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About the Adventure

The Cold Bounty is a GURPS Fantasy or Dungeon Fantasy ad-
venture, although it can be easily translated to other systems.
The adventure is set far to the north of Yrth, deep in the cold
peaks of Zarak, although it can easily be translated to any icy
kingdom of the GM’s preference. The PCs were part of a large
manhunt for a nefarious kidnapper and villain, but the expe-
dition met its doom after getting ambushed by a war party
of orcs that were just forced from their homes by an undead
sorcerer, who seeks revenge on his old wizard cult.

The adventure is suitable for 4-6 150-point characters; the
end of the adventure includes six pregenerated characters.
Characters introduced for the first time in the adventure are
noted in ALL-CAPS. Sections marked with a map (54 are sid-
equests and adventure hooks, and not important to the overall
plot of the adventure.

Adventure Summary

The unexpected battle was over. Corpses of men and orcs
sprawl motionless on the frozen ground. Over one hundred
men and orcs now lay mutually annihilated in the freezing
northern mountains of Zarak.

The battle had started when the the towns south of the bor-
: gle{ had finally tired of the villain FAT FARLSBAG, who was
wiifotorious for the murder and kidnapping of dozens of good
ﬁ)il'k:’over the years. But when he kidnapped Prince Adelheid’s
- wife-to-be, just days before the wedding, that was enough.
The Prince put out a massive bounty, which only caused Fat
Farlsbag to murder the poor girl, and proclaim that he would
4 néver be caught in the cruel mountains of the north. That
proclamation did not stop a hundred men and dwarves from

> heading into the mountains to track him.
v l} /
' "®Inknown to the posses (and the PCs), the orcs and hobgob-
/0' ins of these mountains had recently been forced out of their
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underworld home — the ancient dwarven platinum mine
known as Davihn-Karr. They were chased out by an unag-
ing sorcerer, ’ZOR’ZAH THE AZURE, who was enslaving
them with his experimental magic and forcing them to mine
precious platinum. Fearing the harsh winter, and think-
ing themselves under attack by the southern towns, a large
warband of orcs set upon the bounty hunters. The two sides
annihilated each other in the battle that occurred.

Fat Farlsbag is delighted by the cruel violence that has just
occcurred, and sees the battle as an opportunity for new hos-
tages and found wealth. He’s also gotten wind that the orcs
fled from a legendary platinum mine of Davihn-Karr, and
seeks to discover the location of it for himself.

Meanwhile, the sorcerer I’Zor’zah is readying is own plan of
vengeance. Having long feuded with the fascist wizard cult
he founded, the Sorcerers of the White Crystal Peaks, he has
decided to create an artifact that will finally topple their hid-
den headquarters, the White Crystal Spire. His goal is to cre-

ate a massive statue, laced with rare essential platinum, and
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then animate it into a tremendous golem. According to his
decades-long research, this platinum golem, being composed
of the most precious of essential metals, would be able to walk
through the earth itself. It would be easy for the construct to
annihilate the tower of his enemies. Then, he could use the
golem to cause havoc among the settlements above and below
ground, inevitably taking control of the north, and starting
his own order of sorcerers.

The Beginning

The adventure begins immediately after the bloody battle.
The PCs are lost without their guides; they know they are days
from the nearest town. They are cold, wounded, but alive.
Their comrades and fellow bounty hunters lie dead or mor-
tally wounded around them. Each PC must make a SOLDIER
(or 1Q-5) roll to have successfully endured the ambush. A
failure indicates 1 HP of general battlefield damage per point
by which the roll was failed.

A VisioN roll will reveal that a dark storm is brewing to the
north. A WeATHER SENSE (+2 if PCs are local) or SUurRvivaL
(MounTaINs) roll will indicate that storm will hit in two to
three hours. It’s going to be a freezing snowstorm, no doubr,
and one that will be difficult to survive without shelter.

Search for Survivors

If the PCs search for survivors, they will find few who are
hardy enough to walk on their own off the battlefield. There
is also the danger of half-dead orcs still stabbing out at them
in hatred and spite.

A PerceprTION roll will find one old dwarf that may live, how-
ever. His name is OTT Z’ORTO, and except for a stubborn,
bleeding head wound (which a First A1p roll will stop), he
will survive his injuries. On a Neutral reaction roll or better,
he'll agree to stay with the PCs, otherwise he'll stubbornly set
out into the wilderness on his own.

The Storm Arrives

The storm brews quickly, and shelter becomes a necessity. A
o $Suivival roll will assemble one from the snow and rocks gath-
- ered-at the base of the mountains. A SURVIVAL (MOUNTAINS),

g Vision-2 roll, or suitable spell will locate a cave a dozen yards
<#8." - up, high on a rocky cliffside. A second Viston-4 roll will re-
; ‘ ..» veal that an old wooden ladder drops from the cave, though it
f‘. +"! 4 ends at least five yards before the ground.

T,
*

' = Gé;ting to the ladder requires some rock climbing, or a magi-
- : gplfsolution. A single CLiMBING-2 roll will suffice. The ladder,
% 3 "‘,zbowever, is old and fragile. If a creature of SM +1 or more
: 7."",",. grabs on to it, it will begin to tear free from the wall. If a PC

y
)
" Crag Yeis
ST 15 HP::15
DX 1l Will: 10
1Q 6 Per: 10
HT 12 EP::d2
Basic Speed: 6 SM: +1
Move: 6 Claws: 2d cr
Dodge: 9 Bone Club: 3d cr

Traits: Acute Smell 3; Blunt Claws; DR 1 (thick fur). !

Skills: Axe/Mace-11; Camouflage-12; Stealth-12; Sur-
vival-12.

falls, he will slide several yards to the hard snow below, for
1d cr damage.

The Old Cave
The cave is dark (-5 darkness penalty without a light-source),

strewn with rubble, but warm. It stretches back sixty feet into
the rock, and much of its walls are covered in ice. A brazier,
made of polished metal, is attached to a stone pedestal in the
floor, and a collapsed stone door is set into a far wall.

Investigating the cave finds ancient dwarven runes set into
the rock walls. Also, sections of the rock have been carefully
cut and shaped, with straight edges and tool marks that sug-
gest skilled hands once worked here. An ARCHITECTURE (-2
to for non-dwarves) or ARCHAEOLOGY roll recalls that these
carvings are typically found in thousand-year-old dwarven
mineshafts, before the Banestorm, and common to the Jigh-
amner lineage of miner-kings.

Anyone who understands dwarven can read chunks of the
inscription, which describe the duties of the dwarven work-
ers that used this entrance:

Three carts of three dwarves worth of platinum. Every
third week, leave here for third crew to haul to the Halls of
Davibn-Karr.

A History (ZArRak)+3 roll recalls that Davihn-Karr was a
legendary Zarakian platinum mine. According to the old sto-
ries, dwarves would routinely haul out tons of the finest plat-
inum from that mines. Furthermore, wizards from all across
Yrth would pay huge sums for the Davihn-Karr chains and
brooches that would hold their powerstones, for it was said
that they charge faster when held by such perfect platinum.
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Around the brazier’s pedestal are more dwarven runes: “Snow-
storm Beacon.” Lighting this beacon with fire will cause a
great mechanical, hammering sound to be emanate from the
cave. PCs who look from the entrance to the cave will see a
second fire lit in the distance. This fire marks the entrance to
the legendary mine of Davihn-Karr!

If Ot is still with the PCs, he will stammer excitedly about
how the party has discovered one of the old entrances to the
lost, legendary mine of Davinn-Kahr, and, if they can find an-
other entrance, how a vast pile of platinum awaits them — not
to mention a mighty reputation for locating the site!

After the PCs have made some noise in the cave, a guttural
growling sound will be heard from the back of the cave. This
cave is also home to two territorial and vicious Crag Yetis.
The Yetis will charge out and try to scare the intruders away
from their shelter. They will hesitate to attack outright un-
less the PCs are bloody (they smell meat...) or are aggressive
themselves.

In the back of the cave, amidst the rubble, the PCs will find
the remains of several orcs, whose meat has been picked clean
from their bones. A search through the rubble will reveal sev-
eral interesting discoveries:

* A SeARrcH roll discovers a solid gold bracelet, goblin-design.
A MERCHANT, JEWELER, or BLacksmiTH-4 roll concludes it is
worth at least 600 silvers.

