
NAME

ATTRIBUTES

Strength Dexterity

Speed Charm

Luck Intelligence

Vision Hearing

COMBAT SKILLS

Shooting Sword / knife

Hand-to hand Psionics

OTHER SKILLS

Lock picking Defuse bomb

Sixth sense Drive a car

Fly airplane Fly helicopter

Sailing Acrobatics

Climbing Swimming

Sense paranormal Telepathy

EQUIPMENT

MONEY:



ADVENTURE 1

PARANORMAL 
HQ (given 
mission)

paranormal 
activity in 

Ludvig, a small 
island just off 

Bartilvania

Agent Z has 
vanished, you 
must take over

Given gun with 
6 silver bullets; 

knife; £100

THE 
MASTER 
OF EVIL

Land in 
Bartilvania

Taxi to the port - 
driver says he 
wouldn't go 

there if he were 
you - green 
eyes flash - 
ATTACK BY 

ZOMBIE

Old, rickety boat 
(notice bats)

Ludvig Port 
(notice crosses 
on every door 
and sinister 
castle on the 

hill)

TOURIST 
INFORMATION 

CENTRE        
(locked, 

deserted, no-
one here for 
some time)

PUB            
(gloomy locals, 
won't speak)

get into a fight 
with a local 

villager, 
Raymond, 

whose sister 
Lisa  has gone 
missing - "help 
me find her!"

CHURCH          
(speak to nice 
priest, Simon - 

"new here", 
says all the 
rumours are 
just foolish 
peasants 
talking)

HOTEL          
(your room is a 

fleapit)

Speak to owner 
in deserted bar - 

you are first 
visitor for 

weeks, villagers 
believe that the 
"Master of Evil" 
is here but no-
one knows who 

he is

Legend has it 
that to defeat 
him, you must 
find his tomb in 

daylight; put 
garlic on it; put 
a cross on it; 

put holy water 
on it; and drive 
stake through 

heart

She is distracted - 
daughter (Anna) ill, 
must go look after 

ill (has bites on 
neck)

GROCER's       
(shopkeeper 

Tyrone says a 
villager goes 

missing once a 
week for last six 
weeks, terrified) 

- will sell you 
garlic

GRAVEYARD          
(burial taking 
place, look at 

body, bite 
marks on its 

neck)                             
(at night, evil 
spirit attack)

CASTLE 
Entrance Hall 

(sinister butler, 
Joseph - master 
died many years 

ago but 
welcome to look 

around)

HALLWAY    
(notice that 

portrait of last 
lord looks very 

like priest)

BEDROOM      
(bed not slept in 

recently)

DINING ROOM 
(large carving 
knives - good 

stakes!)

CASTLE GROUNDS     
(tomb of the 

previous owner - but 
if you sneak in when 

old butler isn't 
looking, there is no 

coffin!)

FARM           
(farmer Sirius is 
furious - "get 
off my land!")                       

(fields - howling 
sounds - attack 

by 
WEREWOLVES)

PLAYGROUND    
(during day, no 
children playing)                             

(at night, see 
children playing - 

they are 
VAMPIRES!)

HAUNTED HOUSE            
(at night - spirit 

arrives of a young 
girl - he found me, 

but I was too 
innocent to become 

like him - do not 
believe all you see!)

RIVER           
(find body of 

Agent Z, seems 
to have been 
attacked by 

wolves, carrying 
phial of holy 

water) - 
ATTACK BY 
WEREWOLF

ABANDONED 
MINE                                           

(entrance way 
blocked up, sign 
of cross chalked 
on one of the 

rocks)

DOCTOR'S 
SURGERY        

(Dr Smith says 
superstition is 

the issue, garlic 
is all they seem 

to want!)

Long 
passageway - 

sound of 
footsteps 

behind you…

Patients all 
suffering from 

feeling 
lightheaded, 

faint - marks on 
neck

MUSEUM        
(curator Mr Giles 

shows you legends 
of vampires, old 
stake supposedly 

used - he is a 
ZOMBIE!)

