyal to 
Perkin for whom he acts as valet as well as wagon driver. 

The plot is a~ follows:- The party will arrive at the "Lord Va1mok" 
and find Bambor and Sa1ko in the tavern. Sarko will Introduce himself as a 
fellow traveller, and Perkin will p1aise the deeds of Risien to the company. 
After a few minutes of' polite conversation Sarko wiU s.ay ho must rotiro, 
have a quiet word wilh tho landlord and go upstairs ostensibly to his room 
(181. Tho lal\dlord will placo Porkln and Will in room (22) and tho rost of 
tho party in tho dormitory/othnr 9lJO.St rooms. A firo burns in each room. 

The party will be called to breakfast in the tavern noxt morning, and win 
be lold lhat Sorko left very early (if they ask!. Perkin and Will, however, 
will not arrivo at breakfast, and their locked room will be found to be omp· 
ty. The landlord will deny all knowfodge of their whereabouts, and sun· 
gesl that they may have gone for a stroll ... 

BACKGROUND 

Ths lato Lo1d Vs1mok of Longbottom Down had a widC$p1oad roputD· 
ticn both as a couragsous llghtor and unscrupulous womaniser. In pursuit 
of his laltor interest hs astablishcd ono of his honchmcn nomcd 81og11sg 
in a Vl11oge inn bcarlng his name. This tavorn had a number of interesting 
features, namely a secret undorground bedchamber and a means of en· 
soring that it was visited by any buxom females staying at 1h0 Inn. 

VBrmok.'s last advsntutc ended with his b0Ji1g charmed and kt~led by o 
Vampire. His bodywas latet returned to Longbottom Down, but sines ths 
cause of his death was unknown, no special p1ccautions wsro takon. Vat· 
mok ths Vampits tc11odscd the area !01 a time, but wos then defeated lif· 
teen years ago by Riston tho Paladin and 1oturned to his tomb. His head 
was .severed, his mouth ft11cd with holy wafers and the tomb entrance 
magically $Oalcd. 

The tale of tho unfortunate Varmok reached the ears of Sarl<:o tho 
Necromancer (37) through Bambor. Brognag's son, and seeing <hat it 
coufd be turned to his advantage in providing him w ith a unique oppor­
tuni.l'( to further his rosoarchos into death and the undead, Sarko became 

very intcrnstcd. Sambor was a mediocre advcnturor at best, being too 
greedy, inquisitive and suspicious for his own good, and it was surprising 
lhat he lived long enough to tell Sa1ko the tele. Whilst on his second 
adventure, Barnbor drank a potfon of Sarko's {which he had been warned 
lO leave alone) in lho miS!aken belief thet ii would heal him. In fact ll 
rnsulted In Bambot's being cursed to become a ghoul for one week in 
every three. 

Sarko roturned Bamber to his father ni1\B months ago and explained the 
situation to him. Ho promised to search for an antidote to the potion a' 
long as Brognag aided him in finding promises and 1esearch materials 
(human bodies). Somo corpsos from tho gUlVO)'t:trd wore re·anln"t-ated by 
Sarko and set to work tunnelling oot his templo and quarters, and three 
monlhs ago he brought la much weakened! Lord Varmok magically back 
to un·life. Ho had Varmok charm Brognag and the other Inhabitants of 
the Inn immediately so as to remove his obligation to cure Sambor (who is 
too .useful a servand. 

Due to the workings of Sarko, Bambor and Varmok e number of people 
in tho villa go have died, disappeared or changed radically in character, and 
tho villagers have become very wary of the graveyard area. As more· 
passcrs·by woro needed 10 provide blood for Varmok, specimens for 
Sarko, and bodies for Sambor, Sarko sont somo zombies to burn down 
the bridge on 1ho main north road so as to divort travellers through 
Longbottom Down. 

MAP 1 - Tho VIiiage of Longbottom Down 

Villagers w ill sond travellers to tho "Gaping Goose" ond warn them 
against stoving out of doors at night. If questioned they know no 
moro than 1he Goose's Innkeeper. 

11 The Gaping Goose. Tho in;, is full of l!Dvelle!S grumbling about the 
ou1ta9aous p1iccs lho landlo1<1 Moga MoodPot is charging, 1md the fact 
that with the btidgc being down they havo no olternotivo but to pay them. 
It is rumourad that the btidgo was burned down intont101>ally, po'Ssib/y by 
Mago Mcodpot himself/ 

Mago ls taking advantago of the glut of travellers by tripling his prices 
and charging for a space on the stabfo Hoor what he usually charges for 
rooms. Unfortunately hC doesn't oven havo any f loorspace left. Ho will 
toll the pa1ty: -

- Tho only place they will get a room is ot tho "lo1d Yarmok" up th• 
hill. 

- Stay Indoors after dark and bolt thtt shurters for strange things hnvo 
been happening of late - mysterious dtt'Dths and disoppeaumces. At first 
it was thought that Bambor, rocontly rctuf!UJd son of the ulo1d Vor· 
rook's" landlord, was bchlnd thls, lot ho was atw~1ys "away travelli'ng" 
when things occuf!cd, but in the oroa for a couple of weeks both before 
and altct. In the lost thrco months, howevBr, pqople hove been disappear· 
ing from much further allcld. 

- The gnweyurd has been robbed occasionally ovet the p.1st few mon· 
ths, and S(ltmge things have been seen thcro at night. It Is rumoured thut 
this is tht> work of o coven of witches in the vi/logs. fH11re ha will mako a 
$ign to word off rhe evil eye/) Ralph 8og$ror has been trying to $ell his 
house neor there for lour months, but even ot tho ridiculous price of 25() 
GP has had flO tuk.ers. He moved away anyway. 
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- The itelielsed sections of the background above. 

Mago will then apologise for keeping the party so tong and urgo them to 
get to tho "Lord Varmok" before sunset. 

21 Deserted House A sign on the door 1cads "For Sale - Apply to 
Mogo Meadpot at thB Gaping Goose". The houso itself is boordod up. 

Pe1kin wiU disapprove strongly of any suggestion to break in and spend 
the night there. He certainly doesn't want to buy It, and others in the par­
ty should not be able to alf0<d to. 

3) Graveyard. The placo looks overgrown and unkempt, and hos a f11w 
gloomy trees within its walls. 
4) Tho "Lord Varmok" Inn. Tho Inn is only about twenty yeors old, 
but looks a little rundown and is badly ln noed of a coat of paint. Ths 
c111aking Inn sign portrays s man in h/s mid·thlrties with black hair, a rakish 
expression and gfegming eye. He is twiddling his long moustache with his 
righlhsnd. 

Through ths windows can be seen a bald man of about 5(), with small 
malevolent eyes, polishing tankards behind the bar. (8rognag). 

Tho door will bo opened almost Immediately by Nurk (10), a pale youth 
with a vacant expression. Ho witl call Brogn.ag to welcome the guests 
whilst he takes the wagon and horses around tho back to the stables. 

Night Encounters. 

1-50 1·4 Giant rats !AA-L&S; HO-~; HP-4,3,2,4; AD· 1-3 plus disease; 
INC-Hungiy; MT-120' ). 

51-70 1·2 Ghouls {AA-SM; HD·2; HP·9, 10; AD- 1-3/1-3/1·6 plus 
paralysoUon; INC-Evil, Chaos; MT-90'1. 

71-80 1-4 Zombies (AA-L; H0-2; HP·9, 13, 12, 11; AD· 1-8; MT-60'). 
81·90 1-2 Undead Bats (AR·<:M; HD-2, HP·I0,8; AD• 1·411·6; INC·Evil; 

MT-150'). 
91-00 V&rmok (29). · 

MAP 2 - Tho "Lord Varmok", Ground Floor. 

All rooms on this lovol have stone flogged floors. 

5) Entr8nce HaU. This 1oom has a stale odout. A lantctn hangs from 
ths calling, ond In the middle of the E. wall stJJnds a suit of platom811 ar­
mour (from Brognag's henchman days), Opposite this is a cloakstand, 
next to which ate a /01gs chest and a footman's chalr. 

Tho chest contains bed linen. The suit of armour contains a iombie 
which Sarko has put there (AR·PM; HD-2; HP-14; AO- 1-8; MT·50') and 
this Is the source of the stale smell. It has orders to remain still unless 
Sarko, Brog nag, Sambor or the Inn's servants aro attacked, In which caso 
it will fight to the death to defend them. It will obey direct orders from 
Sarko, and will also attack If exposed. 

6} Tavern. The 11001 1:ro 1ush·strcwn and the room is flt by four han,ging 
lanterns. Two long tables, with benches at each sldel stand plJrsllel to ll1u 
S. wall, Two man arc sitting on stools by the flre in the NE comet, for t/Je 
nlght is chill, One wears a lfDVBI stained cloak, the other leather 01mour. 
Tlte landlord has repositioned himself beltind the bsr fn th• N. wall and is 
awaiting your orders. 

Sarko will be friendly to tho party, and put down tho villoge !ales as 
superstition if they are commented on. Bambot will bo surly and uncom· 
munlcativo, and will oxit by the N. door soon after the party enter, after 
which a horrible gurgllng noise will be heard (Sarko will explain that Barn· 
bor told him he hadn't been feeling well lately). 

The outside door In the E. wall loads to tho privy behind the stables. 

7) Passage. Smells of food and stole beer. 

8) Bar Areo. 7Wo large bs,,els stand by th• E. w•ll. Abovo those ore 
dusty shelves w,.th bottles and small lcegs conrainlng winos and spirits. 
Under the counte1 a b1oadsword and loaded light crossbow con bo soon, 
in additlon to a locked lron chest. 

The chest e0<1tains keys to all tho rooms, 4GP, 20SP and 10CP. There 
is a poison necdlo trap Jn the lock which causes intonso pain for fl.'VO 
minutes (during which the recipient will scream veiy loudly) followed by 
sleep for two hours, unless a save vs poison is made. Bcognag carries tho 
key to this chest In his pouch at all times. 

9) Cook's Chamber. Contains a bed, largo chost, chair end fiteploco. 

Tho chest contains clothes, but a loose flag underneath it hides 77GP. 
Tho room Is used by the cook, {Od0<; Ago 39; Wealth 9/2921194; IL·4; 
AR-Sor N; CC-NoQo; H0·2010; HP-14; AO(C)cavor)· 1·6; MT- 120'), who 
also serves behind tho bar occaslonally and holps with the guest rooms. 
Odor has worked at tho "Lord Varmok" for 20 years and w ill aid Brognag 
If If ho is attacked. Tho leather apron ho woars whilst working affords 
some protcctfon in combat. 

10) Stabloboy's Chamber Furnished os room (91 though the items ore 
of pooret qua/iry, and tha plocs is a complet8 mess lclothing1 dirty plates, 
and footwoat strevm around1 etc.). The room is used by the stableboy, 
!Nurk; Ago 15; Wealth .61614; IL-3: AR-N; CC·None; H0-108; HP-2; 

AO{knife)- 1-3; MT-140') who is the butt of everyone else at the inn. The 
only porson he will defend is Sarko (through fear}, otherwise he will hide 
or run away. He has also been charmed by Varmok !though ho knows 
nothing of tho temple, only that Sorko has been digging in tho cellar " for 
treasure") and a careful search of llis body will reveal a number of tcoth 
marks on his neck. He hes 4GP hidden bohind a loose stone in the 
fireplace. 

11) Kitchen. Contelns a sink, wo1kteblc, and B huge /Jiep/ace with 
cooking pots end utensils in tho heorth. Up the chimnoy hang some 
pieces of meat for curi119. The N. door on the E. wall leads down to the 
cellar, the S. door to a small pantry containing flour, salt, etc. 

12) Stone Stairs. Leading down to cellar. 

13) Wooden Staircase. Leading up to first floor. 

MAP 3 - The "Lord Varmok" 1st. Floor. 

The floors on this 1evel aro wooden. 

14) Corridor. 

15) Oormatory, Contains 10 hor<i beds ond two cantrol washstands. 
Brognag charges 3SP per night !including breakfast) to stay in this room. 

16) Brognag's Lounge. Contains en oak settle, large chosr, a small 
tob/o by tho window with a scroll, pstchment and ink lying on i~ and a 
carpet. A tapestry hangs on tho E. wall, showing thfl man portrayed on 
the inn sign lighting o h!71 gisnr, oided by Brognog. Next to this hangs a 
gold infoyod groat helm. The wolfs of the room have wooden ponels. The 
scroll is an acc0<int of Brognag's takings, which have dropped off steadily 
over the past nine months especially In the lost three. The chest contains 
clothes only, but th• helm is worth 70GP and has 'Varmok' engraved over 
the eye slits. 

17} Brognag's Bedchamber. Contains a chest and a !arg9 bed, tuound 
whlch a number of rugs oro sttewn. On th8 wlndow ladgs stands a half. 
empty flagon of wine and en unwashed silvot goblet, wh11st under tbs bed 
a r:hamberpot can be seen. Tho wsl/s a10 panelled in wood. 

Tho goblet is worth 10GP, and one of the rugs Is e pelt worth 7GP. 
Above tho bod In a secret compartment in the wall is a chest, the handles 
of which havo poison noodles which retract when tho chest Is unlocked 
(1 ·6 damage plus 1 for eveiy point by which the recipients constitution 
falls short of 12, half damage If a saving throw Is made). Tho chest con· 
tains 123SP and 137GP, and Brognag always carries the key on his per­
son. Brognag (Human; Age 51; Woallh 15/7021418; IL-6; AA-N; CC. 
Fighter; H0-3010; HP-23; AD(Brondsword)· 2·8 + 1; INC·Evil; MT-100') 
reveres Varmok's memory and has bocn charmed by him recently to do 
Sarko's bidding. This doesn't stop him drowning his sorrows over tho fa to 
of his son. 

18·22) Guest Rooms. Each has wooden panelled wolfs and contains 
two beds, a clothes chest, chamberpot, and l/reploce. 

22) Trap Room. Tho secret door in this room Is detected automatically 
if searched for (but Perkin and Will won't do sol. The window will bo 
opon when the party enter this room. There is a sccrot compartment in 
tho chimnoy (the door of which is activated by a lovor in (23)) which con­
tains twigs treated to give off sleep gas when burned (no savo. sleep for 
206 x 10 minutos and wake with raging thirst). The fire is out. 

23} Stone Staircase goes down two floors. A ltJvor con be seen on the 
W. wall (operates the compartment In (22)). 

Night Encounters 

1·85 Brognag (17) 
86-00 Sambor (28) 

MAP 4 - The "Lord Vormok" Basement. 

The floors on thls level aro stone flagged. 

24) Cellar. Contains baffefs of alo, casks of w ino, socks of flour (and 
oats for fodder) as well as a law (normal sized and timid) rats. 

25) Passage. Tho secret doors to tho cellar are clearly visible from thls 
side. Tha secret door on the N. wall {and all those in Sarko's extension) Is 
poorly fashioned and automatically found if searched for. 

28) Varmok's Seduction Chamber. This once sumptuously elegant 
chamber is now musty and faded. It is dominated by o hugs lour poster 
bed, dmpcd with red silk curtains, sitting upon which Will Cartet can be 
saen. At tho foot of tho bed lie e shining sword and a pl/a of clothing 
(worn by Sambor the previous evening). In the SE. corner stands a table 
upon which two cobweb covered silver goblets (ongravod w ith erotic 
designs) stand. Noxt to tho tablo lies a decomposing body vdth ons leg 
missing. 

Will Carter Is now a ghoul, and Sambor in ghoul form will bo w aiting 
behind which evor door the party enter by (AA·SM; H0-2; HP·6, 10; 
A0-1·3/1-3/1-6/ + paralysation for 1().60 minutes; INC·Evil, Chaos; MT-
90'). Both will attack when the party enters. 

The longsword ismaglce/{+ 6%1, and amongst tho clothes is Bombo(s 



purse containing 9GP. The goblets aro each worth 12GP. In a secret 
compartment under tho SW corner of tho bod is a necklace worth 80GP 
and a phial with two doses of a love phlllro {drinker falls hopelessly In love 
wfth the first person seen f0< 104 + 4 hours). The silk honolngs are tot· 
tered end worthless. 
Night Encounters. 

\.50 Sambor. 
61-70 1-2 Giant rats {AR·L&S; HO· Y.; HP·4,2; A0· 1·3 + disease; Inc-

Hungry; MT-120·1. 
71-90 Sarka (3'l) 
91·100 Varmok (30) 
MAP 6 - Varmok'a Mousoleum, 
The floors of area1 27·2.9 and tha pa11ago1 leading to them are beaten 
earth. Areas 3f>.3l ore stone flagged. 
27) Underground Chamber. A damp musty chamber wlth • slightly 
putrid stench. 

This chambor contains 4 giant rats (AR·L&S; HO-Y•; HP·4.7, 1.2; 
A0·1-3 + disease; INC·Hungry; MT·120'1 gnawing on old bones. If any 
aro killed the remainder will scurry to area (28). There Is nothing of value 
In this chamber. 
281 Graveyard E•lt. There are a number of cubicles in tho walls and 
roof, ••ch measuring approximately 7'x3'x2'. A wooden l1dder 01 tho end 
of tho passago leads up to 11 stono wollsd, s tone 100!11</ a1111 of simllar 
dimensions. 

The cubicles wero tho ru~ng places of bodios which Sarka has exhum­
ed. The exit is o grave with a stOM slab on the top. If pu~ed aside this 
leads to the graveyard. 
29, Passage. Tho secret doors 10 and from this area are mud cove-rod 
wood. If an attempt is made to open tho false door at tho E. ond of tho 
passage, the pit will activate, and thoso falllng into it will rocolvo 1·3 points 
of damage. The pit Is 10' deep and contains two undead bats (AR·CM; 
H0·2; HP·6,5; AO· 1·4/1·6; INC·Evil; MT· 150'). 
301 Varmok's Tomb. Tho walls aro covor«I with murllls depicting 
1cen0$ ftom Va1mok"s llr1stnou1 c111eor# but the room Is dominated by an 
Intricately carvad stono sacophagus standing ot i ts cent,.. Th• floor Is 61· 
tsred v.1th broken coffins (from 281 and a putrid stanch hong• on tho air. 

The sarcophauus holds Varmok (AR·CM&S; H0·4+ 1; HP-24; AO· 2-8; 
INC·Evil; MT·S0\11 20' ) who Is much waoker than a normal vampire as ho 
hos already boon 'stain' and is only 1blo 10 function becouu of Sarko's 
necromancy. Botwoon the hours of dusk and dawn he is able to move, at­
Ulck, charm, summon any of the beasts from rooms 27-31, ond change in­
to bat form. He has no other powors, can be hit by normal weapoM, and 
o wooden stake through his heart wi• "k~r' hlm parm1n1ntly. {The 
broken coffins provide these if tho partV hasn't brought any.) During tho 
hours of daylight ho Is powerless to do •nY1hing other than summon tho 
other creaturus to his aid. Tho headrest In tho sarcophagus hos o secret 
compartment containing a m:Jgical dogglf (+ 5%1 with "A Kiss fr0<n Var· 
mok" etched upon the blade. 

Also In the room ere live giant rats (AR·L&S; HD-~; HP·2,4,3,3,2,; 
AO· 1-3 plus dls .. so; INC-Hungry; MT-120') who will be joined by two 
rnoro from 1311 if thoro Is any fighting (HP·4, 1). 
311 Tomb Entrance. Tho inner door la open, tho outor door (to the 
graveyard) is magically locked and cannot be forced. 
32) Stone Stairs. lead downwards to a dopth of 40'. 
MAP 6 - Sarko's Chambers. 
All rooms on this level are stone flagged. The walls aro also faced 
with stone. 
331 Tempi• Antochomber. Th• floor, walls and coiling ors smooth 
b!Dck stons# 11nd there is a pits of coloured stones and morto1 In rhe SE. 
comor. The room also contains 6 skeletons (AR-l&S; H0-1; HP· J.4,5, 1,~; AO· 1·6; MT· 120') who will attack If moro thon two people 

·~ter tM room at once. 

't4} Sario·s Temple. The Mlf·flnishod floor of this room Is white mar­
b/1, with mosaic• of cabolistic symbols Inlaid in it. On tho N. wall hangs a 
Iorgo tapestry portroy;11g a molsvolant homed god, In f1ont of which 
stonds a block bnsnlt ollor. Tho alw is bloodstoinsd, .nd upon It stand on 
oloctrum chafic• (containing a sweet •malling, dark liquid} and two silvor 
candelabra. Tho room is dimly lit by tho copp., hemisphero of burning oil 
which stands on • tripod on l"'1 llltJJr. 

Tho tapestry is worth 60 GP (though good charactets would wisll to 
destroy it), and tho candelabra 16GP e1ch. The chalice is worth 170GP, 
•nd cbntains a porlon of Sorko's which turns the drinker Into a ghovl for 
one week In ovary three. Only a Curs• Rnmovo/ and o DIS8oso Curo will 
rid a charactor of this of(llclion. Thero Is a 16% chance that Sarka {371 will 
bo In this room. 
351 CeUs. A man In plateman •~mo'!'· carrying a long swonJ and shit!ld 
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is standing /wffway down tho corridor, beneath a flaming torch lostcnod 
to tho wall. 

The 'man' is in fact e skeleton (AR-FP; H0-1; HP·8; AO· 2-7+ 1; 
MT-70'} and vnll attack 1ny entering tho corridor unac0<nf)llnled by Sarko. 
Tho doors to the coils ore locked {5"rko hlS the keys) and they contain:· 
1) A man·at-arms named Ralph (Human; Age 21; Wealth·Nono; IL-3; 
AR·N; CC-Nono; H0-1; HP'.2,_(71; who was journeying north to oscapo 
conscription Into tho Vedran army when ho wos made captive by Sarka 
and fourxombles on 1hol1 way to burn down the main bridge (which Ralph 
witnessed). Ho will setve his rescuers for three months without pay if 
arms and armour aro provided for him, of tar which he will make•o loyal 
regular man·at-arms II ho is kept on and well treated. He was wounded 
when captured, hence tho two fogures for his hit points. 
b) A beautiful young girl from tho YJlJago who WI .. turn into a ghoul 10-40 
minutes after leaving her cell. 
cl Garald (Human; Agii 18; Wealth·Nono; AR·N; CC·Priost; H0·2; HP-1 
(9); INC·Good, Ordorl o priest who has boon tortured almost to 1ho point 
of daoth bySarko on o number of occasions ovcrthe past thrco wooks. Ha 
Is bound and gagged, very weak, and can onty be cured by complete rut. 
II ho is returned to his tomple four days-rid• away, the p<fests there will 
bestow any renewal spells and cures (including resurrection) which party 
members need, in gratitude. 
d) Perkin Waldurn, (whose gratitude runs 10 giving each party member a 
bonus of lSGP, as long as his monoy (in room 37lls returned), and Lucius, 
a mosaic artist from Vedra whO<n Sarka kidnapped and hu been forcing 
to wo1k. He has been working slowly In (cot of tho fate awaiting him 
wllon Iha work was complete. Perkin wfll glvo him enough money to get 
back to Vedra when they are released, and two months leter each of his 
rescuers win receive, through Perkin, 25GP. 

There Is a 15% chance that Sarko will be In the colls area. 
38) Sorko's laboroto1y, In the cenuo of tho room is a stono slob upon 
which lie a number of surqlcol instJUmonts ond a hslf·dissectod body. A 
bookshelf stand• ag1/ns1 th• E. wall, and • bench running lllong the S. 
ind W. walls is 1traw11 with various al•mblu, flasks and olh«r lllchomical 
«1uipment. 

The books aro oxcluslvely about disease, death and tho undoad. None 
aro magical. Thoro Is a 20% chance that Sorko wfll be found In this room, 
which Is lit by a Parmansm Light spell. Tho do0< to (37) Is locked. 
37) Sarko's Bedchamber. This room contains a largo bod, clothes 
chut, couch, table end choir, desk and chair, and is macabrely furnished 
in 11/vor and black, On tho t.able are o klnttrn Olld the remains of a h:JI/. 
oattn mta/whilst on t!N desk stands e c/NSI. A silver etngy of• horned 
god hangs •bovo l"'1 door. 

The chost is locked, and has a plale with "P.Waldum" engraved on it 
on the lid. It has poisoned needle trap causing sleep lot 12 hours unless a 
save vs. poison is mado (Perkin has the koy hidden In the hool of his right 
boot) and contains 235GP. The effigy Is worth SOGP. 

There is a 30% chonco that Sarko wfll be ln this room and if so there is 
~% chance he wil have just awakonod and be out of armour (Sarka: 
Human; Age 27; AR·PM&S' ; CC·Evil Priost; H0-508;.HP·)"'-~AJMaco + 6%)-3·8'; INC-Evil; MT-70'). 'His AR lncludtsa prorocti~i!n~4-6% 
and his mace Is magical. In his pu~e are 4GP, 6SP, and koys 10 the cells 
and to tho chest In (39). 

Tho spells which Sorko n0<mally h .. avallablo are Animate Corps•, 
Si/Mc•, Hold, Knowlncllnalion, Dotkn•u, Minor Curo, Minor Wounding, 
Cau1e F~ar. 

If possible, Sarko will have his und•ad minions attack a party whilst ho 
casts spells at thom. If tho fight ls going ogelnst him or the party retreat 
bock to the "Lord Vorrnok", ho will collect a• much loot as passlblo and 
attempt to escapo through the socrot exit In room (39) . II successful ho 
will quit tho area completely. ' 
38) Secret Guardroo~ . . T/is room/$ unfit and conlains four 1ombies 
(AR·l; H0-208; HP· 1t !g.}1 .~J;AC>- 1-8; MT-00·1 who will attack any ax· 
capt Serko w~ e'lte! 'Jlr~: · 
39) Treasur~: A'cl~sistarids against tho S. wo// of this room, and next 
to it 1/01 on opon bat:kpack. 

· Tho chest is lockod but not trapped, although II the door on theW. wall 
Is 9pen when the lld is rolsed, the ceiling will collapse doing 2·8 damage on 
aU In the S. end of tho room (haH damage If aavo vs. peuificatlon). It con· 
tains two vials of unholy water, a M•ling potion {cures 2-8 points of 
damage, 1·4 if only hall ls drunk), a mag/cal wand which dotocl9 magic {7 
ch3rgos lertl, 449GP, 109PP, end 5 gems worth 20GP ouch. 

The backpack contains four days iron rations, a large sack, o wineskin 
of very good wine worth 3GP, a tinderbox and two llasks of oil. 

Tho secret door In tho S. wall opens onto step$ leading to a secret exit 
Into tho graveyard. 
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MAP A: THE COUNTY OF 

st:a Rst:one 
- NORTHERN REGION 

Background 
M•p A show1 tht v1rlous vlllegos ond monster•' 11111/huntlng ranges 
detailed in theso two 1een1rlos: ereas 1·14 {with 31) relotlng to SBtdWrk 
and areas 14·3'1 roloting to Do/gold. To sovo duplication {ond spaeol 1ho10 
Is no fully dotailod Introduction 10 clthor sconario, ond oo a thorough 
reading of eaeh by the gamesmaster Is necessary before play tM19lns. 
S.ttltment numbors 1, 21, 26 & 32 predate the l'\lle of Oaretta the Fair, 
whilsl numben 30, 31, 33 & 34 were founded in Riston'• time. 
Since the cossatlon of regular patrols a number of monsters hllVo 
wandered Into tho area, notably those numbered 9, 10, 12, 13 & 16, in ad· 
dltlon to which wolves tend to roam tho uninhabited er111. Because of 
those inroads a number of ouuylng farms fnorth of the mop) havo been 
abandoned, and tho same Iota overtook the village of Ferholm<1 {northeast 
of Cragtoy !21)) afterlt was almost totally razed 10 tho ground one night by 
1 "dragon" {the Rod Lizard at AIOI. 
In addition 10 the 1bove, a number ol monsters have been encouraged to 
settle by an organisation which win be fully detailed fn tho forthcoming 
Rlstenby Town advontures. These lncfude the fnhobilants of 8, 11, 14, 16, 
17, 18 & 20. 

Key to Map A 
All The Gnomic village of Sordklrk {See Mop Bl. 

A2) Lair and hunting range of 7 badger1 lAR·CM&S; HD-108+2; 
AO· 1·2/1·2/ 1·3: INC·Curloua; MT-70'). Thoro is a 20% ch1nco por hox 
entered thot 1·3 will be encountorod. They are unobotl\lslvo beasts 
however. and 1horo Is only a 2 In 8 clmnce of noticing them. The villagers, 
for whom they ect as watch/guard dogs, are great friends of theiC$ and 
wlM not react kindly to their balog harmed. If tile badgeis obse<W 
enything which Is not In the ~·· Interest the ...,gars will fond out 
about it. 

Th• foHowing 3 !aims have oil lost som• livestock ldCtnrly, which tho 
farm111s put down to wolves. 

A3l Taorlsteod This bustling farmstead was founded by Taeri, who 
fives hora with his ehlldren Taera, Riggi and Ouggl, their spoU$es and 
children. His daughtu Veggo ls m11ri.d to Oaggl Urdltton lB 13). Crops 
ore gr<11"1n on the p~n. and cattle ind sheep kept on lhe hlllsido. 
Taeri {Gnome; Ago 88: Waalth·18/13S0/927; IL·5; CC.None; H0-3; HP· 
21; INC·Ord0<; MT-45'1 ls very 1tubbo1n, and determined to keep control 
of his farm, rather th•n poss the running of lt onto the next generation. He 
has succeodod so fer by a scheming policy of "divide end rule". His wifo 
died many years ago on the trtk to escape Oatetla (lee background to 
Map Bl. 
Taera lAge 49; HP·S; INC-Good, Order: MT-ISO') ls even tempered, fuuy, 
but taciturn since the death of her son Rurdi, who WH the only member of 
her family that aha really liked. Sh• has great respect fe>r the priests of tho 
village, and also for the merchant• who visit It, ~s •h• feola this is • more 
"respcctoblo" way of making a Uv1ng then farming. 
Her husband Vagal {Age 61; WHlth·9f481/321; IL-4; CC·Nono; HQ·2; 
HP-7; INC·Good, MT-65'1 ls a nephew of Tacri and brother of Bfandl lB71 
ond Rueda IASl. Since the death of Rurdl he hes become antagonistic, 
morose, impk>ln end difficult to M with. {Rurdi ls one of the dead 
gne>mas otA6). 
Their other •on• aro Taeri ltha younger! !Age 22, Wealth 8/116n8; IL·4; 
CC-Nono; HO·l: HP-2; INC· Evil, Order; MT-76'1 and Kee~ IAge 14; HO'.!; 
HP-4; INC·Ordcr: MT·80'). Taarl is secretly glad of hi• broth•! Rurdo s 
death and wouldn't mind tho 11me fate occuring lo th• rest of h1S family, 
but 1s' too cowardly to do anything ebout it himself. Outwardly ho Is a 
friendly hedonist. 1pendlng much of his time {and mC>n&y) drinking at !he 
"Pilgrim's Rest" In the village. K1otl, on the other hand, cuts a ""'!" m· 
posing figure in spite ol his year1. He is a zealous lc41ower of Kerti, and 
hates all forms of humanoids to •ueh an extent that he will voltmtccr 10 aid 
In their destruction If any be found {though his family will atop him if they 
flndoutl. 
Raggi {Age 35; Wcolth.S/610/380; IL·4; CC·None; HD·2; HP-12; .IN~· 
Order; MT·80'1 ls selfish, thrifty and loves 10 compete. His pride and loV rs 
his pony, which is reputedly Iha fostes~ in the area {MT-160') and ho II· 
tempts to prove this at every opportumty. Ho trains both the pony and 
himself in tho wilderness when not working. 
His brother Ouggl {Age 34; Wealth·9/481/321; IL·4; CC.Non~; H0-2; llP· 
6; INC-None; MT-60'1 is rude, lusty and nono too bright. He is marned to 
Gerla lnoo Gertlsson {891) !Age 28; CC-Flght0<; H0-2010; HP·13; INC. 
None; MT·65') who is brave, mlsorly and dresses d1ndyishly. Her father 
Gerti llained both her and her brothors as fighters, 1nd 1he Is oomewhat 

dlsdatnful of those who can't fight, viewing T08ri the younger 88 an utter 
milksop. Thay havo a son and daughter aged 5 and 7. 

A41 Rurdistead This farm 1$ owned by Rurdi, who lives hero with his 
wife Megga, tholt sons Meggi and Relandl together with their wives and 
families. They ,.;.. crops, sheep and cattle. 
Rurdl {Gnome; Ago lr7; Weallh· 16/ 1238/824; IL-5; CC·None; HD-3; HP-
19; INC·Good, Otdor: MT·60'1 is a reverent follower of Ko~t. If 1om1what 
haughty at ti mos. His passion is for exotic anfmais which ho will talk about 
lor hours given tho opportunity. In 1 pen In tho farmyard ho hat • Ruster 
{AR·FP; H0·4; HP-18; AO·Rusta m<118I; INC·Mischevlou1) which no 
visitor Is allowed to leave without aetfng. He ls the brother-In· law of Jen· 
da {B61 but dislikes her and hat family. 
His wife Megga (Ago 85; HP-2; INC-Oood, Ordor; MT-45'1 ls unwordly, 
deals harshly with wrongdO«S, and enjoys Mviog '1WO'f from the busde of 
Iha vitlago. She la not lond of the Rust0<, especially slnce the night it 
oscopad and rusted tho plough and. other implements, but she is 
diplomatic enough not to mention th!• IC> Rurdl. 
Their son Meggi !Ago 67; Weallh· 10/635/356; IL·4: CC·Nona; HD·3; HP· 
14; INC·Good, Order; MT·60') ls very calm and sens<tive. Hl1 Interest lies 
In animal husbandry, and he Is In charge C>f this aspoet e>f tht nrm's 
business. 
His wife Pegga Ince Morllsson {87)) fAgt 68; HP·6; INC·Good; MT-55') is 
careless, nosy and fond of making t1pestrios. She visits their daughter 
Meggi {89) wife of tho Welda, at every opportunity, 
Their sons Oaggl and Oarll are twins {Ago 19; Wealth41/68/39; IL-4; CC­
None; HO·I; HP·8; INC-Good, Order; MT-80'1. Oaggl ls Wthful, precl$a 
but a trifle arrogant, which led to him being rolled In the mud bya groopof 
Rlstonby lsbourers on one occasion - ho hates lsbourara as a r.,.ult. 
01rl, however, Is humble, though tolkstive. He cultivatea I patch of 
g11dan, some of the plants In which heva narcotic propenl11 {ha It very 
proud of his he>mogrown plpeweed}. Ho le annoyed that planta heve occa­
elonally gone ml5'lng of late {stolen by Vorlu {810)). 
Roland! Rurdlsson IAgo 37; Wealth-10/636/356; IL-4; CC·None; H0·2; 
HP-11; INC·Good; MT-70'1 ls a retlrlog, helpful character. Ho dislikes the 
wlderness and Intends to Id his share of the lvm V<Nn Rurdl dies, 
perhaps buying an Inn at Rlstenby 0t Siemon Bridge with tho money. 
His wife Gregga {net PerDsson {AS}) lAga 37; HP-7; INC·Good, Order; 
MT·65'1 ls loyal, receptive, but hu an arrogant mannor, and supports 
Rolendl in most things. Thoy have no children. 

A6l Negglatead Neggl the old llveo horo with his son Peril and 
doughier Perla, 1ogothor with their famllles. Neggi {Ago 96; Waolth-
8/ 13'30/927; IL·S; CC.Nono; H0-3; HP-11; INC-Good, Choos; MT-30'1 
leaves the Nnnlng of tho farm to Pert es ha ls too old to cope anymore. Ho 
ts a blusttring, nourOl!c old gn0me. 
Peril {Age 77; Weallh-16f1081n21; IL-6; CC-None; H0-3; HP-16; INC­
Ordor; MT·ISO') la obsequious, precise ond craven, but o good farm<1r 
nonetheless. Hu ts marrlod to Rurd1, the sister of Vaggl lA31 and Bland! 
{87), {Age 65; HP·S; INC-Good, Chaos; MT-55') who ts ganorous and 
friendly, but C8n bo moody at tlmoa. Although she dislikes the counll'f, 
she anfoys stuffing 1nd mountiog the animals which her son Rurdl catches 
occulonally, most of which end up hinging in tho "Pilgrim's Res(' 187). 
Sha Is very curious. 
Rurdl !Ago 36; Woalth·14/1081/721; IL·6: AR·CM; CC·Fighter; H0-3010; 
HP-22; AO {shortswordl·2·7, {shortbowl·1·6; INC·Evil, Order; MT-70') 
dosplsas tho rest of hi• famlly, e$poclelly his father and his cousins. He 
spends much of his lime hunUng In the wlklemess where he ffncls an 
oud•t fOt his cruelty, though at present his lnt..,,,.I in geography hes taken 
him to the Vedt• TO>Olndria war as part C>f the Sanlkkfc condogent. Ho 
has m1glcal •tudded lesthu armour + 6%, and caulu e •hl•ld In battle. 
His sister Gregg• married Relandl IA41 11 mYch tC> got away from him as 
anything elu. 
Porla IAge 48; HP.'/; INC·Good, Ordor; MT·55'l is quite harsh to har 
children, but helpful ond serv~e where other'$ are coneorn•d. Her hus· 
band Seggi went exploring after Ristan'a capture of Staraton Bridge and 
never returned. Har children are Nagg! {Age 20; WealtJ\..91137/87; IL-4; 
CC·None; H0-1; flP-2; INC-O<det; MT-80') who is pious, blustering and 
S8Mle; Ser1u {Age 17; HP-4; INC·Ordor; MT-70'1 who Is vengtlul, in­
terested in husbandry end follows her brothers In everything; Selandi !Age 
16; HP-2; INC·Goodl who is scrupulously honest, virtuous, but se>mething 
of 1 dreamer; and a ye>unger son agod 7. 

A61 Two small hunched figure• cnn bo soon lylng on tho 
pllh Theso aro two of the Gnomes who went 10 sco what had h1ppeneli 
to the Kraglssons, the other Ues nurby, just off tho rood, with, 1WO de•d 
bloodblrds basldo it. Another dead bloodblrd lies botweon the two bodies 
on the path, and five five ones {AR·L; H0·4; HP-8,9,4,8,5; AD· 1·3 plus 
automatic 1·4 aftor first hit; INC· Hungry; MT{flying)·170') ere perched in 
nearby lites awaiting further prey. The gnomes arc wearing studded 
leather armour and carry shlelcls, thoU9h those on the palh have neither 
weapons nor pursos. The other has 1 bloody short sword clasped in his 
h•nd, and his purse contains 2GP, 7SP end 3CP. Each ptrty member has 



a 16% chanco of noticing something glinting 20 yatds norlh of tho bodJos, 
just off the path. This Is an open stat cago with a spring 1nached to the 
doOI. The doot wasteleaud by a candle butnlng through the ailing which 
held It fast. The bloodblrds we<e purpc>Sdy loft to delay purault, but the 
patly should flguco this out for themselves. 

~71 Kragluont Farm The pl1et1 .. ems strong</y qui•4 but clotar In­
spection wl1/ 11ve1/ tlult th/1 I• btceu .. those cattle, shc•p and chickens 
sW lh1r• have bun sens•l•ts/y slaughtered. fn tho farmylfd ft a doad 
and mutffatod bodgor with a f1r911odenrs foot clasped immovubly In Its 
jaws. T11cks f1)1JdO by cottfo, shup and what appear to b• VlfY largo 
rod1nu hDld from tho houso towa1ds the nearby stT11m whore they 
disappear. 
The farmhouse Ji.elf hos been ransackod, and nothing of valuo can bo 
found. II Is amply ephrt from the horribly mutilutod body of en aged 
gnome on lho atolre, ond a whimpering and very frightened gnomellng 
hldlng up a chlmnoy In an upstalre room. She was placed there by her 
mother and has aeon nothing, having heard only tho ranaacldng of the 
house. Her name ts froggu, and aha will Identify the body 11 that of hor 
grandf1thar Krag9I. · 

A81 Tho Broch Thi• old, ruined towe1 dates from be/011 tho Vedton 
occuparlon. A looso flag on Its floor reveals a passage to room 46 on Map 
O 10451 but It will be found only by searching and even gnomes and 
dwarves have only a 6% chanoo of locating it. 
The Cftll\llU oncountorod In this area wil vary with the timo of day as 
follows:· 
4am-8pm 

11pm-4tm 

Mklnlght·3am 

- 1% chance per hex entered of oncount11ing 1·2 Wiid 
Boar from 068. 
- 7'4 chance per hex onlorod of encountering the 
Beastm&ster (C37) and Bcastguards (0381 mounted on a 
gJent weasel (C38J. • 
- 16% chence per hex of encounlering 2·12 Rot Rldors 
(D211 on their mounts !OiGl. 
tr oncounlorod, there Is a 60% clulnco that Gorak [D261 
will be with them. 
- 20 9' chenca par hex entered ol encountering &-20 
guords from D20·27, C8· 16 or C42·60 out 
hundng/flshlng/lood·gatheltng/patrotling. 

A8o) laJr ond huntJng range of Giant Ants This colony consistl of a 
qu11n (AR·PM; HD·4; HP·24; AD·None; INC-O<d8f; MT·Nonel, 24 
soldier enta (AR·PM; HD·1+2; AD· l-4 + sdng for 2·811-4 If ttval; INC· 
Ord«; MT· 120'1 and 123 worima (AR·CM: HO·l; AD· 1·2; INC·Ordt1; 
MT· 120'1. Thara Is a 60% chance per hex enterod ol mooting 4-24 ants, 
90% of whom will bo workers, the 111st sokliere. Thara ls 1 26% chance 
that the ants wDI attack, otherwise they will igno1e tho party. 
The queen'• chamber (after C17al conailns 4 soldlers, 10 worktr1 and 9 
gems worth 10GP eoch. 

A9l lair a nd hunting range of a Gnashtell (AR·L; HD·4; HP· 17; 
AD·1·4/1·4 doubled from behind; tNC-E\oil, Chaos; MT·110'1 which thoro 
Js a 2% chance (4% Jn darkness) per hex of encounterlng. Due to Its 
stealth, howevar, there ls only a 60% chonce that any member of the par· 
1y will notice Jt. The lolr. e small dank cave whose antrenca la hJddon by 
folio go ha1 lofnt trocks loadlng to It which characters with bocking abltltlos 
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havo a 40% chance of following. Tht cavt contains a half-eaten goblln, a 
pRo of bones, (mainly gnome sued) and• locked chest. The chest Is ttap- · 
peel (saw against poison or 2· 12 damage) Ind conl8lns 273GP and a gold 
hlted dagger +6"'. Scattored amongst the bones are 76CP. 16SP, and a 
sa<d WOllh 26GP. 

A10l lair and hunting 111nge of e yo11n11 red Dzard IAR·PM; H0.6; 
HP-22; AD· 1-4/1-4/2·8 or fiery breath tor 2· 12; INC·Hungrv; MT·90' Jm­
muno to ftreJ who has drifted wutward1 alnce giving riso to tho tales of 
"lhe dragon that razed Farholmo". Thero Is a 10% chance per hex 
entered of encountering it. The cavern Jn which It lives contains a nest of 
dried bracken and a small pile of wealth [two 60GP gems, one 26GP, gem, 
376GP, and a Jade necklace worth 316GP). 