¢ A SeArcH roll also uncovers an ancient dwarven axe tossed
amidst the rubble, inlaid with jewels and decor coated in bril-
liant platinum. An ARCHAEOLOGY or ARMOURY-2 roll reveals
that the axe is at least 1,000 years old. A THAUMATOLOGY or
ArcHEMY roll reveals that the platinum is essential platinum,
an utterly rare element. Ancient dwarven runes on its handle,
name it “Kahd,” which roughly translates to “Harbinger.” A
JEWELER roll finds that the gems in the axe are worth at least
2,000 silvers! As a very fine weapon, Kahd does sw+4 cut with
a Reach 1, and minimum ST 12. Furthermore, an IQ + Mag-
ery or DETECT MacIc roll will reveal Kahd is magical. It is
.enchanted with a SEEK EarTH spell [Power 20, 3 to cast, time
to cast: 10 seconds], with a particular affinity for dwarf-dug
~deposits.

© o *A SEARCH or PERCEPTION (VISION)-2 uncovers an iron door,
y :-; i '»l"-fr.pzen over with ice. If the ice is melted or chipped away,
"+ it can be opened with a Lockpicking-2 roll (due to its fine

craftsmanship). Inside is a small dwarven storage closet, with
o . three picks, 50" of fine rope, and an beautiful, dwarven-style
':_,. : ,90( helm (DR 4, 4 Ibs, worth $700), decorated with a goat-

4 gfead sigil also made from essential platinum.
T FiLl

* Finally, any SearcH roll made by 3 or more finds that there -+
is an ancient chest in the corner of the cave, well-hidden in a
hole in the ground and buried under a large stone. The chest
looks like it was covered in a hurried attempt to hide it. The
boulder is 500 Ibs. (up to two people can attempt to lift the
rock at 8 lbs. x Basic Lift). PCs can use exzra effort to help
here (a WiLL roll, -1 per 5% lifting bonus, costs 1 FP).

Once uncovered, the PCs can see that the chest is distinctly
Old Dwarven in design. It is low and hexagonal, its sides
made of thick iron-banded plates, with heavy riveted knobs
protruding from each panel like blunt metal studs. It is
carved with dwarven runes that read (also see Handout B):

Possession of Dunther of Zarak
Mage of Fine Magicks (and Royal Tax Collector)

The chest is locked (LockrickiNG rolls are at -1 due to the
rust) and trapped with an old dwarven explosive booby trap,
which requires a Per-based Traps roll to detect. If opened, the
chest’s studs explode in freezing mist (HT vs. FROSTBITE-15
or suffer 3d burn damage). Inside the chest lies a small cask
of dwarven beetle oil (see p. 7; note it will be frozen and
shattered if the trap goes off), yeti-skin leather gloves (DR
2, worth $150) and a fine dwarven throwing axe (sw+3 cut,
Parry OU, Acc 2, Range x1/x1.5, 4 lbs, worth $240).

Journey to the Great Mine

If the PCs are following the lit beacon, a Navicarion roll
will find a path that lead to it. Or, since the axe is enchanted
with a SEEk EARTH spell, it can also easily be used to lo-
cate a working entrance to the legendary dwarven platinum
mines (and adds +2 to the Navigarion roll to find the path,
if used). Either way, the entrance to the mine is an eight hour
walk to the north. Navigating this journey requires a SUr-
vivAL (MounTaINs) roll; failure indicates 2d-4 damage from
various mountain and wilderness injuries.

The Manakill Crevasses

After several hours of journeying, the PCs will find them-
selves in a strange mountain pass. Six unusual, humanoid
statues of ice dot the snowy landscape. A THAUMATOLOGY or
History (MagIc or Zarax) roll recalls a local legend. Ac-
cording to the story, wizards who fail the final test of the
White Crystal Peak sorcerous cult are banished and turned
into ice statues — cursed to protect the White Crystal Spire
for eternity.

As the PCs cross this area, the statues begin to move and
creak, like the sound of glass slowly breaking. Slowly, the
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. Faf Farlsbag

ST 14 HP: 14

DX 13 Will: 13

1Q 12 Per: 12

HT 12 FP:s %2

Basic Speed: 6 SM: 0

Move: 5

Dodge: 8 Great Axe: 2d+4 cut, Parry 10U

| Traits: Fat; High Pain Threshold; Reputation -3 (feared
kidnapper); Sadism.

Skills: Intimidation-13; Knife-14; Streetwise-13; Survival
(Mountains)-12; Two-handed Axe/Mace-14.

Equipment: His axe “Lovebiter”, mail coif (DR 4/2*); leather
armor (DR 2), dagger, dire wolf cloak, 400 silvers.

statues point at any PCs without Magery within view, and the
ground underneath the PC begins to crack and turn fragile.
The PC must make a DX or JumPING roll to leap to safety as
a crevasse forms underneath them. Fortunately, the crevasses
are not that deep. They average about 5-10 yards deep (up to
2d damage). Climbing out requires a CLIMBING-2 roll due to
the slick, snow-covered rock.

After six crevasses have been created, the statues grow still
again. The statues have DR 8, 60 HP, if the PCs wish to de-
stroy them. However, destroying these statues alerts their pres-
ence to the evil White Crystal Peak sorcerers. Within a few
hours, they will find themselves being followed by a strange,
red-eyed snowy owl. While this event has no effect on this
adventure, the PCs may encounter the sorcerers at a later time
(or gain a new Enemy, if the PCs are particularly destructive
to the statues).

Fat Farlsbag’s Hideout

A second successful Navicarion roll enables the PCs to find

a well-worn path. As they walk the path, a vision roll will

discover fresh, hours-old tracks in the snow. A TRACKING roll

will identify the markings as orc or hobgoblin-prints (and if

made by 3 or more, the additional heavy boots of a human),
o' and also allow the PCs to follow them.
e "}p GM 5 Note: If the PCs miss this encounter, theyll miss their chance
: it finding Fat Farlsbag. This may be perfectly acceptable to the
ey o " GM, as Fat Farlsbag doesn’t play a big part in the finale of the
?". ; , ¢ adventure, especially now that the PCs have discovered Davihn-
it Karr. If the GM prefers to have the PCs confront the outlaw,

; he can either make the tracks more obvious, or plant one of his
'," . hiolgoblin henchmen on the path, who immediately runs back to
Noal o8 ;F’ﬂrlsbagk camp to alert him to the presence of the adventurers.
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- Hobgoblin Henchmen

ST 12 HP: 14
DX 10 Will: 10
1Q 8 Per: 8
HT 11 EP:d1

Basic Speed: 5.5 SM: 0
| Move: 5
| Dodge: 8

Traits: High Pain Threshold, Combat Reflexes (leader only) |
| Skills: Axe/Mace-11; Crossbow-12; Knife-11; Survival-9.

| Equipment: Half have hatchets (1d+2 cut; Parry-8), others
have a crossbow (1d+3 imp; Acc 4; Shots 1(4)) and knife
(1d-1 imp; Parry 7). They wear winter clothing (DR 1).

As the PCs follow the tracks, a PERCEPTION (HEARING) roll
hears a distant scream of anguish and pain. The path winds
and tightens, and then opens into a steep cliffside encamp-
ment, with a single canvas tent near a mountain wall. This is
one of Fat Farlsbag’s mountain shelters.

Fat Farlsbag himself is inside the tent, dining on venison
stew. His six hobgoblins are looting a recently-deceased hob-
goblin who didn’t survive long after the battle. A hobgoblin
captain holds a rope tied to a tied hostage, ALDARA VEY,
who looks battered but still defiant. Tied up on the ground
against a large boulder is her liege, COUNT CONRAD
MANNHEIM. He’s barely conscious, missing a hand, and
is horribly bloody. A hobgoblin leers over him with a knife,
threatening to cut out his eyeball unless he tells him details
of who to demand ransom from for his release.

If a hobgoblin sees the PCs, he’ll shout to his comrades. Two
of the hobgoblins have crossbows, and will train them on the
most dangerous-looking PCs. This will attract Fat Farlsbag
who angrily emerges from his tent, stew dripping form his
mouth.