Cavern - Find 
skeleton with 
stake through 

its heart, gun in 
pocket with 
silver bullet

End of the 
pathway - 
ATTACK BY 

ZOMBIES with 
green eyes

FOREST                                 
(during day - see signs that 

something has been here, broken 
twigs etc)                                         

(at night, attack by VAMPIRE - 
it's the man in the inn's sister)

OLD ABANDONED HOUSE         
(during day - nothing but lots of 

old boxes in the cellar)                             
(at night - this is where priest 

returns!)



NAME

ATTRIBUTES (START - roll 2 dice to determine each one, maximum starter score 8, maximum ever is 10)

Strength Dexterity

Speed Charm

Luck Intelligence

Vision Hearing

COMBAT SKILLS (START - roll 2 dice to determine each one, maximum starter score 8, maximum ever is 10)

Sword Bow and arrow

Knife Hand to hand

OTHER SKILLS AND SPELLS (START - choose 1 of these skills, roll 1 dice to determine and add 2 to score, max score is 10)

Lock picking Swimming

Sixth sense Climbing

EQUIPMENT

MONEY:

HERO POINTS:

(spend 100, to gain 1 point 
elsewhere - max 10 - or save to 500 
for a new magic spell / skill)



DWARF CITY OF 
MIDOR

City has been 
ravaged. 
Smoking 
buildings.

Recognised as 
adventurers - 
taken to king.

Dragon attacked 
a few days ago 
and took royal 

treasure - 
including king's 

crown.

Mission: go get it 
back, return it for 
1000 gold pieces 

reward.

Given guidance - go to 
the ice mountains, 
through the goblin 
kingdom and the 

Domain of the Dark 
Wizard, find dragon, 

kill him...

Deadlands - make 
camp overnight - 
attack by wolves.

ICE MOUNTAINS - 
attack by snow 

trolls - see a cave 
entrance.

3 skulls hanging 
from ceiling - 
realise this is 

the entrance to 
the goblin 
kingdom.

TWO GOBLIN 
GUARDS just 

behind entrance - 
"who goes 

there?"

Concealed pit - 
land on spikes if 
fail agility roll, 
lose 2 health 

points

[2 ON BASE]
Statue of the elf 
queen - speaks a 

rhyme...

I see thee adventurers, 
but the spell that 
keeps me here 

prevents me from 
telling thee clearly 

what to do...

"To keep thee safe
Thou needst to find

A tricky safe
And numbers mind"

Inside:
1 x bow and 10 

arrows, 
1 x rope,

1 x health potion,  
50 gold coins

"Treasure Store" written 
beneath it, but locked - requires 

BONE KEY.

[4 ON DOOR]
Goblin King throne 
room, 10 x goblins, 

safe set behind 
throne, need 

invisible potion or 
disguisesl

SAFE -
4 digit 

combination
6724

Inside is SKULL 
KEY

2 x TROLL GUARDS!

Three chests - 
red = 100 gold, 
blue = spikes, 

green = 2 
invisible potions, 

5 minutes

Dark cavern - 
attack by GIANT 

SPIDERS

[6 ON DOOR]
Giuard room - 1 
goblin asleep - 
on his belt is 

the BONE KEY
- ALSO 2 x 

goblin clothing 
and swords

[7 ON DOOR]
Dungeon, MERLIN 
the white wizard 
tied up, grants a 
new spell - FLY - 
use only twice, fly 

for 5 minutes

SKULL GATE - 
requires skull key

Magical Store 
Room

Spell on 
parchment - 

"Flee? Not me!
How still you 

be!"
Paralyses foe 
for 5 minutes

2 x TROLLS in a cavern - camp 
fire, arguing over who is going 

to eat their prisoner first - 
prisoner is a cowardly dwarf 
called ORIN who comes with 

you.

TRAP = pit, 
spikes in bottom

ORIN the 
ALCHEMIST lives in 
this cave - smiles 
evily - would you 

like to take 3 of my 
potions? - 100 gold 

each

RED = invulnerable to 
fire

GREEN = slow foes to 
one tenth speed, for 5 

minutes
BLUE = double speed 

for 5 minutes

MAGIC POOL - "Drink me, cross 
your fingers and toes. What will 
happen? No-one knows."  take a 
drink, random thing happens - 
roll dice and (1) gain 1 health, 
(2) lose 1 health, (3) next hit 

does double damage, (4) 
invisible for 1 minute, (5) 

knocked out for 1 minute, (6) 
can fly for 1 minute

MIGOR THE 
DARK WIZARD 

APPEARS - 
absolutely dark 
except for him 
standing there, 
he laughs and 

vanishes, 
skeletons on wall 
come to life ...