A111 Hunting rango'of 18 giant wood 1nta (AR·L&S; HO· I+ 1; HP· 
2,6,6,3,6,2,8,7,6,4,8,7,6,fi,6,8,3,2; AD· 1·4 plus 2 ocfd damage per round 
thereafter continuing for three rounds even aftlf romoval of mandibles 
unless w.shed off; INC-Evil, Chaos; MT·90'1 Thero ls a 16% chance per 
hex entered of meeting 2· 12. This area of scrub Is filled with f\Jngus 
covered fsUen trees, and at Its centte will be found the queen ant (AR·SM; 
HD·2+ 2; HP· 12; AD· 2·8 plus 4 per round thereafter; INC·Evtl; Chaos; 
MT·90'1 together with 1·6 othtt ants, 20 pupae, 18 larvao, 16 eggs (none 
of which can attack) and the fungus covered remains or 6 ant-sized (6' 
long) cages. Fot ovary two waek period In whlch tho ants are !aft alone 
their number wil lncrn.so by 4 and a randomly chosen hex of f0<est •dJa-
cont to them W11t becane despoiled. · 

A12l Lair and hunting range of 7 CIJff Uurdo [AR·SM; HD-2; HP· 
10,6, 10,3,7,9, 12; A0.1-4/1-411-10; INC-Hungry; MT-60'). There Jsa 10~ 
chance per hex entered that 2·4 will be encountered. These have recenUy 

· wandered Into the counly and aron't, yot known of In Sardkirk. 

A131 Hunting range of 19 wild dogs. Thoro ls a 10% chance per hex 
onterad that 3·18 will be encountered (AR·L&S; HD·1+1; HP· 
8,3,7,8,6,3,4,2,3,7,4,2,4,4,9,4,7,4,2; AO· 1-4; INC-Hungry; MT-140'1. 
The dogs observed the wood onts being brought here soma time ago by a 
IJIOUP of rnen, ona of whom talked to them and gave thom food In return 
for leaving them alone. They have lved to rue their cholca, however, and 
know at first hand the ant.9' lrrasclble nature. 

A141 Hunting range of 14 Rubrun1 IAR·CM; HD-1+1; HP· 
8,7,6,8,9,8,8,2,8,9,7,6,6,7; AD· 1·6; IN C.Voreclous; MHiO'I. Thera is a 
30% chance par hex entered \hat 2·6 will be encountered. ti loft atone for 
any dme their numbers Wtl increase to 14 + 2• Where n Is the number of 
weeks since the party arrivod at Sardklrk. For 1v1ry 4 extra rubruns, their 
hunting rangaw!U expand 1 hex in a random dlrecdon. Each time tho can­
tte hex Is entered there is• 20% chanoo that the cage in which they were 
brought tour -its ago wlU be found. 

A15l lair end plundering range of 12 bandit•, ol whom 6 are (CC­
Rghter; H0.1010; HP·7, 10,6,4,7,6; AO(Long Swor<.11· 1·8; INC-Chaos; 
MT· 100'1 wearing studded leather armour and carrying shields (AR-SM) 
and 3 are (CC-Fighter; HO·I010; HP·8,3, 10; AO(Horseman's mace!· 1·6; 
INC·Nona; MT·SO'I wearing scoto armour 1nd carrying shfelds (AR·CMI. 
There Is a 10% chance per hex of mooting 3· 12 of them during the hours 
of darkness. 
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The bandits are former cavaliymen, deserters from the a1my of Toxandria 
with whom Vedr• Is at war. Hearing thot lhoro weru fortunes to bo mado 
smuggling goods betweon tho warring smo• by the northern route, they 
mado their way up to tho wo$t bonk of the Rlvor Lorch. Before reaching 
!heir dostlnollon, howovor, 1hoy met up wilh o party of men-at-arms, 
whoso black shlolds boro 1ho dovlco of o yollow hand grosplng a ball of 
fire, end were Invited to enjoy the hopltollty of lhelr lord's castlo. Al tllo 
banquet hold in tholr honour thot ovonlng they oil bocamo far more drunk 
and looso-tonguod than usual, and told their offoblo host of their recent 
history and future purpose. 
Thoy awoko, bound and gagged, In an alrl•n wagon, and journoyed In 
1hls condldon for many days, both by land end by wator. Nino weeks ago 
they roached their present position In a druggod state (odminislorod in 
their food by tha guards) aod when thoy recovered their sensos lhoy found 
themselves In a cave with a concoolod entrenco. Thoy had no money, 
food or horses, but their arms and armour (oxcopt 1hoso obviously 
maglcall weto Intact. Thoy also found 1 l11t0< from 1holr host to the effect 
that ha was disgusted by their dlsloyelty end cowatdlce, but had given 
them the chance to tedeem themselves horolc1lly, by placing thGITI behind 
the Vedran army In enemy 1tnitory, Troval, their leader catries this leltet 
on his person. 
Food being tho flrsl priority, !hey launcl>od • night 1tt&Clc on the nearost 
settlement, tho small hamlet of Brans1ood IA32l, whe-. they found graln 
and a number of sheep, but unfor1una1oty no horsu. (He<ses are scatce 
in Slar$tone, es many have been requlslrionod for the Vcdran forces, and 
they setl et three dmes nomial prices). The woman of Branstud were 
made captive, though most of their menfolk diod in the raid, and thtough 
them tho bandi1$ found out their true location. 
Thay COVlted !heir tJacks well, however. and lhe cursory patrol which the 
Baron's M<ir>hal at Ristenbv finally mounted two cklys later at the ln­
sistonco of tho townspeop!o fo~od to locate thom. 
The bandit$' noxt foray, when Hwtonant Gudnar lod a party to the vilago 
of Oofgold, was not so successful. Two of !heir nurnber were killed and 
ono caplured by tho timely arrival of o soctlon of the casllo garrison. The 
caplured bandit returned the next night, however, having boen allowed to 
escape, wllh a curious olfor from Brinn, tho costcllan of Oolgold. 
Brinn's men woro to tfansport o shipment of gold from the dwarven mine 
10 Ristenby two nights lotor. In retum for holf tho takings, Brinn would 
ensuro that tho guards did not put up much resistance and woufd arrange 
for tho bandits to bo dlscro1ly supplied from tho nearby village of Verbury. 
After a slmilor arrangomont wllh another gold shipment seven weeks 
afterwards Brinn would supply thom wllh food and horsos and point them 
in the direction of whorover they wonted to go. 
Tho bandits s•ni back the 'escopoo' to conlirm that they agreed 10 1he 
terms and tho ambush of the llrsl gold shipment wont totally according to 
plan. Tho commander of tho ouord1 ordored his rnon to ro1reat almost Im­
mediately, ond tho bondlts lert half lho loot In a prodoslgnotcd hiding place 
nearby. 
The patrol which Brinn led 10 ••arch for lhom reportod lhat they mus/ 
have fled tho eree, end for tho next seven weeks the bandits lay low and 
were dlscreolly U1 oxponslvolyl supplied at reoulor lntO<Vals by Edward 
Wimble, a carter of Verbury. 
Tho second ambush, however, wos a shambles. Just H the bandits am· 
bushed the gold shipment a number of thorn foll Into unconsciousness, as 

did some of the guards, before they wote both ambushed by a number of 
dwerflike creatures. Many of tho bandits believe lhat !hay were dwarves, 
w0<klng in conjunction with Brinn, but It was difflcull 10 be sure In the 
darkness. Two dalm that a couple of hobbits were 1lso present, though 
thoy woro not seen by tho others. On this occasion, both tho guords and 
tho bandi1$ suffered casualites and subsequondy flod. 
When Treva! had tallied tho bandits, thoy returned to tho sc1n1 to llnd the 
gold gone. Thay did find a couple of unconscious guards (whom they 
took back 10 their laitl, and another who hod flod ond subscquontly rotuin· 
ed as they had done. He was sent back 10 Brinn with do1oilt of tho grisly 
fate awaiting the other guards and thetr captives from Brenstead should 
Brinn fail 10 prcwldo them with horses as ptomlsed Un addidon to their half 
of tho loot from the second shipment) within the week. This occurred two 
nighla before the party's anival In Oolgold. 
Tho bandits have a cache of 31 gold ba~ (WO<th 50 GP each) mo .. uring 
1 *" x 1" x 4". Each bar Is stamj>ed with tha crest of Baron Granek, a 
hawk wi1h a rabbit in Its talons. 
Their leader Is Treva! (Ago 27; AR·PM; CC-Flghtot; H0-4010; HP-31; 
AO(batt/e exe + 10%)-3-10; INC-None; MT· 110'1 who w"a" cltoinmofl 
+ 10% and hits at a further + 10% duo 10 his groat s1tong1h. Troval Is 
bravo, intelligent, a good tactician, though hot tompored. His reason f0< 
deserting was that he killed a favouted offlc:"' In a duel. His main olm in 
life now is to even the &COie with their last host, and ho scos loaving lhe 
area quietly as tho best way of doing this. 
His fioutonant Is Gudnar (Ago 25; AR·PM; CC·Flghler; HD·3010; HP-26; 
AO(longswordl· l-S; INC-Chaos; MT· 100'1 who wears cholnmall and car­
ries a shield + 5%. Gudnar Is e<uel, unlrustworthy, greedy, and jealous of 
Treval and his cquipmont. Ho wan1ed to toko o/l 1ho gold from lhe llrst 
shipment and leave tho area on foot. Now ha would like to burn Dolgold, 
s leal some horses and quit tho area, and Is supported by lhoso bondlt• of 
chaolic inclination. Troval ls agolnst this ond ho ond lho othcro oro holding 
him In check. They aro running low on supplies howevor, ond will soon 
hava 10 mount a raid 10 got some food, which could get out of hand If 
Gudnar has his way, 
Tho sergeant, Pellus (Age36; AA·CM&S; CC·Flghtor; H0·2010; HP-19; 
AO(Ho1Seman's mac• +6%1-2-7; INC·None; MT-90'1 hes long been a 
servant of Trevars family ond Is very loyal to him. 
Their captives consist of 5 women and 4 chlldton from Bronotcod (INC· 
Nonel, two men-at-arms frorn the Dolgold garrl.son (Human; Ago-23;26; 
IL-3; AR·N; CC-Nono; H0-1; HP-2,5; INC-Order; MT-120') and Glaston 
(Brinn's lieutenant) who was In charge of tho gold shipment (Hurnan: 
Age-28; ll-6; AR-N; CC·Flghter; HD-3010; HP-26; INC-Good, Chaos; 
MT-120'). Glaston knows of Brinn's predicament, (though tho mon·ot· 
arms don'tl but hasn't told anyone for fear of tho news gaiting to the 
village, and for this reason ho won't roadlly dlwlge anything to the party. 
Glaslon's arms and armour (chalnmeD, $hltld +6%, longswo1d +5'61 
and those of tho men·at-arms (scalemell, halberd, broadsword) llo In o 
heap at tho back of the cave. Their hands are bound. 

A16) Lair and hunting range of three glont snollt (AR·PM; H0-3; 
HP-14,6.15; AD- 3-18; INC-Chaos; MT-30') who hovo rOC<lntly wandcrod 
in from the mar>h and hovo yot to make thornsolvos known to the nearby 
village~ ol Verbury. There ls a 25% chance P<I< hex ente<ed of encounter· 
ing 1-3. 



A17) Lair and hunting range of 14 goatmen (AR·SM; H0·2+1; HP· 
16,13,10,10,13,8,10,8,14,13,14,11,11,14; AO· 2· 10 plus 10% chance of 
conlracting disease if hit; INC·EVil; 'MT-90'; immune to poison and 
disease). Thore ls a 25% chanco per hex entered of encountering 2·7 (at 
night only for thoso hexes adjacent to the river). These goat·headed 
humanoids aro also now arrivals to the area, and so far have only killed a 
few shoop. Once they were seen by a couple of villagers but becauso of 
tho darkness w~re mistaken for members of the village's druldlc communi­
ty. They speak only thel< own gmnting animal language, but tt spoken to 
by magical means the<o Is a 50% chance that thoy will revool that' they 
we1e led hero by from the Northern Wasta by five mon, one of whom 
could talk to them, who promised to find them a human village to 1avage. 
These men were the animal settlers of tha Embsrtrccs scenario (WD34), 
and will appear again in Rlstenby town. 

A181 'Hunting range shared by 4 giant otte<s (7% chanco per hox 
entered of encountering 1·4) and sovcn giant eels (70% chanco per hox 
entered of oncountecing 1-4, but only if in water and moro than 50' feet 
away from the shore,. If both are encountered, combat between them 
will ensue. 
al lair of tho onces. Thare are two adults (AR·CM; HD·6; HP-20,24; AO· 
3· 18; INC-Playful; MT!ln water)-170'1 and two cubs (AR·SM; H0-2; HP· 
8, 13; AO· 2-8; INC-Playful; MT· 140'). Their polls a re worth 620GP, 
744GP, 248GP, and 403GP respectivoly, but they are regarded as holy by 
the druidic community of Dolgold and thus enjoy their protection and that 
of the castollan: the penalty for harming them (if caughtl will be an 
unpleasant death, probably at a druidic setvico of atonement If only 1 ot· 
ler is encountorod, it will be one of tho adults. They will not attack unless 
threatened, but if more than ono Is encountered there is a 20% chance per 
boat ( +40% if fish are aboardl that they will ove11urn it in play. Should 
tho cols then be encounte<ed there is a 60% chance that this will bo after 
the otters havo wandered off to play otsowhero. 
b) At this spot four la19e banols will be found concealed In tho brush, 
one of which has "1.Sowerbutt, Rlstenby" burned into tho lid. The eels 
aro newcomers.to Oolgofd Lake, and wero carriod in seven of these. Tho 
onors used three others to play with, two of which sank whilst one floa ted 
to the lakeside near the villago. Tho animal sottlers mads the mistake of 
bringing cols of only one sox, so their numbers will not increase. The eels 
a<e responsible for tho reduced catches of the Dolgold fishermen. Tho 
seven giant eols aro (AR·SM; H0-4; HP-13,21,21, 16, 24, 12, 12; AD· 3-12; 
INC-Hungry; MT-100'1. 

A19) Hunting 'range of 2 cockatrices (AR·SM; HD·5; HP-16, 19; 
AD+3 plus turn to stone; INC-Hungry; MT·(ground)·SO'lfllght).150') 
who will only lash with their tails (for possible petrilicationl if they sustain 
damage themselves. Thoy were placed hero by Nordogal (see Map J) to 
allay suspicion of the <eal reason why somo of the villagers had been turn· 
ed to stono hhore are she petrified figures scattered around lhis 8{ea in 
groups of 2, 1 and 3) but as yet no one has been able to tako nows of them 
to tho vilrage. Tho area Is shunned by the villagers, howovor, as two of tho 
stone figures wc10 located. Thero is a 35% chance per hex entered of on· 
countering 1·2. 

A201 Lair of Forgan, a young giant (AR·C&S; H0·6D8+ I; HP-28; AO· 
2·12; INC-Evil, Chaos; MT· 110'1 whoso recent history Is the same as tho 
goatmen (A 171. All tho people of tho nea<by vilage of Ganby know so far, 
however, Is that one or two domestic animals have wandered off, and 
what could havo been large human footprints were found nearby. Ho has 
yot to attack the villagers themselves. His lair (a roughly built brackon 
lcan·to) contains a skin bag with 60CP, 140SP and 32GP inside it. 

A21l Hamlet of Cragley The population numbs1s 37 ond is made up of 
shcphc1ds and hunto1s in the main, though thero ls a /lttle arable farming. 
The Inhabitants aro of pra-Vedran stock and have close links with tho 
druldic community of Dolgold and ttto Barborians to the NE (off tho Map). 
Not being of any strategic value, tho hamlet escaped tho imposition of a 
feudal organisation (unliko Oolgoldl and Instead has an olected elder. At 
the moment this is Oa1kfcrn !Human; Age 52; Wealth-8/432/288; IL-4; 
AR·L&S; CC-Druid; H0-2; HP·14; AO(staffl· 1·6; INC-Nono; MT· l10') 
whoso son was studying under Coltsfoot of Dolgold. 

A22t Prando's Hobbit hole A green circular door ls set lnto tho 
hillside, on to the left of which i s e row of four, equally spaced, circular 
windows. (Seo Map JI. 
If Nordogai Is looking for frosh victims lsee Oolgold village ovonts table! 
then during the houts of darkness there will be a 6% chanco per hex 
entered of oncounterlng him (see key to Map J) and 108+ 3 t1011!n9s (seo 
key to Mop Kl. 

A231 The Holy Stones A seemingly random grouping of standing 
stonBs 2"3~' high are scattered in o roughly cl1cular cltiJ1fng In tho 
woods. Five fa1ily fresh holos can be sec in tho ores (each bio enough to 
accomodate one of the stonesl. This area Is used as a tomple by the 
d1uidic community of Dolgold, though its true significance has been 
forgotten. The stones radiato magic, as do&s tho patch of ground in tho 
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midst of them. Digging at this spot will reveal an ancient amulet of a typo 
given to all Oolgar's human followers. When worn, the tfDllings will undc1 
no circumstancos harm the wearer. It also has tha effect of nullifying the 
toloports a t (A271. The 21 stones aro vaguely humanoid In shapo, a nd are 
in fact the petrified remnants of Oolgar's t<lbe of trollings, (though six of 
tho stones ere now dwatvesl. For fur1her detail seo (Gl) and Map J . 

A241 Oolgold Quauy Tha cliff foc• hos been extensively worked ove1 
the years and woaden plotfotms stand against l(, soma beanflg pu/lsys. 
An empty cottogo is situorod 20 yards from the workings (by rl1e road 
leading to it), 
A pile of stones at the NE sido of tho quarry conceals the entrance .to tho 
trollings lair. (s•e Map K). • 

A26) The Dwatven Minos The path leads to o large Iron portal 10' 
high. Arrow slits can be seen in tho rock at each side of the door. (sco 
Map f). 

A26) Oolgold VIiiage (see Map G). 

A27) The Ru)n A group of IClmbfedown stone buildings stonds some 50 
yords east of tho road, around which, for 11 dlstonco of 20 yards, tho 
ground Is wild and untended. From the lush c1ops growing beyond this, 
however, it csn bs seen that the land is very fertile. 
These buildings were the slave qua11ers when Oolgar ruled the area, and 
aro shunned by tho villagers as they are rumoured to be haunted. These 
rumours are not without roundalion, for because of the intense pain, suf­
fering and numerous deaths whfch occured here, the area is subject to a 
number of disturbing effects. For every hour spent In tho ruins there Is:· 

(i) A 26% cumulative chance that stones (ono per moleo round) will fly at 
e randomly chosen member of the party as if thrown by an unseen hand. 
The stones have a 30% chance of hitting (regardless of a1mour) for 1-3 
points of damago, 
(II) A 40% c11mulative chance that tho par1y will see a 'Vision of tho past' 
- Dolg3r'S slaves being generelly maltreaterl and tortured by tho guards 
- complete with sound effocts (during the hours of darknoss there Is a 
10% chanco that this will be noted even if only passing along the roadl. 
(fill If 011 occurs whilst a party Is actually in tho ruins there is a 60% 
chance that 1·3 party members will see a slave gradually take their own 
shape. Theso apparitions wiU come to havo oxactly tho same 
characteristics and accoutrcmonts as the characters thoy rosembto. They 
will bogin to attack their look·alikes (hinlng at -16%1 when completely 
formed. They are totally immune !O any form of magic and each can only 
bo hit by tho character It is a ttacking - characters not affected will not 
even bo able to seo thorn. 
If tho apparition Is " killed" by the character, any domago taken by the 
character will instantly disappear. If tho character Is killed, however. he 
will fall into a coma for 30 minutes, after which he will wake up as a com· 
pletely different beginning character In the same body (which entails 
throwing up now characteristics). He will, howovor, know tho pro· 
Abginell history of the place (but not of tho undorground passagosl. This 
Is what happened to Hugo Waltors five years ago (see G2). 
For every hour spent searching the ruins there is a 25% cumulativo chanco 
that a moveable flag will be found in tho comer of ono of tho buildings. If 
raised, this wlll revoal a stono spiral staircase leading to a stone passage, il­
lustrated below. 

1 and 2 a<e identlcal 100' long sections of passago which act as teleports 
when activatod by a perSon walking along their comploto longth. 
Parties c:rossing from a to b will remain in tho same section, but will be fac· 
Ing the opposite way (towards a}. If tho party are 81essed, ho-.ever, they 
will be teleported to a point just west of section 2, walking towards tho 
staircase. Parties crossing from b to a will be tc!eported to.a point Just 
west of section 2, walking towards the stafrcaso. 
Parties crossing from c to d or from d to c will be tolcportcd to section I 
walkfng towards a. 
Each party has a porcontogo chance of noticing the teleportatlon equal to 
the intelligence of Its most lntolllgent member. 
A point X the remains of a body wlll be found, which seem to have been 
the<o 30 years. Scratched on tho wall obovo it are the words "81essed are 
they who escapo this placo''. Thero Is a 50% cumulative chanco that a 
party will notice this Inscription when they aro in this area. 
A28) Oolgold Mill Walt Thumbgold leases the watermill from the 
manor. and lives hero with his second wife Edna, his son J ohn and 
daughter-in-law Jennifer. Walt (Age 46; Wealth-48/3584/2656; IL-6; AR· 
L; H0-608; HP·22; AD(Swordl· 1-8; INC·01der; MT· 110'1 Is deceitful and 
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rumoured to cheat his eustomets by giving them short measures. Ho is In- · 
torostod to so.e how Roderick (G51 I fa ros with his political ambitions, but 
is basically loyal to Brinn ("bettor tho devil you know"I. Edna (Age 38; 
HP·5; INC-Chaos; MT·100'1 married him for his money, but soon found 
that very little of it came her way. She is intfovcr1cd and insensitjvo and 
has begun to rue tho day. John <Age 27; Wcallh· 16/33717.25; IL-5; AR·L; 
H0-208; HP·8; AO(Whip)-1-6; INC-Order; MT· 130'1 is humorous, very In· 
telligent, and studious. He kocps the mlll accounts and carts their own 
flour to Ristcnby fo1 sale, which gives him the chance both to indulge in 
his passion for !earning and get a\·1ay rrom his wife for a while. He was 
railroaded Into tho marriage by his father as she had a handsome dowry. 
Jennifer (Ago 27; HP·l; INC·Ordor; MT-100'1 is lazy, hostile and dour. 
They have no childten. 
A291 Oolgold Shepherd's Homestead Michael the Shepherd lives here 
with his son Wulf, his daughter-in·law Hilda, and their four children. They 
tend the sheep of the manor, tho villagers, and a few of 1heir own. Michael 
(Ago 60; Wcalth·5/227/ 151; IL·3; HD-3; HP·l 1; AO(Spoarl· 1-6; INC· 
Good, Order; MT·lOO', is proud of his work, loyal to Brinn, and over ready 
to help those in need. He detests thieves, however, and is c.1utaln that 6 
days ago he saw somo of the druidic community of Ootgold rustling 
sheep, though he failed to catch them. Somo sheop wero also stolen 17 
days ago. His son Wulf (Ago 33; Woalth·7/170/113; IL·4; H0-2; HP·l3; 
AO(Spoarl· 1·8; INC-Good; MT· 140'1 ls blustering, fussy and suspicious. 
A fow days ago ho was in the Sir Tristram discussing tho recent sheep 
stealing when unknown to him, Baldcrag (see Map JI couldn't resist sllpp· 
ing him a potion which causes lycanthropy, becauso of his name. The 
next full moon Is 8 days away at which point Wulf wiU become a werewolf 
during the night and attack his family (06, 1·21 or the villago 14·61. Ho will 
have no recollection of this the next day. His wifo Hilda (Ago 33; HP·4; 
INC-Good, Order; MT· 110'1 ls proud, well spoken, and has a great love of 
nature. Thoy havo a son aged 8 and daughters aged 13, 9 and 7. 
Also in the house are three sheep dogs (AR·L; HD· 108+2; HP·9,7,4; AO· 
2-5; MT·160') who will fight to defend both tho family and the sheep. 
A30) Tho Vlllago of Verbury {population 206). The villagelS are main· 
/y sroble farmers, though soma shcop aro kept In tho hills. 
Tho occupant of tho manor houso is Sir Roland Verrell {Human; Age 31; 
Wealth· 186/9140/6093; IL-8; AR·FP&S; CC·Flghtor; H0·5010; HP·2g; 
AOIF/aming Longsword +5%1· 2.g; INC·Good; MT·90') who lives here 
with his mother, wife, ti.vo sons, aged 6 & 4, five men-at-arms and a 
se,geant. His armour Is P/,1tcmail +5%. 
Str Roland, a forceful yet sensitivo man who does all ho can for the 
villagers was present at tho battle In the wildernoss soven years ago, but 
managed to light his way to safety. His father, who was granted the area 
by Riston a nd founded the village, was not so fortunate. He and his wife 
aro groat friends of Oulcinoa, Brinn's wife, and are disturbed that they 
havon' t seen her for somo wcoks. 
Also in tho vlllago lives Edward Wimble tho carter !Human; Ago 3g; 
Woalth-20/685/816; IL·5; AR·L; CC·Nono; H0-306; HP-14; AO(Whlpl·l · 
6; INC-Chaos; MT·120') a greedy, unscrupulous individual who has been 
making monoy hand over fist for the past sovon weeks by supplying the 
bandits IA 161. 450GP o f his accumulated wealth is in tho form of 9 gold 
bars. His new found wealth has excited the envy of some of the villagers, 
though they don't know its soureo. At present ha is in a quandry, as ho 
hes been told by an associato of Brinn to stop supplying the bandits but 
since they now know him by sight, they stop him on his way m Rfstenby 
as usual lhe doesn't know where their lair Is). . 
. Tho inclination of the rest of tho villa9ors is mostly towards good, as is 

. '"-'%'1'\\t..''\\ 
·~~"~'"~ 
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Introduction. 
Two days after your unfortunote encounter with ths RistBnby authotit!Bs, 
you 1ecelYe a message from Perkin Waldun for Tomkin Knott if Perkin 
didn't survive Longbottom Down/ asking you to mest him at tho "Con· 
que1ed Bear0 Inn, where he has resetved a room. 
After commiserating with them over their recent losses, he outlines the re. 
cent history of the Counly (the last 3 paragraphs of Bumbleby's account) 
and adds tho following:· 

"It Is a montll sines ths rewards werB oHeted but they have achiBved 
nothing. In fact tlley have been counter p1oductive, 11s nwny members 
of tho Shitemoot fse/ th•t the matte1 ls closed and are complacently lg· 
noting ths dange"' which face tho County. Theto Is ons group of 
leading citizens, howsver, who are very dlstu1bed about the 1ecent 
course of evonts ond hava deteunlned to try and do something about it. 
ThB plan to hiro a group of advsnture1s which was put lotwatd at ths 

lost Shircmoot seamed to hold out tho best hops of success, but th11 
points about worsenlng telorions with the Baron and his undetlings 
were valid ones, /n spite of thelr source. If a seemingly ~'Independent" 
g1oup of adventu1e1s we10 to takB on the task, however, without tho 
officio/ sanction of the Shiremoot, these problems wouldn't a11Se. 
Also, they would not be hsmpe1ed by tho proc1astination of certain 
Mootmen. 
These gentlemen, the1ofo10, havo dec/dcd to ptov/do l/nancial backing 
fo1 a Gulld of Ma1chant Adventurers In Ristenby. Guildmembers will 
have thelr bsslc food snd board p•id fo1 f1om guild funds, both whilst 
adventutlng and wh11st in Rlstenby Town, where the empty 1es/donce 
of Ws/te1 Hensley will bs leased for the purpose. Tho seNices of 
leeches will bs provided for those gu/ldmembers wounded whr7st on 
guUd business, and those whose wounds prevent further adventuring 
will 1ec•ive a small but adequate pension of J()()()SP pet year. Interest 
fre11 loans for tho pu1chase of nec.essaty equ1'pmcnt not exceeding 
300GP w171 be mode avai/sb/s to nsw guild membet•, who will also, 
n•turally, bo freo from tolls of ths kind you hovo /ust experlsnced, both 
In Ristonby and Starston Brldgo. In roturn, one fifth of trossurtJ gai'ned 
ftom adventures must bo paid into gw1d funds. 
The gentlemen In question fwho for obvious reasons wfsh to 1omain an­
nonymous/, having heard of your bravery at {Longbottom and/01 
Embert1eos/ Ravo asked ma to offer you tho opportunity to become ths 
guild's founder members. If you 010 ag1ccablo ths Gw7d of Merchant 
Adventurers Wl71 be lnougu1ated at an eme1gency mooting ol thB Mot· 
chant Gw1d thls evcnlng - the invitations to those who might object to 
this will srtive late. I myself will b• designated Gulldmoster - lt Is 
~?mpu/sory for thls post to ba occupi•d by• bu1gess of the town -
and my duties will be to collect informotlon and smooth the way with 
the County authorities, leaving you free to gst on wlth the reul work." 

When any questions or objections have bcon answered and articles o( 
membership signed, ho will continue:· 

"The most pressing dtngers at thi$ time seem to be ccntBtBd upon 
the Gnomic Villsgs of Sardklrk, 8 miles to ths wost of hers. A month 
ago William Bsmst, a cartel of RJstenby who was taking a lo•d of pig· 
iron to some Sardklrk 111mouro1s, vani'shed togother with hi's goods and 
apprentice. I havo just lsarncd that ths somo fate hos bsfallcn a group 
of Gnomic pilgrims on tlteit way to ths shtlne of Ker/l's Axe, a divine 
gnomic weapon said to bs budcd on the Island thsto. I suggest that 
you p1ocead to ths vlllago at first llght tomo11ow as lt is possible that 

Village Background. 
The village was founded during the t•ign of Ryf(ar Ill after It was shown 
to bo tho site of a tegencary duel between 1he Gnomic god Kerli end 
Golaro a goblin daity. According to the Gnomic legend, Kcrll tripped his 
advarsary and clovo his skull with his doublo·haaded axe. Such was the 
force of this blow that the axe-head rebounded and claft a vallay in tho 
hilts. Kerli loft the axe-head whcro it lay, covorod with eanh, and 
dedlcated the mound to tho Gnomic race forever. As time passed, tho 
crater made by the axe-head and Kerli's labours filled with water, ind tho 
mound became an Island. 
When the first Gnomos arrived and bogan quarrying stone tor a tempfe In 
tha nearby hills, thoy foond Iha rocks to contain Sard, and so dug a mine 
which they call "Kerlrs Gift" . A village grew up around the mlno and t•m· 
plo to cater for the increasing number of pilgrims who began to visit tho 
shrioo of "Kerli's axe". Tho village was colloquially known as Sardkirk, 
however, as the stenos with which the temple was built were embedded 
with chips of sard. 
When Oaretta tho Fair usurped control of the Earldom, tho Gnomes 
resisted for a timo. Their strength was not great enough to hold out for 
long, howover, and it was decided to flee to the south, with all tho 
dangers this entailed, rather than stay and be killed or made slaves. Tho 
refugees were badly mauled as they made their escape. Many died, and 
most of toolr former wealth was lost. 
Tho Gnomic contingont of Risten's victorious army fourteen years later 
was largely made up of the former residents of Sardkirk. Tho temple had 
been desecrated when they returned, and the villaga despoiled. but tlley 
soon sot to work In tebuilding both, and though it has not yet reached its 
former size. the vil1age has since prospered. 
The returning Gnomes vowed never again to leave, and to this end they 
fortilied the mine entrance, and have since kepi the mine well stocked 
wlthsupplles In case of emergency. They also elected Bard! Gerlisson (ss 
condson of Ge11i, who vaUantly led them on tho march south and died asa 
resulU as Gnomowalda to command them In timo of danger. A contingent 
of gnomic fighters has since been summoned to fight for Vedra. 

VIiiage Events 
Thursday and Monday - Marko! Day In Rlst.enby. 1·2 cartors (84) and 
1·2 members of 2·5 households attend. Also, the carter from Emberttees 
and 1·8 viUagers (1-35 on Mondays) pass through on their way thero and 
back. 
Monday, WednBSday and Saturday - Rellgioos ceremonies at the templa 
(88); visiting pllgrirns attend at least one of these. 
Sunday - Dancing and merrymaking to celebrate tho end of the week's 
work. 
Monday - 2-8 male gnomes trained in weapons for two hours by Sardi 
(89). 
It Is July. The farmers are collecting flax to be dried and spun, in addition 
to weeding the fields In preparation for the harvast In August. 
Daily Events: 

Each day throw 1D10. 1·4 • I evofll; 5-7 • 2 events; 8·9 ; 3 evsnts; 
0 ; 4 events f1om ovonts table. /tis suggested that events are worksd out 
well In advanco, for warning might be given for some of thsm. 
Dally Events Table. 
(D20J the sams g1oup of bandits who kidn•ppod the Hensley fomlly might be 

behind thcso disappearances. 1 Dead fish seen in the lake. 
Villogor falls 111. I have here a lotter for Jaen' Metlisson, landlord of ths "Pilgrim's RestJ' 2 

at Sa1dk1ik, lnst1ucting hlm to chstgo any basic living expenses you In· 3·4 
curr to mo, and to give you what further aid he can. " 

It is suggested that upon ontoring Aistenby fOf' the first tlrno, either from 
Longbottom or Embortrcos (which appeared In White Dwalf 34 and 
should ideally precede Sardkirk) an encountor occurs between player 
characters and lho town authorities, who will want a complete Inventory 
of their wealth (searching them if necBSsary), Each character will bo 
charged 30% of this sum for the repair of the town walls, pavomont and 
bridge, In addition to a special tax of 60% loviod by tho Baron on 
foreigners visiting the tO\vn for purposes other than uade, the latter being 
fnuoduced since tho last meeting of tho Shiremoot four weeks ago. Those 
NPCs carrying this out will bo powerful enough to deal with any trooble 
bloodlessly. 
This measuro will mako tho abova offer very attractlvo indeed, which will 
in torn savo tho characters from spending a lot a time "in search of adven· 
ture" during these first scenarios. 
All ususal non-magical adventuring equipment is Unmediately available in 
Ristenby, except for riding animals, full plate, platemail, banded mall or 
chalnmail armour. Tho latter three items can be ordered however ~cash fn 
advance) and will take 6· 14 weeks to be made. Aiding animals cost three 
t.lmes normal prices, war steeds ten tlmos, and tako 2·5 weoks to obtain. 
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6-7 

8·20 

Vorlu and/or Vurdl 1810,851 attempt to rob guost at "Piigrim's 
Ros(' (oqual chance for pa11V members), 
Somo livestock disappears from outlying farm (A3·61 due to 
wolvos. 
Special Event (Throw D12J 
1 Vorlu (6101 tries out her brazier (seo B3Honco only) 
2 Jeggi (83) encourages tardy dobtor to pay up (once only) 
3 Jeggi (B31 cures Urdl Urdisson (8131 of his blindness 1onco 

only) 
4 Verlu (810) odds to Figgi's paranoia 1 .. e 8141 
6-6 Yerli Seggisson tells pilgrim of Jeggi's axe (see 63&812). 

If any of tho player characters have GOO+ GP there Is a 
chance they will be approached (on their own). Choose 
tho ono most likely 10 fall for the tale (ramembsring that 
Jeggi will hypnotise them anyway). 

7-9 Monster from A 12· 14 visits nearest occupied habitation 
(throw 06), 1 • seen only; 2·4 = attacks livestock 
(4-sean in tho actl; 5-6 • attacks human/gnome. 

10· 11 Vlsitor(sJ fail to arrivo (kidnapped by inhabitants of ABI 
12 Inhabitants of AB mount night raid on one of outlying 

farms (A3·5J similar to that carried out on A7. 
Visitor arrives at village (see visitors table). 



Visistors Tablo. 
(0100) 
1·2 SobasUan Saltor (Human; Ago 45; Weallh·2417861524; 1L·5; AR·L; 

CC-Nono; H0-3; HP·13; AO(Lon9 sword)· 1·8; INC·Order; MT· 
90'), a salt trader from Ristenby, and his apprantico (AR·L; HP·8; 
AO!Cudgell· 1·6). 

3·5 Rogor Furnier !Human; Age 26; Wealth-20/140193; IL-6; AR·L; 
CC·None; H0·1; HP·6; AO!Oeggerl· 1-4; INC-Good, Order; 
MT· 110'1 who has taken over the delivery of pig Iron to tho 
Treglssons (B2l and sliver & pewter 10 Jeggi (B3l from Will Barnet, 
Ho insis ts on being accompanied by two men·at·arms (AR·CM; 

H0· 1; HP-8,8 AO(Crossbow)· 1·4, (Long sword)· 1·6; INC-Order; 
MT-90') as ho has just finished paying for his cart and team. 

6-8 Roger Furnier (as abovo) dclivoring candles and oils to the villago. 
9· 19 Pedlar. Franklyn Oustyfoot, sells beads, ribbons, pins, knives, 

bangles etc. !IL-3; AR·N; HP-5;). 
20·30 Pedlar. Pe1cy Penner, sells pots, paus, wooden ustensils, clothes 

pags etc. lll-3; AR-l; HP-7), 
31-46 3·18 Gnomic pllgrtms (stay In the vfllago about 3 days). 
47·52 John tho Journeyman Smith of Ristonby. Monds metal im­

plements and 1akes commissions for larger works. (Human; Age 
27; Wealth-1612261160; IL-5; AR·L; CC-None; H0-1010; HP-10; 
AD!Hommerl· 1·4+3 for strength; INC-Order; MT-100') . 

53-58 Julos Cordony of Spoylesham, cobbler. Mands boots and shoes 
and makes them to order. Ho also monds other loather items and 
both supplies tho Tregissons with leather and helps them with their 
leather-working. (Human; Ago 54; Wealth-1719721648; IL-5; AR· 
L; CC-None; HD·3010; HP-18; AO(Hammer)· 2-5; INC-Good, 
Order; MT-70'). . 

69·64 Simon the Tailor of Rlstonby. Mends clothes and takes orders for 
them. Also does some trade In cloth, twin•, noodles and shirts, 
(Human; Age36; Weafth·111234l156; 1L·4; AR·N; HD·2D6; HP·8; 
AD(Oaggerl· 1·4; INC-Good, Ordor; MT·120'). Ho travels with his 
son, Henry, who is also his apprentice (Ago 16; AR·N; HP-6). 

65·67 Wart, the apprentice of the Emba11Iees carpenter. He mends 
wooden items and takes orders for his master Turnon. 

68·70 2·8 beggars (HD· II seeking alms from the temple. 
71·75 1·3 customers for tho Treglssons (B2). 
76-94 1·5 gnomes from outlying farms IA3·5). 
95.97 Merchant (Throw 106) 

1·2 Coma to bring glazes for and buy pots from Burdi IB 1). 
Has (106 x IOOlGP and guarded by 104 mon·•t·arms. 

3·4 Come to buy gems from minors and Jandl (B6). Hos (206 
x 100)GP and guarded by 204+2 m•n·at·arms. 

S.6 Como to buy Jewellry from Jandl. Has (404 x lOO)GP and 
guarded by 204 + 2 men·at·arms. 

98-00 Special - Throw 106. Each occurs only once. 
1 A "friend" of Chergl Gundlsson (B7q) trying to find him 

2 

3 

4 
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and determine how his job wont. (Assassin; H0-606; 
HP-21; Dagger + 10%). 
A disappointed customer faxe buyer) of Jeggi's (Gnomic 
fighter; HD·4010; HP·26). 
1·2 relations of visitors who havo disappeared (Gnomic 
pilgrims or thoso kidnapped later - soo events tablo). 
1·3 thieves !HD·3D6l who will stop over 1·2 days in the 
hope of skinning a few villagers/pilgrims/merchants. 
They will say that they arc w·aitin9 to see one of the 
merchants (soo above) whom they have been told will 
be visiting shortly. 
Oarro Burgess !Human; Ago 21; Wealth· 13/65143; IL·4; 
AR-CM; CC· Thief; HD·lDS; HP·4; AD(Daggerl· 1·4 (x2 
from behind); INC·None; MT· 130') tho thatcher from 
Embertroos. He will come to the village every day (ex· 
copt Monday) for two weeks whilst he repairs tho 1oof 
of tho "Pilgrim's Rosr'. 
2-5 members of the Sardkirk contingent fighting In th• 
Vedra war. who aro on leave for 2 weeks fsee village 
key). There Is a 30% chance per member who doesn't 
return that he has been killed In tho fighting. 

Village Notes. 
Gnomic names have three endings:· ~i for males, ·u for unmarried females 
and ·a fot mauied females. Second names aro taken fcom the father rn all . 
cases, though married females take that of their husband. 
Unless otherwise stated, all malo gnomes have rlngmail or studded leather 
armour and shields (AR-SM) and short swords (AO· 1·6) avoilablo, whilst 
female gnomes generally unarmed and unarmoured !AR·Nl. This lneludos 
those at A3-A5. 
All Inhabitants of Sardklrk are gnomes, but their ogos are given in human 
equivalents to aid role playing by the GM - their lruo ages will bo about 
five times thoso figures. Thoy develop moro slowly than humans 
(probably moro by choice than by nature) with childhood lasting cor­
respondingly longor. 
They a10 somewhat suspicious of "bigfolk". and do not readily givo out in· 
formation about follow gnomes fospecially thoso with adventuring skills) 

except to aid gnomic causes or to provon ftiends. 
The villagers know about the giant ants (but not those at IA 11)), which is 
why thoy stay away from tho Broch area !A8l. They don't trouble the 
vfllage, so they leave them alone. Tho complex beneath the Broch was 
found to bo ompty whon the gnomes returned, though th• search was 
cun;ory and incomplete (only areas C1· 16l as some tunnels wol9 blocked 
and others found to be unsafe. This is another reason why they havo been 
protty woll )gnored sinco thon. 
When tho pany arrives at tho "Pilgrim's Rest" around funchtimo, Jaeri will 
tell them:· 

"At first I thought you were Nacri Krogglson and 1he pigs ho promis­
ed to bring flrst thing this morning {no offoncs meant}. Wonder where 
lho bugger's got to? Rurdi (A3J, Rseri (813), and Bsrli (861 lhres 
vi/logo lads, got so tired of wsiting for theirs that thsy wsnt to fstch hfm 
but they haven't got bock yel oilhsr. Thsy must be jswing over some 
of old Kftlgl's home brow with rho pilgrim Nseri was boozing with In 
hors lost night. He managed to set off tJt first light 1hough, so Naeri's 
no oxcusB. Ssld hs wanted to look at tho Broch for soms reason, 
though I can't think why - sosmsd a bit shifty to me. Now, what can I 
do for you genrs? 

If askod, ho will also tell them:· 
- A relation of tho missing pilgrims came looking for them last week 
and is staying at the Inn. (Room of 
- About tho Broch tunnols (see abovo, bul he'll say they wore searched 
thoroughly) and tho ants fA8a). 
- The outlying farms havo lost a few anlmals recently (sea Map A), pro· 
bably duo to wolves. 
- If they'ra staying at the Inn, to watch their valuables, as guests have 
bean losing things occasionaUy of late. 
Things which tho party may find out {If they ask) after a couple of drinks 
!either from Jaeri or tho other villagers) lnclud&:· 
- Doad fish havo been found floating on the lake e<:casionally during 
tho past couplo of months. 
- A number of villagers havo boon taken Ill recently, especially tho 
Kregissons (A7) though strangely, thoso living at !A3·A5) have not been 
affected. Each player character has a 2% cumulative chance per day 
spent at the village of contracting a stomach disoaso. This will lower con· 
tribut!on by l (6%) per day until cured, and lost constitution will roturn at 
a rato of 2 (11%1 per day !see C39). 
- 23 years ago a human ffghtor, the son of one of Rlsten's volunteers, 
went exploring the Broch tunnels with two sons of Oreggi Oroggisson 
1810). Nono returned. 
- A couple of years a fter this two of the human's brothers came to the 
village searching for him. Thoy nover returned to Sardklrk, but whothor 
thoy found their brother or not Is unknown. • 
- Vurda's husband (85) and two of her sons wont hunting in the Broch 
area In the year that Sardkirk was rofounded. It is thought that they wont 
to seo if tho ants had any treasure, but if they found out the ants must 
have kitled them, for nOne came back to toll tho talo. 
- Items from the background above. 
- The tale of Vurdl "the dragonslayer" is a popular one, though it is 
grudgingly admitted that he has been a very successful hunter since his 
return. 
- A red glow has been seen occasionally at night in the Broch area over 
the past 3 or 4 weeks. It is rumoured that tho dragon that ra~ed Farholmo 
has settled In tho vicinity. 