If he thinks he’s outmatched, Farlsbag orders his hobgoblin
captain to drag Aldara to the cliff edge, threatening to toss
her off the sheer cliff, unless the PCs give them all their ra-
tions and throw their weapons away. But Farlsbag is treacher-
ous, and if he gains the advantage, he'll order his minions to
capture or kill the PCs.

If the PCs defeat Fat Farlsbag and his henchmen, the surviv-
ing hostages will be grateful. Aldara is a capable half-elven
tracker and survivalist who was serving as the bodyguard for
Count Mannheim. She has grown weary of the mountains,
and wants nothing to do with them anymore. More impor-



tantly, she knows the way out of the mountains, and can show
the PCs the three-day journey that will take them to a nearby
town. While she’s a loner, on a Good reaction roll or better,
Aldara will accompany the PCs. The GM should feel free to
develop her role as an NPC, especially if the PCs need addi-
tional Navigarion or AREA KNOWLEDGE (ZARAK) help.

The second hostage, Megalossian noble named COUNT
CONRAD MANNHEIM, lies in pain on the ground. He
was grievously wounded during the battle, and probably will
not survive the night... especially since the orcs amputated
one of his arms to eat for dinner. He’s at -20 HP and is mor-
tally wounded; he will die within 30 minutes unless he criti-
cally succeeds a HT roll (he has HT 11) or the PCs somehow
perform lifesaving surgery or use magical hearing (e.g., Stop
BLEEDING or GREaT HEALING). If saved, he will be grateful,
and offer the PCs a reward of $1,000 if they escort him to a
nearby town. Traveling with the count, however, will slow the
PCs down, and the smell of his wounds risks another yeti at-
tack, at the GM’s discretion.

St. Bernard’s Peak

As the PCs head towards the beacon, they will turn a bend and
see a huge peak in the distance. The peak looks vaguely like a
man with outstretched arms. An AREA KNOWLEDGE (ZARAK
or MEGALOS) roll will identify the mountain as St. Bernard’s
Peak after its shape. The peak is a well-traveled pilgrimage
location for the Christian dwarves and men of Megalos and
Zarak. More importantly, this peak will help orient the PCs
towards civilization. A NaviGarion+3 roll will enable them to
trace a route towards the mountain and its main road that will
take them south into Megalos.

Davihn-Karr and the
The Golem Veined with Platinum

After a few hours journey towards the beacon (or via the tug
of the axe Kahd, which will soon be yanking its owner along

briskly!)

-

| I'Zor'zah the Azure

WaST 13 HP: 13
Ii- DX 12 Will: 14
1Q 14 Per: 13
HT 13 FR:E6
Basic Speed: 5.75 SM: 0
Move: 5
Dodge: 8 Parry-8 (knife)

Advantages: Absolute Direction; Acute Hearing +2; Danger
Sense; DR 2 (tough skin); Dark Vision; Hard to Kill +1; In-
jury Tolerance (Homogenous - his body is like half-frozen
flesh); Magery 3.

Disadvantages: Curious; Fanaticism; No Sense of Humor;
Truthfulness.

Skills: Area Knowledge (Zarak)-15; Body Sense-13;
Knife-13; Metallurgy-16; Innate Attack-13; Sculpting-13.

Notable Spells: Agonize-16; Alarm-16; Charm-16; Coun- |
terspell-16; Create Water-16; Daze-16; Dispel Magic-16;

|’ Emotion Control-17; Enslave-16; Fear-17; Foolishness-16;
Pain-16; Seek Earth-16; Seeker-16; History-16; Sense

| Emotion-16; Sensitize-16; Shape Earth-16; Sleep-16; Snow-
shows-16; Spasm-16; Stun-16; Trace-16; Ward-16. He also |
commands various Enchantment spells.

Equipment: Light reptile-leather robes (DR 1), fine, large
knife (Puissance +1, 1d+1 imp), diamond powerstone,
miscellaneous rings and bracelets worth $1,500.

Born two-hundred years ago, I'Zorzah has been obsessed.
with his theories on platinum golems and platinum earth
elementals. Until this day, he has lacked the materials and
labor to complete his experiments.

As the PCs summit the lip of a valley, an awesome sight will
render itself — a three-story statue of a great, bearded sor-
cerer, made of marble, and veined all over with grooves. A
few hundred yards behind the statue is the entrance to the
Davihn-Karr itself. The mine’s great doors are detached, and
lay buried in rubble and snow, cracked and fallen. Dozens of
ancient dwarven mine carts lay turned over and broken near
the entrance to the mine, as if vomited up by the mine itself.

A scaffold surrounds the great construct, and half a dozen
slaves climb the scaffold carrying chunks of rock, depositing
them in a large cauldron at the top, which burns with blue
fire. Elsewhere, more slaves push mine cards of the rock to
the base of the statue.

At the top of the scaffold, a robed man, blue-faced, wear-
ing an iron crown, and white fur robes silently watches the
procession. He occasionally gestures at his cauldron, heating
it to just the right temperature. This is 'Zor’zah the Azure.
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Ironmouth Spiders
ST 44 HP: 14
DX 12 Will: 10
TG R 0 b
HT 10 FP:10

. BasicSpeed: 5.5 SM:0

I Move: 5 Razor Mandibles: 1d+1 cut
i Dodge: 8 Leg Swat: 1d+2 cr (skill 11)
{

Traits: Clinging; Combat Reflexes; DR 2 (chitin); Extra At- |
tack; High Pain Threshold; Night Vision 5.
Skills: Brawling-13; Climbing-14; Stealth-12; Survival-12.

All around the statue are dozens of slaves, mostly orc and
half-orc, a few human, goblins, or dwarves. Some are even
dressed in the uniforms of the peasant militia that set out to
capture Fat Farlsbag! Their eyes are pure white, their minds
gone (a THAUMATOLOGY roll will identify this as some kind of
variation of the ENsrLave spell). Some haul rocks away from
the base of the statue, others use picks and hammers to mold
the marble statue into greater detail. (This is a great spot to
introduce one of the PCs’ old friends or allies — perhaps even
Ott the dwarf from earlier in the adventure — as one of the
I’Zor’zah’s slaves!)

PCs who study the area may notice a few additional details:

* A THAUMATOLOGY roll successfully identifies the statue as
a pre-enchantment golem. If the roll is made by 3 or more,
the PC will recognize that I’Zor’zah plans to use the essential
platinum as a part of the golem to give it some kind of spe-
cial ability. If the roll is made by 5 or more, the PC will de-
duct that the essential platinum will allow the golem to move
through any stone or metal less-precious than platinum.

* A GeoLogy roll identifies the chunks of rock as those that
carry metal, likely platinum. A Thaumatology roll reveals that

‘the, strange blue fire seems to be smelting the platinum into a

2 rare, new essential metal.

‘IIThere are two man-sized, white spiders nesting in the scaf-
foldmg They can only be spotted with a PErcerTION (VI-
~SION) roll vs. the spider’s Stealth-12. An ARCHITECTURE+2 or

# appropriate ENGINEERING+2 roll reveals that the scaffold is

w‘/

. ::",‘ ’P

not especially well-made (DR 2, HP 130, combustible) and
could perhaps be collapsed with enough damage to its single ,
[éad-bearing main support (DR 7, HP 30).
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' Mind-controlled Slaves
STI%o 40 NP 10.(5)
DX 10 Will: 10
1Q 10 Peri10
HT 10 ER#.0

5 Basic Speed: 5 SM: 0

Move: 5
Dodge: 8

Mine tools: 1d cr
Punch: 1d-3 cr

Traits: None to speak of. !
Skills: Axe/Mace-9 (default), various trade skills.
Equipment: Tattered clothes, furs, and occasional leather
armor (DR 1).

If the PCs try to interact with the slaves, the slaves do their
best to ignore them and carry on their work. If, however, a
PC is violent or intimidating towards a slave, the slave will
run up the scaffold to inform I’Zor’zah of the PCs’ presence.
A DispeEL Magic or REMoVE CuURsE spell will break a slave
from their daze. An orc slave will take advantage of his
freedom to flee into the mountains. A human slave will
beg the PCs to run and help them escape. They all fear
I’Zor’zah, and know little of his operation other he hates the
“crystal wizards,” as he calls them, and that he is preparing
platinum for a powerful spell when the statue is complete.