Reward is a 
magic word to 

breach any 
barrier - 

SOLVODOR

Magical mirror - 
answer its riddle 

for a reward - "Say 
my name and I 
disappear. What 

am I?" - answer is 
"silence"

SILENT 
WATCHERS - Two 
statues creating 
invisble force 

field, can only be 
broken by magic 

word...

Suddenly in a cave 
with daylight - 

Gilmy, Lord of the 
Eagles, tied to the 
rock - untie it and 

he promises to help 
you one day...

Can be beaten 
by arrow in gap 
in armour, or by 
being invisible, 
or by sleeping 

potion, or 
paralysis spell

DRAGON in cave 
at edge of 

mountain, huge 
treasure pile - 
sleeping when 

you arrive, or so 
it seems...

Dwarf's crown 
on dragon's 

head!!!

CAVE opens out 
onto the other 

side of the 
mountain

As you emerge, 
10 goblin guards 

and the Dark 
Wizard appear..

Start fighting, 
either eagle saves 

you or vanish 
or...

THE KING'S CROWN



HIDDEN PIT -
spikes at 
bottom

OGRE - has 20 
gold pieces 
and dagger

ENTRANCE -
down a flight of 
stairs, BUT as 
you come down 
there is a 
landslide, stairs 
filled in, distant 
mocking 

MAGIC POOL - "Drink me, cross your 
fingers and toes. What will happen? No-
one knows." take a drink, random thing 
happens - roll dice and (1) gain 1 health, 
(2) lose 1 health, (3) next hit does double 
damage, (4) invisible for 1 minute, (5) 
knocked out for 1 minute, (6) can fly for 1 
minute

ORC PARTY - 3 
orcs, 7 gold 
pieces in total, 
food (but YUCK)

MAGIC
DOOR -
need red 
arrow key 
to pass 
(lock 
shaped like 
an arrow)

EXIT - climb up 
to sunlight

TROLLS 
CAVERN -
stupid but 
strong - magic 
ring that 
allows you to 
cast a firebolt 
5 times, plus 
50 gold coins

DUNGEON -
Princess Charlotte 
is here - vain, 
arrogant, pain in 
the backside - 100 
gold coins reward 

TRAP! - spikes 
fall from ceiling 
- roll luck, sight 
etc to avoid.

MAGIC DOOR - need yellow arrow 
key to pass (lock shaped like an 
arrow)

IN ROOM - torches in walls and a 
TREASURE CHEST -
open it and RED ARROW KEY plus lots 
of treasure - but dust whirls behind 
you - it's a SKELETON GUARD (3 of 
them) - to beat them have to set light 

TINY GNOME (BOBEE) - small, 
dark corner, sitting here 
seemingly doing nothing, acts 
cute - players feel odd - they 
are shrinking while they talk 
to him! - have to defeat him 
to become normal size - can 
take him with them

MAGIC DOOR -
"I run but I 
never get tired, 
I have a bank 
but I have no 
money, what 
am I?" -
ANSWER - a 
river

In here is MERLIN, the white wizard, 
held captive by the MIGOR THE DARK 
LORD. Merlin teaches each member 

of the party the SILLYFEET spell, 
makes victim unable to stand up 
properly for 1 minute, difficulty 7

3 x GIANT SPIDERS, no 
hope of winning 
without Merlin / 
sillyfeet spell OR 

rockfall "SLEEPTIGHT" 
spell...

3 x orc 
guards

ORC GUARD HUT - 2 guards asleep, find yellow key 
on wall, then captain returns and wakes them up, 
HIDE! - orc uniforms also here if you can get them

TREASURE ROOM -
blue chest = 5 daggers fly out, 
red chest = 100 gold coins,
green chest = magic ring, 5 x 
sleeptight spell (knocks them out 
for 1 minute)
gold chest = empty, strange 
creaking sound, ceiling  and walls 
moving fast towards them...

Statue of MIGOR THE DARK LORD, 
seems almost alive... says "Think 

yourself lucky I am too busy to deal 
with you myself little adventurers, 

but even so, you will not even leave 
this little dungeon alive...