VIiiage Encounters. 
Throw 1010 then 1020 to determine typo of encounter. There·is a 10% 
chance that visitor Isl will bo Involved, and a 15% chance that people frorn 
the ouUying farms will bo encountered, otherwise choose villagerfsl 
(81-14). 
010 
1-2 Party momber(s) approached:· 

1·3 Offer of work; 4 Mistaken identity; 5 Amourously; 6·7 Oller of 
lodging; 8·9 For favour; 10-11 Offered help; 12· 14 Offored 
somothing for sale; 16·16 Told false rumour; 17 Told true rumour; 
18 Wrongly accused; 19 J ustly accused; 20 Robbed. 

3·5 Enquiry made of party members:· 
1-7 General news; 8-10 Lost person; 11-13 Lost things; 14·16 
General Background; 16 Lost animal; 17-20 Length of stay or inten­
tions. 

6·8 Party observe:· 
1·3 Suspicious behaviour; 4-7 Argument; 8 Thoft; 9·11 Bargain 
Struck; 12· 14 Unruly anirnal; 16· 16 Drunk; 17· 18 Accident; 19·20 
Breakage of something or effects of. 

9-10 Party overhear:· 
1·4 Falso information; 5· 14 Previously unkown common 
knowledge; 16· 17 False accusation; 18-19 Trua accusation !of 
villager); 20 Plot. 

As with daily events, it is suggested that tho details of village encounters 
be worked out fully before play begins. 
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81) Home of Burdi th• Pottor Burdi lives her with his daughter Burda. 
her husband Oerll, and their son and daughter Breggi and Ourly. Thu 
whole family are involved fn potting to some extent, and their Serdware 
pots are widely known amongst gnomes. They dig clay by the lake and do 
their potting and firing in a large front room fn the burroi.·J. They are also 
involved in fa rming the village lields. 
Burdi (Ago 89; Wealth·11/688/392; IL-4; CC·None; H0·3; HP-16; lNC­
Good, Order; MTt40'1 is tho brother of Vurde's dead husband (85) and 
Jeggi (B3), and is interested in magic oven though ho wasn't bright 
enough to study it. Although very religious he sees this as a matter for 
personal choico end Is very ovon tempered. Ho particularty likes dwarves. 
His daughter Burde (Age 61; HP·4; INC·Good, Order; MT-50'1 Is 
diplomatic, receptlvo, and very good at se!llng the pots to visiting piJgr'ims. 
Sho is cautious with strangers, however, and jealO\JS of Derli's roving oye. 
Oerll (Age 64; Wealth·16/1168/722; IL·S; CC-None; HD·3; HP·10; INC· 
Good; MT-50'1 is easy going, dandyishly dressed, and lusty. He ls easily 
swayed to lower his prices by a pretty female face, unless his wifo or 
daughter are there to keep him In line. He virtually runs the pottery now. 
Their son Breggi (Age 35; Wealth-11/688/392; IL-4; CC·Nono; H0·3; HP· 
12; INC·Good, Order; MT-75') Is blustering and ovor-friendly. He dislikes 
Village life (amongst "yokels") and plans to open up a shop in a town or ci· 
ty somewhere. He is trying to persuade h[s sister Oerlu to join him in this 
venture. 
Oerlu (Age 29; Wealth·14/1081/720; IL·5; AR-L; CC·None; HD·3; HP·23; 
AO(Knifel-1 ·3: INC·Good, Order; MT-75') has been trained asa potter by 
her father and grandlather, and is 'now better a t it than either of them. She 
wears no armour, but is very dexttous. Sho is also very refigious, and 
doesn't want to leave Sardklrk although she Is frightened by its close prox· 
lmlty to the wilderness. She has been courted by Gerli Gaerisson (84) for 
a number of years, but Is reluctant to give up her craft. 

82) Homo of the Troglssons Reeri and Flaodi Treggisson, armourer 
and sword smith, live here with lheir apprentice Arni Jandlsson. As well as 
providirig tho villagers with armour, tools, weap<>ns and repalrJ:, they also 
sell their goods throughout the north of tho county, Flandi's ,hort swOfds 
being particularly highly prlted. On Thursdays and Mondays the brothers 
always shut tho shop to go to Rlstenby markot. 
Reeri (Age 34; Wealth·39/3938/2625; 1L·6; AR·CM&S; l'C·None; H0-4; 
HP-16; INC·Good, Order; MT·70') is truthful and interested In languages. 
He Is subject to moods, however, and can bo curt with customors, though 
ho Ms a great respect for fellow craftsmen and al\vays treats them civilly. 
The prices he charg0$ are:- chainmail· 76GP; largo helm· or shield' -21GP; 
splinted mail'· 112GP; scalearmO<Jr"- 100GP; Rlngmail"- 67GP; Studded 
leather"· 34GP; Leather"· 12GP; Small helm"- and shield" - 23GP. 
Items marked ' have a 5% chance of being so woll crafted that they count 
naturally as.armour +5%. Items marked• • have a 10% chanc.o of coun· 
ting as arm..:>ur + 5%, in which case there is a furthor 10% chance that 
they will count naturally as armour + 10%. He is a good fri~nd of the 
Jerlissons 18111. 
Flandl (Ago 23; Wealth·54/4247/2831; IL-7; AR-CM&S; CC-None; H0-4; 
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HP-19; INC·Good; MT-75') Is very well up on all the gossip in the village. 
Most of his wealth Is In the form of a collection of rare coins and tokens, 
about Which he is very knowlodgoable. He Is very ambitious to make a 
name for himself as a swordsmith, and takes such care ovor short swords 
for outsiders that there •s a 10% chance for oach to bo so well balanced 
that they add 1 to initiative and count naturally as + 5% . Ha charges nor· 
mal prices for his swords, though outsiders will have to pay twice the nor· 
rnal price for othor tools, as this work keeps him away horn swordsmithing 
and he is sick of sharpening tools lor the harvest. 
Raeri's treasure is kept In his room, whlc-h has a magic voico to worn of in· 
trudera. Flandi's is In a chest which has a blinding sp•ll cast upon it. Both 
brothers hit at + 5% due 10 thalr knowledge of weapons/armour. They 
leave usual blacksmithing fobs to John tho Smith lsee visitors table). 
Their apprentice Arni IAgo 15; HP-3; INC·Good; MT·80') is the son of 
Jandl Jurdlsson (86). He Is calm, sober, but with an activo sense of 
humour. 

BJ) Homa of Jeggl Jeggi (Ago 85; Wealth·S0/10157/6771; IL·7; AR· 
L&S; CC·Ulusion Weaver; HD·504; HP·14; AO(Oaggerl· 1·4; INC·Chaos; 
MT·50') is the brother of Burdi (Bil and Vurda's dead husband (851. He 
dresses rather tattily, and ostensibly makes his living selling silver and 
pewter religious trinkets to pilgrims, but in fact casts permanent l/ghl 
spells on axes, and with the ~id of Yerll Seggisson IB12l soils them to 
gullable and greedy buyers as "Kerli's axe'' for upwards 600GP a.time, (Ho 
acts as though extremely reluctant to part with them, whilst hypnotising 
the buyer at the same time.I On average, he manages to sell three each 
year. He is fond of naturo, and can often be seen around the village, which 
he wfll protect in timos of noed. 
He isa contrary and capricious character, as those who fall to pay for his 
spells find O<Jt to their cost. His spell book contains Spray of Colours, 
Hypnoti'sc, Fog wall, Darken, Invisibility, Mogle Voico, Blinding, lmp1oved 
Phantasm, PermanBnt Light, and Illusory Writing. Ho also has a scroll 
with a Blur Out/inB Spell, a m119icol wand which detects enemies and a 
Swimming Ring (which he has lent Vurda the Fishwife (B5)), Both these 
and his other treasures are protected by various spells. 
Ho secretly taught Verlu IB10) the art of Illusion In return for her favours 
{he is the father of her newborn son) unt.il she stole a brazier of sleep ftom 
him, though he me1efy told her that ho was not expert enough to teach hef 
lurther and hasn't let on that ho knows o f her theft. Whon anything Is 
burned in the brazier all within 10' of it will fall into a deep s leep for 48 
hours unless they save against magic, though Verlu thinks it will summon 
a powerful creature to do her bidding. Jeggl has decided not to reclaim It 
until she tries it outl 
Ho has also taught Yerll Seggisson (B121 tho rudiments of his art, though 
he is not yet skilled enough to practice it, and Is at present trying to par· 
suade Daeri (B 10) to lot him teach Oreggu the art, as ho foels she could be 
the best pupil ho has ever had. • 

B4l Home of the Gaerlssons Gaer! and Yorli Gaerlsson, brothers of 
Oerll (81 I, live here with their families. They aro the village carters, in ad· 
dltlon to doing some larmlng, and have a cart (hlro cost - 20SP/day} and 
a coach which they use to ferry pilgrims and market·gocrs to and from 
Rl.stenby lhiro cost - 26SP/day). They also have the only stables In the 
village, which is managed by Yerli's wife Tregga, though business has 
boon bad sinco tho war started, the only occupants (apart from their owoJ 
being the ponies of Genri Herllsson (87o} and Chergi Gundisson (B7ql. 
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Gaeri (Ago 69; Woalth·ll/543/362; IL·4; CC·None; HD·3; HP·ll; INC· 
Good, Order; MT·SO') has spent most of his spare time drinking since his 
wile died In the flighl from Oaretta. Ho is somewhat foolhardy lespocially 
when drunk) and none too bright. Ho has a 101 of respect for dwarves and 
nobles, and frequently toasts their health in the "Pilgrim's Rest". 
His son Gerll IAge 29; Wealth·12/641/428; IL·4; AR·FP; CC·Fighter; HD· 
3D10; HP-18; INC·Good; MT-75') splits his timo equally betw.-en farming 
and carting, and treats his father with kindly tolerance: He has an unbridl· 
ed curiosity and Is a fearless fighter. He will offer 10 accompany a party if 
they find a langiblo threat 10 1he village for an equal share fas he would like 
lo raiso enough monoy to get Dorlu (B 1) a whoo! and kiln of hor own) and 
will donn his magical chainmail + 10% for 1he trip. 
Yerll (Ago 59; Weallh· 13/695/463; IL·4; CC·None; HD-3; HP-10; INC· 
Order; MT-50') does no farming as he is bolh slothful and enjoys his !rips 
to Rlstenby. He is honourablo and very talkative. 
His wifo Trogga (noo Flggisson (B14))(Age 41; HP·7; INC·None; MT-60') 
Is an imposing figure - a lusty optimist wilh nolhing but praise for the 
present rulers of b~th lhe vlllago and the county. 
Their daughter Gaeru (Age 14; HP·6; INC·Order) ls selfish and ·maniacally 
nosy. 

BS) Home of Vurda the Fishwife Vurda (Age 91; Wealth·S/214/142; 
IL·3; CC-None; H0·2; HP· 10; INC·Good, Order; MT·30') rives here with 
her last remaining son. Her husband (brother of Burdi (B11 and Jeggl (B3) 
wont hunting with her other two sons in the year that Sardkirk was re· 
founded and never re1urned - it is lhought that they died raiding tho nost 
of giant ants (A8a) - and sho has been morose ever slnco. She has the 
only b-Oat in ·lho villago (which she will hire out at 7SP/day) from which 
she fishes selling hor catch in the village. Jeggl has lent her a magical 
swimming ring. She mighl toll a party that lhe fish havo been sickening of 
late, and some have been seen floating on the lako. 
Her son Vurl)i (Age 24; Woallh· 14/917 /612; IL·6; AR·SM; CC·Thlef; HD-
4D6; HP-16; AO(Bow)· 1·6, (Dagger)· 1·4(x2 from bohindl; INC·Evil, 
Order; MT-90') is known jokingly as !he "Dragonslayer" in the villago. 
Two years ago Vurdi was refused permission to join the Sardkhk con· 
lingont going to war for the King of Vedra because of his lack of skill with 
tho sword. This was around the limo that 1ho "Dragon" razed Farholmo, 
and in a Iii of lamper Vurdl swore that ho would "show" lhe village by 
slaying it singto handed, and se1 oul to do this. On his way ho fell In wilh a 
wandoring druid (son of Oarkfern (A21) who was Ill advised enough 10 
mention the leothcr armour + 10% and Rlng of lnvlslbility to Animals 
which he had boon lent whilst ho spent a week wandering in tho wilds. 
Vurdi killed him in his sleep and stole these and afterwards fell in with a 
group of 1hloves who found his ability to sneak past guard animals of great 
USO. 

Vurdi returned to tho village a year ago and has since made a living hun· 
ling wolves and filching lhlngs from visiting pilgrims. WNlst on one of his 
hunting trips he was captured by the occupants of AS, but managed to 
convince !hem of his haired for the rest of tho gnomes (whom he has 
never forgiven) In a particularly g1uosome manner. 1t was he who led tho 
missing pilgrims 10 1helr slavery. Ho has been promised much of Sar· 
dki1k's wealth and lnltation as a priest of Gotare if he aids in its capture. 
Vurdl is calm, secrelive and antagonistic (as he uses other's retaliation to 
cover his picking their pockelS). He Is very close to Vertu Ve11lsson (BIOi 
and lhinks himself the falher of her newborn child. It was he who robbod 
the bodies at A6 as he regulatly reports back to his allies. 

B61 Home of Jandl tho Jeweller Jandi lives here with his wife Kraga, 
their children Saeri, Berti and Baori, and Jandl's mother Janda. Jandi's 
youngest son Arni Is the apprentice of !he Treggissons. ·(821. 
Jandl (Age 42; Woallh70/79-00/5266; ll·7; CC·None; H0-5; HP·23; INC­
Good, Order; MT·SS'I is tho brolhor of Sagga 1B7) and Jurda (B 121. lie is 
a dour, logical, blusterer with a soft spot for halflings. 
Kraga (nee Kragi.sson (A7)) !Age 41; HP·l; INC.Order; MT·60'1 is a vir­
tuous wife, but very ava1fcious, 
Their son Saeri (Age 22; Wealth·60/3594/2462; IL-7; CC·None; H0·4: 
tNC·Good, Order; MT-80') Is absorbed In his work and can bo haughty if 
dlslurbed or his work is criticised. Otherwise he is very helpful. When 
pilgrims staried to "lose" 1hlngs !see 05) Saerl hired Jeggi (B31 to cas1 a 
number of spells 10 protect his family's wealth. Ho was slow in paying, 
however, and found himself walking over illusory bridges, through dung 
which looked like cfoar road, and being lnsulled by embarrassingly ac· 
curate magic voices until he did so. He disllkes in public an musion 
weave1s as a result. Ho also dislikes Paladins, never having got over being 
told that only humans can become such when as a gnomellng this was all 
he wanted in life. 
Borli is one of 1ho dead gnomes at A6, and his family will be grieving for 
him when he is found. 
Saeri !Age 16; HP·2; INC·Chaos; MT·80') is a grea1disappolnlment10 his 
family. Allhough he Is covetous and very intercslcd in goms, he hasn't 
lhe courage or 1he application to learn !he jeweller's craft thoroughly 
enough, and performs badly. 
Janda (Age 76; HP·3: INCGood, Order; MT·30') is a calrri old gnomelady 

who is lolally absorbed in the gossip and rumour of the village, lo such an 
extent 1hat 1he comings and goings of her family aro common knowledge. 
She is usually found In 1he village bakehouso (B 16). 
Although the jeweller's shop Is open six days a week, Jandi and Saori take 
turns to go to Ristenby on market days. Most of the Sard mined here is 
sold to !hem. 

B7J Tho Pilgrim's Rest The village inn of Sardkirk is a bl.arre construc­
tion built to cater for both the numerous gnomic pilgrims staying nt tho 
village and the occasional member of the 'bigfolk' coming on business. 
The inn is owned jointly by Merli and Jaeri Merlls.son wf1o live here wit.h 
their wives Blanda and Sagga, Merli's 10 year old son, and Blanda's 
bro1her Blandi. Their slsier Pegga is m<1rried to Meggi Rurdisson (A4). 
Merli (Ago 66; Waallh-30/3029/2020; IL·6; CC·Nono; HD·4; HP·28; INC­
Good, Ordor; MT·60') is extremely inlelligent (!hough modest wllh ii) and 
tends to be far too forgiving (where breakages and unpaid bills aro con· 
cernedl for his slster·in·law's liking. He is very proud of his homcbrowed 
ale which "knocks you out if yo.u aren't used 10 ir'. Guests have in fact 
been knocked out by Iha barmaid Verlu (B10J so thal she or Verdi (B51 
could rob thom. 
His wife Blanda I Age 55; HP·8; INC-Good; MT-55'1 ls aven moro easy go· 
ing than he Is, lo lhe point of being somewhel unreliable. She is lruthful 
about her faults, however, land everyone else's). She Is the sister of 
Vaggi (A3) and Rurda (A5), the latter providing the trophies in the main 
bar (al. 
Jaeri (Age 49; Wealth-30/3029/2680; IL·6; CC-None; HD·4; HP·20; INC· 
Good; MT·60') is very perceptive, and well up on tho village gossip and 
happenings. Although his wifo runs him ragged at times, he is very loyal 
to her. 
Sagga 1Age·47; HP-3; INC·Ordor; MT· 60'1 ls the slsier of Jandl Jurdlsson 
IB61 and somowhat jealous of his woallh. She ls an arrogant, dour 
gnomewife who lakes lhrilt to excess. She feels that Slandi Is paid more 
than he should bo for the work he does, and would secretly tiko 10 see the 
inn whololy in the hands of her and her husband. They have no children . . 
Blandi (Age 67; Wealth·9/240/160; ll ·4; CC-Nono; HD·2; HP·5; INC· 
Good, Chaos; MT·45') does odd jobs around !ho place. Ho is somolhlng 
of a wastrel, and his calm exterio1 is usually due either to vast quantjties of 
alcohol or to the drugs that ho has beeing buying recently from Vetlu 
Verlisson (B10). 

Tho Pil~rim's Rest - Ground Floor 
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a) Main Bar The celling here is 11' high, and 1he panelled walls are 
decorated with a numbor of mounted animal heads (wolves, wild boar, 
deer etc. from Rurda (A6)). There are also displays of potlery (from 81) 
and nlliglous lrinkeis from Jcggi 183). Jeggi occas!ona11y casts magic 
voices on the animals, directed at people who havo annoyed him and 
sometimes jus1 for the hell of ii. Merli lets him drink here for free In return 
for tho odd "Time Gendemen Please" ho cosis (which tend to empty lhe 
bar of st1ange1s very qufokJy). 
b) Serving area. 
cl Small bar. The ceiling is only 5' 5" high, as this bar ls exclusively for 
lillle folk. 
d) Kilchon. 

First Floor 
e) tog) Guest rooms for 

blgfotk. 

h) Jaeri and Sagga's room. 

Blandi's Room 

Second Floor 



CoUar Contains sacks and barrels of food and drink. A sec1et door in tho 
SW corner opens to an underground pa$sago to the templo (88) for use in 
times of emergency. 

Staying in room lol at prcsontis Genii Horlisson (Gnome: Age 22; Weallh· 
12/369/132; n:-4; AR-CM&S; CC·Fightor; HD-2010; HP-11; AO!Axel-1· 
8,(Bow)-1·6; INC·Good, Order; MT-76'1 whose family wore amongst the 
missing band of pilgrims. He found out et Riston by that a gnome had mot 
them there and offered to tako them to the templo, but oil gnomes look 
the same to the human who ob$crved this. He is s taying here In lhe hope 
of hearlng news of them, and will accompany a perty with definite proof 
of their whereabouts. 

Room (q} contains tho effects of tho gnome who went to visit the 
Kragiosons IA7Hhe day they failod to come to the village. His e_ffects con· 
sist of clolhos etc., the only thing of interest being'a garotto {sec C13). He 
wont by tho name of Chorgi Gundlsson. 

SECTION 

. 111111111111 
88) The Shrine of Kerll's axe 
The stones of the temple have chips of sard embedded In thorn, which 
gives tho wholo a reddish !Inge. 
In charge of the placo ls Telandi (Age 79; Wcollh-70/5869/3912 (Includes 
tho temple wealth); IL-7; AR·PM&S; CC·Ptiest; H0-5; HP-26; 
AO(Mogical Stsfll· 3·8; INC·Good, Ordor; MT·60'), the uncle o f the 
Gerlissons (89). Ho is studious, virtuous end reliable, and is very proud .91' 
his family. His magical staff Is + 10% 10 hit and will, on his command, 
turn into a 1arga snako IAR·PM; H0-11; HP·51; AO-constriction for 
204 + 2) and attack as he directs. He also has a mag/cal clairoudlence po· 
t/on. Telandi kn'ows about Jeggl's axe dealings, but does nothing about 
it, as he knows that ho ca1' count on Jeggi should tho vilfage be threaten· 
ed, a nd any truo bollever of Kerll would give Iha axe to tho temple anyway 
lho makes sure that those who do get their money back). Ho is worried 
about tho number of diseases he has had to curo lately, especiallY'for the 
Kragi$SOns IA7h 
Helping him In his duties is Kurdi Segglsson (Age 38; Wealth· 
18/1390/927; IL-5; AR·CM&S; CC·Pries1; HD-3; HP·17; AO(Maco)·2·7; 
INC·Good, Order; MT-65') brother of Soggl and Yerll (612!. Kurdi is 
scrupulously honest If a bit slow on Iha uptako. The othor priest Jurgl 
(H0·3) is with the Sardkirk contingent fighting f0< Vodro. 
Both priests will do all they can to aid adventurers who arc working In 'tho 
village's Interests, but neither will leavo the villago themselves. 

89) Kerli's Gift ' Tho Entrance to the mine is through a small fortifica· 
tion In tho charge of Satdi Gerllsson the Gnomewalda, who lives here with 
his wife Megga, their 4 year old son, and Bardl's bro1he1 Ge11i. 
Bardi (Age31: Woallh-l!0/9028/6019; JL-7; AA·FP&S+ 10%; CC-Fighter; 
H0-5010; HP·46; AO!Sword')·4-9, (Oaggerl-3·6'; INC-Good, Order; 
MT-80') (' ho has a magical short sword + 5%, +20% vs. reptr1es and hits 
at a further + 10% due io his strnngth) was elected Gnomawalda at the re· 
founding of Sardkirk 33 years ago .. His armour consists of platemail and a 
mag/cal shield + 15%. He is very interostep In gems, and spends much of 
his time mining, in addition to teceiving e levy from the finds of the other 
minors. His responsibilities Jlave made him rather arrogant,. though ho is 
fond of talkit')g to sttangcrs about far away places. He collocts kniv&s and 
daggers avidly, especially those fash!oned by humanoids, and will pay 2·4 
times thCir worth for them. Ho wiU not shirk his responsibilities to the 
village by adventuring beyond tho outlying farms. 
His wife Megga (neo Meggisson, A4) is thrifty, honest, and vory intMested 
in old legends. She dislikes labourers after what happened to her brother 
Oa9gl !A4). 
Gerli {Ago 34; Weallh-34/3433/2288; IL·6; AR·FP; CC-Fighter; H0 -4; HP· 
34; AO!Axe)-1-8; INC-Good, Order; MT·70') has always been over· 
shadowed by his more talented brother. but Is vary loyal 10 him as he has 
always been the leader of the pair. His rooms aro Jitterod with his cotlec· 
lion of statues, but ho himself is away loading the Sardkirk contingent at 
present. 
Their sister Gerla is married to Ouggi Taerlsson (A3). 
All gnomes En Sardkirk havo tho right to wo1.k the mine, and most do so at 
least a fow days a year. 1n some cases, poorer 9nomo pilgr'fms are also 
allowed to work the mine to raise money for their return foumoy. 

810) Home of the Oregglssons This lnfortunoto mining family con· 
slsts of Dreggl, Vcrli and Oaeri Oreggisson and their children. Their sister 
Oregga (married Gaeri, 8 4) and each of their wives died in the flight from 
Oarette. 
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Drcggi (Ago 74; Wealth·12/642/428;.IL·4; CC-Nona; H0-3; HP·12; INC· 
Order;,MT·40') had two sons who went off exploring the 8rbch ·tunools 
with the son of a human fighter from Risten's army 23 years ago - n<>Qe 
returned. He ls a taciturn individual who spends most of his spare time In 
his garden (which has boen growing sorne stiange plants recently thanks 
to Verlu below), 
Verll 1Ago69; Weallh-12/642/428; IL-4; CC-Nono; H0-3; Hf'·:ZO; INC-Evil, 
Order; MT-45') has beconle very biller and unforgiving alter what ha~ 
happened to his family, end is as taciturn as his brother. At the momont 
h~ Is inurdorously a nnoyed with his daughter Verlu (Age 23; Wealth· 
10/3731248; IL·4; AA·L&S; CC·llluslon Weaver; H0·204; HP·8; 
AOIOaggerJ.1-4; INC· Evil; MT-85') who has rccenlly given birth (o an fl· 
logitlmate gnomellng. Vurdi 185) Is generally thought to be the fathar 
(evon by himself) though In fact Jeggi (831 is to blamo. (Vcrlu has 
psrverted tastes). Sha is vory Interested in drugs and magic, and leads 
Vurdi by tho noso. She knows of his dealings and ambitions, and plans 
\vith the aid of her mag/cal brailer (see 83) to rulo his allies when Sardkirk 
falls. Jn the maantime, with the aid of Vurdl's ring sho has stolon na1co1lc 
plants from Oarli Meglsson (A4), started growing them Jn hor uncle 
Dreggi's garden, and uses them to spike the drinks (save vs. poison or 
sloop unwakeably for 12 hours! of guests at the "Pilgrim's Ras(' whero 
she works as a barmaid. When they are asleep, either she and/or Vurdi 
rolieve them of.some of their valuables. In smaller doses, the drug has a 
pleasantly narcotic effect, and silo sells somo 10 Blandl (871. Her sister 
Oreggu is married to Figgi Figgisson (614), whom sho detests. Ho is the 
only person She has been practising her mapic on. 
The spells she knows arc Spray of Colours, Hypnot/So; Fog Wall and 
Darken but she will never uso thorn in public except when In danger, and 
no·ono except Jeggi knows of her powers. 
Oaeri (Ago 64; Weallh·l0/717/478; IL·4; CC-l'lone; Hl;>·3; HP-20; INC· 
Good; ,MT-601

) is very conservative {he doesn't care for tho Idea of his 
.daughter Dreggu becoming an illusion weave1} and ·unrefiabfe. Hts main. 
Interest lies in old legends, end he talks with Megga (B91 on this subject 
for hours on end. Happily, Oreggu !Age 16; H0-4; INC-Good; MT·80') is 
very th1ifty, and what ha does earn goes a long way. Sho is of a vary 
forgiVing nature and is extremely bright. 

811) Home of the Jerllssons Jerli and Ttoggl Jerlisson, whose home 
is actually in tho mine where they work, complotc the small permanent 
garrison of the fortified entrance. After tho harvest, the vlllage's surplus 
food Is $to1od here In caso tho villagers should be besieged {the wounds 
caused by the flight from Oaretta run deep). 
Jorli (Age 21; Wealth-12/303/21S; IL-4; AA·PM; CC·Fighter; H0·3010; 
HP-22; INC· Good; MT-75'1is a generous soul a~d likes elves as ho can talk 
to them in languages that gnomes do not usually speak. He is also fond of 
gambling (provided his opponents can afford 10 lose) and can often bo 
found In tho "Pilgrim's Res('. His armour Is spllntod chainmail, and he 
~arries a shleld. 
Treggl (Age 21; Wealth-12/253/169; IL·4; AA·PM; CC-Fighter; H0-3010; 
HP· 18; AD-3-8'; INC-Good; MT·75') is also ln1ercstod In languages, but 
prefers tho company of dwarves. '(His short swotd is mag/col + 10%). 
He is very ex.uovort and warlike and is at present with the Sardklrk con­
tingont. 
Bolh brothers are courting Jerlu (812) in a spltit of frie1.1dly rivalry and are 
friends of Raeri Treggisson. If asked to accompany a party, Ttcggi will go, 
but Jcrli will feel constrained in his duty and roluctantly refuse. 

I ·1 
6 12) Homo of the Sogglsons · This mining and farming family consists 
of Seggi, his brother Yoril, Soggi's wife Ju1da and their children. 
Soggi !Age 52; Wealth-9/481/321; IL-4; CC·Nono; H0-2; HP-7; INC· 
Geod, Order; MT-65') ls energetic, bravo, but unrellablo. He distrusts his 
brother Yerll, wondor!ng where he gols his extra wealth, and suspects that 
ho !~.stealing from pilgrims In a Jess subtle way than ho actually Is. 
His wtte J urda (Ago 48; HP·8; INC-Good, Order; MT-55') ls the sister of 
Jandl (06). She is interes ted in history, and although hot tempered is vory 
Joyal to her husband . 
Their son Jurdl (Age 21; CC-Fighter; HD-1; HP·9l has Inherited hot tamper 
and Is also vory ambitious - he wants to ptove himself so as to have a 
good. chance of becoming Gnomewalda when Sardi dles / retiros. He 
dislikes strango1s as a rule, though as a greet admirer of Risten he makes 
an effort where Paladins are concotnod, He is fighting with tho Sardkitk 
contigent. 
Saggu (Ago 20; HP·6; INC-Good, Order; MT·60') is truthful, reverent but 
very lazy. Sho dislikes 'blglolk' as they_ frighten her, and has been trying 
to attract the attention of Saori Jandisson (86) for some tlme

1 
but with no 

success. 
Jerlu (Age 18; HP-6; INC-Good, Otdar; MT-80') is Seggl's youngest child. 
Sha takos great care over har appearance and hos• well developed sense 
of humour. Both of the Jerllssons are courting her, but she ls handling tho 
situation very diplomatically. 

Yerli (Ag~ 18;-Weallh-19/1467/978; IL·6; CC-Nono; H0-3; HP-18; INC· 
Chaos; MT-70') hos a profitable sideline In addition to fa rming and·mlnlng 
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- .s:ellfng Jeggi's "Korli's axes" to pilgrims. Ye11i is superb at sizJng up 
prospects and approaches lich·looking fighter types who are visiting more 
from duty than from religious conviction. Skillfully, over a few dtinks he 
turns the conversation to weapons and mentions conspiratorially that 
"Old Jeggi" probably has tho bost weapOn in tho villago. After swea1lng 
his confidant to soc1ecy, he will tell him that 33 years ago when the temple 
was boing 1obuilt, Jeggi unearthed an axe-head whilst digging the found a'" 
tions. Ho didn't tell Tolandl for fear of having it confiscated as a relic. 
Ya11i saw tho axo bychancowhon visiting ono day and offe1ed him 300GP 
for it; Jeggi sworo him to secrecy about it and said ho wanted at least dou· 
bte that (which Yorll couldn't atfo1d). Yerll will finish by saying that he has 
nearly saved enough now to buy It, and aren't the tricks fate plays amus· 
Ing? They usually sell "Kerlrs Axe" about 3 times each year, and each 
time Yer Ii Is pai<l 60GP. 

Ho Is a suspicious character (which holps with his "work") and is studying 
illusion weaving under Jc99i, though his ptogress is slow. He has a 
venomous dlsllko of tho vagabonds who visit tho temple to beg occa­
sionally. 

He courted Verlu (B10) for a white, but was not as manageable as Vurdi, 
who replaced him on his return. Aftet a brief spoll with Vurdi's sister 
Oregga (8141 he now occasionally "dallies" with Vegga (B13). 

813) Home of the Urdlssons The Urdissons comprise Urdi, Nerli and 
Dagg I who live hore wilh 1hoir wives and/or children. Their sister Furda Is 
married to Freggl Kraglsson (A7). They split their timo between farming 
and mining. 
Urdi "the blind" {Ago 62; Woalth·0/460/273; IL· 1; CC·Nono; HD-2; HP· 
12; INC-Good, Order; MT-10') was, until two years ago, a roligious bigot 
and hypoctite who was outwardly very dovout whilst at the samo time 
"carrying.on" with his brother's wife Vegga. His favourite saying-was 
"May Kerlistrike me blind if I am unworthy", and ho beralodJeggi (B31 in­
cessantly for selling rollgious trinkots whilst not a "ttue believer" himself. 
Aftor some ti mo of this, Joggi couldn't resist fulfilling Ms wish, and secret· 
ly caste bllnding •P•ll upon him aflar he uttered his oath in the "Pilgrim's 
Res(' ono night. This miracle did tn1Jch to Increase the devotion of Ker!i's 
worshJppers when nows t1avelled abroad. All Telandi's efforts to cure him 
failed, and though Joggl has been moaning to reverse ii for somo timo ho 
hasn't got around to it yot. Urdi became a reformod character - honest. 
sober and repentant - but ho still dislikes illusion weavers. 
He ls cared for by his daughter Urda (Ago 37; Woallh-15/70/47; IL·6; CC· 
Nono; H0-1; HP-2; INC-Good, Order; MT·65') and tho rost of the family. 
Urda began to sell books and scrolls {mainly religious in nature - sho had 
collected them for a long timo) when her father became blind, and the 
business Is helped considerably as hor father is e "point of interest''. for 
pilgrims. She Is well spoken, and Is herself a devout follower of Kerli. 

Nerli (Ago 54; Wealth·9/481/321; IL-4; CC·None; HD-2; HP-10; INC.­
Good, Order; MT-45'1 is talkative and sofl·hearted and will pour out his 
grief over his son Raerl (ono of tho dead gnomes at A6) to all who will 
listen when the body Is found. His wife Flanda {Ago 44; HP-4; INC-Good, 
Order; MT·SO') Is also upset, but not enough to curb her extreme 
nosiness. 

Oaggi (Ago 51; Wealth·S/481/321; IL·4; CC-None; HD-2; HP· 14; INC· 
Chaos; MT·45') is proud, hard-hearted, cowardly, and would liko to live in 
a town but has no urban skilfs. He vents his frustration on his wifo Vegga 
!nee Taerisson IA3ll (Age 39; HP-2; INC·Cheos; MT-55') who seeks 
sofaee in lhe arms of 01hers. Sho is moody, greedy and forever dreaming 
that someone will come and "tako her away from all this". They have no 
children. 

8141 Home of the Figglssons Rggu, Figg!, Sarli and Saggl Figglsson 
live here, together with Flggi's wife Oroggu and their two daughters. 
Apart from Flggu, they are all totally concerned with farming. Their sistor 
Tregga is married to Yerll Gaerlsson (84). 
Flggu !Age 40; Wealth-14/1081/721; IL-5; AR-SM; CC-Nona; HD-3; HP· 
10; INC-Good, Order; MT-00') is the only gnomewlfe miner In the village, 
and Is better at ll than most of tho males duo to her wide knowledge of 
rocks and minerals. She Is a friendly, though blustering, individual who 
likes merchants as they give her a better price lhan Jandl or Saari (86). 
She reckons that the vein of Sard must extend towards the Broch (A8), 
but no-one pays her much heed. 

Flggl {Ago33; Wealth-8/428/285; IL-4; <:C-None; HD-2; HP·6; INC-Good, 
Chaos; MT-75'1 as the object of Verlu's arcane attentions (8101 duo lo his 
misplaced nosiness, has been getting surrounded by fog whilst cir­
cumventing the dung heap, losing consciousness whilst up !adders and 
so on, as a result of which, ho has become paranoid. The only people ho 
Isn't frightened of are ha I flings and his close nelnhbour~. to whom he may 
reveal tht he noticed Verlu returning to the village from 1he NW in tho early 
hours one morning, carrying a mysterious bundle under hor arm (plar)ls 
fromA4). 
His wife Dregga (Ago 33; HP-4; INC-Evil, Order; MT-70') is Verlu's sister. 
Sho Is both mean and disloyal at every opportunity, and afler a timo of 
having to make do with Verlu's cast offs, things wero 'Just doveloping' 
nicely with Rurdl (A3} when he went and got himself killed. Still, she is 

very oPtirnistic that the samo fate will overtake Figgi soon (as ho isl), when 
she will havo his meagre wealth to herself. 

Se1li {Age 26; Wealth-9/481/320; IL-4; CC·None; HD·2: HP·lO; INC· 
Good, Order; MT-05') Is reverant, truthful and very fussy. He is saving up 
to start a milt in tha village. to save him and the otticr farmers from either 
hand·grinding or carting their grain to tho Spoyles1"'m mill. 

Suggi(Age 18; Wealtl>-11/18/12; IL·4; CC-None; HD· 1; HP-7; INC·Good; 
MT-90')'1s the village herdsman and o great friond of the badgers (A2). Ho 
!s sensitive, courteous, yot forceful when he has o point to make. 

B15) Gaerlssons Stable This establishment is run by Trogg'a {B41, who 
stables visitors' mounts for a fee (4SP/day/horse, 3SP/day/ponyl as well 
as the family's own. 

816) The Bakehouse In addition to providing th.o village ovens tho 
bakehouse also servos as a meeting place for the vmago gnoroowives, 2-6 
of·whom will always bo found· hero gossiping. du ring· the hours of daylight. 

B17) Ruins This is the sito of tho old temple which was despoiled by· 
Oarelta's minions. 

B181 Deserted Gnomeburrows. 

B19) Remains of a bonfire from the recent "Burning of the Dread 
Queen" celebrations. 

t:be BRocb caver<.ns 
lnt.roduotlon 
The Broch Caverns ls a 'thinking' dungeon, and its inhabitants will react 
sensibly to any moves against them. A party which Is insufficiently wary 
w!ll be In serious trouble. Tho Bloody Fang tribe of goblins (for their re· 
cent history see 0141 is not particularly cohesive, however, and a party 
which becomes awaro of any of tho numerous sub-plots might use tho in· 
formation to their advantage. The Madder and Scarlet clans, for example, 
are disgruntled at their shortage of female goblins (brought about by the 
present Chlofs policy of trying to mako the Crimson clan the largest and 
most powerful group) and confllct could arise because of this. The posi­
tion of the Chief himself (Galrak - 014) Is by no means secure. 
There are a total of 478 goblins (both adult and goblingl In tho tribe. A 
running head-count should be kept, for once the tribe has lost 160 
casualties in total there will be.a 20% cumulative chance per day that fur· 
thor lassos are incutrcd that Galrak will be deposed and more overt action 
bo tekon against the gnomes of Sardk/tk. Onco tho tribe has sustained 
260 or more casualties thoy will depart lo the Northern Waste, toking 
whatever treasure they-have, as will their guests and allies. The other 
monsters wm remain, however, 
The goblins will try to capture rather t1"'n kill lntryders, as thoy need 
slaves for the mine -. the Intruders will even be healed by tho tribe's 
P,riosts, though lhoy will take any priests of othor gods for eventual 
sacrifice to Gata re (see C64). On the second occasion that party membors 
are captured Galrak will havo his plan to dispose of Borok ready (sae 010 
& 014), and both of those can give rise to exciting escape scenarios. 
Should a party be captured for a third limo the horrible death they receive 
will be deserved. 

The task for a party of adventurers Is to remova tho danger which the 
goblins pose to Ss1dk/1k, whosa Inhabitants will be moro Interested in Im· 
proving their defonces than In attacking tho goblins themselves. Those 
whose relations are known to have been captured mfght accompany a 
party, as ml~ht those specifically mentioned in tho Sordki1k description, 
but in general the party will receive little active ho!p In the dungeon itself. 
There are a number of leads given In the dungeon, but players should only 
be able to follow these up as fer as is described in tho toxt. They will havo 
pressing matters to attend to in Do/gold Immediately after these adven· 
tures, and Perkin will advise them that moro proof is needed against the 
suspects (they have powerful friends) before any moves can ba made 
against them. 

To save unnecessary duplication of statistics the table below shows tho 
different types of goblins to be found In the complex. In tho map ~oys 
thoy will be referred to as Type A, Typo B etc. 

Typo AR Armov' HD HP Wccpoiu AD MT 
A SM Studded feather & sh!e'.d tOS.t 1 """ Hl 70' 
8 SM Sb.l<Jd.tdtoothtt&$f\lc:d tOS.1 2 """ t-6 70' 
c SM S!Uddtdlc>llw &sh!eld tl)8.1 3 3.Jl\-eW t.$.lt·6 70' 
0 SM SMJded Coother & sh!tid 108-t • 3.b\'tins t.$/t·6 70' 
E SM Studded toalhoc & •h!e:d tl)8.t 5 Short $\\'O«I "6 70' 
F CM Seale 11YnOUr & stw:d tOS 6 sno.t sword l·6 !i&' 
G CM sea:. tnnour & $1\!0~ 108 7 s .... 1-8 56• 
H CM St@ •n"nOUr & $No~d t08 8 $po;ir t-8 tfJ' 
J CM Sca'e t."1\0!Jr & lh.'o'6 108+ 1 6 Short sword t-<l fU 
K CM Sca!t' lrmouf & sh!e'd 103+\ 9 Shortswecd t-8 rn &-· t-8 

CM&S cM!M\IJ & 'hlc!d 208 II ShortSWOfd& 1-6 E6' 
Mll,.oyP;ck 2·7 



cauer<.os 

The guards In the complex have a three shift roster, guards 1,2, & 3 below 
and so the guardrooms wlll always bo occupied by sleeping guards except 
al meal times (shown bol_ow}. 

Thero are no random encounters in this dungeon, but tho goblin tribe does 
conform to a strict timetable (below} giving different encounters in dif· 
ferent aroas at different times of day. Onco this ls realised, claver players 
might uso tho llmetabfe to their own advantago. 
&am 

7om 
7am-Bam 

7am-2pm 

7am-3pm 
Sam 
1pm 

2pm 

3pm 

3pm- 4pm 

3pm- 6pm 

3pm-9pm 
4pm 
4pm-6pm 

6pm-9pm 

&pm 
9pm 

10pm 

Guards 1 relieved by guards 2. 
Femalos in nurseries (C33&61, 0281 rcllovcd 
Whole tribo except guards 2 (and femafas in nurseries 
looking after goblins too young to attend} go to Groat 
Hall (D36J for main meal. 
Tribo <eturos to clan sections. 
60% off duty femalo goblins clear up remains of meal, 
taking scraps to C52, washing pots and throwing rub­
bish In river at C39a and b, then returning pots to clan 
halls. (C27&45, D23J 
Clan ehiors, chief's sons, bodyguards and their wives 
sleep, though at least one bodyguard remains outside 
chief's door. 
Guards I and 50% off duty females sleep. 
Guards 3 amuse themselves In clan halls, from 
8em- 2pm joined by female goblins not sleoping. 
Beastguards (C37·38) and Rat Riders (D21J sleep. 
Slaves (seo Map EJ fed on scraps then go to sle<Jp. 
60% off duty females begin moat proparallons In clan 
halls. They go to C39 to got water. 
Guards 2 relieved by guards 3. 
Fomales Jn nurseries 181leved 
Wholo tribe except for guards 3 go to Clan halls for 
moal. 
Beastguards and Rat Riders get up and eat. 
Females roturn to nurseries with goblings. 
50% off duty females clear up remains of meal taking 
scraps, rubbish and dirty pots to C39. 
Guards I amuse themselves in Clan Halls, from 
4pm-9pm joinad by 60% of off duty females. 
Guards 2 and 50% off duty females sleep. 
Slaves fed and start work. • 
Chiefs and bodyguards leave ltibal halls and go to coun· 
ell session (D7J and guordposts (D2&8J. Their wives 
work. in their rooms. Chiefs' sons visit guards 3 on duty. 
Their wives work In their rooms. Beastguards feed 
weasels and pigs (C36&66J, then they and the Rat 
Rldets train along tha main corridors. 6 Rat Riders on 
their mounts (Dl6) and tho Beastguards mounted on the 
male woasel (C38J patrol the main corridors thoroughly, 
while archery practice tokes place at C56. 
Revels In the great hall attended by 50% of all awake, 
off duty goblins (including clan chlofs etc). Those not 
attending amusa .themsolves In clan halfs .. 
8eastguards (C37-38) lot in boars and feed pigs. 
Religious service in temple attended by all adult males 
except guards 3. 60% off duty females begin prepara­
tions for meals in clan halls. 
Guards 3 relieved by guards I. 