IZor'zah is too focused on his essential platinum to pay
much attention to the PCs, unless they do something to ob-
viously catch his eye, like harming a slave or materially inter-
fering with his operation. If he does see them as a threat, he
will confront them and try to use his mind control magic to
capture or enslave them. I’Zor’zah will avoid using his slaves
as combatants (preferring to lure PCs near the ironmouth
spiders, who he allows to eat weak slaves), but will order
his laborers into combat if he becomes desperate (the GM
should treat them as unarmed, average people but with only
5 HP as they are weak from the cold and hard labor).

If the PCs tarry too long, within an hour, I’Zor’zah will be-
gin pouring the essential platinum into the golem. The thing
slowly comes to life, veined with the shining substance.
Fighting this creature will likely be a lost cause for all but the
most powerful or clever adventurers.




The Finale

There are several potential endings to this adventure. The PCs
can confront I’Zor’zah and attempt to slay him — his death
will release the minds of his slaves. They can also attempt to
destroy his statue, either before or after it is animated, but
this will take some a clever plan or powerful magic (such as a
SHAPE EARTH or an EARTHQUAKE spell).

Lastly, the PCs can retreat (likely with Aldara’s guidance, or
using St. Bernard’s Peak as a landmark), alerting the nearby
towns to the danger of the azure wizard. However, within a
day or so, I'Zor’zah will test his golem on a nearby human
settlement... before tasking it with destroying the wizard cult
he despises.

After the Adventure

Each player should receive 1 to 3 character points for good
roleplaying and creativity. If the players managed to capture
or kill Fat Farlsbag, add another point. If they destroyed the
statue or otherwise stopped I’Zor’zah, add another point.

Extending the Adventure

There are few open areas of the adventure, ripe for the GM

to add detail:

The Sorcerers of the White Crystal Peaks
I’Zor’zal’s motivation is to destroy the wizard cult he hates,
the Sorcerers of the White Crystal Peaks. They don’t make
an appearance in this adventure. If their name comes up, a
History (MaGic) or THAUMATOLOGY-5 roll will reveal that
they are a small group of hermit wizards who mostly keep
to themselves, studying powerful ice and weather magic, and
occasionally dabbling into necromantic arts. They would be
entirely unknown except for some occasional raids they make
into dwarven or human settlements to capture slaves for their
invisible tower in the mountains, the White Crystal Spire.

Regardless of whether I'Zor’zah survives the adventure, the
_‘_.'*gP,C*s_‘ can track the Sorcerers down to inform them of the
Sl ‘:t“h'r‘cat. This may earn them their thanks, if the PCs actually
save their tower from danger. On the other hand, if the PCs

. ~ate seen to be threats to them (for example, revealing the lo-
Fieo . cation of their hidden tower), the Sorcerers will make good
Z ':—'. “Enemies for future campaigns.
¢« The Mine of Davinn-Kahr
oy g e 18 the PCs rid the land of I’Zor’zah, they will have discovered
'g_. 3 " ! legendary dwarven mine all to themselves. This could have

veral repercussions:

[ NEW MAGIC ITEMS
|

¥

¥

Dwarven Beetle Oil

Despite its name, this greasy black liquid is created from
the concentrated blood of cave-dwelling ironmouth spi-
ders. (Dwarves, careful with their secrets, would never call
this oil by a more obvious name!) When applied to a metal |
blade, the oil imbues the weapon with magical sharpness
that lasts one hour, increasing the blade’s damage by +2. It
has no effect on crushing weapons. Ointment only. $300
in materials, 2 weeks. Cost: $500/$1,500.

Davihn-Karr Platinum
It was said that the mine’s platinum, when forged into |
the chains and brooches that held powerstones, would
cause them to charge the magical devices faster. This is |
somewhat true... if turned into Essential Metal, the plati- |
num will charge the first point of an empty powerstone in
a quarter the normal time.

I’zorzah’s Diamond Powerstone
Izor'zah has an immensely rare, diamond, 100-point |
powerstone. The stone, however, has two crippling quirks.
First, it only works for enchantment. Second, it immedi-
ately broadcasts its location to ten random undead sorcer-
ers, who can then use the powerstone as if it was their
own, from any distance, for the next hour.

|
| The Golem Veined with

Platinum

ST a5 HP: 50
DX 14 Will: 11
1Q 8 Per: 8
HT 14 FP: 14

Basic Speed: 5.75 SM: +4 (35’ tall)
Move: 5 Punch: 4d cr, Parry 9
Dodge: 8

Advantages: Doesn’t Breathe; Doesn’t Eat or Drink; Doesn’t
Sleep; DR 12; High Pain Threshold; Immunity to Metabolic |
Hazards; Injury Tolerance (Homogenous, No Blood); Per-
meation (any metal or stone less precious than platinum);
Single-Minded; Unaging; Unfazeable; Vacuum Support.

Disadvantages: Automaton; Cannot Learn; Disturbing |
Voice; No Sense of Smell/Taste; Reprogrammable; Social
Stigma (Valuable Property); Unhealing (Total); Unnatural;
Wealth (Dead Broke).

Skills: Blacksmith-9; Brawling-12; Forced Entry-12.



* The PCs can take ownership of the mine. While the rare
platinum has mostly been mined ages ago, there is enough of
it left to make rich men of the PCs. However, running a mine
is a complex operation. The PCs will need to attract laborers
to this far-off location, and repair the broken mining machin-
ery, which could cost tens of thousands of silvers. Further-
more, they'll face claims by dwarven royalty, who claim the
mine as their own, and will be willing to take it back by force.

* The PCs can bring the location of the mine to the nearby
Dwarven lords. This will earn them a good Reputation among
dwarves, and likely a Patronage. The dwarves will pay hand-
somely for the location (thousands of silvers, or perhaps a rare
item from their vaults).

* In a Dungeon Fantasy campaign, its likely I'Zor'zah has
turned the mines into a labryinthine, monster-filled, dun-
geon. Great rewards await the adventurers who can clear it
out of the remaining orcs, trolls, hobgoblins... and the sleep-
ing dragon that lies dormant in the bottom chamber.

Adventure Notes

Note that the characters in this adventure use the “Knowing
Your Own Strength” optional rule from Pyramid #3/83.

For more one-shot adventures and VTT assets, visit
www. Ishotadventures.com. If you enjoyed this adventure,
or ran it for a group, all the author asks is that you give a
shout out and let me know how it went. Please post a note on
www. Ishotadventures.com.

Disclaimer

The material presented here is an original creation, intended
for use with the GURPS system from Steve Jackson Games.
This material is not official and is not endorsed by Steve Jack-
son Games. GURPS is a registered trademark of Steve Jackson
Games. All rights are reserved by S] Games. This material is
used here in accordance with the S] Games online policy. If
you're not familiar with GURPS, a free lite version of the rules
can be found here.

v1.0 - Original GURPS release (May 2019).

* v1.1 - Formatting updates

v1.2 - Formatting updates, balance updates, bookmarks,
new portrait art
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https://www.sjgames.com/general/online_policy.html
http://www.warehouse23.com/products/gurps-lite-fourth-edition
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' fAT fARLSBAG ‘

Wanted dead or alive for kidnapping,
bloody murder, freason, torture, arson,
- and 5enel’al boohéan»-vly

Sy
R

Handout A - Wanted poster for Fat Farlsbag (give a couple to the PCs at the start of the adventure!)