11µm 
11pm-mid· 
night 

11pm-4am 

11pm-6em 

12pm-3am 

3am-6am 

4om 

6em 

Females In nurseries rerleved. 
Wholo tribo oxcopt guards 1 go to clan halls for meals. 
Females roturn to nursery with gobllngs. 
50% off duty females clear up remains of meals. 
50% Guards 2 and ch!of's sons amuse themselves in 
clan halls. 
Beastguards and weasel plus Rat Riders go outside to 
raid/patrol 
Guards 3 and 60% off duty females sleep. 
Clan chiofs, bodygua1ds, wives and 60% guards 2 
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amuse themsolvos in clan halls, joined from midnight 10 
Sam by 60% off duty fomalos. . 
Chiefs' sons and 60% guards 2 go outsid• hun· 
tlng/flshlng/foodgathering/patrolllng. 
Chiefs' sons and 60% guards 2 return and amuse 
themselves In clan halls. 
Beastguards and Rat Riders roturn. 
Beastguards lot out boars aftor feeding them and 
weasels. 
Rollglous service In temple attended by all adult males 
except guards I. 
60% off duty females begin preparelions for meal In 
great hail. 

The abovo timetable should be consulted to datormine the occupants of 
tho goblin areas at any specific lime. 
Female goblins aro (AR·N; HD· ID6; AO-None; MT·SO'). 
Goblings are (AR·N; HD·1D2; AD-None; MT·SO'J ' 
The INC of all goblins Is ·Evil, Order unloss otherwl~e stated. They each 
carry 1-SCP and 0-2SP 

Kay to Mop C - The Broch Caverns - level 1 

C1J Swampy pool, before cave entrance. This Is tho outlet for the pool in 
C18 and is 2' deep. It contains 3 Giant Leeches (AR·S; HD·2 ; HP-6,5,9; 
AO· 1·2 plus 2 each round thereafter; INC-Hungry; MT-35') who will at· 
tack thoso with least armour for preferenco. Also In the pool llo the long 
dead remains of a gnorne (86), and though his holmot, leather armour and 
short $WOtd have been in the water too long to bo of any use, 6GP and 
13SP have fallen from his rotted µurse. 

C2J Steps to a narrow lodge 8' high which avoids the pool, neither 01 
which is visible from the pool edge. Tho stops at the far end of the ledge 
are cleerly visible from the passage (CJ) however, and beside them lie a 
rusty hammer and a rotten feather thong. 

C3J Passage. The walls ore 1ough hewn •nd rho ceiling is 6' 6" high. Tho 
pit consists of two 6' x 8' hlngod doors, that nearest tho oritranco dropp~ 
ing if a combined weight of 260+ lbs is placed upon it, tho other a weight 
of 80+ lbs. When tho doors drop characters must throw under DEX on 
6D6 or fall 16' to tako 1·4 damage. lying In the pit aro two gnomic 
skeletons wearing scalemail (beyond repair! and chafnmail (seems OK but 
will rend when firs t hit giving AR·LSS unless ropoiredJ respectively (BSJ. 
Beside them are a small shield, 2 small helms, 2 short swords (all useabJoJ 
two· short bows .and arrows hotted), and a bronze gong worth 4GP 
weighing 5 lbs. Their purses contain IJ6GP, sord worth IOGP; 217GP. 
C4J Portcuflls. Thcte is a gop of 2' between it end the f/001 but it Is rusted 
to such on extent that it is immoveabfo. 
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C4al Rockfall blocking the passage. A way has bean cleared over tho 
top, however. which also gives access to tho passage to C18. 

C5) Winch Room. Contain$ o capstan (to raise tho portcullis - rusted 
beyond repair) and a lover (dlsongages trap - still oporativo), A party has 
a 50% chance of noticing a length of rottod ropo in tho NE corner and lJ 

small hole In the celling above It. 

C6} Musty room smelli'ng of docaying vegetable matter and showing no 
sign of having been usod !of tJ/ong time. A couple of rodent skeletons and 
scattered bones lie in the E alcove. This section has not bten resettled, 
both as a matter of Royal policy (see history of tho lriba) and because the 
occupant of Cl 1 has killed a couple of nosy goblins. Thero is a 25% 
chance that 1-2 giant rats (AR-L&S; H0-14; HP·4.3; AO- 1-3 plus disease; 
INC-Hungry; MT-120'1 will be In the room. Tho secret door is impossible 
10 detect accidentally; if looked for normal chances apply. 

C71 Alcoves. Guards ware stationed hara during tho occupation of this 
section. Tho secret door In the E alcovo Is one way only, and cannot be 
opened from this sldo. 
CS) Gua,droom. Rotted vogototion on the floor llncs tho walls (below 
empty weapon tacks) and o wooden chest wlth B tusty lock stands in ths 
SE corner. The vegetation is old straw and the chest is empty - its back 
has been staved In - but above it lurks a giant tick (AR-PM; H0·2; HP·9; 
AO·l·4 + automatlc 1-4 each round thereaflet until 9 has bean reached; 
INC·Hungry; MT-25'l. Tho thick, Iron-bound door to C9 ls open. 

C9J Guardroom. Rotted mats cover the floor, and on the '.val/s hang cmp· 
ty weapon tacks. Bits of totted topB Ile atound the door to CB, and a 
rusted lever Is set In tho N woll. 

C10) Guardroom. 10.12 btoken bads, a fsw btoksn wlckerwotk shields 
and short weapons oro st11J1Nn on tho floor. Tho 1Nall bears some rottod 
honglngs and /he secret door to C7 Is p!alnly visible. 
C11) Clan Hall. A largo circular $/one fireplace and a cauldron can be 
soon In tha c1mt1B of the room, wh11st in the mid dis of tht1 E wall on a diss, 
a barba1ous/y ca1vcd throne stands befo10 soma tottc1cd wofl hangings. 
The ceiling is 12' high. Tho !Joor is littered w/th broken pots, utcns11s, 
bonos ate. and in the SE corner is a great pile ol 1ubblsh. A drops hangs 
on tho S woll. The ashes beneath the cauldron aro fresh. Tho rubbish pilo 
consists of mats, bones and the remains of dead ants. and also contains 
the mutilated bodies of 3 goblins (2-3 weeks dead). two gnome skeletons 
and tho torso of a freshly killed gnome. Behind It lurks a hugo spider IAR­
SM; H0·3; HP· 16; AO- 1-6 + poison (savo or sloop for t2 hours); INC· 
Hungry; MT-t70': 80% chance of attacking with surprise) which will at­
tack all who enter excopl tho goblin who feeds It . (Melak, C15). 

C121 Clan Storeroom. Rusty hooks hang from 3 beams at the N end of 
the 1oom, a fourth beam Is b1oken. A numbor of rottod sacks and 
brokon/ompty casks ond barrels lie on rho 1/001 togcther with• number of 
giont ant shells which havs o phosptu11osccnt green mould g1owlng upon 
thom. This Is aphlsmould and Is quite harmless. It is used by Malak to bah 
tho trap in C16. for ants find It Irresistible. 
C131 Melak•s !ardor. Vadous pieces of dubious looking meat hong on the 
walls, and In the NW corner stands a cask (contains brackish water). The 
meat Is mainly rat and local animals. but includf» a sheep. two gnome legs 
and a gnome's head. These are parts of Chorgi Gundlsson (B7ql, the 
assassin who left Sardkirk before the party. Whilst searching for tho 
secret door In C6 (disguised as a goblin). ho oncountered Malak. Intrigued 
by his behaviour, and the fact that tho section was supposed lo be empty, 
ho followed him and fell prey to tho spider in Ct 1 (who Malak calls Sheila, 
as she·~ ugly enough to be humanl. 

C14J Melak's storeroom Contains a number of short spears, axt1s, 
javelins end small sllle/ds plus twos/lort swo1ds, 2 short bows, 17 a11ows, 
f quiver, I gnomic shield, ono set of scalsmoil ond choinmoN (gnome 
sized), 1 gnomic hslm, 2 sHvcr Dlfows, 2 empty winoskins, 60' 1opo, I 
Jantem, I hommc1, tv10 oilllasks, 12 iron spikes and 2 sets of goblin 
clothing. The gnomic equipment belongod to Iha sons of Oreggi (8101 
who are now In C11 . 

C161 Molak•s Chamber. If this Is reacnod on tho first trip Into the goblin 
complex Melak will be found snoring on his bed In a drunken s1upo1 clut­
ching an empty wineskin, and Chergi Gundisson's effects boas df»crlbed, 
Otherwise there is a 2 in 8 chanco of Malak being hors, and a I In 8 chance 
of his being in each of Cl0· 14 and 16. Chorgi•s troasu10 will be in the 
chest, and his backpack etc. In C14. 
A bed with a mctal l1ama (largo enough to sccommodattt 3 gnomes) //es ln 
ths uppor SE corne1. On tho N. wall hangs o crudn ta1ts1sd topostry 
showing a mlgrotory tdbo of goblins whose leader is pointing ot a cliff 
loco. An iton chest stands in tho NW comeri whil$t at thtt foot of the bed 
lie.a light crossbow, 11 quarrels, a short swo1d, shield, and smo// helm of 
gnomic design, a backpack and Jantem. 
The tapostry Is wor1h lOGP. Tho padlock on tho chest is rusted solid -
Melak has unscrowod the hinges at tho back and opens it that way. It 
contains a sard wOrlh 20GP. 64GP, 86SP. 183CP. Tho backpack contains 
a finely decorated dagger with tho name "Norggi" engraved on the bl ado 
In gnomic (worth 9GPI; a goblin dagger with tho name."Ralrak" engraved 

on the hilt; o purse; a spelibook; an ivory scroll c.aso; a sot of gliOmlc 
clothing; 2 days Iron rations; a pewter goblet (8SPI withe bear and ragged 
staff and tho words .. Tho Co11<1uered Bear" engraved upon it In tho com· 
mon tongue; an ollnask; tinderbox; a set of lockpicks; and a map. The 
purse contains 12GP. 18SP. 3CP. and a ring (pmtsc/jon +5%). The 
spolibook contains tho following illusion weavers• spells - Dotcct Invisi­
ble, Dorlicn, Disguise Self, and Spray of Colours. The scroll caso has a 
scroll of Invisibility lnsldo it and tho map shows C1·6 a nd C31 together 
with 1ho passage joining the latter two and tho secret doo1s at Its E and W 
ends, with the Instructions that they pivot centrally by pushing on tho RH 
side Un goblin). On tho reverse side of the map, also in goblin, Is written 
.. The victims, ono male and three females will be found in room X (C31 ), 
and around noon thoy should all be asleep. It is vital that the dagger be 
loft In tho corpse of tho male and that no evidence of your entrance or exit 
be left. Tho 1emalning half of your lee will be found in a chest beneath the 
bed.'' 

Melak was left for dead at the batllo of Rockbury. awoko and returned to 
find the cave comp!ex empty of goblins. He has lived alono ovor slnco {ox· 
capt for his pet spider Sheila (C l l)) and has spent tho years keeping out of 
tho way of the dopple9an9ers (0161. The only reason he has beenablo to 
do this Is by finding a pail of mtJgical speodboots (which give him an MT 
of 120'1 on the battlefield. Ha has a paranoid fear of goblins as a result 
which has been heightened recently by tho return of tho trlbo - he will 
gladly help any adventurers in the task of getting rid of them again if they 
aro kind to him and keep him supplied with alcohol (which he has missed 
sorely), Ho will be annoyed If Shoila is harmed. howove1, and will plot 
revenge. He knows the layout of C21-51. (but not of thoir present oc­
cupants or the secret doors), and of the transfixcrs in C18 whoro ho gots 
his water. He ls armed with a short sword, short composite bow and dag· 
ger, armoured vlith gnoinlc chalnmaU and shield, and can communicate 
with spiders as woll as speak Goblin. If awakened he will have a raging 
hangover, and will only answer qucstfons after a swig or t\vo of wino. 
Melak (Goblin: Age·46; AR-CM&S + 10%(duo to speodboots); CC· 
Fighter; H0-1010; HP-10; INC-None; MT-120'1. Ho speaks coarsloy. 
sv.iears a lot, and hates gnomes almost as much as he hates goblins. 

C16) Guardroom. Broken bunks ondweapons, pluso few piacesofwor~ 
thless copper jewellty litter tho lloor. In tbe NW corner Is on alcova behind 
sn lion grate, lo which a giant ant eating green mould can be seen. Two 
1esualning chains are set into its back wall. A tctch holder is set Into the N 
wolf ln ftont of tho grate, beneath which lio D gore enc1usted. spear 1111d qn 
ifon hook attached to 3' of rope. A slimy trail runs along tho floor by th• 
W wall getting thicket qs it goes no1th, and ln the NE corner lio a rusty 
brazier snd tortute instruments. 
The 9rato is raised by pulling a chain which goes Into tho wall by the left of 
it. If tho torch holdor is raised a small comparlment will be 1evealed, con· 
tainlng a similar chain which relsos the back wall of the alcove, giving en­
trance to C17, 

C17) Nursery. Tho coiling is only 4' lrlgh In this taom, yot a stono cooking 
pit Is dug into its centre. Rotted st1aw covers the NE orco and a 3' 
diameter hol11 goes into the wall at tho NW comer. 
This room also contains 3 giant worker ants (AR·CM; HO-I; HP-6.8,8; 
AO· 1-2; INC-Order; MT-160') who are lending 20·30 grubs in tho straw. 
C17a) Contains 12 giant soldier a nts (AR-CM; HO· I 08 + 2; AO· 1·4 
+ sting for 2-8(1-4 if savel; INC-Order; MT· 160'1 who will enter C17 at a 
nue of 4 per round if the workers or larvae are attacked. Bolh passages 
from this room le~d to the quoen's chamber (&ee ASaJ. 

C18) Cavern 111/Bd with stalactites er.d stolagmites. A stream 1uns 
l1om a tunnel ln the W wall to a pool of clear water in the cenl!e, in which 
blindl/sh can bo seen. 

Thoso standing in tho shaded area have a 40% chance of being attacked 
by one of the 12 transfixers above (AR-CM; HO-I 010; AO- 2-8; INC· 
Hungry; MT-10'1. Within the shaded area land only visible from within it) 
Is tho limed ovor skeleton and equipment of a human lighter 18101 whose 
purse contains 1 lSP and whose long sword +5% Is still useablo if clean­
ed. Tho rost of his equipment Is useloss. A freshly killed goblin lies bosldo 
him. 

C191 3• high lunnel. 

C20J large cavern with oronge ond green litchon growing on its roughly 
hewn walls. In tho NW comer steps catvcd lnto tho tock lead up to o 
brightly lit balcony, ftom which o 1opo /esds to a pulley at tho cen110 of tho 
caillng and dangles down, An lndlstinct 'blob' ls tied to the end of it. fsco 
029). 

The 'blob' is In fact a gnome's foot (all that Is loft of Furdo Kragisson -
A7&E21 and rocks e and bare lichanworms IAR·L&S; H0·5; HP·24,25; 
AO- 1-8+ 6% chance to swallow whole; INC·Hungry; MT-60°1. Those 20' 
long worms look liko rock with patches of litchen dolled upon it, and 
spend most of their time in a stato of semi· hibernation, during which time 
chey can absorb nourishment from the ground through root llko pro· 
t.rubrences on their undersides. Thoy aro 90% undotoctabla in this state 
1hough there is a 10% cumuladvo chance per person in the room per 
rour:id t~at they will awaken and launch surprise attacks. Any characters 



swallowed whole will take 3 points of automatic damage per round until 
they cut themselves free by inflicting 7 points of damage on the worm's In­
side or are cut free from tho outside. Worm b conce81s the bottom of a 
chute from 044e. 

Caves of the Madder Clan. 

C211 four guards (type C goblin) from C25. Tho guards aro lax, and there 
Is an ~% chance of surprising them due to them do~lngfarguing loudly 

(where n is tho number of times In p&st 2 weeks, including this one# that 
the tribe's territory has been Infiltrated). 

C22) Rubbish Room. All the insalubrious rubbish of the Madder Clan Is 
dumped here ready to bo carted away to C39b. Tho stench is appalling 
and there Is a 50% Chanco that 106+ 4 _gi?nt rats !from C75) win be pre-. 
sent. These will ignore a party unless thoY aro attacked in which case the 
gu~rds at C23 are 80% likely to be alerted. 

C23) Alcovos, 2 typo E goblins are stationed here, though each has two 
javelins In addition. Tho chonces for surprising them are as for C21 abovo. 
A rope hanging from tho ceillno rings an alarm boll In C26, thoug~ this 

C<ln't be heard at C23. Tho sacrot door Is one way and cannot bo opened 
from this side. 

When intruders enter C22 tho alarm ls soundod. As tho intruders leave 
C22 the guards leap out, hu~ thoir javelins, and flea to C24 whose oc­
cupants are expected 10 slow down tho intruders and absorb ai;iy magic 
beforo rotreatlng to C25. After sorne amusement opening the door for 
people charging at it, than locking it behind them while their friends beat 
futilely on tho other sldo (to give tho test of the gobllns Ume to gr<>up) the 
tntrudors are allowed into room C25 whoro the net and tho goblins ftom 
C25 and C32 (types C&GI ore waiting. At the same time tho typo E 
goblins from C26 will oxit through the ono·way door and attack (he In· 
truders from behind. 

In case this is not suHlciant, the females and gob lings will all be shepherd· 
cd into C33, whenco tho cf an dignitaries and bodyguards will endeavour to 
escape if the en<:ounter In C25 goes badly. 

C24J Barracks. St1aw and blankets line the Sand E walls, and a weapon 
rsck is afffxed to tho N wall. Tho stout iron bound door in ths E wsH has 
been 1ec1mtly repaired and 1J Jorge bartel stands in tho NW.corner {con· 
rains water). 

Those are the quarters of 12 typo A gobllns split into 3 shifts (sea 
timotoble) whose guardposts are C35 and 01. 

C251 Barracks. St18w and blankets line tho S and W walls snd a 
weapon 1ack stands against the N wall. A lever is attached to the wall in 
th11 SE corner, ond a forge bs,,el stands in the NE comer (contains water). 

Those are the quarters of 12 type C goblins whose guardpost Is C21. At· 
tachod to the coiling in tho NW quarter of the room Is a weighted net, 
operated by the levor above. lt is grime covorcd and there Is only a 20% 
chance of noticing it if a party rushes into tho room. Because of laclc of 
drill however thero is a 50% chance that the drop will bo mistimed (cat· 
thing no· one, and having a 1 in 6 chance of dropping -on lho pursuing 
goblins!. Othe1wlse, 2·5 adverture1s will bo caught, but the net is in such 
a poor state of repair that characters of abovo average strength, or with 
drawn edged weapons wil~ be able to b~ak free in ono round (3 rounds If 
neither). 
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C26J Barracks. Straw and blankets 11s befoto,. and the one way doot ond 
alarm bell over it ato claotly visible. Wcopon tacks stand against tho E 
walls and a largo battol in the SE comer {contains small beer). 
These are the quarters of 12 typo E goblins whose guard posts are C23 and 
C34. 

C27) Hall of the Madder Clan. The ceiling is 12' high and the 1oom is 
dominated by o crudely carved throne on a dias by thB E wall,. behind 
which hangs a black banner with two Iorgo moddor fongs embtoidered on 
it. A firepit stands In the ccntrB of tho 1oom (su11oundcd by cooking uten· 
s11s, pots etc.), a large water butt stands in the SE corner, ·and drapos 
hs11g on tho S wall. 

four type G goblins (from C32) stand guard at tho N and S entrances. for 
other inhabitants see ~motable. 

C28) Storeroom. Hsunchos of vatious mCats hong from 3 be11ms at 
the N end of the toom. Some of tho mfJDt is recognisoblo as mutton, beef 
etc, the rest is dubious (rat, dog, gnomo ... J. The S of the room ls filled 
with barrels and sacks of various bevc1agos and foodstuffs. The flour 
sacks have "Roughmlll Grade Ill, WT" on them in cornrnon, whilst two 
largo bartels of ale and beer, and two srnaller ones of mead and watered 
wino, all have ' 1lbra Soworbutt, Ristenby'' burned Into their sides. 

1bra Sowe1butt Is the landlord of "Tho Woolpack" In Ristenby, whose 
brews are justly celebrated throughout the County. Ho sells tl)em by the 
barrel to a number of people and will not be able to pinpoint this batch. 

Walter Ttiddedcan (WT), tho Rlstenby Miller, will tell a party that amongst 
othc1s, the Bcastmcrchant north of Embcnrees takes a fair amount of 
Roughmill 111 for the hunters who deal with him. !Tho boastmerchant ap· 
pears in Ristonby ToWn). 
C29) Aalrak's Room The toom contoi'ns a pa/lei, bl.1nkots, po11, table, 
the half stuffed carc1Jss of a bear, " flagon of vllne, a small chost and a 
copper goblet. (2GP). 
Ralrak (typo K goblin) is tho son of the Madder clan chief. He admires 
Galrak (014) for tho way he seized power, and would liko to gain the Mad· 
det chioftalnship by tho same means. If possible, he will try and engineer 
his father's death al tho hands of any advenrurors captured, even going so 
far as to kill his father In their prascnco and throw them a knife so that 
they ~an escape afteiwards. He will make promises to parties but will not 
keep them. 
He shares this roorn with ~ls two wives, who are making the bear Into a 
trophy (It was trapped by Ralrak) when he visits the on duty ~uards (by 
which moons he Is gaining popularity amongst them). 
The chest Is locked and contains 9CP, 24SP, 14GP, and a said worth 
18GP. 

C30l Bodyguards' Room Contains 3 mots and blankets, a jug of 
mead, dt/nking pots snd 2 pa11s. 
This room Is shared by Rorak's (C31) 3 bodyguards (typo H goblins! and 
their wives. Two of them accompany Rorak everywhere when he is 
awake whifst tho other stands guard outsido his 1oom when ho steeps. 

C31) Chief's Room A 6' square bed stands in the SE corner Mlf way 
down the Ewell, whilst on tho N wan hangs D holf·finished tapes fly. Also 
ii? the room are a pa11, 8 llBgon of watered wino, and !our silver goblets. 
(6GP each). · 

Undet the bed Is a locked chest containing, 45CP, 16SP, 97GP, 3PP and 2 
pieces of Sard worth30 GP and 40GP. Tho tapestry shows Rotak putting 
foiward Galrak as the next leader of the tribo. 
Tho room is occupied at the noted limos by Rmak (AR·CM&S; H0-2; HP· 
12; MT·OO'; armed with short sword and 4 javelins) tho clan chief, and his 
3 wives. Rorak is la1y and greedy, and has been able to Indulge In both 
since supporting Galrak to the tribal throne. Ho would, howovor, like to 
see more overt action taken against tho gnom<!s of Sardkitk. 

C32) Barrocks A weapon rack stands against the N wall, whilst 12 
bunks, 5' long, lino tho Sand Ewa/ls. Behind a heavy gtill in the NW cor· 
nor a barely alive gnomeling tone of the pilgrimst hongs from chtiins set 
into the wsll. A fire burns in tho btazler befotc him, which also contain$ 
vatious torture implements. A large bsuol srunds in the NE cornor (con· 
tains mead) and• to1ch holder Is set into tho N wall beside it. 

These aro the quarters of 12 tvpe G goblins (whoso guard posts ere tho N 
and S doors in C27) and their 12 females. The grato and backwall ore rais· 
ed and lowe1od In tho samo fashion as those In C16. 

C33) Nursery Tho coiling hore is only 4' high, yet a stone cooking pit is 
dug lnto the centre. Sttow covets the NE area. 
Except at tho time,s for meals in the clan halls, this room is occupied by 33 
goblings and 5 females (the wives of the chiof and his son are spared 
menial work). Tho females spend some of their time making goblin 
garments, a sm.an pao of which lio.s in the SW corner. 

C34) 2 Guards (type E goblins) from C26. Tho same chances of surprise 
exist as for C21. 
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C35J ~ Guards (typo A goblins) from C24 with simiior chance of surpris· 
ing. 

C36) Trophy Room (The double doors ore locked (key In C37). Sttaw 
covors tho floor of this room, on whose walls hang various stuffed heads 
(human, gnomo, olr, dwarl otc ptus animals), rusty armour and weapons. 
Tho room is occupied most of the time by a pair of adult malo and fomato 
giant weasels (AR·SM; HD·413; HP·28, 16; AD· 1-12 or 2·8 plus s imilar 
damage automatically for each round after the first successful hit; INC­
Hungry; MT·160' (100' whon mounted)) and two cubs (AR·L&S; H0-1; 
HP-7,8; AD· 1-3, automatic after successful hit; MT-1 lO'J, whoso poltsaro 
worth lOGPIHP. 
Only the mafo will leave the room, with or without supervision from the 
beastguards (C37-38). A four-seater saddle hangs on the W wall, bearing 
tho mark "Peleter". Stephen Pelater is a saddler of Rlstonby, and 
remombelS this commission well! The beastmerchant asked him to make 
it for a cireos etienl who wanted an act with four dwarves riding a giant 
weasel {see C28). Tho saddle was stolen on the way thore, however. and 
Stephen is engaged In making a new one, which tho party should bo in 
time to deliver if they so wish. 

C37J Beastmester's Room A largo bed stands in tho SE comer and 
the floor is 1ush st1swn. A lever is attached to tho S wall. 
Theso aro lho quarters of Garnok~ lho beastmastcr (a typo K goblin but 
having chsinmail armour +5% and short bow in addition} and his two 
wives. On a thong around his neck are threaded the kevs to C36 & C66, 
12CP, ?SP and 3GP. The lever makes the floor In C39e uni safe (generally 
the forme1l. · 

C38) Beastguards Room Same general description as C30. These are 
tho quarters of 3 type F gobllM (also have shorl bows) and their 3 wives. 
All tho beastguardsand their spouses uso tho great hall (036J as their clan 
hall and 012 as tholr nursery. 

C39al Area where water ls drawn. 
bJ Area where tubbish Is thrown most prominent being tho carcass 

of a huge (S' at tho shoulder) dead rot. II is this rubbish which has been 
causing disease in Sardkfrk. 

cJ 3 guards (type F goblins) from C44. Thero Is a ~· 
chanco of surprising all guards fro,m tho Scarlet clan (where n Js me 
number of intrusions, including this one over tho past two weeks). 

dJ 2 guards (type B gobllnsl from C42. 
e) This ores is btightly lit, and o motof pillar 6" di'IJmeter runs from 

floor to ceiling. 
Tho light comes from a permanent light spell on the ceiling, for this is ono 
of tho tribo's chief sources of entertoinmont. The floor in the E section is 
made up of two trapdoors, which will collapse if subjected lo a weight of 
80lbs or more. Benoath them Is a 16' deep pit containing 3 rubruns (AR­
CM; HD-108+ 1; HP·8,8,6; AD- 1·6; INC-Voracious; MT-60'1. The walls 
of the pit are too smooth to climb, and though the Iron pillar Is attached 
firmly to the pit floor, it has been extremely well groasod. Whon tho 
gpbllns throw the odd unarmed captive or criminal down tho pit tho W 
section of tho room fa always crammed with eager spectators. Various 
bones {goblin, gnome etc.I lie in the bottom, in addition to a 10 GP sard 
that a goblln thief swallowed In a vain attompt to escape detection. 

Coves of the Scarlet Clan. 
C40l Rubbish Room Samo goneral description as C22, but there is a 
75% chanco of meeting 106 + 4 giant rats from 12§. 

C411 Alcoves As C23 but the two guards aro type F goblins (with 2 
javelins each) from C44. 

C42J Barracks Same general description as C24. Those are the 
quarters of 16 type B goblins split into 3 shifts (see timetablol whoso 
guardposts are C39d and C59. 

C43) Barracks Sam& goneral doscription as C25, but there is no 
chanco of mistiming the net and it is twico as strong. These are the 
quarters of 15· typo 0 goblins whoso guard posts aro C52 and C52o. 

C44J Barracl<s Samo gonaral description as C26. Tho quarters of 15 
type F goblins whose guard posts arc C39c and C41. 

C45) Hall of the Scarlet Clan Same general description a.s C27, except 
that the fangs aro scarlet, tho guards are type H goblins and there are 
threo of them guarding the W door. 

C46l Storeroom As C28. 

C47J Borak's Room This 1oom contains a pallet, blankets, pillows, 
psi/, tabla, c/lair and locked chest (contains 60CP, 49SPI. 
Sewn intQ one of the pillows oro 13GP. Borak (type K goblin), son ofthe 

Scarlet Clan chlof, is annoyed at his fath ' r being ousted as chief of the 
tribo, especially as ho is infatuated by Gorak's wife GaUJ~ who would be 
his If his father was the chief (seo C65, 024 & 26J, The clan feel tho somo 
way, but the chief, being ultra·Ofderly, has accepted the decision. Borak 
Is purposely kept from responsibility by tho tribe chief Galrak, and has 
already spent a night In tho trial cell (0421 on a trumped up charge. Ho will 
engineer a party's escapo (after pointing them at Galrak and son (014 & 
26J via the temple) if any are captured In tho Scarlet Clan section, and will 
bo aidod by clan members. He will only dare to try this once, however, 
and should thoy bo captured again thoy will go to the mines. 

C48J Bodyguards' Room Samo gonoral description as C30. The room 
is shared by Balrak's (C49) 4 bodyguards (type K goblins) and their 4 
wives. 
C49J Bairak's Room, same general description as C31,,but tho half finish­
ed tapestry shows a tribe chief (with crown) being treacherously stabbed 
In his sloop. The chest contains 59CP, 79SP, 33GP and tho goblets ore 
copper (6SP each}. 

Balrak tAR·CM&S; HD-2; HP-14) is armed as a type L goblin but has a 
dsgge1 + 5% 1n addWon. He shares the room with his 3 wives. His father. 
the late tribe chiof, died beforo telling him the way to tho treasure room. 

C60) Barracks Same general description as C32, but no gnome and 15 
bunks. These are the quarters of 15 type H goblins (whose guerd posts 
are in C45J ond their 12 females. 

C51) Nursery Samo gonoral description as C33. Usually contains 5 
fem.alas and 35 goblings. 

C62) Mine Entrance Theis is a circular pit 30• deep ln tho centre of this 
room abovo which a ploiform hangs suspended !tom• pulley. This Is rais· 
ed and loweted bys caps Mn In tho E wall. A lsrgs kennel liss in Iha SW 
corner next to a handcart. 
The kennel houses 3 isrge wolves (AR-L&S; HD·3; HP-14, 16, 10; AD· 2-7; 
INC·Evil; MT-170'1 and also In the room are3 guards {type 0 goblins) from 
C43. 
At 4 pm the ·wolves and 2 of the guards are lowarod to the mine. They 
unlock tho cage (see Map El, take one of Iha slaves and return to C52 with 
the wolves. When it is safe to do so (tho wolves would attack them if thoy 
were still In the mlnel the remainder of the slaves come out of tho cage 
anc:\ tholr breakfast (if thoy'ro lucky) ahd tools a re lowered down to them. 
The useless rock they dig is carted away throughout tho day by tho 
chosen slave (manacled beforehand) and dumped outside 049. 
At 8 am tho slavos stop work and lay their tools on the lowered platform. 
This is raised and their food and water (tho amount dopending on how 
much sard they have found) lowered down to them. They take this and 
go back to the cage. because the wolves are sent down bafore the guards 
aro (owored to lock tho c.ago door again for the 'night'. 

C52al 2 guards (type 0 gobllnsl from C43. 

C53J Corridor This loads to the temple and has grotesque and macabre 
carvings on both walls. Tho temple doolS are stiff for tho first Inch or so, 
but then fly opan easily. 

-- -
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C54l Temple ~j(i~.;";'f~-ma;her The walls ore decaratod In th• 
s•m• fashion as th• co1tidor and arc 26' lllgh. The 1oom Is lit by a silve1 
bowl of blu•buming oil bstwcon t/10 altar steps which casts eerie 
shadows. A stone stsi1case climbs up tho E wall. Md in th• alcove 



benesth thom a large brass gong can be seen. On tho oltar 2 Incense 
burnets give off a sickly swast odour, behindwhlchstonds tho 8' statue of 
a g1inning goblin. RestnJinlng chains are set into thfJ statue's boss and at 
each corner the1e Is a s17ver goblet. 15' behind it a dlstortod shadow is cast 
against hanging drapes which have a silvery sheen. 

The silver bowl Is worth 50GP, tho goblets 30GP each and they contain 
Unholy water. The chains are used to restrain captured priests, who havo 
a 10% chanco per day of being sacrificed. The elcovos in the NE & NW 
walls contain 6 goblin tombles (AR·L; HD-206; HP-7,8,6,4,9, 10; AD· 2-7; 
INC-Mindless; MT·65') who will push the doors against (AD· 1·21 and at· 
tack all who enter the room between G.30 am - 8.30 pm and 10.30 pm -
4.30 am except pcicsts of Gola re. At the samo lime one of them wHI sound 
the warning gong. 

C54e) Font A bronze font stands behind the statue, and s/etuettes of 
olher goblin dollies lit by c•nd/os giving bluish light siand in the alcoves in 
th• SE & SW VIOi/$. 

Tho font Is worth 300GP, the statuettes 20GP each, and they weio~ 3001bs 
and 20lb respectively. Tho drapes 0.1 tho S wall aro lour bolts of silk, 
worth 60GP each. Each character has a 10% .chance of noticing tho ~Pl' 
holes abovo the alcoves. 

C55} Inner Sanctum A stono' staircase, leading upwa1ds1 can be seen 
on the E wall, on tho sida of which, hanging from metal hooks dtivon into 
the stono, Bte 2 silver censors and 2 sots of omato robes in silvef1/ blue silk. 
On tho S wall hangs a lspestry dspicting lh• slatuo in C54, before which 
stands a SIT)blf a/tar with 2 p!8yer mats before it. A baflel with a box on 
lop of ii stands In tho NW cornsr, whi1st against th• W wall are 2 desks 
and chaits. A largo cupb0111J st1nds in tht1 SW comsr. 
The censors both contain a mixture of inconse and charred gnome flash 
·and are worth 15GP each, the robos·are worth 30GP and 40GP. Tho barrel 
contains oil, tho box candles, both of which burn with a blue light. Tho 
cupboard contains books and scrolls on relfgiovs topics (non magical) and 
conta:nars of fncenso. 
A spell has been cast on the floor at the entrance which will wound the 
first non·priost of Golare to step on it.for 2-8 points of damage. Also lr11ho 
room are threo ghouls who will attack intruders (AR-SM; HD-2; HP· 
10, 13,8;· AD· 1·611-3/1-3 plus parali.zation; INC·Evll, Chaos; MT·SO'l. 
Tho cupboard and desks are locked, one ol tho latter containing a magical 
wan.twhlch can liro bolts of power doing 2·5 damage at the rate of 1 per 
round. It has 12i bolts loft. 

C56) Two well used archery targets hang on tho W wan of this passage. 

C66a} Boors Room Th• room has a disgusllng stench. The floor is 
covered with straw and excrement, 11nd a trough stands against the E 

't~Z· occupants are a male boar and two sows .jAR· L&S; H0·4; HP· 
24, 10, 18; AD: 2-12 or 2·8; INC· Territorial~MT· 140') and 5 sounders (AR· 1; 
HD· 1; HP-8,4,4,4, l; AD· 1·4; MT-90'1. The·boar and first sow will only be 
in tho room from 8 P.m to 4 am, the others will always be present. 

C57} Pony Stable If there &(O any hobgoblins visiting the complex (see 
029~ 2·8 pack ponies will IJo found here. 

C591 Empty Room The door is locked. 

C591 Guardroom On the S wall is a windlass tor raising and lowering 
Iha portcullis at COO. Tho 3 guards here aro typo 8 goblins from C42 who 
are also armed with short bows (soo C39c for chance of surp1lsing them). 

C60) Tho wator from hare to tho outlet Is 3' deep, and a cliff taco across 
tho stream comes down to wator level. Just n0r1h of tho cliff is a portcullis 
worked from C59. This Is raised from 11 pm to 4 am as the Rat Rldors 
(D21l use It as an entrance/exit, but Is lowered for tho rest of the time. 

C61·64 and C66·68) This section hes not been inhabited since tho tribe 
returned, as their numbers were considerably reduced at the battle of 
Rockbury. The rooms are empty apart from a t.W pioces of appropriate 
junk. 

C651 This room has obviously been cleaned recenlly. A flagon of wine 
ond 2 goblets siond on a small ioble noxt to the bed. 
Also in tho room Is a Giant Rat (HP-7) and each character has a 10% 
chance of noticing the words "Barak - get vlal hidden in crimson rar ... 
scrawled on tho earthen floor. Tho rat is in feet Goza (D24) wifo of Gorok 
ID28} tho son of the lribo's chief, who has been secretly meeting hero with 
Borok IC47l who was hat Intended until tho tribo elected their present 
ruler. To allay suspicion she has been using a potion of shape chMging 
belonging to tho tribe's witch (D11l which she has lopped up with water. 
Unfortunately Iha crystals at en (over which the trLbe's water passes) 
have made the effect permanent, ano thls t1mo she has been uneblo to 
change back tp her original form. Borak came, thought she hadn't boon 
able to come and went away without noticing the message. Tho potion Is 
hidden In D18 (the crimson rat room) and although Gaza has a smallviel of 
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it on her person, as a giant rat Jt is part of her fur and she has beon unable 
to use it. 

:69} Nursery Room As C33 exccpl lhat t/Jere is a small hole in tho roof 
and bird droppings on the floor. The room is tho lair of a colony of blood· 
birds (AR-L; HD·4; HP·4 to 9; AD· 1·3 plus automatic 1·4 after firsl hil; 
INC-Hungry; MT· 170') who havo been warned of the consequences 
should they attack the goblins or their visitors by the goblin priesls 
(D45-46). Whilst tho door to this room Is open, charactors will be attacked 
by 1·3birds por round until a maximum of 10 Is reached botween the hours 
of 4 am and 8 pm. From 8 pm to 4 am they will be attacked by ,2·6 per 
round until a maximum of 27 is reached. 

C70) Frogs Lair This damp cave has a sttaw covorod area of floor in the 
NW corner, whilst at tho entrance a /e/ly-lik.o substanco can be sesn In the 
water. 
Three vicious giant frogs (AR-1; H0-2; HP·S, 12,9; AD· 1·2/1·2/2-7; MT· 
(walk)·SO', ijump)· 120') will elso be found, In addition to the cages they 
Nere brought in. Tho haif·eaton body of a manacled gnome lies in the 
straw. Tho jelly Is spawn. 

C71) Sttsngo phosporescenl crystals can be seen on tho stream bed. 
At the GM's oplion drinking water from C39a can give slumb8f and char­
ming spells only a 50% chance of working on the drinker for 12 hours. Tho 
crystals will lose their special properties If exposed to daylight. 

C72) 12' deep pool Thoso not walking along the E wall must throw 
under dexterity on 406 (100% = 19) or fall Into it. Those behind fallers 
must lhrow under doxterity on 206 01 follow them. The pool contains a 
giant crab IAR·PM; HD·4; HP-22; AD· 1-10/1-10; INC-Hungry; MT·SO'l 
which wfll surprise fallers 60% ol the time. At tho bottom of tho pool aro 2 
human skeletons (brothers of tho corpse in C181 with their rusted arms 
and armour. Their purses, however. will yield a total of 37GP and 14SP. 

C73) Crabs Lair On the rocks lio e number of fish bones, empty shells 
•nd 2 haif·eaten goblins. There is nothing of value. 

C74) Waterfall This drops 2f)' down a rock chimney, tho sides are 
covered with $limy weed. At tho /op of tho drop a rope tied around o ttee 
•tUmp has baon thrown down it. Tho rope ls old, however. and thoro is a 
60% cumulative chance per person climbing tho rope that It will snap. Tho 
fall will cause 1-6 points of demago. 

C76) Rats' Tunnels Those 2' diameter tunnels are inhabited by 40 giant 
rats (AR·L&S; HD· 1D4; AD· 1·3 plus 6% chanco of disease; INC-Hungry; 
MT-120'). Thore Is a 30% chance per 50' of tunnel that ·2·8 will be en: 
countered. 

Koy to Mop D. 
01) 2 guards (fypo A·goblins) from C24 (see C21 lor chance surprising}. 

D2) 2 guards (type L goblins) from D6. These guards, and all othe1 
members of tho Crimson Clen (Dlfl.28) are wpli drilled and chances to sur· 
prise them are normal. 

D3) Smithy/Armoury A bellows and forge ara locatod in the SE corner 
bes/do a pilo of cool. Nearby on anvil can ba seen and an assortment of 
smithylng tools lie around ths placo. The work in prog1ess consists of a 
number of short swords and goblin armour In for repair. A /01gs wagon, 
wlth hall a load of plg /ron stands in lhB centu1 of tho room, behind which 
is a shorpenlng stono and a large vat of water. 
Tho wagon has the words "William Barnet - Rlstenby" painted on tho 
sides. Tho smithy Is operatod during the hours of darknoss (giving rise to 
tho red glow soon in Sardklrkl by the occupants of 04&5 who work to' !he 
same timetablo as Clan Chiefs. They use the Great Hall (D36) as their Clan 
Hall. 

D4) Torak's Room Samo general description as C29 but without the 
bear. These are tho quarte1s of Terak the smith (typo L goblin} and his 2 
wives. The chest contains 26SP and 8 GP. 

05) Assistants' Room Tho room contains 2 beds ond 2 polls. It is tila 
quarters of Torak's 2 asslsaants {typo F goblins) and 2 females. 

D6) Guards' Barracks The room. contains 10 large beds (for goblins at 
loostl, o woopon rock agolnsl the E wol/, drinking vessels, blankols ere, 
tnd 11 /0190 balfel in the SE corner (contains wino). 
These are the quarters of Galrak's (014) bodygu01ds (10 typo L goblins) 
and their 20 wiws. 4 ol tho guards accompany Galrak wherever ho goes, 
the other six teke turns at guord duty at D2. Submerged In the barrel is o 
locked chest containing 94GP. 

D7) Council Chamber A throne ls placed ot /he Sand of tho room at 
tho head of a long tablo with 3 cha1is on each side of it 011d one at /ho op-
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posit• end. The council is chai1ed by Golrak (014) end consists of Go<ak 
(0261, Zal8k (045), Gezok (046), Shlb1a (0111, Rorak (C31), Karg (044) 
and Balrak (C49l. 

08) Gua1d Room The 1oom Is empty apart ftom 2 /Dtgo CMits each oc· 
cupied by a bugbear from 044. When lho couna1 Is in seW<>n in 07 lho 
membe<s' bodygu11ds will also be found hOfe. 