Handout B - Bronze plate on the chest hidden in the yeti cave



~ Name Enpqs Loom

UGN EAVIE R

Appearance Cood—anwed byromancek loves |mmg|nmg‘ mixed company mnol inappropriate iokes
7 T 7 T T 7

Player Point Total 150
Wt 150 Size Modifier O Age 29 Unspent Pts O

CURRENT

S

ST||0|(-1 HP

0

DX |17 [0 ] WILL} |

1Q |15 |[~] PER|]

5
5

CURRENT

HT|10|[c1 FP| T

MOVE

BASIC LIFT (ststis 20 lbs DAMAGE Thr

-2 sw__ 1

BASICSPEED 5.5 [ (] BASICMOVE __ 5 [

ENCUMBRANCE

ACTIVEDEFENSES \; Status

1

{.. REACTION MODIFIERS

“\JAppearance

Light (1) =2xBL  _40
Medium (2) =3 xBL _60

Heavy 3) =6 xBL _120 8
X-Heavy (4) = 10 x BL _200_

None (0) = BL @) Dodge

Parry

J

Block | ?Eputation
+ iSmat

+] from Merchant skil (when buging or sc“im)

[ p— p— p— p— p— — e fe— p— p— f—

ADVANTAGES & PERKS
Chmrismm ]
B (4110 ol HT vols)
M%crg 3
DISADVANTAGES & QUIRKS

Enemg (ﬂne lC@'OMS wimv‘d Ko Konmgm cqum| bowen 9 or |ess)

)

Jmmesiwness (17_o less)
Qbm&&m(ﬂﬁd@ﬂbwﬁ\cn Brgnmor)

V‘ﬂM|

F@scindfed [Qg consTe”@Jﬁons dmws ﬁhem in Lmerjiou
i 14

MLMMEME@QQJ
FMSCiHMTCOI \I\Jiﬂ\ dWﬂV‘VCH ClAITlAV‘C (\/\)OIAH |0\IC TO |60\l"ﬂ ﬁ'}& |mnguzlge)

LQ&L@ cgoufu clo hf& (and @pmmgl v-ibloons)

Qn@kmm_almmwn CUPSE, \I\JOV‘{JSI 'DlAT USES ﬂnem opfen

P — p— p— p— p— — e e pe— p— p— —

L T e S e T T Ty S A =)

L L T e T e e e L S Ry B

SKILLS
Name Level
Broadsword 2 [ |
Fast-Talk (+] when mm!(ing Influence rols) [ | |
lnnafe Affack (efs and Beams) [CEN| 1
londte Affack (prgnecmes) 7 1 1
Merchant 2 1 ]
Nafuralist [} 1
Qecufism 71 11
M (Horses) I 1 1
Smggﬂ’ng 71 1
Staff nr 11
Thaumalology B 11
[ 1
[ 1
[ 1
[ 1
[ 1
[ 1
[ 1
[ 1
[ 1
[ 1
Languages Spoken Written
H_W}hs% Native Native [O0]
[ 1]
[ 1]




HAND WEAPONS
Weapon Damage Reach Parry Notes Cost Weight
@] ANTASY e e e ——r T 7 500 s
-l cr
CHARACTER SHEET
RANGED WEAPONS
Weapon Damage Acc  Range RoF Shots ST Bulk Rcl LC Notes | Cost Weight
Fireball (spel) 1d-94 ] 250 - - - - - - - - -
Elame. et (spel 1424 R S -
_ S
- ij:’“ ! from th,
Jelof
Y opell
e &% at Looep 154
SPEED/RANGE TABLE HIT LOCATION SPELLS
For complete table, see p. 550. Name Level Time Dur. Cost
Modifier Location | | Apporfafion Reglar 15 [ 7 1 1 1 min I
Speed/ Linear 0 Torso | Cregte Five frea ¥ T T Tf 1 lwn 20df
Range — Measurement 2 Amvleg Dl Usion Rglr ¥ [ 11| 1 1w 52
Modifier  (range/speed) -3 Groin R 7
4 Hand Exinguish Fie feea ¥ [ 1 1| L Pem 3
Close  0-5yds o 5 letos Firebal Msle 15 [ 2 1] 1 st 13
-7 Skull Fireproof feea M [ 1 1) 1 Tday 3
E]mc JCT Qeau|r4y\ ]4 [ ] ] 1 1 sec T+
short 020w 3 Wimp or Pi atacks can| | Eing Wlegpon Regle ¥ [ 1 1|2 lwn 4
target t vgltals at -3 or HﬁﬂT Qﬁﬂulﬁ!‘ ]4 [ W ] ] ] min 1+
Medium  21-100yds -7 || lgute. Fre Reglr 15 17 1| 1 lsew 14
MONEY Keen \sion Qﬁgmlm ]4 [ 11 ] 1 min 2/
Long 101-500 yds -11 Lend Enerau pﬁgulmv‘ ¥ 1 11 | Deom ]+
Lend \)ﬂ'amaglj Qcauﬁuﬂ ]4 [ ] ] ] ] |now +
Extreme 501+ yds -15 hg” Qe9u|m' ¥ 11 ] 1 min il
MMQLHMJM@ Qeau|ar 15 [ 21 ] Perm -3
i T\)isi(m pmul/u- 14 [ [ ] | 1 min 2]
(it ot st | G0 mﬁw (P hmSad B 121 - -
Sﬂnﬁgﬂm\grr e ¥ I 11 | lnstant 3
CHARACTER NOTES . T ¢ ¢A_ gmse Emoﬁon Qegull)lv‘ 14 [ ] ] l |nSTﬂlnT 7
e ¢ v(i) v ‘oro“nﬂﬂ B\mjnmoﬂ Two years “ Sense Foes Area ¥ 1 1 ] Insfant ]
| s It bt \oenw\ 1o bim Fle wos iy~ — gl'mpe Fire frea ¥ [ 11 ] Imin  2/half
Yo drf e 7 50 mage Jacde Hormant®, [ f\Jamprth Reglae ¥ [ 1 1| __1 Lhow 211
ing with Tha arrogant oS s house. i [ 1
gna fhen one do\g,, e )\AST vomls\ned Lrom his . o : ].
ot\Qo sqn of bim el for cmp\damt\e\’::o\ fo, [ 1
for of Bt Farlsbag You W“Jﬁonse : [ 1
e oot vd mp\mo\ fo answer your Gues \or\s,b - : :
»M i - der? Or did that Jao\\ou\s wieaed : .
\Was T o magieal ¢ our farmly! O _ ]
o Vorvght By ek v 0 5P| TPOSSESSTONS .
ore, wert affer Farcbag atter | [Ttem Cost Weight
mape LEg furned vp dead neav $he well a fow Ledther armor ( b00|31 and armms) DR 2 $150 14 lbs
e JV““”‘@‘;S\? lwd some more cher w09 1131 e (wih bbons) DR 1 40 2 lbs
ek e ‘50“. I oul Bulf in the meadime, | Sall saitchel Holds 15 lbs. | $20 1
2 duiner T figure s ¥ ’(.ke Answers gowse\?, and Opa| powersTone bracelel (5 poinTs) $280 - |bs
Spelty £ ‘{::M going oo o t darfs vith £t Farisbag. Worn journal ) — lbs.
01, bime free,
;ﬁ"% 10-1 jﬂ%&a , &
pelly 154 01 ang eobios
Sl i Totals: $990 19 Lbs.




_ Name meqen Kmqe

Player

Ht 60’

DUNGEONIFANTASY

wt 60 Size Modifier O

Age 22

Appearance A dW‘l( €M€d TY‘(AC[(&V‘ mnol M\ﬂgCV‘ L]O DV‘CP&V‘S CITCS ﬂﬂd CMSM ]OL)S (lﬁg_ﬂd or HOﬂ

Point Total 50
Unspent Pts 0

CURRENT

ST |17
DX |17
Q|12
HT |10

[x] HP||?
[« ] WILL| 12
[o] PERIIS .
(o] FP[10 |

BASIC LIFT st«stys 29 [ps DAMAGE Thr __)J-1  Sw__14+2 [. REACTION MODIFIERS
BASICSPEED __ 5.5 [ (] BASICMOVE __ 5 [0] 5
T CTosNAppearance 0
ENCUMBRANCE ACTIVE DEFENSESi ‘ \’\\\ Status - from Sociod gTi_gmm (Crimingl Qccoro])
None (0) = BL @) Dodge Parry Block | ~R§p“taﬁ°n +0
Light (1) =2xBL  _58_
Medium (2) =3xBL _8&/
Heavy (3)=6xBL _14 9 10 -
X-Heavy (4) = 10 x BL 290
ADVANTAGES & PERKS SKILLS
[ 1| |Name Level
Dﬂ@w Sense [ ] Acrobatics 0 1 ]
Fit (+11o ol HT rols) [ 1 ACM [ | ]
Mﬂgpk‘lj 2 [ 1{|Bow [ 1
[ ] Broadsword B ]
[ 1{|Cimbing 21 21
[ ] Fast-Diraw (ghorTsworoD 2 [ |
[ 1t Ad 71 11
[ 11 | Forced Enij 7 1 ]
[ 1| Kafe 71 1
[ 1| | Knot-Tying 12 [ 1
[ 1| Micey (B Cals) 0.1 11
DISADVANTAGES & QUIRKS Navigafion (Sea) LT 11
Bloodust [ ] Smmﬂns%ip 12 [ 1
QQmpMIﬁM;_B_QLMMQLEIDm_GZ_QL[&ﬁ)— [ -5 1| Stedth 21 721
Curious. (17_op less) 1 QWIM 0 I ]
Greed (12 or less) [ 1 IbmmjAkmpon (Knife) 21 1
Social gﬁgmm (Criminal Record ng|_mt4.— dl a misuno]ersfmno]mD_[ | Tmcl(mg [ 1
[ ] Tm!os [CE| 1
Never admits that he's low on cash [ 1 L ]
En;oqs |oo‘<mg for (and Dom@ ouf) secwffm oncms in buHML[ 1 [ }
Hmﬁ_spd'_&ummml
Eﬁfﬁtﬂb_hm_pmmnﬁ_m_dml_md_mmgm_dmd— [ } L ]
M—M—@M ]| [Languages Spoken Written
[ 1 Msh Nafive Neive [01]
[ 1 [ 1]




HAND WEAPONS
Weapon Damage Reach Parry Notes Cost Weight
@] ANTASY I e e P S O B 00 AN
imp
Do\ er la- i‘mlo C 8 gl(l" 2 %ZO 025 "06
CHARACTER SHEET - I
RANGED WEAPONS
Weapon Damage Acc Range RoF Shots ST Bulk Rcl LC Notes | Cost Weight
Short Bow w/ Quiver ] imp 2 gozd0 1 1(2) 7 -6 ~ - 10 amows | $50 3 |bs
SPEED/RANGE TABLE HIT LOCATION SPELLS
For complete table, see p. 550. Name Level Time Dur. Cost
Modifier Location | | Apporfafion Readar 12 [ 11 1 1 min I+
il;eed/ " Linear . g 1];(1)':181;1 Blae Rgle 1 [ 1 1|1 T
nge easuremen - eg . . §
Modifier ~ (range/speed) -3 Groin Mﬂuﬂm@ﬁ Reploe 12T : 2 2
4 Hand Dml(ness Area l'? [ 1 ] ] 1 min 7
Close 0-5 de 0* -5 Face _Dﬂlt’, Q&9M|W‘ "Z [ ] ] Z " min —6
5 Skall Fodishness Reglar 12 [ 1 1[ 1 lwn 15
Hush Reglae 17 [ 1 1] 2 10K 2/
sh 6-20 yd 3 . 4
o e mp or P attacks can| |t Reglae 2 [ 1 1| 1 Sedtd 2
X e?]zgseat Ygl als at - or @H’ Qcau|_m' ]Z [ W ] ] ] min ]
Medlum 2 1-100 yds -7 : _l‘QﬂkmﬂﬁTﬁy‘ pﬂgIA'MV‘ ]Z [ ] ] ]O - —6
MONEY M@gg;gimmn Qegmlmw | 1 3 1 min 3
Long 101-500 yds  -11 _Mﬂgﬂlocl( Reglar 12 [ 1 ] 4 6 brs 37
Phin Reglae 2 1 1 1| 2t 2
Extreme 501+ yds -15 hield Qe9u|mv~ | 1 1 min 2-8
Si|ence Area 72 011 1 ] 1 min 2/
Sound Reglae 17 [ 1 1| 1 Sesee 17
wpemaitnseoal o Bulieof e woapon " $5 Spasm Reglar 2 [ 1 1[ 1 bdadt 2
- Q‘I’Mn Qfgulm\ ]7 [ " ] ] |V1§TMV1T 7
CHARACTER NOTES ___ e N @ Joth | : }
T ,\,a ide how 0 Al Y )
| Your ahers m\anmc\:‘oods of Cailness frading  — [ 1
| SPC“T surEee in Craine. Now — [ 1
s, and e winfers Judirg mmg\c ton “so whal [ 1
t _ g % wer The ques 0! . .
2 bR \0\’)60\ ‘t;” :\s@; Exoert fecing deep 9“‘“ [ ]
» n 3 —
doopt 82t v o 9P L
| over whal st napp . cecure, You ol [ 1
insure At his Adnem cooin Was i 0 e [ 1
¥ ko\ua 90“6“ \T PCY'GCOT “ was N ﬂ(\e W; % 2 bw\% ¥ [ ]
e, and al e vecded prdecton From -l | [POSSESSIONS
5 .\‘Lﬂ C(’Mﬂonm\l D\ICV‘CDV\PiACV\T bﬂ\na“’- B‘A 4 lﬁ\ b Item Cost Weight
i ol o Baled uhen Faf Forso09 (o ther qvmon legs, arms (DR 2) Torso $210 16 lbs
flgur pecn 0 o s 4
cardd 5 o, 3016 L bl (DR o the back Back | $20 2 s
brdke m, o4 or orng To ypur {ithes he hod Lmﬂgﬁm (DR 2 ] H_/m(JQ %30 = |bs
wrk. When 44 wu\ et each o 1o track oress ! Pesongl basics (food, efc) B@g $5 1 lbs
Yhe vig adviee - \n\ i down Cod-damned buchers” Small safchel (holds 15 lbs) Torso $20 1 lbs
Shells o 50 on, \’WQ‘“T you it Ledther bodts (DR 2) Feef 0 2 lbs
5% 10-14
Spel, 15, o cnd g Totals: $ - 77 Lbs.




Point Total 50
Unspent Pts 0

Name Km CoxoloerTong Player
Ht 49” wt 80 Size Modifier O Age 66
Appearance Formidsble dwarven merchant, a|w_mms rcmdm with [mg ideas and bi igger slories

UNGEON[FANTASY]

sT{ipl-1 BR[| |
DX| 12 [« 1WIL{ 12|  []
Q|12 |[+1 PER| ]2

CURRENT
HT|1Z|[v] FP|ME| -]
BASIC LIFT stxsns 3 s DAMAGE Thr __ -1 Sw_ 13+2 N Rmcmnnommks
BASIC SPEED __ 6.0 [ O 1 BASIC MOVE 5 [01] _
‘ CTosNAppearance
ENCUMBRANCE ACTIVE DEFENSESf/ ‘ \’\\\ Status +|
None (0) = BL @) Dodge Parry Block | %putaﬁon +] Adificer (Prom yourr cliens)
Light (1) = 2 x BL 8 + lder (Prom workmen)
Medium (2) =3 xBL _17 +] from HoncsTg (when known), +3 (when honor involved)
Heavy 3) =6 xXxBL 2% 8 9 9 + fn e rlerin |
X-Heavy (4) = 10 x BL_30 (Shield) -1 Prom Sfubbornness
ADVANTAGES & PERKS SKILLS
Acute Hcgrmg +2 [ 11 |Name Level
Acuite Touch +2 [ 1 Accourtling 10 [ ]
Luck (rerol fiwo esfina Times, once per hour) [ 1 Avchitecture (includes +1 from Master Buder) |2 | |
Master Bulder 1 [ 1 wqrmowg (Melee \/\Jc@ons) (Includes +1 from Afificer) 21 1
+ _ 1) [ 5 1|8/ Mace (inchides +1 Lrom Duarf) B 21
Wlealth (Comfortable) [ 10 1{|Brawling 2.1 11
[ 1 Engineer (Civil) (Includes +2 Prom Artificer/Masfer Bulder) 2 [ |
DJNMHQMM@M_QQHMM_DQJ* [ 1 | Jeweler I 1
MML&&Q&D@W@.&&@I@MO_ [ 1 + It der) 4 [ 1
EQﬁQﬂ + '2, (;y:ﬂml nlolerance Eon Qjc(m (‘j serliness, — !lm[g [ 1 Melr‘clqamT (includes +1 Prom D\A_)@V‘P) B [ |
Stubbornness, gugn@Twc Gear (Aves), Arfificer | STH HTH) [ ] ing 7 1 1
[ 1[Search [ 11
DISADVANTAGES & QUIRKS Shield 2.1 11
Delusion (Heir 1o a lost dwarven kmgdom) [ 1 Swith (Lead & Tin) [ | 1
Honesy (12 or less) [0 1] | Survival (Mourtains) Ir 11
Wlufz (once_per day make a DY voll s and iy aukuadress) [ -5 1| | Theown Weapon (Aie) B2l
One Hand (-4 f fasks tha usualy regui tio bard) [ 15 ] [
[ 1 [ 1
Lm@_mdm_mdm@mleﬁwc books [ ] [ |
Fond of kids ] [ 1
nogs gooo| L\@ngmgs - marks the good ones on his calendar [ 1 [ 1
Doesn' lke the widerness, bt DrcTends o ] [ |
Mﬁm@_&p@p{gﬂ@mﬂ&p&mﬁ_&ﬂkﬂ_ [ 1| [Languages Spoken Written
[ 1 Dwaruish Native Nafive [O0]
[ 1 ﬂ_@hsh Accerited Uterdte [ 4]
[ 1 [ 1