09) Treasury Tho door to this 1oom has 2 keyhol•s (both koys In tho 
possession of Karg 044). Unless tho bottom lock Is opened first the coil· 
Ing abovo tho W'IO' of the passage will collapse, all beneath rocoi\/lng 2· 12 
polnlS of damage ( Y. If saving th1ow Is made). This wlU olso occur if the 
door is forced. 
Tho 1oom contains 2 daggers, 6 s!Mr Ingots, worth 25GP ••ch and oach 
welghi<19 50lbs, belonging to William Barnet; a suit of chainmail, a 
longsword and a bow, and a purse containing 11GP belonging 10 Tredwell 
Greycloak; 8 each of gnomesirod loother jacks, shields, sw0<ds and 3 
bows and quivers, plus 287GP In coins and gems belonging to the cap· 
turod gnomic pilgrims, and 3 gnomeslzed studded jacks, 4 shlolds, 4 short 
swo1ds Iona of which Is magical + 10%), a suit of spllnimall and 2871GP 
In plate, coins and gems belonging to the K1agissons. For all Iha abovo 
sea E2. They wiY 1U give half their wealth In.return for being 1escued (but 
wm expect to got tho other half back). II the gobfins kidnep any travellers, 
capture Intruders 01 raid the outlying forms, the wealth of these will also 
be In this room. II at any time tho pony of prles1S aro visiting the complex 
(2% chance, soo D29) whilst a party Is adventuring hero, for following 
adven1u1os hall tho above foot will have boon taken awoy and the ra· 
mainder split equally amongst the councll members (seo 07). 

0101 Torturo Chamber 111.,oom containsa1ack, brazf.,andvatiou• 
lnsttuments of tort11rt1. 
Tha first time pany members are caplUled on this level 1hoy will be sent to 
the mines. Tho second timo, they will bo bound and loft In this room. A 
low moments la tor tho soc rot door will bo opened and a dagger thrown In· 
10 them with a note written in common reading "Go through the door, 
down the steps, ond turn right, keeping close to th814ft wall, if you wish 
10 escape. Close tho door behind '(W'. Tho handwrillng Is thot of Vurdi 
"the dragonst..yer'' (86). The on•WIY door to Iha stopS Is clHrty visible 
f1om tho pss.-gt, not so the secrot door to 014. 

011) Shlbro's Chombar This room Is well fvrnishod by goblin stafl· 
dotds and contains a bed, desk with sliver candlestick, chair and 8 wolf· 
hanging deco1•t•d with cobo/Jsui; symbols. 
A locked chest lln under tho bed and contains 72CP, 73SP, 34GP and a 
card worth 23GP. It Is protected by a magic voiu which w!tl loudly cry fOf 
help if tha chest Is touched. Th• candlosUck Is worth 15GP. Tho desk 
contains a spsllbook with tho spells /dantily Objac/, Weaving Ligh/1, 
Magic Shl•ld, Undetstand Magical Sci/pt, Push Ob/act, Magic Voi~o, 
Tum Invisible. The first person to opon the book, however, wlll reco[VO 
&-10 polnlS of Ille damage I \Ii damage If save) though the book will be 
unharmed. 
Shibra (Goblln; AR·N; CC·Witch; H0·404; HP-13; AOIOagger)· 1.,4; 
MT-$l'l Is tho consort of Galrak, tho tribe chief. She Is the aster of Rorak 
(c:il) and was the consort of the lo1mer chief, whom she helped Gal18k 
dispose of. She Is aware of tho hostnltv of the tribe'• prlaslS (045&46) 
end will do all •ha can 10 discredit them. At present aho Is perturbed by 
tho loss of a potion (soo C65&D181. II sho has prior warning or inlludors 
she will turn horsolf Invisible and allempt to slip away and raise the alarm. 

012) Nursery N; C33 but there"" 9 females on duty and 63 gobings. 

013) Tho Chief's Bedchamber Tho door 10 this room Is always lock· 
od. 
Tho room Is domlnatod by a 18rge omate bsd with s//k b•dclothBS. Thor• 
are a numbor of mounted hflads on thll walls as dscorfltlon, a table, 6 
choirs and• couch. A chess sat and 6 golden goblets stand on the tsblo, 
and a hall·linisMd topesuy showing o goblin giving gold to 6 01he1s hangs 
on the Wwalf. 
A lever makes tho pit trap in front of lht d- safe. Gunts 110 expected to 
knock, however, and Iha trap (d1opplng people to C72) Is always In opera· 
tion. The goblets are worth 35GP each, and the bedding 400P. 
The room Is occupied (at tho llrnes shown in tho tlmetablel by Golrok 
and/or his lour wives. 

014) Ga~ak'• Study Contain>• couch, dl$k and chair, whilst on Iha 
table is a 18nt11n. A wall-hanging Is placed in IM SE comer and a chlst 
stands in tho SW corner lit Is locked, and unless opened with the key -
~rried by G&lrak 01 an dmos - 2 poisoned daggers wnl fly out to the front 
hitting as e 4HO monster for 2· 18 damego - hatvod If o saving throw la 
modo). Tho chosl contains 663CP, 676SP and 171GP and 2 sards worth 
40GP and 60GP. The wafl·honglng conceals tho door In the E waU. 
Gat1ak (AR·PM• H0·3; HP· 18; AOIBattl•axe + 10%). 3-tO; MT-65') Is tho 
chief of the eioodv fang tribe, wears chainmaa and • p1otaction ring 
+111%. 

The ttibo was sonlcd by Doretta, and came after being promised a village 
of gnoinos to torment. (The gnomu escaped, howovor; see Sardkirk 
background). They bogon In the NE section (C6· 17) and expanded 10 fill 
the whole cO<npiox. 
The tribe was badly mauled at Iha battle of Rockbury, but managed lo 
evacuate the complex and disguise tho enttancu prior to Reelng Into the 
Northern Wasta. Haro tho tribe wandero~ for many yea1s untn they were 
found by a former sotvant of Darolta's who offered to re·astobllsh them in 
the complex and supply them for a lime, ond when ho was told that Sar· 
dklrk had been reoccupied by tho gnomos tho old king was eaoer to ac· 
capt. Darelle's henchman, howevor, said that In Ofder to p1ovont a "holy 
quest" attracting heroes as Risten's had done, lh<l. lribo should move 
covenly against Sa1dkl1k and not rare It to the ground In an all out attack. 
This was so contrary 10 the ,old chiefs indinat!on, and that ol tho rest of 
Iha tribe, that tha offa1 was refused. 
Galrak. however, saw that ho could use this to his own advantage, and 
working through Dorotto's henchman ho had his father !who supported 
the old chief) disposed of, murdered tho old chief with the aid of Shibra 
(011) and bribed Ro1ak (C31) to volo for him as the chief of the 11ibe. 
Once this was achieved ho eccepled tho IOm\$ that had boon offered to 
the old chlcf. 
Ho stlU has pioblams, however. Firstly, ho does not have possession of 
tho chieftain's rogallo (soe 015) and has thus not been officially Invested 
with the chieftainshlp In the eyes or meny of the tribe. R0<ak (C3tl is 
agitating for more ovort action against tho g~omos, and ha knows about 
the two murders. Galrak could not affo1d to silence him overtly, and so 
hired on assassin through Vurdi the Dragonstayer 1851 ,to do II for him 
IChergJ Gundisson B7q). Gelrak knows of tho pa"3ga between C6 and 
C31 through a captured dwart whan his den occupied tho area In which 
Iha Madder Clan now 1oslde. He suspects lhlt there are othets and wil 
USO any captured dwatv8S tO nnd them (boforo thoy 90 tO lh8 mines) bUI 
tho only cines ho knows eliout at prosanl are those between 014 and 010. 
When the placo was roocet•plcd he sent p•rtles all over tho area searching 
(which is how tho goblins got 10 Cl I end C72), but theso were all ho 
found. 
Borak (C47) Is also posing a pioblem, and Galrak will get Vurdl towrito his 
note (see D10) after a psny of adventurers ara first b1ought before him: 
The first batch wil go to the mines (Mop El but Iha second batch will be 
held In room 010 and Sorak and two of his supporters from tho Scarlot 
clan sent for. Allor showing them tho p1lsonors, Bornk and crew will be 
given tho koys 10 D10 and placed o,n guard at 02. Galrek will then 
engineer Iha escape of the prlsono11 (borring the sec1et door to 014 
against them) and than moat with tho council In tho great hall (036) to 
decide what to do with them. Whan tho council returns to find the 
pilson61S gone, and tha only keys to be In 80<ak's possession, Galrak will 
have a cast iron oxcuso for hurfi<19 him and tho Other· two guards into tha 
Rubrun pit (C39a). 
D16) Secret Treasure Room A Iorgo /ockod chest stands In this 1oom. 
(Goltak has the key but doosn'I know whore the chest Isl. It contains 
430SP, 343GP, 87PP and two gems worth 160GP each. 
A secret compa1unent In the wall contains Ille chloflalns regalia - a 
c1own and sceptre, both of them enc1usted silver and worth 1800GP and 
1200GP 1espoc1M>1y, and a magical broadswotd + 10% aligned to Ord0< 
end with the power 10 detect secret door&, gems and to transmit this Info" 
matlon 10 its wfelder empathlcally. Tho Investiture ce1omony entails the 
chief carrying all of these and visiting ovory mom In tho complex. 
Also In the 1oom there could be 2 dopplegangers !AR·SM; H0·6; HP· 18, 
21; INC-Evll; MT-100') there being a 60% chance for eoch. 
Those are former setvanlS of the old chlol who we:e ltft he10 to guard tho 
1ogalia rather than risk It In the Norlhtcn Waste. The chief elso used them 
10 secretly dispou of any opposition 10 his rule, and was thus much 
reared whilst ha was ellvo. Slnco tho 11ibe left, they havo depended on 
wild animals and tho odd passer-by fOf food, not hav\ng been eblo to 
catch Malak (C16l bacause of his boots and his spider. 
Since they serve both tho tribe! chief and the old chief's family, which 
positions are now exclusive. they havo not mado themselves known to 
either party, and have been making do with tho occasional goblin -
honce tho guards In tha oomplex. 
The staircase from this room leads upwa1ds to a stone slab and thanea the 
ou tslde. Tho top of the stab Is now overgrown with grass and undetec­
table. 

016) Stable of tht Rot Riders Tho N wall/$ lined with stalls, whilst on 
tho S waO hang saddtt/1, tack and lrarnou of sttang• design. 
This area is but racontty constructed. 
When not training Of on pstrol the first 12 stalls will bo occupied by the 
huge rats of tho Re ts Rlde1s (021) which are !AR·L8S; HD·2; HP· 

0 5, 10, 12, 11, 11,9, 15,9,7, 11, 1 l,7; AD· 2-7; INC-Evil; MT· 
120'(mountad)f160') and the 13th by tho mount of tho Rat Rfde(s feodor 
Gorek (026) whleh Is (AR·SM; HD·3; HP-18; AO· 2·9; MT· 
130'(mountedl/170'). Tho other stalls will be occupied by tho mounlS of 
eny human guests (see 02:9) -whose carts if any will be kopl In tha Great 
Haa !D36l. 



At times when lhe Rat Riders are not training, patrolling, eatlhg or sleep­
ing, theta Is a 60% chance of finding 2·5 hero, ca1lng for either their 
animals or gear. 
If a party attacks a rat whilst In Its stall, each rat has a 2 In 6 chaneo par 
round of getting out of its stall and attacking the intruders. 

017) Stablo's Food Store. 

Tho Caves of tha Crimson Clan. 
All short swords carried by the Crimson Clan will have FT In gnomic script 
ongravod on their hilts. Flandl Treggisson, if questioned (821 will sav. that 
h• had a largo order from Skeffington a few months ago. 
018) Rubbish Room As C22, except that buried in the W alcove is a 
potion of $haps changing (whoso effects aro pormenont - see C65l with 
t:wo dos.cs loft. 

019) Alcoves As C33, but guarded by 2 typo C goblins from 020. 

020) Barracl<s Samo accoutrements as C25. Those aro tho quarce1s of 12 
typo C goblins in 3 shifts whose guard posts arc 019, 039&40. 

021) Bauocks. Somo accoutrcmonts as C25 but the net is twico a.s 
strong and theco is no chanco of mistiming. These are the quarters of lho 
Rat Ridera (type E goblins also armed with short bows) and their 6 
females. : 

022) Barracks A weapon rack stands on tlls N wall whilst bunks line 
tha S and W walls. A Iorgo boffcf stands In the NW corner (contains 
mead). 
These a re tho quarte rs of 9 type F goblins (also armed with short bows) 
spilt Into three shifts, whoso guard post Is 047. Theysharo tho room with 
9 females. 

023) Hall of tho Crimson Clan Same general description as C27 ex­
cept that the fangs a re crimson and there ls only one guard (typo J goblin) 
at each portal (NE&Sl. 

0241 Gaza's Quarters The room contains a bed, tablsand·chalr, and o 
small tapeslr( dscorol•d with csbo/1$tlc $ymbol$ /long$ on tho f wall. 
A secret compartment In tho table contains a spell book (with the spells 
Under$tand Magical Script, Pus/I Object, Weaving Light$, Magicol Shield 
and /dsntify Objfct) 52CP, 27SP; 26GP, and a sardworth 16GP. For Geza 
(AR·N; CC·Witch; HD·2D4; HP·5; AO(Dagger)· 1·4; MT·80') see C65. 

026) Guards Quarters As C46. 

028) Gorak's Room The 1oom contains a larg• bed, blanksts, o poi/, 
tabla, chalt and chest. On tl>e tobl• are o book and o silver condlo$t/ck, 
and a $addle l/rolf of which i$ ornotcly docorotod/ li9$ on o cloth on tho 
floor. 
The book Is on cavalry tactics (worth lOGPl and tho candlestick Is worth 
16GP. The locked chest contains 12CP, 62SP, 18GP and a sard worth 
45GP (Gorak carries tho koy). 
Gorak (AR·f P; H0·2; HP-9; AD· by weapon; MT-60') wears chalnmatl, 
has a shield+ 10%~nd Is armed with short sword and.bow. Hals the son 
of Galrak (014) and sornethlng of an innovator where tactics •!•.concern· 
ed - the Rat Alders a ro his Idea (as sro tho mountod beastguardsl and ho 
leads them personally both in training and on patrol. Ho Is loyal to his 
father, and has no limo for politics. His 3 wlvos work on his saddle In 
$paro moments. 

027) Barracks Samo description as C32 but better quality ac· 
coutremcnts and tho gnome is femalo ta pilgrim). These are the quarters 
of 12 typo J goblins (guard posts 023 and 037-38) and 12 females. 

028) Nursery Somo general description as C32. Contains 10 females 
.1nd 57 gobllngs. 

029) Guest lounge Throo low tables with wjne lla9ons ai1d goblots, a 
number of onco opulent armchairs, two lontorns and a small barrel of ol'l 
can bs seen in thls area. The flagons and goblets aro worth a total of 
68GP. 
Rooms 29-35 comprise tho "guest wing" or the complex. Each tlmo a 
party visits the complex there will be a chance that ono or more of tho 
guosts will be prosont as follows. They are given in order of precedence, 
and tho most important guests will be given the best room. Thero Is a 
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6% chance - A human priest tAA·CM&S; HD-3; HP-20; lNC·Evil, 
Chaos; MT·90') and four hurrum fighters (AR·SM; HD·2010; HP· 
19, 11,6, 13; INC-Evil,Chaos; MT· 140'). The priest is armsd with a mace 
and has a potion which will mako tho drinker invisible. The fighters havo 
studded feather armour and ere aimed with bows and long swords. 
These aro tho animal setters of the Embettrees scenario, and will hava 
brought 1·2 extra giant frogs IC70), huge rats (016) or Rubruns (C39o). 
6% chenco - 3 human fightors, ono of whom Is (AR·FP; HD-4010; HP· 
25; ADICurssd sword ·10%) - 1·8; MT-90') whilst the others aro (AR· 
CM&S; HD-2010; HP· 16,10). Their shields will bear tho coat of arms of 
the Baron of Skeffington (a green background bearing a white horse) and 
they will havo come from thonco with supplies to the tribe {Iha wagon will 
bo in 036, tho horses In 016). 
16% chance - 7 hobgoblins (AR·CM; HD·2; HP· I0,7, 11,9,7,7,9; 
AO(Long sword) - 1·8; INC·Evil,Drder; MT-85') who will have brought 
supplies (their pack poniu will bo In C57). 
100,l, chance - Vurdi "the Dragonslsyer" (86). 
All guests will stay 1·2 days only. 
030) Barracks. The 1oom contains 12 human sized beds, two tables, pails 
etc. It was used to house tho guards of any visitors to the complex. For 
the mo weeks after playor chaiacters arrive at Sardkirk it will.contain 6 
ores (AR·SM; HO· l ; HP·6,4,8,6,7,3; AD(axe or bowl· 1-6; INC·Evil, 
Order; MT·95') who are teaching the Rat Riders, Bosstguards and ma· 
ingsto guards the use of the bow tsoo C66). They don't like the goblins, 
end though they won't attack them, they won't aid them if thoy aro at· 
tacked and would quite like to s'ee this occur. Tho goblins have a similar 
attitude towards the ores. When tho ores fcavo thoy intend to take the 
flagons and the goblets from 029 with them. 
031·331 Guest Rooms. Thoso 1ooms aro well equipped with 2 bed$, 
clothos chests, pitcho1s and pa11s. 
0341Bost Guest Room. Contoin$ a !ergo four-poster bed with silk hong· 
ings, B clothes chest, lron chest, 2 chairs, table, bowl, pftchar, and 
chemborpot. On tho f wall hang$ an old tapestry $hawing a beautiful, 
dark-haired woman "knighting" a gob/In. A full lsngth mitrot hangs on 
the Wwsll. 
The tapestry Is worth 65GP, the silk hangings 60GP. 
035) Guardroom Contains /Ylo long bonchcs ond a table. 
0361 Great Hall. To1ches, chairs and benches l ine ihe N, W ond S 
walls. In tho middle of the 1ush and straw strewn floor (badly in neod of 
changing/ Is a 181.-ed stone /Ire platform. A dlos stand$ ot tho fond of the 
1oom, brnrlng the high tab!• bshind which $tDnds o throno flanked by 6 
chairs on eac/r sldo. Red wool/sn d!Df"'S hong on tho f wall bohlnd them. 
T/rroug/r bar$ in the S wall tho ptisonot$ in tho coils can bo soon (041}. If 
any visitors have brought a wagon (see 029) ft will bo here. 
Tho lnhsbitonts of this room will change with the time of day (see 
dmetablo). For thoso using it as a "Clan hall" see C37·38, 03· ll, 029·35, 
and 043·46 .. 
037-38) Guerdposts Each has ono typo J goblin !from 027) on duty. 
03g.401 Guerdposts. ' Each has one type C goblin (from 020) on duty. 
0 41) Cells, The floors ars bars stonsand in a filthy condition. The doors 
and N walls are barred, the others stone. 
0410) Contains a vory frightonod gnomoling (daughter of Froggl 
Kraglsson A7&E2). 

60% chance that they will uso tho Groat Hall as their Clan Hall, otherwi$& -
they will bo horo. They conform to tho chief's tlmotablo whilst hero. ~ ~ 
'-%chance - A human priest of Gt>lare (AA·FP+6%; HD·6; HP-21· ~~~ 
AO(Mace)· 2-7; INC·Evil,Or4er; MT·100') and two hobgoblin priests (AR· \ 
CM&S; HD·I; HP·7,6; AD-2-7; Ml'·85'). Tho priest, who will have como ~ 
to collect the tribe's tribute and cast any neces$ary spel:s, has a \\.~~~ 
shleld+ 5% and a potion which makes tho drinker and his effects gaseous, I N~\i\ ~ 
which he will use to escape if necessary. Their horses will be in 016. 
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0410 Contains two unarmoured 0<c troublemakets who are being kept 
hero unb1 tho otcs (030) leave. 
041g) Contains 2 femalo gnome pilgrims. 
0421 Troll Cell. Tho r<HJm hn • thick iron bound door with no opening. 
The w~ •nd noon ,,. stone. 
The old chit! used this room 10 'Ir( those $U$pecled of crimos (who he 
wanted out of the wayl or 'cleaf thoso suspected of crimn who were 
wotklng lor him by '"dllllne lntervontion'' (by telling the doppledengcrs 
(0161 who to mako 'dlsappea( and who 10 leavo alone.I Galrak (0141 
tried this with Borek (C47) but it didn't work. 
D43) J allor'a Room. Tho room contains o bod, pail, brozlor, ond varlovs 
tonuro l11strum1111s hong bosido •gagged h•lf·dead femolo gnome on tho 
Ewoll. 
Guttak, tho jollor (AR·L; H0-3; HP-15; AD(Whfp)· 2·8; MT·70'1 fa olao tho 
tribe's torturor. Ho Is sadistic even by goblin standards and is using the 
ferrnilo gnomo (ono of tho kidnapped pilgrims! to practlso on. Ho uses lh& 
greet hall as his "clan hall" though there is a 50% chance lhel ho will miss 
a meal to carry on practising. His whip is decorated with silver end gold 
and Is wonh 20GP. 
D44) Bugb11rt Quarters. This newly constructed complex was built 
lo house the family of bugbears sent 10 "help" tin reality keep an eye onl 
Galrak and the tribe. They use the Gtea1 Hall 3$ 1hel1 "Clan Hall'". They 
U$8 spiked clubs In combat. There is no furniture as such In eny of the 
rooms, tho flOO<S being strewn with filthy, straw, nishos and 1nirMI sklns. 
The INC of the bugbears is ·Evil, Chaos. 

0441) Entrance Hell 

D44bl Ouanera of 8 malo bugbears spr11 into 3 shifts (guard post D81 and 
2 females. Tho mslos are (AR·CM; H0·3; HP-18, 13, 12, 16, 12,24; AO· 
108+ 2; MT-85'1, tho fomales (AR-SM; HD-2; HP·9, 10; AD· 1-6; MT·80'1. 
Strawn oround the lloor are 37GP, 52 SP and 129CP. 

0440) Nursory. One of the females (including Turga lrom 44dl will 
always be In this room looking after the four bugcubs (equal chance or 
each). Tho cubs oro CAR·L&S; H0-1; HP-2, 1,4,3; AD· 1·4; MT·60'1'and 
their fovourfto pastime consists of p<Jlli~g the legs off giant re11. 

D44d) Quartera of Karg (AR·CM&S; HD-29; AO- 106+ 4; MT·95') and 
Turge CAR· CM; H0-3; HP· 18; A0-106+ 2; MT·BS'l. K81g spandt hi• tltne 
guardlng Golrak and follows his timetable. He carries tho koy to the chest 
in 44• at an dmos. 
Under a pilo of furs In the SE corner is a lever which makH safo tho slide 
11ap.ln 44e. 

D44ol A chest stand• ar rho Send of the room, but the floor in front of It 
(right up 10 the N wall) will give way if m0<e than one human's wolght Is 
applied 10 ii. Those stending on the floor when this happens will fall down 
a chute and emorgo In C20 (into Iha side of a llchenworml. 
The chost contains coins, gems and jewellery (total value 833GPl and • 
dogger I+ 6%). 
D45) Zarok'a Chomber. Tho room conroins • bed, ci11st, proyor mot, 
desk ond choir, wh17Jt on tho walls hang o smeller version of tho topostry /11 
C55 (NE wolf) ond o mounted golden bust of a grl1111lng goblin. 
The gllnnfng bust Is a gold unholy symbol worth 126GP. Tho 1apes1y Is 
worth 10GP and covers spy holos to view C54. The chest contains 
clothes. 
Zarek (Goblin; AR·IShleld and Sea/email + 10%/·PM; CC·Prfest; H0·5; 
HP-21; AOCFl1H+6%)- 3-8; MT·60'1 is tho head ptltst of tho temple of 
Golar• and brothor of Galrak. He ompproves strongly of the Influence 
Shibi a (D111 now has C1Ver Galrak, and will do anything ho can to dlscredlt 
her. Also, ho disf.kes all this pussy-footing about where lhl gnomtt aro 
concorned when Golare is hungry f0< sacrifice.I 
Tho spells he usuolly has available are: - Nvffify Magic; Fil• Rosfstanca, 
Avgur. Unholy Chant, Minor Cure, Circle of Ptotection, Causo 
Feorlassn11ss. 
Zarak knows of tho N secret door but not about tho southern ono. Tha 
spiral staircase goos both down to tho crypt and the snake chamber 
(E5061 and up 10 tho secret exit In the floor of tho brocll. 
046) Go•ok'a Chamber The room contoiM " bad and chest. A 
topcstty hangs on tho NW wall showing a grinning goblin, whllst a sHvor 
bust of the sorne llongs on the NE wall. On tho floor is o port•ble c•ge, 
end behind e grill in tho SE wall, 6 b/oodbirds can b• soon lAR·L; H0-4; 
HP·9,6.6,4,8,7; AD· 1-3+ 1·4 automatic after tho first hit; MT-170'1. 
Getok (Goblin; AR·CM&S; CC-Priest; H0 ·3; HP·12; ADlMacel- 2-7; 
MT·65'1 is the second son of Galrak and sides with Zllrak (0451. The spells 
ho usually has avallablo are Minor Wounding, Cause F1ar/tssnoss, and 
Talk with Animals. A small lever by his bed will release the bl<HJdblrds 10 
auack lnlludors. 
The chest contains cfothos but has a false bottom containing 57CI'\ 4SSP 
and 23GP. The tapestry ls worth SGP and covers spy holes .O.VAng C64. 
The silver unholy symbol Is worth 25GP. 
047) Guordroom. The N waH hll$ six heavy chains, pegged at tho (f(J(Jr, 
going up throvgh holos fn the cciring, and betwtJen tho chains oro arrow 

slits. Th0t11 is a fl!Vet on tho E wo/I N of th;/ exit, end anoth<r lever op­
posite thi$ on the W wall b11sldo o l>Dnging bdl. Tho btll's hamm«r is ot· 
tachl!d to a chlin which dlsoppeats Into a hole In tho wall. 
The chains release tho portcullises 11 048 and the lover on the E wan de­
activates the pit. The lovtr on the W wall un/locks lht secret door at 049. 
When the bell is rung the door is uolodcod. If the ringers aro intruders the 
two end poncullises are droppod 10 trop them and they aro told to sur· 
rtnOOI. If they refuse tho other portcutlisos are dropped, moving 
eastwards, one al a time. Any characters these fall on toke 1 ·8 damage 
(5-8 means that they are pinned to tho floor!. If the Intruders still rcfuso 10 
surrondcr the Rat cavalry ere mobfllsed 1oge1her with tho Beastguards and 
when these are In position tho pit ls ectlwted (dropping intruders into tho 
stream at point P on Map C for 3· 12 points of damagol. 
The room is oe<:upiod by 3 1ypo F goblins from 022 (with bows). 
0481 Trep See D47 abovo. 
049 Maln Entranco. Outside, a jecrot compartment S of the door con· 
talns a boll push (see 047). There la o pl1o of rocks in the gulley 10 Iha N of 
the entrance, and those with tracking abllltles could find tracks seemingly 
going Into the cliff faco. 

Key 10 Map E. 
Ell Shaft This Is the area wh1111h1 platform Is lowered from C52 (see 
C52 for the mine(s timetable). The waas are loo smooth 10 climb. 

&.~· 

E2) Tho cago. A sllmy·walltd •rt• with damp •ltow on rho floor behind a 
tow of bars and a barrtd door h•ld fast with a padlocked chain. 
This ls the area where the slavo miners oro kept when not w0<king. Al the 
present moment the occupants ero:-
- Freggi Kragisson (Gnome; Age-48; IL-4; CC.None; H0·3; HP· 14; 
MT·Wl from A7, a stubborn, uruollablo lncfrvldual with an Interest in 
reHglon and oislike of barbariens, who was lorced 10 watch the death of 
his wife Ferda (C20). When he HCDpll hewlllwanl to kilas manygol>fins 
as he can regardless of his own ~fe. · 
- His son Furdl (Ago·20; IL-4; CC·None; H0·2; HP-10; 1NC·Nonc; MT· 
70"), a hedonist who finds his sltuetfon panlcularty hard 10 bear, yot re· 
mains couneous and helpful. Ho wm not wish to return once he has 
escaped, under any circumstances. 
- 6 malo gnome pilgrims (Including two relations of Genri Herlisson 
18701) who are !H0·3/2/1; HP·7, 1018,7/1, 1; MT·55'·65'). They will help 
to free their fellow pilgrims but w111 thon wish 10 roturn homo. 2 months 
later 30 gnomes will arrive 10 toko ovor tho mine here. 
- Tredwell Greycloak (Human; Ago·22; CC-Ranger; H0 ·2; HP-13; INC· 
Good,Order; MT-140'1 who wos coptured by the Rat Riders whilst in· 
vestigating Iha disappearance of Wolter Barnell. Ho has another job 
wsltfng whef'I Walter rs rescued. 
- Walter Barnell (Human; Age-39; IL·5;H0-3;HP·9; INC·Order;MT· 
120'1, tho carter fr0<n Ristenby, whoso main fn1ores1 aflOt escape is msk· 
Ing up ground lost to his rivals whilst ho has been away. 
WaJle(s apprentice, and two gnome pilgrims have died since their arrival 
either through ilness (bodtu are trtnsfixed by javelins beforo being raised 
up 10 C521 or having boon !Ikon eway to amuso tho goblins 01 thair 



guests. In addiUon Naeri Kraglsson escaped whilst carting rock to the sur­
face. Tho miners think that ho got free, but he fell foul of tho frogs In C70. 
Before his oscapo Horii Snurisson (ono of the pilgrims) constructed tho 
secret door at E4, and the prisoners started to tunnel towards tho SW 
(whore they had been told not to dig gallorlesl. The miners only get fed 
a~cording to what they find however, and one of the gnomes died 
through lack of food. Aftei this, and Naeri's 'escape' it was decided to sit 
tight and await roscuo. If any player chluacws join tho merry throng, 
howover, the project will be put forward again (the goblins don't expect 
much of the new additions for the first week.I 
Naturally nono of the mine1s have any armour, but their picks can delivar 
2-7 points of damage. On the first day of every week spent In t)le tho 
mines, 1 point of constitution will bo lost (each resto<ed by 2 days of,good 
food and complete 1esO until death occurs. Each day there is a 10% 
chanco lhat o randomly chosen minor will bo takon away, aithor to be 
s~crificed in tho tem1>le, fed to the rubruns etc (C39el. 

£31 Main Gallery. This continues north for 300', with side galleries bran­
ching off It at inteivals. 

E4l Rockplle behind which is tho secret door constructed by Henri 
Snurfsson (E2). 72 man/gnome hours will extend the passage behind into 
E6. 

E61 Crypt This dank, dismol toom has two tows of grotesquely carved 
pill8fS tunning along its /englh. Six stone sarcophagi lio between tho 
pillars with six more bshind these, adjacent to the walls. Silvery blue 
drapes hang In tits csnt1B of tho S wall dlrect/y opposito tha Iorgo g1inning 
fscs of a goblin, with a /sering, open mouth, carved in relief on tho N woll. 

Tho goblin's face ls a secret door Into E6, opened by turning a hondle In-

Introduction 

The evening boforo tho party Is to leave Sardkirk, Perkin (or Tomkin) will 
arrive at the 'Pilgrim's Hcst'. He will read tho folloi.ving extract from a let~ 
ter (received tha! day from Rakri {Fllll by ono of tho gentlemen behind 
tho Guild of Marchant Advcnturc1s: 

"The situation here continues to doter/orate. When you read this 
lotter four days will have passed since three dwarves fo11cd to return 
from an evening's visit to the 'Sir Tristum' Inn. Thinking thnt thoy 
might havs been waylaid by some quo"y workers (who havs got it 
into their heads thot /hoy a10 obout to sttike o vein of gold In the 
quarry, and that their 1ocsnt mfsfo1tunes 1110 due to our altempts to 
stop thom doing th/sf)• party loft tho mine to seotch lot them. An 
a1gumcnt ensued when somo quo1ry men denied all knowledge of 
tho missing dwarves, and this 1opidly became a b1awl. It was btokcn 
up by the castle gortison, and a few of us spent t\Vo days ln the cells 
thereaftet. The missing dwoives they went tQ /ind havo yet to 
return .. · 

You remembt1r that so'lcn weeks 1190 tl1t1 gold shipment was am­
bushed by bonditsl Two 11/ghts ogo o second gold shipment wos 
waylaid whilst on its woy to Ristenby, ond tho men·at-arms guatdlng 
lt 1etu1ned with ths p1cposte1ous tale that dwarves wsrs invo/vtdl 
The mine was seatched because of this but nothing was found. It 
seems that thB wllolo VJ11age is against us. 
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sido its mouth, though the first person to touch this must mako a saving 
throw or bo struck magically blind. 
10 of the sarcophagi are empty, but two contain ghouls ,(AA-CM&S; H0-
3; HP-22, 12; INC-Evil; MT-140'1 who will rise up end attack anyone other 
than a priest of Golaro who remains In lhe room more than 5 minutes. 
Zarak (045) visits this room at 9pm, 10pm, Sam and 6am. Ho will think 
Shibra (011} is behind any noise he hears and will lie in wait for her. 
Such is the fearful nature of this room that characters rnust rnake a saving 
throw or fight et -10% whilst remaining here. 

E6) Snako Chamber. This tQQm has o sunken floot 3' dsop,, and 
fQolholds corvod into tho tock of the sourh wall below tho doQt. A 3' high 
pedestal devoid of omsmcnt stands In the centro of the room, ;ind D 

number of snakes can be soon squirming around its bD$6. 
Tho 9snakos arevipers(AA-SM; HD- 1; HP-8,3,7,8,8,4,2,7,6; AD- 1-4 plus 
pofson (savo or dioJ; MT·40'). ·A secret compartment in the podastal {to 
which Zarak has tho koy) contains 6 gems worth 260GP, 3x100GP; 
1x50GP, 164PP, 1439GP, 80SP, 71CP and a scroll !with the spells Discoss 
Cure, Curo poisoning, Minor Curt! x 21 Hold) and a lewellcd mask worth 
lOOGP. Tho mask is worn by Zarak in 1eligious ceremonies. Tho treasure 
consists of both the tribe's hoard and Zarak's personal wealth. Tho W 
door Is not visible from this room. 

E71 Spiral Staircase. loads upwards to both 045 and A8 (tho Breehl. 
The secret doors arc clearly visible hem the pa$sages leading away from 
the entrance and a fadder 1ics outside the door to E6. 

EBI Crypt Antechamber. Tho double doors are locked, and tho room is 
guarded by 2 zombies !AA-l; HD-2; HP-13, 12; AD· 1-8; MT·60'J .. 

E91 Passage. Loads to steps up to tho socrot door in the W wall of CSQ. 

As to th• othet molter, ws hovs contained the problem lot tho mo­
ment, but help of the kind you desctibed wovld be necessary to 
achlova anything further. At tho momont, howaver, adventurers 
would be more useful ln discovering who 01 what is behind these 
plots against us/ Any non·humons and non· elves would bo wolcomo 
to stay hete for the duration. Othet races would be bettet catc1cd 
for at the 'Sir Tristtam', for dwarven tempers 010 runni'ng high. Wo 
would pay for their keep, of courso, and tho absence of known 
dworvish connection for some of them wovfd probably oid them in 
their task ... " 

Rakri, the Dolgold mine. 

Perkin will continue:-
"After your splendid work hete I wos hoping that you might be ablo 
to rest for a few days whffst I showed you 01ound Rlstenby, but that 
Is not to be. The events ot' Do/gold demand that something Is dona 
immediately - if you leave at firslf/ght, you should cov0t the twelve 
mils.~ to ths w1/ags by rally afternoon tomo,,ow." 

Perkin knows no moro of the avonts a! Dolgold than do tho player 
characters, but it is suggested that one of the more knowledgeable PC's 
be reminded of the "Oolger's Hold" adventure of the legendaty Abginell 
(Seo Oolgold Village Background) by the namo 'Dolgold', in which case 
Perkin will say that Bumbleby, tho Alstenby Town Clerk, might have some 
information about it. 
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All that Bumbltby will have 1$ a laded manuscript, with only thoso sec· 
tions in Italics being logiblt. Bumbleby will inform tho party momb4f(s) 
that someone elso !a bearded, middle-aged man who &ffmOd to hew 
some knowlodge or thlnQs magical) recently wishod to see his tecord on 
Oolga(s Hold, and stol• earler manuscript and a tome on the old Trollish 
tongue. Bumbleby wHI pay 6GP lor tho return of each. 
As boloro, no fully outlined Introduction will bo given, and a thorough 
reading by the gamasmaster Is neces"!ry beforo play boglM. 

Vllloge Background - Bumbloby's Manuscript 

In the yocrs following the fall of th• Vcdran Empire en evil Mago-Priest 
nomad Oolgar establishod o domain twenty miles north of the fottrass of 
Dovo. Ho onsloved tho local population, helped by both tho 'Wo/fk/11' (his 
human minions) end a group of Night Trolls (less powerful encastors of 
common trolls). Tho sfavts wero. kept in a stono building botwcon the 
tower lho Wollkln built lor themslves, and tho hold ben,.th tho hill In 
which Oolglf, his henchmen •nd th• Night Trolls resided. Tho 
underground passages connecting these wore known only by Oolgar end 
his most trusted edVlsors. 

T,,. axctulve crut/ty of Dofgor came to tho attention of Abg/MI/, a 
famous haro of th• Dark Yeon said to have been th• son of an lmplfi4/ 
Vedfln nob/a, and ho and his companions came to Oolgor's Hold to put 
1n tnd to the ovil there. Early in the battle which 1nsued, however, 
Prest0< tho Mege was sorely wounded, and Abglnelh companions had lo 
foll bock to • nearby hilltop having no defence against tho wlz1rdy of 
Oofgor. All th1ough tho night Abglnell and his companions, nollbly Ber· 
trac the Wealhor-Masler, kepl lhelt •urroundlng foos at bay, !hon, •t 
down Prtstor stirred. As Bolrac began to dispoll lhe thick clouds with 
which ho had obscured U\o nowly rison sun, striking f•or Into tho Night 
T1olls, who began to foll back In rout and carried the Wollkln wllh lhcm, 
Proslor summoned his remaining strength and hurled a tromondous bolt 
ol powor at Oclgar and his close companions. The charred 1cmalns found 
at that spol, however, did not Include Ool9a1 and his lieutenants, although 
• wand of Oolgor's was found nearby. 
The Night Trolls did not oseapa tho rays of the sun, and were tutnod lo 
slono In tlltlr lllghl, but the Wollkin were nol affected and roached 
Dolg•r's Hold benoath lho hW, cle<lng the gates behind lhem. Neither 
force nor wlz•dtY could moko the gaits y{eld, and 10 Botrac ceusod thl 
vary ground to mov1, uoling lhe wolfldn bcntoth tho hi/I for over. 
AbgiM/I relcosad tho slaves. whose first acrion was 10 dosltoy thl ~ .. 
quortm ond th• T owor of tha Wolf kin, hated symbol$ of tholt captMty. 
Tho druldlc community of whet is ncm Oolgold aro their dosoendanls. 

Common Knowledge 
Th• dtu/dlc h1mlet of Oolgofd was left pretty much alone by both Rykar's 
tin• ond Osrettl. During tho reign of Riston, howovar, th• nearby gold 
d•pos/ts wBre found by Rak!/ tho dwarf and around the somo tlm• It wot 
dee/dad that It would bo •good •It• •trategicolly for• cost/• guord/11g tho 
N opproachos to the County, In return for Hoff tho gold mined for twenty 
years ond o losstr amount thereaftar, Rakrl and his poopfe war• ollowsd to 
estsblish thoms/Vo.< he1a In 1358, 25 yoa1S ngo. Tho gold paid for tho 
building of th• castlo on th• foundBfions of on older sttuctvto, and tho 
vi/logo wns grsotly oxpanded to support both th• cost/a and th• mina, btt­
lng 11orgonlsad on faudo/ Ones. As the stone n•orby was suftobl• for 
ou//dlng, 11 qualfy wot estobllshed to provide material for tht lortillcations, 
and when th•y w1r• completed this was leased to • burgos: of Rlstenby 
(much of which Is also built with Oolgold Stone/. 
Trfstflm, tho second fOld of Oolgold, was m0<e populer thlt his father hod 
b11n, but wes kJfled It the battls in ths wilderMu seven ytat$ 1go, luv· 
ing his •qually popular wife Oulclnto and young son In tM cast/t. Blfon 
GtoMk fMd• Brinn the caste/ton, and although ha was not popu/lf It first 
four yoars ogo ha &ltw rwo trolls which had wandOfld In from the 
wr1dlfnas., thus gaining the villagen' rospact. He WOI merried to 
Trfst1Bm'4 widow shortly afterwords. Thi trolls did co11sidarab/e damage 
b•foto they wt1e slain, and thl village looks upon thom wr'th hatred and 
loathing bordering on tha manlecal. 
Gtonck Is not popular with tho vi/Iago, however, ospoc/olly amongst tho 
dwarvos, os ho foiled to reduce tholr contributions of gold when this 
bocamo dtJ8, and Is sesn DS being responsibls for Ills r11duc1/oa of tho 
Oo/goftl gotrlson, many of whom were recollod to fight In tho war. Since 
then, tho vi/Iago hos been occasionally troubled by wolves a11d other wild 
s11/mols, but nothing 1001/y serious fsinco the trolls/ occwad until three 
months ogo ... 
Village Notes 
Do/gold Is not oulllned In such dctaa as Sardkirk lot two reasons. Flrslly, 
tho llillogo ls much larger, and secondly a party's stay thlro should not bo 
so p1clonged. Some of the viDage families are not mentioned 11 all. For 
lnstaneo, thero are twelve Druidic famifros in lho village, bul only tlvee of' 
them aro given as examples of the whole, and thOse without tho complox 
lanily lnto<·rolallonshlps found in Sardkirk. 
Thora aro a number of dlstinct seclions in the village, oaeh of whleh Is 

grouped numencally and has a shon lnttoducllon glllVlg lho lnhabilants' 
views of recent tvan!S and rumours lo be picked up from them. for 'Days 
ago' read 'Days bef0<0 tho party arrived 11 the vi"llaga', and remember that 
player characters must ask to rocoivo thf information. 
Tho village itself is larlj8ty 1grlcullural, but at.o housH the quarrying 
families !worklng at A24), Is oflen vltittd by Iha dwarves (Map fl and has 
beeome lnc:reasin{Jly 'urban' since it was glvon a market in the last years of 
Rlstan"s rule. Each househokl hos 6.6 mombors on ave.,,ge. 

The law 
The sys1em of justico prevailing In Oolgold Is somewhat draconian, end is 
admlnlslered as follows. The figure for lhe crime level (see table l below) 
is divided by lhe Influence level of tho perpotrator. Tho result Is com· 
parod wilh table 2 to detarrni110 lho penalty meted ou1. For astorisked 
crimes, however, tho c1irne levol Is modlfiod by subst.,,ctlng tho 
pol'l)olmors IL from lhe IL of lha victim end adding tho result to the given 
crime level figure for the c1ima In quostlon. So for example, if S-Omeone ol 
llA assaulted someone of IL-2, lhen lho modified crime level would be 3 
plus (2 minus 41 • 1 which gives us a llnal result of .25 when divided by 
tho porpetrators lnnuence Level ltading lo a 1en1ence of a fine and a spell 
In tho stocks. The figure for th• p<tnlsllmfnt factor cl!n also bo modiOed 
slightly by tho criminal's charisma as In !able 3. 
Thell of player characters can be equated to their numbtr or Hil Dice plus 
two. Anes are levied at the rate of 10 x :l'-1 .. ilver places, where n Is tho ln­
lluanco level of tho charcctor fined. Characters sonlenced to slavery will 
be la.ken lo Starston Bridgo for sale, and have a 60% chanco of ending 
up In Iha arena there. Player chartctars will be sold for 50 x 2"'" gold 
pieces, where n is the numbet of Hil Oleo, though spell caslers will usually 
have !heir tonguos cut out beforohend. 