DG T
Dam,
CH —— age  Reach
ARACTER SHEET Fine ave. Focllauer” o ach Parry Notes Cost
: 1 Wei
ch SWW\” ﬂ']V‘OWing axe Zd 9u gkl" ]3 %Z elght
RANGED WEAP nfe aif ] ) 4 |
Weapon ONS H“Z im‘b C 96u %Ki ]3 § ]ZO S
Eine smal Throwi Damage L8 3 5
A bs.
Powing axe. 2J et ]cc Range RoF Shots 0 0.5 lbs
1218 ST Bulk Rc
] ] 10 -3 1 LC Notes Cost
_ B ) ) S Weight
SPEED/RANGE
TABLE
For complete table, see p. 550. HIT LOCATION R
’ OR & POS
Speed/ . Modi It SESSIONS
Lin odifier Locati em
Ran ear ocation . |
MOdiigin x;lalsllrement g Torso EmmMMd (DR 4,2 s crushin ) Location | Cost
ge/speed) 3 Arm/Leg edther sleeves (DR 2) Y Torso 900 Weight
Close 0 4 Groin e (DR 2) Arms 0 4 lbs
yds 0* Hand Ledther and P Hand 6l
5 Face Sl ur shoes (DR 1) ands | 15 5
Short -7 Sku al backpack (hlds 4 Feef ¢ = lbs
6-2 1l s 40 lbs) 40
0 yds 3 I EQ@MLbﬂSics (Food. efe) ° Torso $6O 2 lbs
Medi et Pi attacks can Rope (3/8", 10 yards) By | 95 3 bbs
um  21-100yds -7 eyes at Y;tals at -3 or [\é\J00| Haln[(ej' Bag 45 1 1lbs
: ine wool nighfeap (rainbow sl Bag | $5 S lbs
Long 101-500 yds -11 COINS Gold and emeral V‘ingm B ST”Ped) Bmg_ £50 2 ks
e $7O Thumb %300 : |I|ES
me 501+ yds 15 $SO S,
8500 (dhp gods)
* in melee combat, ra 3 '
b
; FMT FMY‘\S%&V‘Q’S‘W\CY\ SCT ?W‘C t() ‘jO;AV‘ S‘I\OP in 0\9\%‘ :
‘» -“\C !A\AV\(A&V‘L\CM()C(A la\OTS A'\o\r\”( even ‘ODJ(‘(\CV‘ -\—0 STCO\\
ue W\CV‘C‘IW\Y\(A:\S& bC?OV‘C “\Clj \owneo\ ﬂ\ﬂ P\MCC, 80
\jO\A \no\d TO spcnd \I\JCC\( PiG\QY\) 0?9 -W\& mo“cn -“V\ ﬂ(\d
Sl\\ICV' MV\A go\o\ ?Y‘OW\ \NMMT WAS \6{'\\— OP ‘“\C P\MGC. F\m\
Hhen fheee \o\o\s how up \oeo\JYen wvdwea i i in the
» middle of fhe Town, with “E's canved info Tneie flesh
| Time, for this murderin spf(?o\ce 1o hang Vou haven
pic\«,d up TmsT\j Foe("\o\lﬁev‘ since your \oridge—\ow\amg
Aﬂlﬁ& - over & (ACCO\AC now — b\lx SL\&’S SGV‘CMmiV\Q
POV‘ b\OOd, 0\no\ \ﬁO\A (AOY\* care \? \jO\A LW\\IC TO STOMP
MHTM\HS -\’0 91\16 LW,Y‘ WMT T
otals:
$18%0
77 Lbs.

Acr0sS A \(\\AHAV‘CA Ml\&& OP Mo

S\(\C Y\&CAS\,




Name Sir Hm|scm4 of New gbemer

Ht 5) ))

wt 180 Size Modifier 0

DUNGEONIEANTASY

Point Total 50
Unspent Pts o

Player

Age 44

Appearance A Trc|ess MIM veleran known for |n|s JWMMMM

CURRENT

ST [«] HP

15

DX
1Q |10

[0 ] WILL
[0] PER

|
10

CURRENT

HT|IZ|[+]1 FP|IZ

[

]

BASIC LIFT st«sts 54 [ps DAMAGE Thr __ 14 Sw_ 24-] N REACTION MODIFIERS
BASIC SPEED _ 6.25 [ () ] BASIC MOVE 6 [01] .
SosYAppearance
ENCUMBRANCE ACTIVE DEFENSESi A\ [Status +2 (inc|ur)]in4Mi|_iTo\rg Rank)
None (0) = BL @4 J) Dodge Parry Block | +Reputation *
Light (1) = 2 x BL B8 -7 Prom No Sense of Humon
Medium (2) =3xBL _102_ +2 Prom Sense of DuTg (in olo\nggr,_wlnen known)
Heavy 3) =6 xBL 204 ]O n ]O +2 Prom Survivor (Prom ranger puivalists
X-Heavy (4) = 10 x BL 340 (gpmr) (g[nidal)
ADVANTAGES & PERKS SKILLS
Co_mboﬂ' Refleses [ 11 |Name Level
I k2 [ 4 1]]|Area Knowledge (Zarak) T 1 2]
Reputation +2 (Hero of Oms|o\gcr Prss, 7 or less) [ 11| Broadsword BI ]
Staus 1 [ 1 C|im[oing 21 1
Surivor 2 [ 11 | Connoisseur (fle) 0 I 1
[ 1]|Cooking 9.0 11
[ 1 Fast-Draw (Knife) (ncudes +1 from Combat Refleses) 4 [ |
[ 1 | Bast=Dreaw (Sword) (nclides +1 from Combat Refleses) (23 | 1
[ 1| Fiest Ad (adudes +2 rom Suror) 720
[ 1 Heerg 9 1 1
[ ] Hil(ing I 1 1
[ 11 [ Knife B |
DISADVANTAGES & QUIRKS Leadership 0 11
Code of Honor (Mercenary’s) [ 1| Savoie=Faice. (Mifaey) 0 T 1
lnﬂ:;mmcﬁms) [ ] gLﬂeH 15 [ 1
Mo Sense of Humor [ 1| | Solder 0 I ]
Post-Combat Shakes (12_or less, or En'anT Check) [ 1 I | 1
[ 1 Backsfike (gbcar Techmque) ¥ ]
[ 1 Survival (MOMHT&\[Y\) (Includes +2 Prom Survivor) 2 [ ]
Hopas he dies 4 hero [ 1 lcfis 0 1 ]
Evious menforing uoung folk, especialu soldiers [ 1 BM@M(SMM B 1
Loves cold weather snow, hal, rain ~ the worse the belfer [ ] [ |
Quief avound prefly women [ 1| [Languages Spoken Written
WM&MJMMMWV ed [ 1 ﬂn lish Native Nalive [0 ]
[ ] Tredrom Pitois Broken - 111
[ 1 [ 1]