Table Ono 
CRIME 

•Murder 
Arson 

• Manslaugh1er 
• Steal Animal 
• S1eal Valuables 

Illegal Hunling/ 
••Poaching 

LEVEL 
8 
7 
6 
6 
6 
6 

'Stul food 6 
• Rape 4 
' Wounding 4 
• Assoult 3 

T re ding Malpractice 2 
Ols1urbing U\e Peaeo 1 
Own Straying Animal l 
Failure to Honour 1 
'Feudal Obllgalion 

• • In Oo&go!d ~ bNnd oyo Is GtnOft!~ cu1nod 10 1hb. 

Table Two 
PunfshrnBnt 

Fae tot 
Ovor2 

1·2 
•.99 
·.8 
-.65 
. ·.5 
-.35 
·.2 

Sentence 

Death 
Slavery 
Blfnding/Murna1lon 
Branding & Pllloty 
Branding 
Fine & Pillory 
Fino & Stocks 
fine 

Tabla Threo 
Chotlsma 

Very High 
High 
low 

Very low 

Punishment Factor 
Modified by 
·.25 
•,10 
+.10 
+.25 

Crimes of !&vols 1·4 are !tied by Brim ot the Manor Court. Crimes ol lovcls sea are only tried by Brinn if lho porp1tra1ors wero caught in lho acl. 
Othetwise suspects aro held In the vlllago lock-up (Hll for 1·3 weeks un1il 
an assizo Judge arrives from Rlatonby cccompsnled by a Priest of Hoarak 
IHD-21, the Minor Champion of lho County !CC-Fighter; H0-7), and six 
~re Constables (seo visitors toblo). Oefendanis dn opt for either trial by 
combat (II th• accuser ogrooa, tho County Champion fighting in cases of 
crimo lovels 5·8) using swords bul no armour or magic, or trial by jury. 
Those ignoring summonses, or flc1ting baforo their t1ial or sentence comes 
up, are declared oullaws Ul·Ol and can be logally slafn by any man. 

Village Events 
NtrW Moon (Once p<!r monlh) - Manor Court holds session in H3 
Full Moon fOnco per month) Werewolf (See A29) 
Once Every 3 JS Weeks - Gold Shipment to Rls1eoby accom­

ponlod by Celindel, 2 sergean1s, and 7 
men-a1-11ms from tho castle (soe Map Hl. 
Bolh tho bandi!S (Al5hnd Nordegoi & Co 
(Map Jl heva a 30% chance of attempting 
an ambush. 



Weekly Events 

Monday Druidic community (Gl-13) attend religious ceremonies at 
tho Holy Stones {A23) at both dawn and/ sunset. Druldles 
day of rest. 
Market day in Rlstenby attended by 1-4 member~ of 3· 18 
families. 

Tuesday 
Wednssday 

Evening ceremony at the Temple of Hoarak (G631. 
Mid·day and evening coromonles at 1ho tomplo of Margor 
(H2). 
Evening festivities in ma1kot place, attended main1y by now 
villagers {G14-34) and burgesses {GS2·611 . 

Thursday Day of rest for 'now' villagers and most burgesses. 
Mid-day and evening ceremonies at Tempta of Pentor 
(G64). 

Friday 

Market day in Ristenby attended by 1-4 memoors of 3· 18 
families. 
Castle garrison have weapons drill at point A (Map GI in 
eftemoon. 
DlUidic ceremony at tho Holy Stones at sunset. 
Evening meeting of the M erchant Guild (see G52·61l at tho 
'Sir Trlstram' (G59). 

Sututdoy 
Ouacrie1s (G35-51) festivities in evening at point B {Map G). 
Market Day in Dolgold attended by 10· 100 outsiders from 
Cragley (A21l, Vorbury (A30), Alstenby (A34) and the Bar­
barians from the North of tho County. 

Sunday 

Ouarricrs day of test. Brothers of tha Pick train at point B In 
afternoon. 
Evening ceremony at the Temple of Hoarak. 
Druidic ovcning celebrations at point C. 
Evening ceremony at T empkl of Pontor. 

Dally Events 
Foreachdaythrow1D10: 1=Noevent;2 = 1evont;3·4=2events;6·6 
• 3 events: 7·8 a 4 events; 9 o 5 events; and 10 a 6 events frorn the 
events table below. 

VIiiage Events and Visitors Tab!o 
D100 

1·5 Dwarves 1-4 in number, bring 'broken' box to Tarquln Bolt (G60). 
6 Village Sporting contest (archery, tug·of-war, etc). 

7·9 Nordegai {1)5) and 2-5 trollings (Map Kl on nocturnal foray for cap­
tives to discharge tho rod (especially dwarves), or to bring back 
more trolllngs if rod is dlschargcd and enough dwarves/children 
have already been captured to roplaco the Holy Stones to bo re-­
animated. 

10.12 Balderag and 1-3 boggarts (J7-8l on daylime foray to capture 
dwarves and/or children secretty (10% cummulative chance of be­
ing seenl. 

13 Nordegai & co complete tunnel to Map L lGamosmaster must ad· 
judicato consequences}. 

14 Tom Glover (G61) murders his wifo and/ or father-in·law, blaming 
the crime on burglars (60% chance of gotting away with itJ. 

16 Special - Throw ID10: 
1 Firo in village (1-3 houses burned). 
2 Village Flood (3-18 homes affected). 

3·4 Outbreak of Disease (3· 18 homes affected). 
5 Villager murdered. 

6-10 Villagor spends night at ruins {A27l for wager. 
16 Special - Throw 1D10: 

1·4 Villager birth. 
6·6 Village Wedding. 
7-10 Villager death (natural causes). 

(For 17-29 throw 1D6. 1 = seen only; 2-4 = attacks livestock (4 = 
seen In act); 5-6 e attacks nearest settloment{sl or travellers.) 

17· 19 Goat men (A 17) mount raid. 
20·21 Cockatrices (A19l mount raid. 
22-23 Giant Snails (A16) mount raid. 
24-27 Forgan (A20l mounts raid. 
28-29 Rubruos (A 14) mount raid. 

30 Fishermanlmon) killed byeols (A18l: D6-1-2 = seen in the act, 4-6 
=-- mysteriously. 

31-32 Bandits (A15) raid Dolgoid, Vorbury; or rob/kidnap traveller(s). 
33.34 Trolllngs (Map Kl pull down scaffolding at quarry. Tho quarriers 

will blame the dwaives, and thoro is a 40% cumula1ive chance of a 
riot occurring because of it. 

Visitors 
(for details of 35 to SO see the Sardkirk Visitors Table.) 

35 Seba~tian Salter. 
36-37 Roger Furnier with pig iron f0< dwarves and smiths. 
39-40 Roger Furnier with candles and oil for villager. temples, casUe and 

dwarves. 
41 ·44 Franklyn Dustyfoot. 

45-48 Perey Panncr. 
49-50 Beggars. 
51 ·52 Carter with wood for Wheelwright IG54l and others. 
S3·56 Customer{s) for Skoin Rlngweaver (F241. 
S7·61 Carter with coal for dwarves and smiths. 
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62·66 Caner with alo, cider. and wines for villago Inns, temples, castles 
and others. 

67·69 1·6 dwarves visiting mine. 
70·74 2·8 hunters (AR-L&S; CC-Fighters; HD·2·4l w ith pelts etc for Vur-

nlors (G52l. 
75·76 5 hunters (AR-L&S; CC·Fighters; HD·S,4,4,3,2) aftorotters at A18. 
77-81 4-9 barbarians with pelts etc fOf Vurniers (G52). 
82·83 Treva! end 2 bandits IA 15) reconnoitering village d isguised as 

hunters. 
84-85 Caner vAth hides f0< leather workers and rest of village. 
86-87 Cloth Merchant (has 204 x l OOGP and guarded by 204 men-at­

arms) come to supply doth to and buy finished goods from glover 
and tailor. Will stay to sell cloth to villagers at next market day end 
feavo tho day after. 

88 Important visitors. Throw 1D6: (None will accompany adven· 
turers.) 

1 Druid (7H0) visiting druidlc community for 1·4 days. 
2 Pri0$t {8HD) visiting temple ol Hoarak for 1·4 days. 
3 P1iest (9HD) visiting temple of Pentor for 1-4 days. 
4 Sfr Roland fA30), his wifo, and 3 men·at·arms visiting castle 

lor 1·4 days. 
Francis Poole lhas 204 x 100GP and 2·7 men·at·armsl 
visiting Ralph Stanner IG35l for 1-4 days. 
Henchmen of the constable of Aistenby (Fighter, HD·S) and 
four men·at·arms, visiting castle for 1·4 days huncing. 

89-90 Sergeant and 5 shire constablos (same statistics as occupants of 
H6) looking for ll hunters; ii) escaped criminal, iii) to reinforco 
the garisson and report secretly back to Ristonby about Brinn's 
bcllaviour. 
(for 91-93 seo Outdoor Encounters Table) 

91 Purveyors. 
92 Entertainers. 
93 Noblo Hunters. 

(94-100 oach visit once only. Troat as no event thereafter.) 
94·95 Spy (CC-Assassin; HD·Sl in employ of constable of Ristenby trying 

to collect evidence against Brinn and find out what happened to his 
predecessor and the missing gold. 

96 Evil priest (HD·SI and two servanls (Assassin; HD·3 and Priest; 
HD·2) come to take vengeance of Pruneila (G58) and Prando (Map 
J). . 

97 2·4 Hobbit relations of Prando. Nordegai will attempt to use them 
as 'Holy Stones'. 

98·99 Reginard (CC· Fighter; HD·4l and his servant Tom (CC· Thief; 
HD·21 in search of tho wand stolen by Nordegal (a family heirloom) 
and very suspicious of tho party who asked Bumbleby about tho 
legends of Abginell. 

100 Assassin {HD·4) in pay of Dalkor with a contract on tho player 
characters. 

NB: The day that the party arrive tho body of Ergoin (F19l will be found at 
the Holy Stones (A23). • 

Village Encounters 
Uso Sardkirk village Encounters Table, with the following modifications:· 
D20 

6-8 Party Obseivo: • 
1·3 Suspicious behaviour; 4·6 Argument; 7.9 Fight; 10 Thoft; 11 
Bargains stfUck etch. 

Throw 0100 to dotormino who rs ericountercd. 
Saturday Other Days Who Encountered 

1·8 1· 14 Old Villagers (Gl-13) 
9-18 15·34 Now Villagers (G14·3l 
19·30 3S.S3 Ouarriers (G3S.51l 
31-38 54·69 Burgesses (GS2-61) 
39-43 70·74 Dwarves {Map Fl 
44.54 75-89 Castle Inhabitants (Map H) 
65·58 90·94 Baldcrag & Co (Map J) 
59·62 Visiting Barbarians 
63·69 Visitors from Cregley (similar to Old Vlllagersl 
70·84 Visitors from Verbury {similar to New Villagers) 
as.gs Visitors from Ristenby ( similar to Burgesses) 
96·00 95-00 Other Vislto1(sl (see Village Events & Visitors 

Table) 

As before, it is best to w01k out details of events and oncoumers before 
play bagins. Tempers are running high in Dolgold, and events will have 
important consequences in many casos hiots, brawls, rovengo, killings, 
curfews, end full scale armed combat/seige all being possible). 
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Tho Owervon Mino - Background 

Rakrl (F10) found gold In th• Oclgold hills 25 years ago, whilst ptospecting 
wllh a couple ol ~ In retutn fO< hail the geld which the mine 
ptoduc4d IC< 20 v-s Ito pay 10< Iha rebuilding of tho castle) end t°'1o 
thereafter, Risien gave the dwarvoo tho right to mine II Golgcld in 
perpetuity. · When the 20 years was up however, Granek refused to lowct 
tho dwarves contributlon. This lnfldollty angered the dwarves, and they 
determined to ensure that the ollglnal agreement was honoured by 
holding back an Increasing amount or the gold and smuggling It out of the 
vtllage, and to this end came to an 1rrangement wllh Tarquln IG60). 
When the dwatvOS have mined enough gold to cast 98 lngol.I, lhoy Inform 
Brinn who CO<NS to Iha rrines, "- lhom wllh Ille seal of Ba<on 
Grenak, and P"l'I the dwarves haU lholr true value. Tho Ingots are then 
l.lken under guard to Rlstonby I once overy 3 ~ weeks). Tho dwarves are 
not allowed to sell theft gold to anyone else. 

Union' otherwlso stated, male dwarves aro AR·CM&S; H0· 1,2, or 3; INC· 
Good and/or Otder; MT-60'-80' end are armed with o variety of shon 
$WO{ds, crossbows, battleaxes, hatMlors etc. Females 110 AR-N; HD-1; 
Unarmed; INC and MT n aboYe. 
Their views of recent events and things which they m!vht tell a P"rtv H 
asked1 are as follows: - . . 
69 Jays ago th• quarrier• first began these preposterous tel•• or being at• 
tacked by dwarves. 
66 days ago Thorill Hamson end a no tho< dwarf went to visit Prando (Map 
JI and failed to return. Tho day alter o couple of dWarves went atound to 
Prando's and found a note on tho lodcad door, written by Prando saying 
that they had all gone on a trek in tho wilderness. Nothing has baon heard 
of any of them since, but Ptando Is prone to doing •uch things. 
43 days ago a riot ensued In tho village when th• quarrlers falsely accuted 
the ctwarves or raiding their livestock. Thi• was probably bandits. 
24 days ago Ergcln ind his wife Rarls IFl9) felled to taturn from Rlstenby. 
It Is ..,.pected that lhey ware kidnapped (or WCHSO) by Iha qUllriets, 
olthough nothing has bean proYOCI. 
17 days ago, tho main gallery In the mine was extended Into a cavern 
whose walls woro studded with aturlto (I F3). The dwarves eaw no reason 
to tall anyone about this, as Granek would only want• shara, end decided 
to kaap tho azulita to themsalvas. TWo daye after Its discovery, however, 
tha Urblssons dlsoppeared as e result of soma baast(sl coming from there 
(see F31). Tho ond of tho main geUary was subsequonUy sealed off, tho 
work taklng ona day. (If a P"rtv It having difflwll'( finding a way into 
Oolgat's H<*I, tho dwalV8$ could perhops !'Se them to make tho cavern 
sale). 
5 d&\11 ago threo dwarvo• who woto drinking In the '/lllago dlssppeared 
whilst returning to the mine (see F13). A riot ensued with the quarrlors 
(who are still 1u1pected of having been behind lho disappearances) when 
a group of dworvos want to look ror thom (au Rekti's lottar In the scenario 
lnlloduction>. 
3 nights ago the mines were subjec10CI to a search by men from the gat• 
rison under CGlnde! on the tNrnped up excuse that dwarves had been in­
volved In tho ambush of the gold shipment that night. Nothing was found 
(and happily no ezurltal but Cellndel (H61 Is even mo1e unpopular with the 
dwarv0$ than ho was previously. 

Key to Map F - Tho Owarven Mlnu 

FU. Main Gate. The l<Y high iron dOOfUfB hffvily br11ttHI • • One dwarf is 
always on duty hero keaptng watch through the arrow snts, as tha doors 
ere usually kept locked. Ha will have o horn to signal that the drawbridge 
(F3) ahould be lowered. 
F2) Querdroom. Thna rooms hava 111wnlits at• highor /ew/ than thoso 
by rha main git•. They are empty -•pt In times or attack. 
F3) Drawbridge. The drawlxidgo fNfK tho '1<1 spiked pit Is usuely kept 
raised, the portculls bahlnd It lowered. 
F4&el Guardrooms. ThtJS• 1ooms havo arrows/its and contolnwfndlasse• 
for th• drewbridgo and portcullis. 
F61 Guest Rooms Each Is adequately, if spartanfy furnished. 
F71 Stables. F01 tho mounts of bolh tho dwarves and thelr guests. 
F8) Great Hell. The high tllblo s"'nds on a st OM mu at the Wend of the 
room, IM /owor rabies and b•nchu r110 arrangod /nluw fl so es to leavo • 
space In th• con1to. ThB1s ls 11 wen In tho SW corn.,, Beneath th• chief's 
throne on tho dias Is a ttap door loading to a .. crot chamber beneath (ha 
hall containing a foodstore In caso of sclge. 
f9) Secret Armoury Contains o each• of Dwlrven A11nourendwupons 
- enough to flt out au Iha males In tho tribe If necossary. A concealed 
trapdoor leads to Ille secret foodllota (see Fa!. 

F101 Chief's Lounge. Contains a rob/a, stools, a flagon of good wino and 
o rop•stty on tho N wall dopactlng Dworvon ht1oss. Thl.s room Is shared 
by Rakrl tha Merciless and his family. 
F11) Rolul's Chombar. Contains btHI, tablo, /antem and two chasts. 
Votious dwarvM wupons at• mountod on the wall. Ralc11, the ltlbe's 
looder (Dwarf; Aa--n; Weallh·l20/11340/7ti60; !L-8; AR-FP&S; CC­
Flghter; HO·S010; HP-34; AD<Axel· 1·8+3; INC-Good; MT-66') has 
cholnm1// + 10% and 8 shi•ld + .SO..E. which have been in his family lot 
generations. His nickname 'Th• Morclloss' Is as a result or the axa he car· 
rlos, which although being magical + 5% la cu,.•d so that once entered 
Into combat the wtlldar cannot stop until either ha or his opponent Is 
dNd. Ouo to his groat strength Rakri hll.I ate furthet + 6% and causas 
damage at + 10%. Ho b bravo, honouro!M, but vengeful and with a 
cldko of mankind alter what hes been happet1lng of late. The chests con· 
tain clothes and books. 
F121 Rakrl's Treasury. Three locked, trapped chests contoln a total of 
7660GP In coins, ooms &nd gold bars (60GP each), In addition 10 a potion 
o/ p.,suaston. 

F13) Gestrl's Chamber. Gt•trl Rakrisson (Ago-46; Wealth­
'4813672/2448; IL-6; AR·PM&S +6%; CC·Fighler; H0-3010; HP-21; 
AO(Swotdl- 1-6. (Heavy Ctossbowl- 2·6+2; INC-Good; MT-65') shares 
his room with his wifo Ur bis. Ho has a shield + 5% and 7 crossbow bolts 
+ 10%. 
Gestrl Is a dreamer, very receptlvo to new Ideas, but something of a 
wastrel. Five doys before the party arrived et Oclgcld ha was drinking 
with 3 other clwarv" at the " BluebaU" tavern. They left boloro ho dld, u 
ha was having a drlnkil>g bout wilh Sttgeant Fettler from the casda gar­
rison, but they had lalod to arrive when ho got back to tho mine. It was 
when ha and soma other Dwarves wont to look for them that tho riot 
started (&ff Introduction). His wife Urbls Is trµstlng and o reverent 
follower of Katadln. Kerl, their 13 year old son, now has a room of his 
own IF14l. 
f161 Farra Chamber. Farl IAga-24; Wealth-32/2448/1632; IL-6; AR· 
PM&S; CC-Fighter; HD-2010; HP-19; AO(Pfclc +5%)· 3-8; INC-Good, 
Ordo<; MT-70') Is Iha eldest son of Gostrl and Urbls. (Fl3). Ha Is soft• 
hell1ad, but hes a scheming intolect. and It was ha who had the idea of 
using the 'Iron' boxes to smuggle gold out of the village. Ho Is very in­
terested In legends end moulds himself on Owarven heroes of old .• 
F161 Kitchen. This Is whore lhe dwarlwives prepat• meals for the whole 
tribe. 
F171 Smithy. Con/fins • fotga laJ, tht" anvil•, and v•li""' ma11lworlc 
too/$. A pil• of coal lita In rha NE comet. Al dwarves USO tho smithy C» 
casionaly, though Skoln Ri- (F24) spends 1Tl9St of his dmo here. 
F181 Smelling Area. Oro from tha mine ls smelted In tho furnace (al and 
the gold n.rn Into moulds (bl. The slao ls lumped Into the "bottomless' pit 
etc (whet• criminals ate also thrown). Thu coal und to heat the furnace 
Is plied at d, whilst o Is tho strongroom (Rekrl has the key) whore the In· 
gots are kept until being earted to Rlatenby. 
F19) Ergoln's Lounge. Etgoln, bcothet ol Skein RlngweaVOI (F24) and his 
wHo Reris went to Ristenby four weak& ~o but failed to return. Whist 
they wore tJWrf, Skoln agreed to look after their daughter Norgls aged 11 
!F211 by staying In their room (F201 until they returned. They have yet to 
do so. 
F221 Skoln's Lounge. Contains stool: and a low rabis In/old with a chts• 
boa1d (of which Skoln is very keen). 
F23) Storeroom. Conta/M food, lumps of metal and various unf/nlshkl or 
/xok'111 meflll implam«nta. 
F241 Skein's Chamber. Contains a bttd, table, stool, clothes chBst and a 
berral of al• .. Skoln Rlngweavet (Aga-31; Wealth-48/3872/2448; IL-6; 
CC·Flghter;H0·3010; HP-26; AD(Axol· 3· 10; INC-Good; MT·65',I hasn't 
slopt hero forwcckaos he's bean looking of tat his niece Norgls (see F19). 
He Is tho best 11mourer and weapon makot In tho tn'bo, but ollhough ha 
can make any type ol armout save fu1 plate, ha only makes it dwarf sized. 
He wll repair existing 11mour however. Ha is a nosy incllvldUll, fond of 
olo, and somewhat diso<ganlsed In his work as a result. Hb woallh b 
secreted In Ille false bottom of hls ale barrel, which has a -rel door on 
tho outside. 

F25) Temple of Khozadln. 
F26) Rarln's Lounge. ls dscotatod with ttllglous •ymbols of Khazadln. 
f271 Rertn's Bedchamber. Contoint •bed above which hangs• goldtn 
holy 'f(Tlbol of KIN.adln (WO<th 160GP), "'ble, two chab, a /antem and• 
IHlmbtr of lllig/ous tomes (none maglcat). 
Rarln lcedelvar (Aga-69; Wealth-36/2764/1834; IL·6; AR·PM&S; CC· 
Priest; H0-408; HP-20; AO(Mace +IO%· 4-9; INC·Good,Order; MT·60') 
is the chief priest of tho temple of Khazodln end unclo to the Grlmllssons 
(below). Ha gol.I his nickname from tho fact that he 11110ly foels tho cold 
(due to a m.gico/ wermlng ting ho hasl. He I• a ldndly lncfrv!dual, vary 
energetic in pursuing the cause of Khaudln .• and wl1I give whit aid he can 



to those aiding the dwllrves lsh0<1 of adventuring with them). Ho dlsiikes 
druids as ho feels that they put animals before tholl followers, and looks 
upon all towns as dens of vice. Under his bed he keops a magical trident 
which can detect enemies (typo and number) within a range of 250'. 
F28) Balkl's Chamber Furnished similarly to F27 above, though of slight· 
ly poom quality. Balki (Age-21; Wealth· 1811063/712; IL-5; AR·PM; CC· 
Priest/Fighter; HD·209; HP-16; AD(Axe)· 1·8; INC-Good, Order; MT·SO'l 
is the son of Freroln Klllsson !below) and lhe undorpriest at the temple, a 
post he zealously fulfills. He Is Interested In languages and speaks more 
than any other dwarf in Iha tribe. His ermour is chalnmail +5% with 
which he carries an ordinary shield. 
F29!. Stables This Is whero the mine ponies and their carts are kepi. 

F30) Main Gallery, The passage slopes downwards to the mine workings 
for a distance of % a mile. Smaller galleries branch off at lnteNals. The 
main gallery onds at IF! (see insoO. 

F31) Home of the Urbluons. This whole famly disappeared two nights 
after the Azurite cavern was found !IF3). Wet footprints were found In the 
latter, as was the tlJnnal !IFS), but this was nol explored due lo the 
dwarves unwillingness 10 shed their armour to do ii. 

F32·42) Dwarven Homeburrows. Each Is occupied by a dwarvan family, 
the letters x, y, and z denoting lounges, storerooms and bedchambers 
respectively. They are occupied by a total of 38 male dwarves, 23 females 
and 11 dwarflings, none of whom have any adventuring skills. Threesam· 
pie families appear below. . 
II The Grlmllssons. This family consists of Karin and llgoln Grimllsson 
together with Karin's wife Faris and their son and daughter aged 10 and 
12. Karin (Ago·34; INC·Goodl is virtuous, generous and a fearless flghter. 
His brother llgoin, however (Ag&-24; INC-Order) is stubborn, suspicious 
and enjoys hundng, b<llng quite friendly with a couple of Dolgold's druldic 
community. Rorin lcedolvet (F27) is their uncle. Faris ls a •e•lous fol!OW<lr 
of Khazadin, very extrovert, and strangely (for a dwarf) llkos elves as her 
father was rescued from ores by a group of them many years ago. 
Ill The Klllssons. This family consists of Ftoroln and Rygor Klllssoo, 
Froroln's wilo Kerbls, their sons G!arl and Farin, and Kerbl's brother 
Norgln. Freroln (Age 64) Is virtuous, a reverent followor of Khazadln and 
does ovorythlng he can to help his follow devotees. His wife Ketbls (Age 
461 is feor!ess, stubborn, and has the stronger character of the two. Their 
eldest son Balld (F28) is a priest of Khazadln. Of the other two, Clari (Ago 
191 ls arrogant, clean cut and lntorested In books and scrolls whilst Farin 
(Age 18) Is soft hearted, precise and Interested i~ . Improving his 
metalworking skills, spending much of his dme In F17 wilh Skoln tho 
Rlngwaavar. (F24J. 
Rygor (Age 42) is an arrogant introvert wilh a passion for gams. Ho 
managed to get a few places of azurite before the entrance to the cavem 
llF3) was sealed. 
Notgin (Age 30; INC-Chaos) is overbearing, Immoral but shares an Interest 
In books and scrolls with his neohew Glari. 
1111 Family of Hor! ArdlnHon. Hori (Ago 46) ls humourous, truthful and. 
easygoing. His wife Karls (Ago·43; INC·Orderl is fearless to tho point of 
balng foolhardy, but la obsequious to those in authority. Their ch!ldren 
are Grem!or (Age 23) who dresses Immaculately, is a born leader and is 
vary interested In magic, and Regin fAge 12). Their middle son ThOlln 
(Age 22) is a friend of Prendo tho hobbit (see Map JI but failed lo retum 
from visiting him one day ten weeks ago. 

Koy to Map IF - The Azurlte Cavorn 

IF11 Main Gallary. Slopes upwards for % o mile until F30 Is reached. 
IF2) Gatehouse This heavily barred gate has been recenUy Installed 
(following the disappearance of the Urbissons two wooks agol. The first 
night It was completed a pounding was heard from the other side, and the 
rocks this was made with will be found beyond ii. 

IF31 Tho Azurito Cavern. Many lumps of azu1fto 110 sat into tho walls of 
rh/s cavam. Thero b a 20% chance of finding 1·4 Morloks (see Map L) 
hero. 
IF41 Deep pool In which a slight curr•nt can IHI datacted. 

IF&) Underwater tunnel to IFS. 
IF6J Cavern, similar to IF3, but much smaller amounts of azurite. 

IF7) Tunnel to Map l. 

Key to Map G - Tho VIiiage of Dolgold 

Gl· 131 The Druidic Community or Old Villagers Descendants of 
Dolga(s slavos (which has be<>n forgotten thtough time), these original 
villagers resent the Imposition of a feudal organ!stlon with Its ltksoma 
rents and obligatlons. Thay tend to split their time equally between arable 
farming, sheep & cattle, and huntlng doer (illegally) and wolves. The mon 
usually have leather armour and can use spears and shortbows. Their 
vlaw of recent events Is as follows: -
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69 days ago three of the holy stones (A23) disappeared, and the pet of 
Coltsfoot tho druid (Gl),.a large hunting dog, was killed. Coltsfoot, and 
some others, believe that this was tho qUarrlers, as there had bten soma 
friction over Colfsfoot raptlmanding their chlldren for playing on the 
stones. Coltsfoot wanted lo lead them to punish the blasphemers, bul 
received little support. It is g<1nerally believed that the mlsf0<1unes of tha 
quarriers since then have been due to divine punishment. 
63 days ago the skinned carcase of a giant otter (sacred to the druidlc 
community) was found, and lying nearby was a brooch belonging to 
William Vurnier. An angrydaputatlon went to tho Vurnler's house (G62), 
but they denied all knowledge of this. Tempers rose and they were 
dispersed by the casUe garrison. Two days later William Vurnler 81\d his 
wile went skulking to Rlstenby. It is said that they never arrived and that 
the druidics ere to blame, but they have no knowledge of this, though 
they think that the disappearances of the other vlllage<s' animals Is punish· 
ment for the ~crilago of the ottet's murder. 
A lone druidlc hunter disappeered two wee~ ago (see Crickhollow). A 
search party failed to find him, but two petri!iad figures were found at A 19 
and the area has been shunned since. Brinn, the castcllan, was Informed 
about this, but has done nothing. 
5 days ago tho "nrm" villagers sent a daputatlon looking for some sheep 
which had boon stolon lho previous night. Naturaly, none were found, 
but the druidic community is angry that they ware thought to be resPOMl· 
ble., 
They kaap protty much to themse!vas, and are rarely found In any of the 
village taverns as thoy have their own a!e·wifo (!hough some of Iha men 
vish the 'Bluebell' on tha sly.) 

GI) Coltsfoot'a Grove. CollSfool the druid Uves hero alone (Human: Age-
36; Wealth· 181319/253; IL-5; AR·l&S ; CC·Dtuld; HD-3; HP-22; 
AD(Sptar)- HI; INC-None; MT· 130') with his naw dog IAR·L; HD·2; HP-
14; AD· 1-8; MT-160'). He has a pair of mag/cal gauntlets which Improve 
dexterity and a potion of healing. Ho used lo have a ring which made him 
invlsib!e to animals, but ha lent lhis to a pupil going on a trek In the 
wilderness (sea 851 and he failed to return. Coltsfoot wHI recognise both 
this and the armour the pupil borrowed from Darkfern, his father IA21) ii 
they appeer In Do!gold, and will want them back togethorwilh anexplana­
tlon. 
Coltsfoot ls haughty, hard·hearled and stubborn and boli-Ovos that the 
quarrlers are still playlng practical Jokes by swopplng tho holy atones 
around ot n!ghl. 

G2l Walters. Hugo Welters (Age-27; Wealth-4/68139; IL-3; CC-Nono; 
HD· 1; HP·4; INC-Evil; MT· 130' ), son or Walter the Taylor IG56) was untll 
6 years ego a journeyman locksmith wotklng for Tarquin IGOOJ. Afte1 an 
evening's drinking at the 'Sir Tristram' he went along to tho ruins for a 
wager (A27l. When he returned ho had a completely different character 
- didn't acknowledge his parents and had forgotten his trade. He left 
Tarquln and began farming with tho druidlc community as ii by "Instinct". 
Ho Is In fact a reincarnation of one of Oofgar's slaves, and because of his 
memories of that lifetime Is aloof, callous and malevolent. 
His wife Marigold fAga-25; '1NC-None; HP-3) the daughter or Athalstan 
Crickhol!ow below is always ready to forgive him end too slow to realise 
that anything Is amlss. She is very lazy and the hut ls always a "'8$S. 

They have no children. 

G3·131 Druidic femilles, some examples of which appear below. 
I) C1!ckhollow. Cuthbert Cr!ckhollow llves here with his sons Athelstan 
and Alfred together with Alf,.d's wife and family. Cuthbert IAge-n· 
Wealth-4/255/170; IL·3; CC·Nono; H0-3; HP-17; INC-Nooe; MT ->lo I ,;. 
selfish, very knowledgeable about nature, and a loyal follower of Col· 
taloot. Athelstan (Age-00; Weallh·4/181 /120; IL-3; CC· Nono; HD-2; HP· 
6; INC·Good, Chaos; MT·60') Is an imposing figure with an active sense of 
humour and concern lot others. Ho is not overfond of his son-in·law Hugo 
Walters (G2). Alfred !Aga-61; Wealth·4/184/123; IL-3; CC-Nona; HD-2; 
HP·2; INC-Ordor; MT·OO'I la Irreverent and unforgiving whilst his wife 
Primrose (Aga-59; HP-8; INC·Nona; MT·6&') ls lazy and careless, but kind· 
ly. Their daughter Violet (Age-38; HP·4; INC·good; MT-100') shares 
Atthestan's concern for others but is very unrellable. She shared an ln­
terest In !edgends with het husband (until he was petrified by Iha 
cockatrices at A 19 two weeks ego). She has trouble cootrollng her two 
sons aged 6 and 14, and especially her daughter Daisy lAge17-; HP·3; 
INC-None; MT· 130') who is determined to marry well and get as much 
practlce ea possible beforehand. 

Ill The Edmundsons, Edmund and Owen Edmundson live here together 
with Owen's wife Ethel aqd their 10 year old son. Edmund IAge-46; 
Wealth·61151/101; IL-3; HD-2; HP·12; INC·Good, Order; MT·90'1 ls uni· 
quo amongst lho dtuldic community, having been converted to the wor· 
ship of Pentor (G64), whose tennats ho follows devoutly. Ho ls brave and 
forever seeking new converts for tho church, which Is tolerated but not 
condoned by hls fellows. Owen lAgo-4-0; Wealth-4196163; IL-3; HD·1: 
HP-4; INC-None; MT-95') himself disapproves strongly. 
His self-opinionaled wife Ethel (Age-37; HP-3; INC-None; MT 90') keeps 
nagging at him to tell Edmund to go and live wilh the "new" vrllegars if tha 
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old ways aron'I good enough for him. 

ill Holsten Northoeth, Halstln (Ag•87; Weallh-1 /225/150; IL-1; HD-3; 
HP·9; INC-None; MT·40') Is proud of the fact that ho Is the ol<Mst of tho 
original Villagon, though with ago ho has become placid, solt·hoartod ind 
ovar-emotlonal. Tho household is run by his son Cynwull (Ag•46; 
Wcalth·4/121/81; IL-3; H0-1; H.P·7i INC-Order; MT·130'1 who hes 
remained vlrtuoua but boc:ome dour sinco his wife dled giving birth to his 9 
year old son. His other son Ceolwull (Aga·21; Wealth-4/ 13/9; IL·3; H0· 1; 
HP-7; INC·Evil, Ordor; MT· 130') ls a disappointment to him. being scrulfy, 
malavolen\, though generous, as is his aloof, onorgotlc but wildly Jealous 
daughler·ln·law Kata 1Aoo·19; HP·6; INC·Evil; MT·120'). 

Q14-34 The "New Vlllogers 

The 'new' villagers began to settlo 25 years ago whon Alston begon to 
have the C4SUo rebuilt. They can bo split Into two groups - serfs, who 
farm 16-30 ecros per household and ~nd most of their time doing It, and 
cottal8 who form 2·5 ecros par household In addition to llbourlno for 
serfs, llshlng, herding the valagers livestock and pracUslng crolts. Many 
households of both kinds are Involved to a greater or lessor oxtont In doing 
out-work for Henry the Glover (G611. MO$t of them worship at the Tem· 
pie of Pentor 1nd 1lthough they wear no armour tho men usullly have e 
tialrot other polo arm about tho place. 
Their views about recant events, and rumours to be picked up from thorn 
are .. follows: 
The lady Ouldnta (wife of Iha Castellan and very popular amongst them) 
tlasn'I been seen for 3 months. Hor husband Brinn has told them that she 
left to visit roliulons, but there was no indication of anv preparalion 
boforohand, and no·one saw her leave. Somo think that Brinn hat sccrot· 
ly done away with her. 
Bandits raided tho villago noarly 8 weeks ago, bul woro driven off by tho 
garrison. Unfortunotoly, tho only one they captured ellvo escaped boforo 
they could bring him In. Tho bandits havo raided two shlpmonts of gold 
going from tho mlno lo Alstenby, and must bo behind tho pilloglng of 
fivostock from the Orulds and tho Ouarriers - this talk of dwarvos being 
lnvolvod mokos no sense. Thoy say that tho bandits' bold loader visits 
Oolgold In disguise occasionally. 
Walter Boatman, a village Usherman, disappeared on the lake 37 days 
ago. His b<other Stanley says that ha saw tho otters overturn his boal end 
attack him. Thoy've overturned boats before but novor attacked. The 
fishermen hovo boen saying for years that the otters should be cleared 
from tho lako. They must have bred again recently, bocauso the catches 
have been getUng sma!ler for tho past few weeks. 
One of lbre Sowetbutt's barrels WIS found on tho shore near the V1ll1go 32 
days ego, but how It got there ls a mystory. 
Sheep belonging to tho "new" vi!agers, looked after by Mlchael the 
Shepherd have been stolen on two occasions (17 and 5 days egol. On 
the latter oecHlon Mlchaol caught a glimpso of !\vo of the old villegors, 
bul either this was a trick ol the light or they aro hiding them well, bocauso 
a deputation found nono of them. A number of their own shoop have 
been s tolen by bandits, and thoy must bo trying to mako up their numbers 
at our e>eponsol 

G14·Cl26} Vllloln'1 Homesteods. 
Example II 'rho Herberuons. Jack Herbertson lives here with his sister 
Mary, brother Robin, wilo Matilda and their children. Jock (Ago·45; 
Weelth· 10/437 /292; IL-4; H0-3; HP-13; AO(Swordl· 1-8; INC·Ordor; 
MT· 100') actually holds tho land from the manor. He Is a dour. noay man 
whose prl1e p0$$tsslon Is a sword he acquired whilst accompenylng 
Tristram to tho battle In lhe wilderness seven years ago. Mary (Age-35; 
HP-21; INC-Good; MT· 120'1 ls humble and taciturn but t>OSY· Robin !Ag• 
3P, We111h·5/49/32; IL-3; HO·l; HP-4; INC·Good, Order; MT· 130'} works 
for Jack, and Is forgiving and even-tempered. Jack's wife Modi® (Aga-
42; HP-6; INC-Order; MT· 110') is jealous of her husband's alfoctlon, 
socrotivo, end harsh with thojr 6 ch&kcn. The oldest Tom (Ago· 18;HP-8; 
INC·Order;MT· 130') Is a rough leader amongst the villogo adolescents, 
but is also somewaht secretive, whrlst John (Age-14; HP-2; INC· 
Good.Order; MT· 120') Is very precise and thrifty. They have siatora of 11 
and 7 and a young brother agod 4. 
Ill Soker. Thoro oro 4 generations of the Sokors Uving hero, olc!Ht of 
whom are Bornord ond his sistor Judith. Barnard (Ago·90; Woallh· 
2/456/304; IL·2; H0·3; HP-10; INC-Good; MT-35"1 hos glvon over tho 
lending of his holding to his grandson. He is perceptive, kindly and oober. 
His sister Judith (Age-n; HP-4; INC-Otder,Evil; MT-30'1 Is o covetous 
vongoful old spinster whose hobby Is secretly corrupting Bernard's great 
grandchlldrorn. Bernard's daughter Gertie (Ago-69; HP-5; INC·Good; 
MT·40'1 spends much of her time and emotion on her 4 remaining pet 
cats, wh~st her son Robert (Agc·48; Wealth· 10/324/216; IL-4; H0-3; HP· 
20; INC·Good, Order; MT·90'1 reDably looks after the farm, his neighbours 
linding him helpful if somewhat cowa1dly. His wife Janet (Age-42; HP-6; 
INC·Good, Ofd11; MT-85) makes gloves for Honry (G611 end la studious 
and logical In her work. Their daughter Judith (A~ 15; HP·5; INC· 
evn,Ordor; MT· 120'} Is modest but malavollmt and ha<d-heartcd, and Is 

suspected of having caused the <Maths of mote than one of Gertie's cats. 
Her eldest brother Godfrey, however IAo• 14; Hp-7; INC-Good; MT· 1<IO'I 
Is humble, and scrupulously honest, If somewhat careless. They haw 
sisters ol 11 and 4. 

G26·G34 Cotter"s Homesteads. 
Example U Boatman. Humphrey Boatman end his wife MatjO<Y share this 
house with thoir son Rogor, his wife and 5 year old son. This is a fishing 
family, and Humphrey Is a brother of the Waller Boatman who disap­
peared on the lake 6 weeks ago. Their other brother Stlnley has lived 
alone since his wife died of a fever and his son was kffled with Tristram In 
the wilderness. 
Humphrey (Ago-54; Woalth·5/ 194/ 130; IL·3; H0·2; HP·8; INC·Good; 
MT-90') Is a trusting soul, curious aQd omotlonal. His wife MariO<Y (Age-
64; HP-3; INC-Order; MT-85'1 Is o secret drinker with a soil spot for 
thieves as sho was courted by ono for o timo many years ago. Thair son 
Roger(Ago·29;Wealth·448/32; IL·3; HD-1; HP·6; INC-Good; MT·120'1is 
sensitive, lazy and ho! tempered, with a strong dlsliko for nobles. As woll 
as lishingwilh his father, ha often works for Robert Soker'for a rest'. His 
wife Kate (Age-30; HP-3; INC.Good, Order; MT·110') Is easy going, 
uuthful, humotous and never turns o beggar away empty handed. 
Also smying at the ·momont ere Wallo(s widow Joan (Age-39; HP-2; INC· 
Good, Order; MT· 100') and hot son end daughter ag<od 11 and 9. This 
Isn't worl<ing out too well, as Joan Is both l~ing and a11ogant, and 
dislikes her slster·ln-law Maljory. 
IJ Greeno. The Greene b<others, Stephen, Martin, Owon and Hugo, liw 
here with Stephen's wife Edith and their two daughtera. Stephen (Age-
37; Wealth-5/142/88; IL·3; H0· 1; HP·5; INC·OrdOf; MT· 110') is a coward­
ly pessimist, and very thrifty. His wlfo Edith (Ago-36; HP-1; INC·Chaos; 
MT· 100'1 Is very intolllgent, but antogonlstlc, and works as a part limo 
servant In the castlo. They have daughtors aged 2 and 14. Martin (Ago-
28; Wealth-6/65/43; IL·3: HO·l;HP·4; INC·Crdcr; MT·l30') Is a truthful 
and devout follower of Pentor, and sponds much of his time making 
wooden Implements and utensils In oddltlon to farming. Owen (Age-27; 
Weallh-6/47 /39; IL·3; H0· 1; HP·5; INC-Good; MT· 130'1 is courteous, but 
can bo haughty when his loyalty td his family or follow villagers is quos· 
donod. Ho hires himself and his family's cart out In addlrion to working 
the land. Hugo (Ago-25; Wealth·4/45/30; IL-3; H0-1; HP-3; INC· 
Good, Chaos; MT· 140'1 is tho oxherd of the "nevi' villagers. He is helpful, 
thrifty, and enjoys his work for tho chanco It glvos him to indu!go In 
daydreaming. 

G3~G511 The Qua11lera 
The Oo!gold quarry was orlglnatty opened 25 years 890 to provide tho 
stona for the buading of the cestlo. When thl• WIS completed tho quarry 
was leased to Francis Poolo, e merchlnt of Alstonby, the firs t st<ma being 
used to build Oolgofd'• two temples. For a share In the quarry Ralph Stln· 
ner (G35), the mason who had ovorsoen the bu!ldlng of tho castle, agreed 
to run it. Although thoy wear no armour. the quarrlers are very handy 
with their picks (AO· 2·71. Most of them grow vagetebles in their house 
plots and worship at tho Templo of Hoarok tho Lowglvor (G631. Their 
views of recant ovonts and rumours to bo plckod up rrom them aro as 
lollows:- . 

69 days ago the quarry watchman, Simkin Sloter, was killed du11ng 
tho night together with his wholo fnmllV epart from his son Ned IG351. 
Ned said that this had boen done by throo 'llltlo men' (taken to moan 
dwarves) who had left him alone. Brinn, the Castellan, was Inform· 
ed, but as there was no proof other than the word of a frightened 4-year­
okl boy, ho said there was nothing he could do. The following night most 
of the quarriefs lay In wait at the quorry but nothing occured. 

66 days ago, the quarry workera began to take turns watching the 
quarry al night, but two days t iter this enothor quarryman was killed on 
duty.and this was stopped. 62 days ago, a stone carving of Simkin Slato(s 
head WIS found amongst the quury rubble. The quarriers took this as a 
warning to them an, end the rumour that they were about to strike another 
end of the Dwarves' gold seam began to take hold. 

43 days ago, the quarri11s llvoslock was raided at night by dwarves, 
although nono wcro caught. Tho qua11lers ermod themselves and a fight 
ensued in tho viDago wilh some dwarves who wero drinking in tho 'Sir 
Tristram'. A fire was sterted In the shop of Tarqu!n the Locksmith 
(won known as a dwarf·lover} and tho quoule(s were on their way to the 
dwarven mines when they wore turnod back by the castle garrison. From 
this time onwards tho unottlclel mllltla, formad by tho quarrlors that night, 
has pat10lled thair section of the village. 

Things were quiet unUI 15 nights ago. A pftrty of dwarves came to 
the vlllage accusing Iha quarrlars of kidnapping three of their number. 
Another riot ensued, again put down by tho garrison, and a number Qf the 
quarriers spent a couple of days In the lock·up. 

The quarrier• firmly believe that the dwarves ere behind their misfor· 
tunes (though they suspect the drufdlc community of being in collusion 
with lheml and readily bollovo eny • whk:h Is spoken of them. 

G35) Home of Ralph Stann11. Ralph sharos 1ha house with his wife 
Lottie. Ralph (Ago74; WHlth-60/440t!/2938; AR·L; IL-6; H0-6010; HP· 
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and runs it. His s tatus has made him snobbish, ovorboarlng and 
copriclous, his ago ovo1emoti?na1 Ha Is an 09<,lualn!anco of 8r1f'ln: who 
taught him to wield tho magic sword ho eequued (1l was found tn the 
quorry rubble years ag0l, l>Yl has 1ound him lo be stJangtl'( trouble<! 61 
lato since his wifo's "~rture". As he has no children he paid for his 
nephew Rodofick's (G511 weapons training in the hope that he might or;ie 
day join the petty nobilil\'. His brother Heinrich lGSll is the Lendlord or 
the 'Trcllfires' Tavern, the money to buy which was lent him by Ralph. 
Lotti• (Ago 67; HP-2; INC.Order; MT·60') Is thrifty, obsequious and a 
1oatous follower of Hoarok. She spends most of her tlmo locking after 
Nod Slater (seo lntroducdon) who n<m stays with them. This precocious 
4-yoar·old weal$ an amulet which ho found whilst digging among$\ tho 
Holy StOf\OS {see A231 and which savad him from th• fate which befell Iha 
rut of his family. Alio in the house are a footman, a cook and a maid. 

G36) Quarry Fore110pn Henry Strongshaft lives hero with his wife 
Toroso, his brothera Erik and J ames, their wives and families. Hanry (Age 
64; Woahh·13/667/378; IL-4; H0 ·3010; HP-14; INC·Order; MT·85'l, •a 
quarry foreman, ls an lmposlng figure, haughty and boastful. Ttresa !Age 
66; HP-3; INC-Order; MT·8S'l is very religious (Hoarakl and has • harsh 
mamer, but in spite of this Is something of 1 loader amongs the quarriers 
women. En"k !Age 72; Weallh-7/612/'408; IL·4; H0-3010; HP·9; lNC· 
Order; MT .JO') ls 1 fotmer lore man who now deals In selling/repairing 
picks and other toOls In addition to performing 'llrst aid' for 111 or Injured 
quarrlors. He Is overbearing and somowhot secretive where his business 
and herbal remedies aro concerned. His wlfo Maud (Ago 66; HP·2;. INC· 

.Good, Order) is scrupulously honest, however. if a trifa overbearing, and 
loyal to hef husblnd. Thay h;ivo a son William !Age 44; Wealth-6/ 140/94; 
lL-3; H0-1; HP·2; INC·None; MT·9S'l who Is precise, moody; and 
dominated by Ns untidy wile Lucy (Age 40; HP-4; INC·Good, Chaos; 
MT· 100') and a grandaughter aged 8. James !Ago 67; Wfalth· 
13/640/231; ll·4; H0-3010; HP·21; INC·Nono; MT·90') Is tho other 
foreman at tho quarry, and tho more popular of tho two being a fcoriess 
spendthrift. His wile Allee (Ago 67; HP-7; INC·Ordor; MT·65') ls on the 
mean side to eomponsate, but Is even tempered about his open· 
handedness at the 'Troftflres'. She makos gloves lor Henry Glover l<l61l. 
Tllty !lave no chDdrtn. 

G37·03Bl Quarry Corters lonlv one of whom Is given). 
I) Whelman Oliver Whelman (Age 46; Wealth· 10/295/197; IL·4; HD·2; 
HP·9; INC·Ordar; MT· 100') is an obsequious, greedy individual who often 
takes things to RlsJenby for other vil~gers on the sly. He has o small store 
of gold panning equipment ready to se~ to tho quarriers when )hey hit the 
gold sum, and It was he who thought of this reason for the dwarves' 
hostilty. His wife Ooltdra (Age 29; HP·3; INC·Chaos; MT·130'1 ll ar­
rogant and lusty, end makes good UH of her husband's daily journeys, 
though she Is ce1olul not to let Oll\ler flnd out lor fear ol th<! cons&­
quences. They have a son aged 3. 

G39) Clement tho Scribe Clement (Ago 27; Wealth· 18/370/263; IL-5; 
AR·L&S._ CC·Wilard; HD·3D4; HP-7; AO(Daggorl· 1·3; INC·Oder; 
MT· 140") 'hM worked as tho quarry scribe lor 2 years, as wel as acting as 
scrivener for the lllltet11t1. 1• His AR Is due to his dexterity and a magical 
P<Otoctlon ring +6%.) He Is a scholarly type, very Interested In history 
and languago but Is known for his stubborness. Ho ls a friend or Cellndel 
(soa castle d~serlptlqfll who is tho only member of the village to know ol 
his magical abllltles. He has a heot/119 potion, and his spollbook has ths 
spells, Uildcrstond Mag/ca/ Sctip~ Enla1gement, Mag/co/ Light, Hold 
DOOIWBY, Meglc Missile and Putrid Cloud. 
The body in the tunnel under A27 Is Cltmenrs Undo, though none I~ tho 
v!llege know this. His uncle found proof that Oolgold was Dolgafs ~o.'d, 
and knew about the Felcon stat uete and magical robo of Oolgar; the 
sword of Talmar. tnd tho Staff or Vernlg {see description of Oolga(s 
Holdl. He wrote a lotter to Clemenrs mothar saying that ho hod round e 
way In and was g9lng to try to find thoso ltams of power but was never 
hlard or again. Clement now has thl1 knowledue, apart lrom the entrance 
to tho Hold, which ho has been unablt to lind. Ho feels lhllt ho has a 
right to the above items, especially the Falcon, as his undo dlod searching 
for it, and will accompany a pany into Iha hold as long as they accept this. 

G40-G50) Quarrier's Families A totol ol 23 labourera work In the 
quarry, but only 2 quarrying families aro given below. 
Example il Thu Ryecllttes Peter. Jack and Thomas Ryoclllfe livo hero 
with Peter's wifeand family. Peter !Age 46; Wealth-5/151/100; IL-3; HO· 
2· HP·10• INC-Order; MT·110'l is overbearing and barbaric in his habil< 
a:..S prodding in his outlook. His wife Brigit !Ago 48; HP·2; INC-Oder; 
MT·90'~is an imposing, energetic women who takes a keen ~ntCfest in 1.hl 
village's sporting ovonts. They h•ve two sons, aged 11 tnd 17, .and a 
daughter AN• (Ago 17; HP·4; INC.Good, Order; MT-130'1 who Is humble 
and llkes to watch 1ho tisherman at work on the lake. Hl!r husband was 
kllled whilst on wotch at the quarry 63 days ego, and she Is schemlng !o 
find a replacement father for her recently bom son. Jock (Age 40; 
Woalth·5/119/79; IL·3; H0-2; HP.S; INC·Ord01; ·MT·110') is a 1<8en par-
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tleipont In the village's spOtting evsnts, very trusting, but un1olioble. 
Thomas (Age 38; Weahh·5/108/72; IL·3; HO·I; HP-7; INC·Good; 
MT·116'l ls a fo<celul character who was o close friend or Simkin Slater. 
and fools dr'iven to seek revenge. 
Hl Rockburn Geoffroy end Oickon Roekburn live here together with 
thcit wives and farrilies and their elder brother Toby. Toby (Ago 64; 
Wea)IJ!-5/97 /65; HD·2; HP-2; INC-Chaos; MT·85'l is an immoral dreamer 
who spends most of his tlmo sampling the delights of the 'Bluebell'. Goof· 
frey(Age 44; Weal!h·S/140/94; IL-3; H0-2; HP·10; INC·Order; MT- 110'1 
Is naurotlc, but an enoruetic worker. His wile Glynys IAge 40; HP-3; INC· 
Order· MT· 100') Is proud end energetically lustful. Their 3 sons are 
Her.,.;tt (Age 22; Wealth-5/32/22; IL-3; HO·I ; HP-7; INC·Ordor; MT·l40'l 
an opinionated, covetous man whose main interest is tho femUios' 
vogeteble patch; Williem !Age 19; Wealth·5/16/11; IL-3; H0·1; HP-3; 
INC·Good, Order; MT·140') who is kindly, but nosy and loves hearing old 
legends· and Tristram (Age 17; Weallh-3/5/3; ll·2; H0-1; HP·2; INC· 
Ordor; MT· 145'l who Is slothful but enjoys working with his hands and Is 
apprentice to tho village wheelwright IG54). Olekon !Ago 39; Woolth· 
5/113/76; IL-3; H0·2; HP-10; INC·None; MT·100'l is arrogant, talkative, 
and drosses foppishly for a labourer. His wife Margaret (Ago 35; ·HP-3; 
INC-Evil Order. MT ·95') Is arrogant, boastful end would like to sec au 
dwarv.,; come ·to an unple1Sant end. Thoy have a taciturn and retlting 
daughter Mary (Ago 17; HP·6; INC·Ordor: MT-130') and 1 younger 
daughtet agod 4. 

G61) The 'Trollfl res' Tavorn Although tho tavern is 16 years old, 1he 
namo was changed 4 years ago to commemotote Brin.n's victory over two 
trolls which wandered Into the village. It is s tlll called by Its old name ol 
'Tha Dancing Pick' by many, The tavern offers various drinks at normal 
pricot. and meals at lunchdme.s, but has no accomodation. A numbor of 
plants decorate tho piece, ond it is very well painted. The c11tntela con· 
slsts ol quarry workers In the main, with the odd 'new' vlllagor and 
member of the garrison. 
The landlord is Heinrich Stenner. tho brother ol Ralph from whom he bor­
rowed the money to build the Inn, who lives horo with his wilo Valerio, 
tholr son Roderick and his wife and children. Heinrich {Age 67; Wealth·· 
23/1276/850; IL-5; H0·4; HP-18; INC·Ordor; MT·85') was e painter by 
uad1 bof0<0 opening the tevern. Ho is an energetic forceful eharaete< and 
Is lc1der of "The Brothers of the Piek'', tht unofficial militia sot up In the 
weka of tho raid on tho querrlors 43 days ago. Volerle !Age 55; HP·6: INC· 
Good, Order; MT·90'l ls o roverent follower ol Pentor, but vpry loyal to her 
hu•band and son, and 1hls conflict has lerl to her acting somewhat 
strangely. She has a mania about plents, and those aroond tho tovorn aro 
her ldH. Rodorick (Ago 27; Wealth-121237/168; AR·CM&S; IL·4; CC· 
flghtor; H0·3010; HP-24; AO!Swordl· 2·9; INC-Evil, Order; MT· 120') ls 
maan, harsh and ambitious. Ho feels that Brinn should be replaced •• 
Castellon by a local llghtCt (le. himself) and Is gaining support by being au 
things to all men and voicing Brinn's sh0ttcomln9s from tho point of view 
or his listeners (ho Is a mester o r dissimulation). Ho is the source of tho 
rumour that BriM Is behind the gold tobberlos himself, and It Is ho who Is 
behind Iha other hunlert and provided them with the brooch {aoo G52). 
As wen as working In 1he tevern, he goes hunting occasionally tlthough 
he usos this exc.ae for other dearings. He has enr1Sted tho aid of• Riston· 
by merchant named Oalkor (with a view to diverting some of the Owarven 
mint's wealth into their pockets should Roderick become eastollanl •nd is 
confident that with Dalkor causing troub!e lor Brinn and putting him for· 
ward in Ristenby, and tho continuing disturbances at 0olgold, his ambl· 
tlon will soon be realised. His wile Lauro (Ago 25; HP·3; INC·Order; 
MT· 130') ls trusting but unforgiving to those who abuse her trust. Sho ls 
somolhlf\g of an expert where wines are concerned, and supports her 
husband's potitical ambitions !though sh• doesn't know the run extent of 
his deaOngs). Thoy haw twin dau9h1e11 aged 2. and laura's brother 
Mlehoel is tho tavern's pot boy. 

G62·G61 The Oolgold Burgesses. 
Tho burgessos or Oolgold aro grouped around tho market area, although 
In addition to carrying on their trades, many elso rent farmland from the 
Oolgold manor. They ore all members of the Merchant Guild, which 
regulates the market, and whose alderman is Gilbert Broadbelt (G59). 
They are split fairly equaly between Hoarok and Pentor in their worship. 
Tho~ views arc basically the samo as the 'n0\11' vmagers, but additional 
vfows of recent cvoms plus other 1hings which • party may find out from 
them If 11tey asl< .. appear bolow:-
A boarded, middle·agod man arrived at rho village 72 days ago and stayed 
at tho 'Sir Tristrem' , though he cfldn't seem to have como on buslnoss of 
any kind. Ho wandered aroul)d the area for o couple of days, alter asking 
about the castle, fl.lins and holy stones, and then went to the casde one 
evening. A couple of hour• later some of tho castle garrison hurried to the 
tnn saying th;it he had stolen something from the castle and broke down 
tho door of his room. Nono saw the man retu1n, but he must have do~ 
so, for although his horso and much of hls goar was left, tho 1os1 was no1 
rn his room. 
68 days ago a prominent priest of Margor visited tho castlo. 
43 days ago a riot oecured in the vilago botwttn the querriers and 
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dwarves, tho formor trying 10 burn down Tarquln's shop. Som." of his 
boxes were so well polished lhal they shone like gold In tho flrchghl. 
35 days ago some hobbit relation• or Prondo trruip JI arrived wllh tho 
nows !hat thoy hod been invited 10 five thcro and were enlarging the hole 
propo<tionalely. Only four havo b<lon sean in tho village, but there must 
be about twelllo lrom lhe amount of food they buy. They are being helped 
by an ascetic, cle1n shaven human named Baldc1ag, whom evcryono 
agroos is a pleasant co"'1)anion. 

G52} Brion Vurnlor - Furrier Brion livos hero wilh his wffo Anne end 
91andson Rogo1. His son William wos occused of being lmpllceted in the 
death of the giant oiler found 20 days ago, and though he was innocent 
he and his wile wont 10 Ristonby lhr .. days ahe1wards to aUo..v tempers 
10 cool. They nev<1r arrived, and B1lan Is not alone in sus.,.cting that lhe 
druldic community a1e 1esponsibfe lor their disappearonco. 
Brian (Ago·72; Wealth-40/3060/2040; IL·6; HD·5D6; HP·18; AD(Swordl-
1·6; INC·Good,Order; MT·40'1 Is o studious, moody cha1act?r. w~o 
d1osses roughly. Anno (Ago 68; HP·O; INC-Good, Orde1; MT·40 > 1s W· 
tuous, talkotlvo and plays lady bounliful to tho less fortunate villagers. 
She makes sure that hor friendly grandson Roger (Age·68; HP·6; INC· 
Good; MT-140'1 dr8SSos immaculately, though she's givon up with Brian. 
Brian 1<ades for furs with the village hunters and tho Barbarians to tho 
North - usua~y deer, bear and beaver. Thero ls also a bounty on wolvos 
in tho county (Bilch·6GP, Dog·6GP; Cub·2GP) and Brian pays hall these 
rates 10 peoplo who would lind It Inconvenient (or denueroust to collect 
tho lull bounty In Rlstunby. Ha keeps a stock of hunter's supplies (rations, 
ropes, sacks etc.I which he sells al tho usual p1lces. Brion also acts as an 
agent for a tanner In Ristenby. 

G53) Hugh tho Smith. Hugh fives hero with his mother Donne, his brother 
Edward, his wile Elspoth, and their 1 year old son. In addition lo smithy· 
Ing, he farms the lend which ho gots rent lrea in return for repairs he does 
for tho castle inhobitonts. Hugh 1Ao•34; Wcalth·27 /83B/659; IL·6; AR·l; 
H0·3D10; HP-16; AO(Hamrnerl· 2·7; INC·Good,Ordor; MT·120'1. is a 
reverent followar of Pentor and o olutton for tatcs of avenge lands and 
beasts. Ho work• on most common motal imptoments - nails, hinges, 
ploughs, scythes etc - and can repair ermour, but tho only weapons he 
makes are knives and daggers, and ha has a large collection of these 
which he usu aa pallerns. Oonne (Age-56; HP·?; INC·Good,Orde<; 
MT·!IO'l is wall·spokan, diplarnellc, ond humblo. Edward (Ago· 19; 
Wealth·2/6/4; IL·2; AR·l; HD-1010; HP·9; AD!Hammerl· 2-5; INC· 
Order• MT· 140') Is truthful, sober and very honourable' He works as 
Hugh:s apprentice. Elspeth (Ago·32; HP·5; INC·Good,Order; MT·110'1 ls 
proud of har husband, kindly and loyal. 

G541 Stanley the Wheelwright. Stonloy lives here with hls wile 
Bronmn, Tri11<om Rockburn (his oppronticel living with his parents 
(G40·501. ln addition to making/repairing carts, simple furniture, wooden 
hovso homos otc, thoy havo a plocB of land to farm in 1oturn for castlo 
ropalrs, and double os tho villagu undertakars. Stanley (Ago-44; Wealth· 
26/1453/969; IL-6; AR·l; HD·4010; HP·24; AD!Axel- 1·8; INC·Nona; 
MT-95'1 is a plodder, somewhat unwordly and la.y, but very jealous of his 
wife (which Is why Tristram doesn't live there). Bronwan (Age-31; HP·3; 
INC·Good,Order; MT· 120') ls very attractive, helpful and llUthlul. Thoy 
have no childron. 

G651 Perclvol Cordony. Percy (Age2l; Wealth·l3/321/14; IL·4; AR·l; 
HO·I; HP-7; AD(Hommorl· 1·4; INC Good, Order; MT·130') ls tho village 
cobbler. He came lo the village about a year ago, his father Jules of 
Spoy!esham (see Sardkirk visitors table) lending him the money lo sol up 
his shop. Ht Is helpful, ea>Y going, but on<1rgo1ic and makes and repai<s 
befts, pouches, bockpacks etc. In addition to sh..,s, although this slill 
doesn't keep hlrn occupied full timo so ho works the land two days per 
week. 

G561 Woller tho Tailor. Wallor lives he1e with his wife Gillian, his sons 
Mark, Benedict and Fredorlck, and daughter Phillppa. Walter (Age49; 
Wealth· 12/934/622; ll·5; HD·4D6; HP· 14: AD(Daggerl· H; INC· 
Good.Order; MT·95') dresses foppishly, and ls energetlc, friendly and 
modest. Ho Sllll griBllOS over thl late tho I befell his eldest son Hugo IG2l 6 
years ago, which has made his wile (Ago·47; HP·4; INC·Order; MT·BO'I 
stubborn and unrellable. Mark (Ago·24; Wealth·6/27/18; ll·3; HD-1; HP· 
3; INC-Good; MT-130'1 a journeymon tollor, is dlplomotlc, taciturn, and 
cosmopolitan In ou1look. Ho is uy!no to persuade Woltor to lend him tho 
money 10 open a shop In Rlstenby or Storston Bridge. Benedict (Ago-17; 
HP·3· INC·Good, Orde1; MT· 140'1 who works as their 1ppiontlee, is vir· 
tuou;, generous, and a devout follower of Pent or. Ha II thinking seriously 
of applying for lhe priesthood. Frodctlck !Ag&-131 Is 1 uuthlul and fussy 
individual whom William suspocta will make the best tailor of them all In 
limo. Ph(llppa (Ago· 16; HP·4; INC·Good,Order; MT· 130'1 Is curious. buj 
timid, and won up on tho village gossip. She treats Volorio Stonnor IG51 
almost as on ountfo, as they sharo a passlon lor plants. 

G57) Bagster. Rona, Sandra and Dob<a Bagster, tho vilt.go bakers and 

cooks, live here with a foundling called 8oc]<y whom thoy have taken 
under their wing. Reno (Age·60; Woalth· 19/962/641; ll·5; HD·4D4; HP· 
9· AD(Rolllng pin)· 1·3; INC·Order; MT·6S'l Is an Incorrigible gossip and 
a~rupulously honest oven when drunk lwhlch $he Is most of tho time>. 
Sondra (Age·52; Woolth·7/S31/7.43; IL·4; HD-3D4; HP·9; INC·Good, 
Order MT-70') Is truthful and compassionate, whr1st o.bra fAge-
60• Wealth·7/329/211; IL·4; HD·3D4; HP·8; INC-Good,Chaos; MT·75'1 is 
u~w0tdly, but dccolcful and somothing or e pzacticat jokor {mustard in 
cream cakes etc.). Becky (Ago·13; HP·3; INC·None; MT· 130'1 is spoiled 
by them all and fearlessly cheeky. As well as bakino bread they provide 
pasties and cakes for tho "Bluebell" and "Sir Tristram" ond for tho . 
rn;irkets and othet vlllaue evenlS. 

G5BI Tho Bluebell Tavern. Tho Bluob<ll ls open from 7pm to 6am and Is 
lhe rowdiest alo·houso In the village, shunned by the more respectable 
folk. II Is frequented by tho garrison and vlslllng hunters in the main, 
although a number ol vilfagers (both 'old' and 'new'}, buroossos and quar· 
ricrs aro also usually present. Ale and wines nre served to accompany tho 
bolstoroos games In the bar area, served by 4 cha1ismatlc bor maids of 
loose morals, who each havo their own room and givo the landlady a sharo 
of their takings. Food Is $Orved (from tho Bagsters, G671 and allhough lhe 
only aecommodation consists of the barmaids' rooms (which aro fairly ex· 
ponslvo on a nightly basis - 30SPl anyone who pauu out In the bar is 
usually left alone unlll morning. Ono of tho bairrniids also purveys black 
lotus, whose effecll are to make tho smokor Incapable of anything other 
than a slow walk and constant glgglo for 6 hours II a saving throw V$ 
poison Is mado, 24 hours otherwise. · 
Tho land1adv is Prunella Swift (Humen; (Age-30; Weallh·60/2731/1821; 
IL·?; AR·SM(due lodaxterity}; CC-Thlol; H0-506; HP·l8; AD(Throwing 
Knife x 2l· 2·8; INC·None; MT· 140') a solf..tt. haughty, but IOr!jiving 
rotirad thief from tho south. She camo lo Dolgold 6 years Igo having 
mado enough In hor last haul tan evil 1tmplol 10 open this 1mbllshmen1, 
but although she changed her name and covered her tracks wolf, sho is 
still very wary of prleslly types, and hos two guard dogs (AR·l&S; H0·2; 
HP· 10,9;AD· 2·7; MT-160'1 one of which always sloops In hor toom. She 
has kept hor thieving $kins honed, and has boon coaching Cellndel (see 
costlo description> with whom she ls eornewhat Infatuated. Also staying 
ot tho tawm are two boys aged 1 and 2 (A couple ol lho ghfs aren't as 
eorolul as they should bet. Pru,,.la hires a couple of tho moro broad 
minded village womon to como in dally to clean the place, and any visiting 
entertainers who Impress her aro allowed all the Bluebell's facilities for 
frco. 

G691 Tho "Sir Trlstram" Inn. This Inn offers the only acconvnodadon in 
tho vllaga, which consists of tho tavern area (ISP/night), 6single rooms 
(12SP/nightl, 4 double rooms UGP por night), and the 'Merchants Suite' · 
l3GP/nighl). Tho cost of rooms includes bieakfast: Tho cllcnto!o of tho 
Tavorn consists of burgesses and 'nevi vlllag•irs In tho main, and ii is 
slightly more exponslvo than tho 'TrollHros' or 'Bluebell', but tho most 
respectable In the vlll•ge, as no rowdy behaviour Is allowed. Tho Inn Is 
owned by Giibert Broadbell, who lives horo with his sislOI Maud, his sons 
Ronald and Derrlck, together \vith lholr wfvos and familios. Giibert (Ag&-
64; Wealth-40/2938/1958; IL-6; H0-606; HP·21; AD(Bludgoonl· 2·5; INC· 
Order; MT·70') Is even tempered, predu ond a little taoiturn. Ho has been 
elected alderman of tho Merchant GuMd. Maud (Ag•49; HP-6; INC· 
Order; MT·80'1 ls In charge of tho Inn's kitchen. She 19Vores her brother, 
Is friendly 10 guests and takes a keon lntorost In all tho vlllago contests. 
Ronald (Age·49; Weallh·16/527/351; IL·6; HD-4D6; HP-16; INC·Order; 
MT·90'1 is a lacksedalslcal dreamer, though vory pcrcoptlvo, who has llltie 
loyalty for the present village dignitaries. His wilo Rosio (Ago·41; HP-4; 
INC·Order; MT.SS') Is retiring and even tempered, and overs- tho brew· 
Ing ol lhe celobrolld 'Sil Trisuam' alos (the 'Bloeboll" and "Trollfires" buy 
alo from hor and olhe1$, as they don't make their own>. ThGy hove two 
daughters, Elanor (Age·19; HP·I; INC·Chaos;MT·120'l who Is soil· 
hearted, Intuitive but covetous, and Shiro (Ago-14; HP· I; INC-Chaos; 
MT-120'1 a decallful , easy going scamp. Derrick (Age·31; Wealth· 
15/246/164; ll·6; HD·206; HP·S; INC·Good,Ordor; MT· 120'1 Is truthful, 
very concerned wlch hygiene. and a coueh over-son.sitivo. Hts wife Sara 
(Age-28; HP-4; INC·Order; MT· 110') is 100 generous 10 urve behind the 
bar, and spends most of her time working on tapeslrios (when she's not 
1alding the wino cellar>. Thoy have a 3 year old daughter. 

G60I Tarquln Bolt. Tarquin (Ago·66; Wealth·26/1682/1055; AR· • 
L&S(due 10 dexterity); ll·6; HD·5D6; MP· 14; AD(Dog901t- 1·4; INC· 
Chaos; MT·8S'I Is Iha village locksmith and has lived alone slnco his ap­
prentice Hugo Walters (G2) took up forming 5 yi:ars ago. As wall as locks 
and keys for doors, Torquin rrnikos locking Iron boxes and odds locks to 
some of Stanley the Wheelwrighrs wooden chests (G541. He ls haughty, 
careless, and will hazard o wager on 1lmost anything. 
In addition 10 his usual work he is ln league with tho dWarvos, smuggHnu 
gold out of Dolgold 10 Rlstonby (where many of his Iron boxes are so!d). 
Tho dwarves brlng him chests with 'broken' lock$, which hove gold bars 
conco•lod in their lolso bottoms. Torquln Incorporates gold plates into 
some of his iron boxes, which alter ~lndng go to a spacial buyc1 in 
Aistonby. Tho c .. uolty rate amongst tho dwarves' boxos has been noted, 



hence tho qu111ltf1 seeing him as a dwalf·l<WOI' and attempting to burn 
down his shop 6 weeks ago. 

G61) Herny Glovor Henry r....,. here with his doughte< Varity, her hus· 
band Tom, and tMir 6 ci.1dren. The whole family are involved In making 
gloves of various kind•, the bulk of which are sold at Ristenby merkot. 
Manv villagers also make gloves with materials supplied by Hanry, work· 
Ing for him es outworko11, Honry (Age 74; Wealth-50/306012040; IL·6; 
HD-506; HP· 17; AD!Daggerl· 1·4; INC-Order; MT·40'l is a loglcal but 
plodding thinker and Is getting morose in his old age. Verity (Ago 38; HP· 
4; INC-Evil,Ordor; MT-90'1 Is even-tempered, humourous, but lacking In 
morals.· Sho would be lnconsolablo (for a week or two) If one of hor pet 
finches died, but fools thet hor fathor Is taking his time about It. Hor hus­
band Tom (Ago 35; Woalth·l6f636f425; IL·5; AR·L; HD·3D6; HP-16; 
AD(Swordl· 1·6; INC-Evil; MT-110') feels tho aame way, and wouidn't 
mind seeing Verity follow soon after. Ho is very Intelligent In a 1ch1mlng 
way (employfng outworkcrs was his ideal but also very lazy. Ha spends 
5tllo of his dmo making gloves, but travels twice a week to tho Rlstonby 
market to 1111 them. Ho visits the "Bluebell" quite frO<luendy, and Wfll try 
to have Hanry killed by misleading adventurers If tho chanco arises. He ls 
not lil<ed by Iha villagers IS he is mean and unforgiving, but Is admired by 
tho butgt$sts for his business acumen. They have sons of 13 and 10, and 
daughters of 17, 6, 6 and 2. The eldest Susie (HP-4; INCOrdtt; MT-120'1 
in contrast to her parents, Is retiring and very honourable, though she has 
her father's vengeful weak. She ls considered to be ono of the but mat­
ches In the vmage, end Is not $hort of $Uftors. 

G621 Oolgold Castle See Map H. 

G63) Temple of Hoorok tho Lawgiver. 
11/n thq boqlnnlng w11s chaos and dospoilatfon, ond man's D1'/$1Dnco wos 
uncsrtaln both fn this world ond the MXI.' Then Hoarak, God of Iha skies, 
stars and things cefo/16/, with th• aid of his brorher and two s/stors, 
btought ordlf to tho Unive1$0 and gave mankind its law:. 01dor must 
prev.11, and chaos bo rootad out, or mankind rs doomed to link Into bor-
1"1flstn. Coch man must mow his ploco, be obodiont to hi• suptrfol• ond 
deaf with his equals and subordinates according to th• 1•1161 of th• law. 
Good and EYfl aro ,.,..,.1y obstractions with which the ~rs of chaos, 
end upoc/olfy th• Antl·God Bagozdin, attempt to draw ottontlon eway 
from tho Uldm11rt 1truggf1." 
These are th• bolSofs of tha followets of Hoaral<, and Iha thrH !user gods 
in this panthaon are also worshipped heto. The followers of Hoarek con· 
sist of thl maforiry of the qua11iers, about half of the burg asses, and a few 
'nevi vlll1go11. They consider Pentor as a manifestation of Hoarak 
(though 1 fairly eccopuible onel which has deviated from th• true path. 
Th• priests of the tomplo are Horanl (Human; Age 42; Wealth· 
3611322(661; IL·B; AR-FP; CC-Priest; H0-4; HP-26; AO!Flaill· 2·7; INC· · 
Order; MT-90'1 ond Hadrian (Age21; W~lth·6fl6fll; IL-3; AR-PM; CC­
Prlost; HD-1; HP·4; ADIFlalll· 2-7; INC·Order; MT·120'1. Horan! hos 
platcmoll srrnour and shield and a magic wand which causes foar 111 thoso 
It Is dlroctod agolnst unless a saving throw ls made. Hadrian hos chalnmall 
armour and a $hl•ld + 5%. Both priests dress Immaculately, Horan! Is 
sober and collocts books and scrolls, Hadrian Is proud but can doliborotolv 
mislead thoso whom he wspects of not following tho tennats of Hoorok 
whole·hoar1edly. Both would like to see Bonn replaced by sornaono moro 
orderly. 
There is littlo love between the prieslS of Hoarak and thoso of Pentor end 
both would be happy to seo tM!r congregations g<ow at the expenM of 
the other. They ero all coneunod about tho ressurgenco of chaos In tho 
area, "-ever, and wjll aid those combatdng it, short of Joining them on 
adventures. 

G641 The Temple of Pentor. 
"Tho 11/liffllto do•tlny of mankind is to liv8 togtlhor in ptaco, fovo and 
happ/noss In tho graco of P•ntor, and this will b• achieved by $trlct ordor 
ond brothptly conco1n !01 others. 01der, peoc11 and hospitality "' tho 
watchwo1d1, and b1/lovel$ should domonst1ato those always, os on exam· 
plo to otha1$." 
Tho followo11 of ~entor consist of the majority of the 'new' vlllogsra, 
about holf the burge.sos, and a low of tho quarrlors. The prfolls of the 
temple are Roland (Ago 43; Wealth·72/3078f2052; IL-7; AR·FP&S; CC­
Priest; H0·6; HP-24; AD(Hammcr +5%1- 5-8; INC-Good, Order: MT·80'1 
1nd Magnus (Ago 24; Waaltl>-9144/29; IL-4; AR·FP; CC·Pri0$t; H0-2; HP· 
6; AOIHammerl· 2-6; INC-Good, Order; MT-90'). Roland hos spl/ntod 
/711/f 1rmour + 10%. ca1rios a sh!etd, and has a scrof/with the spells Curtt 
and Exor<isni. He Is a diplomatic, wo&.spoken altruist forever trying 10 
http those !n naod. Ha has noticed that 8rinn has baon troubled of 1110, 
and offared 10 help Nm If he could. Tho amwet ho got was "so you want 
my gold too, ah Priest?" end Roland left~ at lhaL Magnus has plettmafl 
and shitld andapoo'onwhlchalows thedrinket tolevilato. Ha kcompas· 
sionate end scrupulously honest, but never oMJlQ<!s anything which has 
been told to him In confidence. 
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Castle Background 

Brinn (H81 was appointed castolan 7 years ego by the Marshal of Risten­
by, and al first was not popular with the villagetS as he did not pay the 
same attention to the running of the V1111>Qt as hod Tristtam, their former 
lord. As time wont by, however, the villagers be""mo more used to him, 
and four years ago ha reached a poak ol popularity whon he played the 
mafor part in slaying IWo trolls who hsd beon terrorising the villago for 
some days. Shortty afterwards he married the Lady Dulcinea, Tristram's 
widow, and adopted his son Gareth as his hair. 
70 days ago a traveller requosted an oudlenco with Brinn, end as both he 
and his wife enjoyed hearing tho nows of distant lands they Invited him to 
a feasr In the cast!o hell, followed by mulled wino In their solar IH8) aftet­
wards. Nordegai, for so the stranger Introduced himself, after discussing 
general topics, asked about tho tunnels beneath the castle keep, of which 
neither Brinn nor Dulcinea had any knowledge. Nordegai didn't believe 
them, and grew lncteasingly angry wh-On they continued lo 'feign' ig­
norance. He read a spell from a ••roll which turned Dulcinea into a troll, 
and Brinn was so taken aback with tl>ls that N<>fdegei was able to drink a 
potion and fly to safety beforo he could r .. ct. 
Guards were sent to the 'Sir Tristram•, but N0tdegal was not round. 
Mtanwhi!a Carllldel (H6l suggested that the ground floor of the keep be 
searched lor the secret passoges wl1ich Nordogal had mentioned, with a 
view lo hiding the Lady Oulclnoa there unti something could be done -
the fear and loathing In which trolls are hold In both tho village and tho 
County as a whole meant that sho would not be '81• 01henviso. 

Tho undorground chambe11 wero lound (but not tho door to A27l and the 
troll encarc.erated there, wh!lst Brinn's brother Marslg (H2} sont for the ar~ 
chpriost of Margor in Rlslenby. Ho arrived two days lotor, and for a hofty 
foe attempted 10 bring Iha lady Dulclnea back to her natural form. Ho laif· 
'ad in his task, and advised Brinn to engage a powerful wizard to undo ti1'1 
magic of Nordegal. Brinn now had Insufficient monies to do this, and 
begged a loan from the Marshal of Rlstenby. The loan was refused as tho 
Marchall doesn't particularly Mke him, end he couldn't tell him what tho 
money was for. Soon afterwards Brinn took the opportunity provided by 
tho bandits to ralso soma cash (see A161. Ho now feels that they have 
cheated him and are In leaguo with the dworvos. He seeks revenge on 
them, but fears for tho safety of their capdvas and daron'I take enough 
men away from tho vlltage to conduct a proper search in case moro civll 
UNO$t occurs while ho is away, thus sttangthenlng tho hand of thoso who 
.. e1c to have him dismissed. He would r8'\/llrd any advsnturers for doing 
so .. hO\'VeVer, so long as they wore discrete and "found no treaurau. 

Casile Notes 

Thero are always two guards on duty In the casUe, one at the tap of the 
keep watching tho main gate and one patrolling the walls. All th-0 men·a·I 
arms would much ral.her be lnvotvod In tho Toxondrla war, with some pro· 
spocl of loot, rather than bo stuck doing garrison duty. They aro neutral 
so far as the quarriers vs dworves and new vs old villagers~ conflicts aro 
concerned, seeing tho bandlt.s as tholr 111al11 foos as thoy hsvo killed 1Wo of 
their number and hold lhreo others captive (see Al61. 1hoy are unawaro 
of the pact which Brinn made with them, howover, and are very loyal to 
him. They worshlp at the templo of Margor (H21 and spond much of their 
free limo at tho 'Bluebell' when f(s open, visiting the 'Trollfires' and ·s~ 
T rlslrom' less frllq\lently. 

Things which they may rovul to e parry are es follows:-
Unless very drunk they will swear that Dulcinea went to visit relatives, 
though they themselves boOeve that sho ran off with Nordegai. 
Tarquln (G60l was very relieved that Iha Iron boxes of his that the gold 
was carried in weto recovered aftor the last ambush, but one of tho 
guard's bodies wasn't. 

68 days ago tho Archptiost Margor came from Rlstenby 10 see Brinn. He 
didn't officiate in tho temples at all whilst he was here. 
8rinn has boon selling off his most valuable offocts, but nono know what 
ho wants the money for. 

Some bellevo that Glas Ion, Brinn's lloutenant ls In league wit.h the bandits, 
either that or he Is an arrant coword, becauso ho ordered the guards 10 
retreat almost Immediately they wore attackod, on borh occasions. Also, 
the bandit who was capturod after the bandits r•ldod Dolgold 54 days ago 
osca~d whilst Glas ton was escorting him to tho lock-up after questioning 
by Brinn. 

(Dolgold castle is based upon Dolbadarn Castle in North Wales.) 

Key to Map Ii - Dolgold Casile 

K11 Bauacks. The entranco to this bumdin11 is roached by the steps up to 
the first floor. The first floor constituted the quarters of 6 men-at-arms 
fAR-SM; HD 10<2; INC'Ordar or None; MT-100'1 and 2 sergeanlS (AR· 
CM; HD-2; ; INC-Nona; MT-100'1, armed Wflh broad•words, halberds and 



crossbO\vs. Two of the~ number were kifled In tho ltst ombush, whBsl 
two othon woro captured by th• bandits. One ol the 11rg11nts is tho 
lleasuror for the group, and cat1ies the koy to tho chesr containing 
2650CP, 4780SP, 573GP. Trapdoor.; from this 1100< glvo access to 3 
Hparate ., ••• on the grouhd floor - n Tho vDlage locl<·up. 61 A 
storttoom cont•lnlng provioions. ill An Brmoury containing spert armour 
and weopcns. 

H2) Temp!o ol Morgor. 
"Only whon lislring dooth is mankind truly alive. To die In battlo !1 to havo 
tcltlly livsd, to dis in any othor way is to dio in df$honovr. To f1or d111th in 
baN/o Is to begin to die. ThoSfl who ploaso Margor most, 1/;ose who lactJ 
death in butt/a l••rlessly and frequently, oro assured o p/oco 111 Iris WUI' 

bond In tho • ftorfifo. A ll that tho crover1 con expect from tho aft Br/if a /1 cr· 
/nglng servitude." Such are the beliefs of the fOtlowers of Margor, god of 
bottlos. 
In choroo of tho templo is Brinn's brother Marslg !Ag .. 23; Wealth· 
9/36/26· IL·3:'AR·FP; HD·2; HP· 11; AD(Macol· 2·B; INC-Chaos; MT·90'1 
o self·op\nion11eo zealot In tho cause of Margor and somowhot lnsonsitivo 
to tht feelings of others. He feels that Dulcinea was leading Brinn away 
from tho uut path, and that without Iler he would return to It. Ast result 
ha asked the archpriost to !ail purposely In his lask. In fatL ho himself Ms 
a scroll with • NuHify Magic SpcR (in addibc>n to Minor Curo x 2 •nd 
Ols~os• CU1•J whoso oxistance he has conceafed from 9,100, with which 
he could atttrnpt to bring Dulcinea back to l\Ofmal himself. H1 r.- In th• 
solor obovo the E end of tho Great Had (H3l. 

H31 The Great Hill. This Is where tile garrison take tholr meels, and 
guests art tntertalnod. The manor court is held here every month at the 
time ol tho now moon. Tho solar at tho e end Is used by Mo11lg (H21, that 
et tho Wend bolno reserved for guests. Tho castlo sorvanis (osdor, cook, 
scull!on• etc.I sloop In tho hall below. 

H41 Open Aroo used es tho village pound whero stroylno onlmol1 are kept 
until thelrownors poy a fine for their return. Tho custlo's llvostock ore also 
quortored hero prior to bolnu slaughtered. al ls the sm•ll cutla kitchen. 

H6l Watt Tower. Tho tower has three floors. Tho ground floor Is taken 
up by stores ond equipment of varlous kinds (supplies, oil, pitch, ropes 
etc.I. Thoquoners of Brinn'• lieutenant Glaston (see A161 are on tho first 
floor. A locked chost in his bedchamber contains coins and valuables 
wonh • total of 92SGP. The second noor conslits of tho quanars of 
Brinn's hanchman Callndol (Half·Elf; Ago-34; Woalth·40/979/653; IL·6; 
AR·CM; CC·Wil8rd/Thief; HD·204/306; HP·B; AO(swordl· H(x 2 from 
behind), ISUngl· 2·5; INC-Chaos; MT· 130'1 who took sorvlco with Brim 
after he Hvtd him from ~ng hung f0< theft by an angry village olght 
yeara ago. Celfndel Is o couneous, careless hedonist who Is very close to 
Pruncllo ot the Blutb<Jll and friendly with Clement (G391, though not much 
liked by the rest of tho 'lfllago, especially tho dwarva., as ho usos his magic 
In Brinn's sorvlco to quell disturbances. It w·•s he who engsgod Edward 
Wimblo In Vorbury to supply the bandits (A 161 and If e party docldo to br­
ing them to justice ho will put Wimble forward as a possible lead. 
Ho weora leathar armour, his AR being duo In part to his dexterity, and has 
on omul• t which adds + 6% to saving throws, and o potion which allows 
the drinker to sense the presence of treasure. His spellbook contolns tho 
spell•, Undomond Mog/cal Scdpt, Slumber, Feather Falling, lnvlslb!o Ser· 
vant end Flro Flngo1s. 

H6) South Tower. The ground floer contains various suppllos, Including 
equestrian equipment. Tho first floor consists of a common room, con. 
tainlng tablo, chairs etc. and tho chamber of Sergeant Felder (Agc-46; 
Wealth·26/877/685; IL·5; AR·FP; CC.fighter; HD-2010; HP-16; 
AD(Macel· 25, (Sword)- 2·9; INC.Good; MT·105'1, the ltadtr of the 
casUt's cavalry. Ho has chainmll +6% and hits at +5" due to his 
suength. A friendly type, but jealous of his honour and posldon, he is a 
dose acquaint.once al Gestri Rakrisson (F13l end likes most dwarves. In 
addition to his own wealth, that of his flV8 undflflings (total 637GPI Is kopt 
In o chost In hi• chamber. 
The second Hoer houses five men-at·arms (AR·SM; HD· 1: HP·6,5,6,8,7; 
INC·Nono; MT·120'1 who hovo studded loathor armour ond shields and 
are armed with long swords and light maces. These aro tho cosUo's 
cavalrymen. 

fl?) Stables, Although there is room for more, only 6 horsos ore stoblod 
hero (thoso of Brinn and Dulcinea and four of tho eovolrymon (H611. 

H8) The Keop. 
II Ground Floor. Contains stores of food, drink, arms, armour and equip· 
mont. A largo alab conceals the entrance to a long spirol stolrcase leadlng 
down to H10: 
ii) First floor. Tho entraco is on this level, through a stout Iron bound door 
and a portcullis. The keep haU is found here, containing benches, tables, 
chairs, whilst sot into the walls aro a nrcp!aeo and an oven. DOC>JWays 
lead to a gerdorobo ltoilotl (NEI and a spifaf staircaso INWI leading both 
down to tho g1ound floor and up to the top of tho tower. 
Ill Second Floor, Consists of two roems, a study used by Brinn and• solar 
lloungel used by both him and his wife. Tho study contains • lentem, 
table, two chal11, and a chest containing tho manor accounll which are 

drawn up by Marslg IH2f.undcr Brinn's direction. The solar contains a 
table, lircp!aco, waR hangings ond two pedded oak settles, together with a 
silver wine service .-th 130GP. This Is where Brinn and Dulcinea entor­
t;tined N0<C!egai (seo Introduction I. 
Iv) Third Floor. Consists of lht bedchambors ol Brinn and his B year old 
Stepson Gareth, each containing a bed, clothes chc>st, cunains. wall hang· 
Ir.gs ete. B1inn's room also contains a locked, trap!)«! chest with 
valuables totalling 634GP insldo (which Brinn has raised by selling off a 
number of itemsl and a porlon of bottlo which gives the drfnker 4D10 extra 
hit points for 5-20 rounds. Brlnn(Ago·34; Weolth· 120/2541/634; IL·B; AR· 
PM&S + 10%; CC·flghtor; HD·5010; HP-37; AD(Ho/bo1d + 5%1· 3· 12; 
INC·Good, Chaos; MT-80'1 wears platemoll armour, hos a mag/ca/ shield 
+ 10%, and hil.S at + 10% duo to his s trength. Ho is bravo, affable and a 
good leader. He ls dovotod to Oufclnoa and has not paid much attonllon 
to nnything apart rrom her prodlcamont alnce Nordegai's visit. Ho is trying 
to raiso OOOOGP to pay for a wlzDrd to roturn l\er from troll form. Until four 
years ago ho was a regular vlslt0< to tho 'B!uoball', but has since resllicted 
himself to tho entertainment offered by tho ground floor of the 'Bluebell' 
and tho othct village taverns. 
Ha belloves that tho bandits of A 15 hove cheotod him, and will encourage 
a party to roet them out. Should anything bofall Dulcinea (H10) Of tht 
gold she guards be stolen, ht wi'1 not rost until ho has rcaP«t vcngoanco 
upon those mponsiblo. 
Tho IOVll!f is 45' high. 

H9) Gatehouse. Entrance is gained ac1oss a drawbfidgo over a spiked dlt· 
ch, behind which is a poncullis. 

H101 Dulcinea's Sanctuary. Tho Lody Dulcinea has spent the last 10 
weeks behind tho locked Iron doer ol this room. She has been turned into 
a troll (AR·CM&S; HD·B; HP·39 (regnnorotos at 2HP/roundl; AD·4-7/4-
7/2·16; MT-130'1 but by o great effort of Y/111 has managed to retain her 
pe1sonality and inclinatlon, opart from periodic ond increasingly froquent 
moments. Thero i.s a 10% cumulotlvo chance per round that this will OC· 

cur (her INC becomlno·Evll, Chaos; for tho duration) and this Is 100% cer­
tain to happen If sho Is etteckod. She has lost the power of speech, but 
Iler natural inclination Is toward• good. 

H11)Thisroorn is used as• latrine by the troll next door, though in tho NE 
corner aro 6 iron boxes each conlainlnu 8 90Jd b&rs exactly the samo as 
those at A 15 and wortlt 50GP each. The socrot door has not yet been 
found by any of the fnhat>Otantl of the castlo. The passage to the south 
leads to the ruin (A27). 

MAP J - Introduction 

A year after findlng an old document referring to t)>o ledgendary Wand of 
Do/gar, Nordegai (J51 finally tracked It down some months ago. It was an 
helrloem belonglng to a Vedran family who were unaware of its uuo 
algnillcance. Nordegoi stole It from them and made haste to Starston 
Bridge with a view to finding Dolgafs Hold, bringing back some of tho 
trolling$, or Night Trolls, from tholr petrified stole, and having them lead 
him to tho other treasures of Doig or. 

Ho came to Rlstcnby, whero ho stole a document relating to tho secret 
passage from tho tower of tho Wollkln to tho dungeon complex beneath 
the hill, and a tomo on tho old trollish language from Bumb!eby, tho town 
c!ork, and then made his woy to Dolgold. Until tMt time, those few who 
had associated Dolgold with Dolgafs Hold hod either no knowfedgo of 
those tunnels or had died whilst attornpting to ~in entrance. 

At Dolgold, Nordegal stoyed at tho 'Sir Tri1uam' for a couple of days, dur­
ing which time ht found the holy stonos, but failed to gain entrance 
through tho ruins. He then sought tntrence from tho castle, with unfor­
tunato rcsults for the ledy Dulcinea (sco ca1Ua introduction). Alter a hasty 
departure lrom the Inn, ho came to Prando's residence, charmed him, and 
lay low unbl the nax\ evening, when he went to tho Holy Stones (A231 and 
brought back threo !rollings aftor killing Coftlfoe(s pot dog. The trolllngs 
led him to the quarry, brought tho watchman and his family (\vith the ex· 
ceptlon of Ned Slater) to Nordeg•l to bo otoned and movM enough fallen 
stone to gain enuance to tho ponag& at K2, which thoy concealed aftor­
wards. Unfortunately, only tho loader of tho trolllngs know anything 
about the quarters of Doloor and his henchmen, and none could 
romcmbcr which one of the Holy Stonas ho was. This occured 69 doys 
ago. 

Nordogal roturnod to Prando's, dotounlnod to recharge lhe wand enough 
to bring back 3 more trolllngs. and 60 doya ago his chance came whon 2 
dwarves come to visit Prando. With Prando's help they were tied up, aftor 
which Nordcgai had Prando writo tilt noto Hying ha had gone on a trek in 
tho wilderness, which was noilad to tho front door. That night tho four of 
them went to the Holy Stones, and Nordcgal brought back 3 moro uo!I· 
in9S, leaving the stoned hobbit and dwarves in tho spacos loft by them. 
Tho leader was not amongst those either, so Nordcgai went expl0<ing tho 
hold on his own and had o near fatal encounter with tho Morlolcs. 
Deciding that ho needed help, ho loft tht area to app<oach tho religious 
Order of tho Wolf to which Dolgar belongad. 



63 nights ogo the tronlngs left the hold, killed the quarrier on watch and 
raided the shoop and catlle of th• druidic community for food. Tiiey raid­
ed them again 63 nights 1g0. 

43 f\lghts ago they rlided the quarrieis [M1Stock, were sun, but mlatJken 
Int dwarves In tho darkness. 

35 days ago Nordegal returned, with 8aklerag (J6) and his four Boggert 
helpers (J7J posing as hobbits, and began supplying the trolling• so as to 
reduce the chances of their being detected. Ho also brought two 
cockatrltos with him, whlch he let loose at A t9 so that they would, If 
found, be blamed 10< the po1tiflcation of enyono he himself placed In the 
aree. Tho first of these was a spy of tho Marshall of Rlatonby, who 
Nordogal and his helpers abducted 28 days ago whilst ho was on his way 
to Dolgold to see If 8rlnn had any connection with tho ambushing of the 
first gold shipment. 

24 days ago they abductcd'two dwarves on their way from Rlstonby to tho 
mine (see•F19). Two Dolgofd burgesses were added to these 17 days ago 
{seo G52), and tho following night Nordcgal brought back threo further 
trollings, tho dwarves taking tho place of the Holy Stones, whilst William 
Vurnior and his wife were tumed to stone at A 19. 

5 days ago 3 moro dwaMtS wore abducted wh&t on their way to the 
mines a~cr a drlnlllng bout In the village, fr0<n whom " wot dlKoverod 
that a gold shipment would be carted to Ristenby two nights later. 
Nordegal enllstad tha aid of the trollings, and together with Baldorag and 
his boggarts they laid an ambush, which coincided with the ono ltr8ngod 
with the bandits. They got the gold, in addldon to ·iwo woundod bandits 
and o wounded man·at·arms from the casda. The following night the 
humans wore petrlf!ed at A 19, the dwaives became Holy Stones, end 
Nordagal brought back 3 trolllngs and Ergoin tho dwarf (F19) by mlsteko. 
Tho shock was too much for Ergoln, however, and he died lnstanUy. 
Although ho has now brought back 12 11ollln9s, ha still hasn't found the 
loader !for. unknown to him, tho trolllngs havo taken his potrlflod 1omalns 
to their fair, dot•rmlnad that all of their number will be brought back, not 
just os many 01 It Mkos to find the chief). Strown eround A19 are tho 
petrified remains of the 6 humans mentionad abovo, In addition to the 
druldlc hunter who fell foul of tho cockatricos. Prando and the 6 remain· 
Ing dWarves are now Holy Stones .- Nordegal Is usually only brlnglng 
back as rnany trolllngs os he can replace with small doml·humant, ofter 
th• furor caused amongst the druldlc community whon the· first three 
atones disappeared. 

Key to Map J - Prando's Hobbit Hole 

J1) Alcove contain.• coat rack and stand for walking sticks. ThtJ E-W 
pusage from thtJ door is very nwddy. 

J21 lounge. Contains • flrapl•et, ,.,Y chairs, rugs otc. Tho wolfs era 
dacorated with pointings lono a portrait of Prando) and mtJps. Ono mop 
of th• Do/gold area hos red linas drftWn on it (Routes of Prondo'a treksl. 
J3) Dining Room. Contain• li1eplaco, rable and chs/1$, ond •cab/not con· 
talnlng p/ot6s, gob/sts, cups, s11ucors1 kniVcs, spoons ate. 
J4) Kltchon. Contains o /i1oplaco with a spit and cooking utons/11, 
wo1ktab/e, wator b•11ol, ond numerous pots and pons honglng on tho 
wt11!., 
J5) Prando'a Room. Contoins s bed, chamberpot clothes chest, 
backpack, small table, and chair. A smaH pile of books and e /11ntlfn st1nd 
on tho table. 

Prando camo to tho orea six ye11s ago from tlul south having taken pan, 
with Prunello {G58), In the robbel'f of an OV11 temple whlch made them 
both 1ich. They agreed not to aS>OClato •vilh one another except In times 
of great d1ngt<, so as to make ttaekino them m0<0 difficult. Prando ICC. 
Thlof; H~O&l likes the wildarneu,and built tis h0<ne here to facilitate his 
frequent treks into it. He became friendly with tho dwarves, ospec!ally the 
two to whom ho was teaching his profusion {captured by Nordegtl 66 
days ego). · A soc1Dt panel In the S wall contains what romalnt of his 
wealth {5942GP In goms, coins and jewollry) plus his i•athor 11mour 
+ 6%, dagger+ 6% and Invisibility ring. If roturnod, Prondo will want the 
latter threo beck, but will give half his wealth to his roscuors. Tho books 
on the toblo consist of o tome on gardoning, ono 011 pfpowaed cultivatJon, 
and a folrly now one on famous thievish oxplolts (a section on tho robbel'f 
of on ovil tomple to the south being partic~arly thumb marked), worth 
IOGP each. 

The room Is now being used by Nordegoi (Ag .. 47; AR·CM&S; CC· 
Wizord; HD·504; HP·20; AO{Dart)· 1-3/1·3/1·3; INC·Evi1; MT· l20'l 
hence the backpack which contains his spe!lbook, clothes, lantorn, 
ollnasks etc, ond a rough map showing a tunnel loading to en 
underg<ound complex, a scroll detallfn!I the whole of Bumbleby'a 
manusc<lpt, ind I book on old llollisll. His spellbook contalnt the follow· 
ing spolls - Undentand Magiclll. Script Cfmm, WhlsfHr Mosuge, 
Weaving Ught1, Hold OOOIWlly, Spidersweb, EnchtJnt Rope, Ball of Fir~. 
Nordogol also hu a m11g/c•/ pendant which gives tho wearer an AR of 

CM&S, a potion of <hapo changing, and the Wand of Do/gar (usable only 
by wizards). This black marble wand has a gold stJtuatte of a trolling at· 
tached to one end. Depending upon which end it ls attached to, tho wand 
can either turn up to 6HO of creatures to stone, or return up to 6HD of 
stoned aeaturcs to their natural f0tm. The lanet charges the wand, tho 
f0<mer dissipates the .charge, 10 for exompla If the wand had a charge of 
2HD at some point, either 2HO of crnturo• could be stoned or up to 4HO 
be returned from stoning. If tho latter occurred first, tho wand would then 
be able to stone up to6HD of creaturta. Whon using the wand, a creature 
with HD·208+ 3 counts as 2.D8. Tho wand hu e prosent charge of 2HD. 
Nordegal will be attempdng to o•t 3 dwaives/hobbits Of 1 HD so that ho 
can roturn 3 trolllngs to flesh, and 1~placo them with his stoned captives. 
In which case the wand will h-Ovo o charge of lHD. 
Nordegal wiU conceal himself should Prondo's home be visited. Ho will 
havo no compunction about using a Boll of Flro spell on intruders, but 
does not want to harm Baldorag or tha bqggorts {ho needs them), or any 
dwaives or hobbits he could uso. If ha hes to flee he will attempt to evado 
pursuers by using his Hold Ooorway end/or Enchant Rope spell. His 
purse contains a gem {390GP), 16PP and 76GP. 

J&l Storeroomllardor. Contoins haunchos of meat hanging from the 
c#illng, sow of flour ond nl#af, "41111/• of ftUit, honey, al•. oil etc. and 
flagons of v.;ns, in additJ'on to • 1t0t• of dry firewood. 

J1) Guest Room. Conuins bod, tab/•, chair, cloth•• ches~ chamber pot 
etc. This room is now being usod by Balderag '·{Aga-32; AR·FP; CC· 
Priost; HD·508; HP·29; AD(HammH + 111%)· 4-7; INC·Evil,Order; MT· 
80'), a priest of the Order of tho Wolf. Ho wears platomail armour, carries 
a shield, and has a scroll of protoctfon <vs magic). The Ordor of the Wolf 
aim to bring Oolgafs Hold baek to Its formar glol'f, by using the llollings 
[under Baldorag's direction.I to kDI off tho most abla members of Iha 
villago, and than enslave the rest. Tha belongings of Dolgar and his 
associates they seo as belonglng to tho Order, as they w8ro alJ members. 
Thoy need Nordegal at present to bring tho rest of tho trolllngs back to llfo, 
but onca this has been accornpllshod Baldoroo Intends to disposo of him. 
Until now, he and his soivants (tho boggens In JS) have been aiding 
Nordegal to abduct people to discharge tho wand/replace the Holy 
Stones, whilst at the same timo digging o tunnel down towards tho lower 
level of the hold so as to bypass the cre:ituros Nor~gal met down thero 
{the Molioks). A false bonom In Iha chest contains 163GP, 38SP and a 
gom worth 200GP. 
Should they bo visited, Balderag end the boggarts wiW be vel'f friendly and 
hosp"8ble, show off their WO<k (ROO<n JlO only) end say that they ••pect 
Prando and his dwarven friends to 1eturn at any tlmo. Thoy Will allow a 
party to leave if thoy think they have been tJkon In, 01h0fl."liso they will at· 
tempt to capture them {Baldorag using his Ho/dspensl with a view to hav· 
fn!I them stoned by N0<doga1. 
18) Guest Room. Cont1in1 3 bi ds, ch1mb1rpots, clothss chests, a tsbl~ 

and ~vo chaff$, Four boggorts IAR·l&S; HD-208+ I; HP-17, 12, 10, 11; 
ADISwordl· 2·1; INC·Evll,Or~r; MT·90') are p1osontly using this room. 
Boogarts have a limited $hapo changing ablllty, being able to take on the 
phys~al characteristics and manneilsms of any humanoid or demi·human 
creature of 4' or less in height, They do this 10 well that members of tho 
1aco they are masquerodlng as hove only a 10% chanco each time they 
m~et them of noticing somothfng amiss, und thoso of othor races have no 
chance at all, as they are masters of language {as well as of mining). 
These four are members of tho Order of the Wolf1 and VOl'f loyal to 
Baldorag. Thoy are posing as hobbit rclotlons of Prando. 
J9) Storeroom. Contains 2 wh«#lbat10W$, picks, shovels etc. 

J10) New Room. This room has bun roctntly hewn from t/1* rock, and 
obviously needs a lot of fifJishing. The secret door w!D bo found only by 
iearching. The passage behind it slopea sborply downwards 10 Map l. 30 
loot down it a shelf is carved Into tho wa~. upon which stand 98 gold bars 
stamper! with the etost of Boron G11nek (who wil glvo a reward of 10%) 
each worth 60GP. 
J11, Prando~$ Garden. Contains variout v11tiotles of plants and 
pfpewoed•, but obviously hasn't bten tended for some weeks. 

J12)Well. 

J13) Rubbish Pit. 

J141 Pllo of Rubble. 
J16l Woodpile. 

"DolgaJQ.'S bol"O 
Background 
At the end of tho batde with Abginell, Oolgar {l22), Vamig (L19), and 
Talmor {l 18) w"'e sub!ected to a Bolt of Powar and attempted to tcfsport 
""vay using magical amu/tts they each posusud. This resulted in them 
dying whilst in telopo<taUon, which had unusual, though different. results 
for each. Tho trolling• or Nlght Treas, were $toned by the sunlight, and 
the wolft<in managed to escape to tho und119round hold, later being soa~ 
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cd ln by Bortrac's magic. As none know the way out vlo tho secret 
passages, thoy dooenorated ovor the centuries Into tho blind raco of fish 
eating Morloks, llvlno In areas Ll-7 and llshlng In l9· 11 . 
There ls a chonco that Nosdegal and co will break into level L (see village 
events table). II so the gamesmaster must adjudicato the results of this. II 
the Morloks OV<ltcome them, they will begin to tcrrodl8 the area. If 
Nordegai & co are lllctorious, thoy \OAll randomly search the area on map 
L, which will consoquonlly be dlffcront from the descsiptions given In tho 
mop key lot the areas thoy explore. 

Key to Map K - Oolgor's Hold, Level I 

K1l Quarry. This /1 •><lcnsively wwkod during th• day by tho quarrkl$. 
Wooden p/atfor= hnc been raisod ot tho cliff fau to focl/1~oto this. 
1<21 Rock Piie. Conceals the entrcnco to Do/gar's Hold. 
K3l Enchanted Doors. Two thick Iron doors block the passogo. During 
the hours of daylight they cannot be 01H1ned either by fotce or by magic. 
They con be pushed open fairly eos~y during tho hou11 of darkness, 
howevot. They closo automatkally when tho birds fiJSt begin the dawn 
chorus. 
K4l Portcullises. They are both talsed. 
K6l Guardrooms. Those to the E of tho passage contain windlasses lot 
rolslng the portcullises. 
K6J Visitors• Stables. The room Is empty 1nd featur.t1u. The stono floor 
h., a numb., of soil covued araas end Iha odd patch of mould. The 
wooden and loather fittings which wero In this toom hevo long since rot· 
ted away. 

K7l Dormitories. Tho fittings in thoso rooms have long s/rrc• rotted, but 
the trolllngs sloap In thorn, and three will bo found In e•ch. Tho trolllngs, 
or Night T1olls, ato (AR·CM&S; HD·208+2; HP-11 , 18, 12, 17,13, 16; AD· 
-J.411·411·8; INC·Evil; MT·80'l. They are the forerunners of full trolls, and 
four mefee rounds after taking dDrmge, 1hey begin to regenerate at a rate 
of 2HP ;>cttound. They were originally fotmed fromatono, ond theit hides 
are so hatd that thero Is a 10% cumuloUvo chance that any weapon that 
hits them (hits AR·Nl but fails to break tho sl<ln, will shattor. They take 
only half damooo from liro unless they are coolod .again quickly (with 
wotor or wino) lmmodlately afteiwords ond are 70% roslslant to Slumber 
or Charm spells, They turn to stono If subjected to sunlight, and fall to 
regonerate If subJocted' to bright light such as a Permanont Light spell. 
If noises of fighting emanate from tllhet of these rooms, the 4 trollings 
from KS will c:omo and investigate, whilst those from the unaffected room 
will go atound and Investigate, from tho other end of the passageway. Tho 
trollings are 3 :4 - 4' tall, and can easily bo mistaken for dwarves In c;:ondi· 
tlons of poor visibility. 
If there are still some of their number to ba brought back from potrillca· 
tlon, they will attempt to capture rather then kill so thet Nordogal can use 
them to discharge his wand (seo J5l. 
K8J Trollfnga'e Holl. A throne of carved ston• stand• on a di .. at tha N 
and of lho toom, which lsdecororadwith faded muials. A firo burns in the 
cBntro of ths room~ around which '"' scattctcd the bones of vodous 

onlmols, wMst in thl SW COllJerls a pU1 of fresh provision$ of a typo 
r .. dily avaHab/c from Do/gold market. 
Also In the room are 4 trollings (sea descriptiot1 undor K7, HP· 
14,16,12,16;). 

K8ol Rubbls,h Room. Conta1i>S various scr•ps of rubbish, ond a number of 
socks scalterod in th• NW corner. The floor of this room Is hinged and wlll 
opon if subjected to 60tbs. or more In weight. A character stopping on to 
tho floor must tlvow under his dexterity (on 0100) or lall to l7 bolow (the 
floor is very sNmy) ttlclng 104 damage. 
K9l Trolllngs' Templo Th• waHs of both tho corridor and tno roo ... 
ir11/f oro rough h•wn stone, In w'1/c/I tli• figures of squat warty 
humanoids hovs bton caNcd in rel/of. Tim altar at tho S ond of rho room 
Is coNed in tho sllupo of a rongus errmnatlng from tho mouth.of tile largo 
warty face c•N•d Into ths S wall. A p/1<1 of rock 5'9" long and vaguely 
hutn1Jn in shapa lios on th11 altar, bss/d~ which /ls a bow. qulv1r and spear 
of tha types usod by tho druidic comttHJnlty of Dof.qoJd. 
The rock is in fact the petrified remains of th~ lrolfong$' teader-ptlost (AK· 
PM; H0-4; HP·26; AO· 1-611-6/1-10; MT·BO'l who has the spells 
Darknsss. Hold end Minor Wounding, •nd who will attompt to slay the 
dosccrators of his temple if brought bock from stone. 
K10) Chief's Chamber This room Is covstsd with dust and cobwebs. 
In a shal/qw mound of oorth at tho contra of lhs N wall a f•w glinting ob· 
facts can bo sson, whilst behind a similar mound of earth •t the E end of 
tht 1oom aro 11 large numblJr of mottl•d~ deep blue stones. 
The glinting objects ero the gold fittings lrom an omalo bod, long since 
rolled away (worth 46GPJ, whilst tho stones aro a.urite 1116 ploces worth 
IOGP each). Benoath the mound are tho remains of tho loader's wife who 
has now become a wight (AR·CM (but only hit by sliver or magical 
weapons); H0-4; HP·21; AD· 1·6plusspeclol; INC·Ellll, Order; MT-110'). 
When hit by the wight, a character will lose 1·8 HP and his HO (togethar 
with commensurate abAl6os) wi11 bo reductd by one. The lost hit dice will 
only be regained al tho rate of 1 (day of complete rest. Whon the wight 
stans to appear from tho earth, charactora must make a savfng 1hrow or nee In fear for 108 rounds. Naturally, thoso succeeding will bo able to 
react before tl\o wight can. 

K11) Inhabitants Stoblu Samo description as K6. 

K12J Ostler's Ouertcro Whatever wa1 in thit room has tong 1/nca rot­
l•dlrustod awoy, with the oxcoption of 3GP on the Hoar bearing tho 
words 'Oolgar Meunul'. 

K13) Guests' Guards' Quarters Tllo corrtents cf this tcom, with the 
1xception ol 11 chombBtpot and tho shnttsred 1ernalns of tlues others, 
ltuvo long sinc11 1ottad away. 

K14) Steps leading down to l1, which can be observed lrom abovo 
from the cloistered gallories. 

K16l Guest RooRla As K13 but only two chamber pots. 

K18) Musicians Gallery Long chains ero set Into tile E wall, end a 
number of old mus/co/ Instruments aro piled In t/la SW cornar. 

K17) Baths This room is brightly Kt. An oval pool, surrounded br. 



pil/11s, I• Jitu•t•d In th• csn111 of the room. Tho wall• Ire decorottxl with 
srotlc murols. By the sid• of th• pool Ii,. th• body of • 3 W IBH worty 
hu~nold. 

Tllo toom Is Ht by a Permanent Ught speJ, and the body Is !hat or one or 
the recently rc-_nJmated 11.,.ngs (which hasn't rcgon<1ratod because of the 
ight), It was Uled by the Mali911ant Water Spirit (AR·CM&S (Hit only by 
rr>lglc woopohs); H0·4; HP-24; AO· 1·4fl-4 plus special; INC·Evil; MT-<ll 
riving In the pool. When hit a character must mako a saving throw or be 
dragged Into tho pool (drowning In ~.9.!! rounds). The water spirit Is Im· 
muno to all spoils oxcepc Water Purification lcauso_s 3· 12 damago), but 
cannot movo ou t of tho pool ot strike beyond lhA pillars. 

Tho two 1oomt m11kttd a havo chains set Into the walls, and oro lhe former 
quarters of bothlnu slaves. 

K10) Talmor'3 Quarters The fixtures and fittings In this room havo 
long sines rott'6d!rusl6d aw•y. A pile of colnurc. can bascoro i(t tho NE 
corner .. 
Also In the room aro I.he skeletal remains or Talmar, Oolgar's millUlry com· 
mander, still Inhabited by Talmar's misarly spirit. Tal~r IAR·PM&S 
+ 15%; CC·Flghtor; HD·7D10; HP-45; AOISword + 16%1· 4·11; INC-Evll;­
MT-120'1 will fight to protect his wealth, but will not leave I.he room. He 
counts as 1 7HO undoad eteaturet and anyone ho hit.s must make e saving 
throw or nee in fear for 1·4 rounds. His aunour consists of pl1tom1i/ 
+ 10% and shl•ld +6%. His pilo of wealth,ol 18765/', 3S2GP, 6 goms 
worth 45GP, 60GP, 60GP, 10GP, 85GP and 100GP, and 1 Jewelled 
necklace worth 400GP. 

Kev to Mop L - Dolgar'o Hold, Level 2. 

L 11 Fountolno Holl A clolstersd walkway runs around this room, In rho 
csntre of which sffJnds o fountain. An ornately corvsd tbrontJ stands on a 
dios ot tho S Bfld of th• room, bsltlnd which a doublo door cofl bo tBefl. 
Tho floor of this room Is polished morbls. 

T,ho trapdoor In front or tho throne will open if subjected to a wolght of 
501bs or moro. Unlo•s a throvi under dexterity Is ·made (on D201. 
characters will fell Into tho stroam beneath.' II this occurs, unless a 
choracter makes a throw under doxtority on 020 (one throw allowed oach 
round) he or she will drown In~~~ rounds. The trapdoor will spring shut 
after opening. 
There ls o 26% chance that 1-4 Morlolcs (L2l will be found In Chio roorn. 

L21 Kitchen T~ room It sl!ewn with fishbt>Ms ind ot!Nr rubbish, thtt 
only thing giving away 11$ form11r purpose being th1 larg1 fireplac• In tha E 
woll. 2·6 Mortol<s wtU be round in I.his room. Thero oro 1 total of 29 
Morloks livfng In I.ha e11a L l·L 10, 12 mates (AR·CM; H0-3; HP· 
10,11,6,16,8,16,16,13,14,5,14,16; AO· HI; INC·Evil; MT-110'), 9 fomolos 
(AR·SM; H0·2; HP-7,8,9, 11,5,8, 11,9,6,; AO, 1-61 and8 young IAR·L&S; 
HD·l; HP-1,4,2,8,6,4,3,4,; AD· 1·41 in addition to their leader and his 
wives (L6). Tho Morloks, slouching, fur-covered humans, "'"the descen­
dants of tho wollkln who served Dolgar and fled horo ofter tho bnttle. 
Although blind, they have vary keen hoaring and fight at no ponolty, Thay 
llvo off ·fish and weud gochorod at l9· 11 and IF4·6 (though thoy hova 
recently developed a tasto for dwarf). It wos they who abducted tho Ur­
blssons (F311. They are unaware of tho sccrot door to K18. 

L3l Nuroory 2 lomolos and 8 young Morloks will be round In this room. 

L4l Main Hell As with the other rooms if] this s• crlon, the floor I• 
srrawn wfr/1 f/shbonos etc. This room contains 2·8 male Morioka and 2·7 
females. 

L&I Chief's Room Contains the chief IAR·CM6S; H0-4; HP-24; 
AD· l-10) end his two wives IAR·CM; HD-3; HP-9, 13; AO· 1·81. 

l6l Foodstore contains two male dwarves and one lomole (1ft thot 
remains or tho Urbiuons (F31) the rest having been eaten), T'he Morloks. 
ovor tfmtt, hnvo forgotten tho slgnificance of wealth, and the Hoor Is 
strown with 1142SP. 

L71 Rubbloh Room Conrolns /lshboncs, excroto, and orlrsr rubbish. 
Tho door on tho W woll Is lolso, tho hlnyed floor opening II subjected to 
60\bs or more In woluhc. A character stopping onto the slimy floor must 
throw under do.cerity 011 DlOO or fall to L7a (taking 1·6 points of domogel. 
Tho floor will thon spring shut. Area 7a below contains slmllor rubbish In 
addition to • gcltllnous blob (AR-l; H0-5; HP-22; AO· 2-7 pluo pamllso­
don unless saving throw Is mado; INC·Hungry; MT·50'). Tho floor or this 
room Is suewn with lndegesdble coins and gems )North a total of 236GP. 
Shollld o cha11c111 loap into I.ho underground stream and manage to shod 
any armour (3 chancu or l.hrowi1?9 under dexterity on 0201 they will be 
carried 1way by the cu11ent to tho mil pond at A2IJ. Unless I.hey throw 
undor consUtutlon on 020, howov8r, they wil be dead on auival. 

L81 Unfinished Pu s•ga which Nordegal & Co are digging (see J10). 

L9) Well A shoHow well with rougn hown sid•s stands in tho cenrre of 
thi$ room. A roughly hrwn pastoge (In contra>! to I.he well finished C<><>­

structions so farl goos to the south. Thore is a 20% chance that 2·5 
morloks I L2J wi1 be found Mro. 

l10l fungus Cavern A p()O/ of waror, made by M und<1ground stream 
In which fish can be sccn1 lies In the c~ntro of this natu1JI cavsrn. Stan­
ding on the slimy rim of tho pool l•t point al 1re 6 large purple fungi 
(Shrlelting fungus; AR-L; HD·l; HP·6,4,6,4,6; AO· None) Theso harmless 
fungi will b8llin howling II touchod or •PP<Oachcd by light, warning the 
Motloks of intruders. Above point b howover, Is a colony of Rotting Slime 
(affe~ted only by fire, rots flesh In 3 r11t1leo rounds unless scrapo,d off) 
which will drop onto anyone passing boneath. Thero Is e 20% chanco or 
meeting 2·7 Morloks. 

L111 Natural Cavern A lurgs pool fod by an underground stream, In 
which fish and weeds can bs SBBn, I/us In the mltld/1 of this 11stural cavern. 

There is a 20% chanco that 2·9 Mo~oks will be found hero. Tho E passage 
loads 10 IF6. 

L121 Temple of the Order of tht Woll Th• walls •nd f/oofS of this 
room ore fashioned in black martH.. Stsps /~ad up to a platform contain· 
Ing o sunken pool of running waror. In •n alcove bahind rho pool to the 
west, stands en ellllr, ~ apprOllch to which /$ f/4nkld by four statues of 
upright wolves. On th• altar, bathed In or•ngo lighi stand four gold 
candlfSticks and a golden ch11Hce. Carved in ,.lief on the W wall of tho 
11/cove, above the a/tat# it a large gn'nnlng wollshcOJd. 

The candlesticks are worth lOOGP each, the chalice 260GP. Tho statues 
wiU become werowolves (AR·CM (hit only by sill/er or magic weaponsf; 
H0-4; HP-20, 19, 15, 16; AO- 2·7; INC-Evil; MT· 140'1 ii anyone climbs the 
stDps, and v~ll attack Intruders. Thoy will not pursuo beyond tho temple, 
howover. 

L 131 Antechamber This morblo facod room contolnstwo rows each cf 
6 pifl•rs carved to ressmble 8 tall hum•"" Pllla1S o and b will animate to 
ropell Intruders if·anyona comes within 10' of elthor or them. They will not 
pursue into L 1, but will pursue choracte11 llaelng Into l 14. They are (AR· 
CM&S; HD·5; HP-18,33; AD· 2-12; INC·Nomi; MT-70'). 

L 141 Bridge Cavern This narural ••vtrn, festooned with stalecHte• and 
sto/agmites, has an Uf!dBtground s111um running from E to W. A bridge 
once aosSIJd this at the cenu11 of lhe cevwn, but this has long sines col· 
/opstd, its weed CO"Rred remains being c/1arfy vlsibla. Tho weed in the 
stream is Spyra90<a (AR·SM; HD-5; HP-27; AD· 1·6x7 (automatic•fttr 
llrst hill; INC-Hungry; MT·Nonel which will attack any who ent01 the 
stream. Once a charactor Is hit by one of tho 7 lroncb ha wil recievo 1·6 
points. of ~mage per round automatlcally unloss the frond is snapped. A 
charaeter has a 6% chanco per suongth point or snapping a frond, and 
may attempt to do so once per round. Soe1et doors o and b aro one way 
only, door o baing impossiblo to open from this side. 

l15) Passage The last 15' of this passage are • usory, Arrycne stepp· 
Ing 0010 this area wil raa Into 3 spiked pit 12·8 damago) unless they tlvow 
undor dexterity on D100. 
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L 16) Entronco Hall with a marble floor. She figures in pfarerrwilsrmour 
stand at the Send of the room. Theso aro empty suits of armour. 

l17J laboratory Two long, tr•tbls topped benches stand behind the 
. locked Iron doolS of this 1oom. On th• benches stand llesks, alembics etc. 
and othet assorted 11/chcmical equipmont1 whilst a turnaco Is set Into th!) N 
wall and o well con be seen through an opemi1g ln the E wall. Also In the 
room is Oolgar's hommunculus (AR-SM; H0·3 (affected by magic as If 
IOHDJ; HP-14; AD· 1-4 plus sleep for 10,30 minutes unless a saving throw 
is made; INC-Evil; MT-170') who has been locked in here for hundreds of 
years ~nd is vory baUigerent. A number of flasks contain potions,. though 
each has a 20% chance of not working. The potions aro of Speediness, 
Flight, Battle, Fits WaWng, Cuting fx2J, Atmouring, and IWo whose 
drinkers will contract Jycanthropy, even if just a sip is takon. At tho next 
full moon they will become werewolves. 

l 181 Alchemical library All the books and manuscripts have long 
sinco cotted away. 

L 19) Lounge All the lix.tu1ss in this room havs long since rotted away. 
A skeloton clad In 9!1ded chainmoil sits in the SW comor. It holds a stnff in 
its tight hand, and weuts a jewelled necklaca and 2 btncelsts of gold. The 
chainmail is worth lOOGP, tho necklace 400GP, and each of the jewelled 
bracelets 250GP. The skeleton is that of Varnig {AR-CM; HD-7; HP-27; 
ADIMagica/ Staff+ 10%1· 3·8; INC·Evil; MT-130') who will remain sla· 
tionery untess intorfered with or room L27 is ontorod. Should either of 
these occur~ each party mombcr must make a saving throw oc bt> 
teleported to one of the following locations:-

010 
1 L17 
2 AIO 
3 87 
4 J9 
5 K17 
6 HS first floor 
7 G60 
8 IFS 
9 F12 
0 015 

Varnig will attack those who remain, but will not go beyond l 19 or l.27. 
The Iron doors 10 l.20 are maglcally locked. 

L20J Summoning Room A c1;cts decorated with nume1ous cabalistic 
symbols is inlaid into the black 111{)/b/a /loor of this smoky 1oom. The room 
also contains two Smoke Imps (AR·CM; HD-3; HP-16,18; AO· 1·2/1-2 
plus brea1h for 1·4, plus· blinding for 1·2 rounds; INC-Evil; MT· 120' /240'1 
who can oach turn lnvisib/tJ once per day and/or cast a Weaving lights 
sps/I, and each has one 20% chance of gating in another Smoke Imp. Tho 
smoko imps will attack (and pursue! any who enter Iha room. !Smoke 
Imps first appeared In Wfl/te Dwarf). 

l21) library All tho 'doors hero havo long since rotted away (though 
thora is one scroll intact with tho spells Tclcport and Shopochonge 
Othct) •• 

l22) Oofgar's Chamber Ths only things temaining ln tho room are tho 
macabte mutals and carvings on the wall. A 1usted lsvet 1$ set lnto the W 
wall north ol tho door. Tho lcvor is immoveable. Tied to this room are the 
earthly remains of Dolgar, who now eidsts simultaneously on tho otherat 
plane. Ha will attack each intrudor in turn (taking ono round for each) and 
it is only whilst doing so that ho Is vulnerablo to attack himself. Dolgar 
IAR·PM&S (hit only by silver or magical weapons); HD-7; HP·41; AO· 
Special; INC-Evil; MT-100'1 attacks through a very strong form of em­
pathy. His victims must throw under intelligence on 020. If they succeed 
thoy ore immune to his attack. If they fail, however, they must throw 
under constitution on 020. If they succeed they nee in fear for 2·6 rounds. 
If thay fall thay die of shock. Oolgar is·wearlng a.Robe of Concealment, 
but this ls so badly burnt that it is useless. 

l23J Cells Behind the 1usted gtill th1ee ske/stons can bo scan. 

l24J Trap Room The wells, l/001s and ceiling of this 8' high toom ore 
white m•tble, and the 1oom is btightfy lit (by a ps1monont light spell!. As 
soon as an attempt Is made to open one of the doors from tho inside of tho 
room, both will slam shut {treat as barred! and a small vent will open In tho 
celling through which water will begin to flow. Tho room will fill up at the 
rate ol 1' per round, and for each round a fter tho first tho chance of sue·. 
cessfully forcing down a door will bo reduced by 16%% lcumulativo). A 
loose flag behind tho E door {for findlng treat as secret doorJ acts as a plug 
lit used to be raised by the lever in l.221, and the water will drain away 
harmlessly If this ls raised. Much of the water for the trap has evaporated 
away, however, and the maximum possible depth to which the water will 
rise is5'7". 

l26) Hall of tho Falcon A"squote plinlh 5' high tisos ftom t/Je centte of 
ths toom, on ths top of which stands tJ black basalt statuette of a falcon. 
A tusted chest stands in the SE comet. Also In the room is an iron snake 
IAR·PM; HD-3; HP-21; AD· 1·4 plus poison; INC-None; MT· IJO'J who will 
attack anyone entc1in9 the room . 
The chest contains 1622GP, bearing Oolgar's head and the words 'Oolgar 
Magnus'. The falcon has a magical dweomer, as it has a Mogle Voico cast 
upon it which will say "Oolgar has tricked you, fools, and even ncrN 
prepares his vengeance upon you" four hours after It is 1emovod from tho 
room. A secret compartment in tho plinth contains tho real falcon (see 
below), a small chest containing 27 gems worth a total of 1740GP, and a 
spallbook vnth the spoils Undorstund Magical Sc1ipt, Slumber, Com· 
p1ehend Fo1eign Tongues, Detect Magical Emanations, Shocking Touch, 
Magical Lock, Pe1msnont Light, Magic Voice, Flying, Bolt of Lightning, 
Shapechsngo Other, Curse Removal and Te/sport. On the fly leaf are the 
words fin codo and needing a Comp1ehend Foreign Tonguos spell to 
decipher) "Blackbird Fly" which aro the command words lor Dolgar's 
Falcon. One& per week, whon these words are uttered, tho statuette will 
grow in size until 7' high at tho shoulder, and \viii serve its summoner for 
up to 12 hours or until it is "killed". In this state tho falcon is {AR·SM; 
H0·5; HP-29; AD· 2·5/2·5/2-12; INC· Evil; MT(Groundl·40', (air)-380"1; 
though if its summon.er Isn't inclined to evil thore Is a 5% cumulativo 
chance that when summoned the Falcon will attack Its 'master'. The 
falcon can carry a maximum of one human in full gear in flight. 

l26J Passage The secret doors in the N and S walls are secret from this 
side only, though the door at the end of the passage is clearly visible, The 
passage loads to A27. 

L27) Varnlg's Chamber All that is still intact ln this toom ate tvto 
crushed golden goblets and a 1ustod chest. The goblets aro worth 30GP 
each in their present·condition, th& chest contains 788GP with ('Oo!gar 
Magnus' inscribed upon themJ, and a mngics/ scro/lvnth the spells Nullify 
Polson, Locate Traps, and Converse with the Dead tallows four questions 
to be asked of a corpse dead for up to 1000 years). 
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Afterword 

Tho aim of the Stu1stona scenarios has beon to provide gamesmasters 
with a 'living' FRP campaign which does not 'stand still" even when 
pfoyors are not actually adventuring. For this to work, gamesmasters 
must be complotofy familiar with the scenario on hand. 

When Do/gold has been completed, player characters could be commls· 
sioned to patrol the borders of the County, for It is unlikely that all the 
monsters pfocod there will have been encountered. If this is tho caso, 
thero coutd be a 10% chance per day that now ones, commensumto with 
tho party's abilities, coutd wander into tho County from the Northom 
Waste ot bo placed inside the County by the animal setters. 

Ristcnby Town, tho next booklet in this series, will consist of a number of 
adventures set in and around tha small fishing port of Ristcnby (A34) (ty· 
Ing up many of Starstone's loose ends) in additon to at feast one adven· 
ture concoming the ani1mlls: setters' lair in tho \Vl1dornoss. 
We hope that you havo f0,und yo~~ stay Jn Stars tone to be a pleasant one 
so far. 

Nonhern Sages 
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