' [HAND WEAPO
pEphog -
C amage R
HARACTER SHEET Spear cach Parry Notes
T Two handed 2 imp 1 Cost Wei
’nrusJﬁna bmadgwwd Gé“i) imP 1‘2 0 S[qll 5 %40 1ght
RANGED WEAPONS W2 CMT 1 10 ) 4 lbs
Weapon np S $600 |
Spmy- ]]?Jal_ziage Acc  Ran 5 lbs
*+ imp ge RoF Sh
| 2 B ]"ts ST Buk Rc LC N
9 £ - otes | Cost Weigh
_ ~ ) ight
SPEED
For com/;}eAtl:Ithl TABLE HIT LO
able, see p. 550. CATION ARM
Speed/ Li Modifier L ARMOR & POSSESSIONS
Ran Inear ocation
Mo dilgizr Measurement g Torso {{:eﬂﬂ"”‘ armor (DR 2) Location | Cost
(range/speed) e lérm/Leg edther boots (OR 2) Torso, arms | 3150 Weight
Close 0- 4 roin oves (DR Feel 14 lbs
Sy o -5 E;&d lé“‘ﬂ‘&'rﬂd wool_helm (5?2 2) Hands C};%O 3 lbs
Short 6-20 yds 3 -1 Skull mal backpack (%wlols 40 lbs) I__[{c“d $20 2 é llts
3 ||mp or Pi atta casaalbases o) oo | $60 .5 s
. ; cks ca ol blanket B 3 lps
Medium 21-100yds -7 S}lgie;t V91tals at -3 Or; glinf and sleel Bjj_ (g 1lbs
Long 101 COINS B_OTﬁey:P - Eﬂg_ ™ % :ts
B rave, exguise, Burrfeler flle B %Z e
w | 30 s
bareme S0Livds 13 /] 0.5 bs
* in melee combat, ra
a penalty equalbto 'Bu;}lcgsltz;lte[iczg; uffer
CHARACTER NOTES
\ Vou st your e in The el of o eariess S
| and yu lost ypur Jidd when gt dicf, onc—\mmded
dwarf Hhoughl ypu were an enemy and spit i w'\g\nT
in 1l with his ave. A leas! you didnt lose youe
finger when That Jurfed Thing i Yo falls - Cod
. only knows wha T was = Hried To e i vvlg\nT off
L \What a disaster At e when ypu soved the genem\
i Oreslaer Prss, you soW e batle coming hours
) (through Hhose \ooinTg—ems neder areived on fime
o pmlenT fhe massacre ot fime).
Bul row ypure worvied That Hhere's ancther enemy
force heading couth To the Towns The sunviving men
lere, wont suvvive long withoul ypur help, Too i
Farlsbag can wall Time T vound up whoever's |ft
and vl soith ‘
$979
2% Lbs.




Name gis|et4 Bo\uq'uemo\re\ ﬁhe gpe" Buv‘gb\L Player Point Total 50

N HST WUHO SizeModifier) Age®  UnspemtPisQ

Appearance Just the Priendlest person you want o [nmve a drink_with.. il she [owies vour wmnd

CURRENT

ST 'n [0 ] HP 'n | 0 ] [MoVE
DX| 3 ([~ IWIL| 2| [.]| O
1Q |12 |[«] PER|Z [o]] ™®

CURRENT

a0 1 rpl0] Jroaf !

BASIC LIFT stxstyis 24 s DAMAGE Thr __1d-]  Sw_ g+l IC REACTION MODIFIERS
BASIC SPEED ./5 [ 0 1 BASIC MOVE 5 [01] .
T CTosNAppearance
ENCUMBRANCE ACTIVE DEFENSESf/ o \’\\\ Status + (Prom Wealth)
None (0) = BL ) Dodge Parry Block | J|Reputation
Light (1)=2xBL 48 _ 1 Prom Mechat skl and Compulsive. Spending
Medium (2) =3xBL _/7 _(when ’ougm or sc"im)
Heavy (3) =6 xBL _144 8 9 -
X-Heavy (4) = 10 x BL_220
ADVANTAGES & PERKS SKILLS
Dgrco]cvﬂ (+1 T rolls wbcn T@l(ing unnecessary pisks) [ 11 |Name Level
Bt (+11o ol HT vols) [ 11| Acrobatics o 1
i'@l" Manual Dextenty +2 [ 1 Alchermy 9 [ |
Higk_pm Threshold [ 1 C|im[oing BI 1
M]ﬂa.ﬂ&mﬂjng) [ 11 | Curvent APGirs (peop|e) [ | 1
[ 1||EastDeaw (Shorfsword) B 11
Honest Bace [ 1 F@sT—T@"( (+] when mmkmg Influence rols) [} |
[ 1||Eh 2 1 11
[ 11 | Forced Enng B 1
[ 1 KnoT—Tgm (includes +2 from M@mﬂl@h Dexterty) 15 [ |
[ ] Lodgpm[gmg (lnc|udes +Z Prom Mmmod Hia|n DexTchtﬁ 15 [ ]
[ 11 [ Merchant 2 1 ]
DISADVANTAGES & QUIRKS Search 21 721
Bad Tcmper (12 o less) [ ] Sﬂx_ﬂppm‘ 91 1
Qampdﬁm_gpgndjug (12 or less) [ 11 | Shorfsword 21 1
Curious. (17_op less) [ 11| Steatth BI ]
el ﬂﬁ!} per morith 1o ﬂmhmﬂg is_J) Hermani ;4) [ 1 Thaumatology 10 [ ]
Kkpiummim (17_ap |ess) [ ] TM\PS 1 [ 1
[ ] [ 1
Belies ol wieards ave uliimately fodish [ 1] L]
Believes she’s a much smoother Talker than she is [ 1 [ ]
) o Les [ ] [ 1
Easly gefs st [ 1| [Languages Spoken Written
AuThanﬂmﬂg fervified of bones and skelefons [ 1 ﬂ_@hsh Native Nefe [01]
[ 11 [ Dwarvish Broken Literdte [ %1
[ 1 [ 1




) HAND WEA
UAGEON FANTAS
CH amage R
ARACTER SHEET Awaefi long kife — each Parry Notes Cost
cul
) ] Wei
_ Ulep ] 037 - cight
Wea;ED WEAPONS (uses Shorfsword) 1.5 lbs
n
DMage A
cc  Ran
ge RoF Shots ST Bulk Rl
c
LC Notes | Cost
Weight
SPEED/RANGE
N TABLE
or complete table, see p. 550. HIT LOCATION R
Speed/ . Modifi Item OR & POSSESSIONS
Range M Linear fifier Location | e
Modifier  ( easurement 5 Torso LM ed cloth armor (DR 1) Location | Cost
range/speed) 3 IéHI{/Leg eather bodts (DR 2) Torso, arms | 375 Weight
ClOSe 0_ _4 TOImn m&%m}es (DQ FeCT 9 lbs
5 de 0* 5 Ej—cléd \é\JOd C|0ﬂ (DQ 'I Py\frzl ﬂm e ) Hﬂﬂds %"850 3 Ibs
Short -7 Sku mal lomcklmck (holds 4 ar Back % = lbs
620yds -3 | | Personal basics (f T 0 k) T $]5 2o
- sics rso 5
e mpor i attacks can] [ 220 L oy Bag go 3 s
edium  21-100 target vitals at - Seroll (B T | mindte, 1 FP) _Fi '
yds -7 eyes at -9 3 or o (SIOV‘V‘OW Ul - Cain o ol o T)+4 Finger 42200 1 lbs
: eroll (Slow Time - duph+4) B - b
Long 101-500 COINS Pofion of [‘\{Ne |il:‘e( Habes fime. n an avea) B:g— 200 - |b:
yds -11 Mﬁ_qumij restores 1d HP) B S $66 - Ib'
Extrem $O it il d rod (w/Staff spel) Bﬂg— $120 0.5 "05
o UGS Lockpi effe pouwershone ' g | $990 =
CKpicks [\g;rumre %]65 - "08
o ockef - b
a pena;f;eezomlbmr ranged attacks s = SMS - l[os
ual to Bulk of the me:fer S,
CHARACTER NOTES >
\ Vou loved T when they gave Yo Hhe name “The g\oe\\‘
| ng\o\r\” Al the wizards of Arvey and go\g\m\ st
didder when Hhey lear That name w\nispereo\ Aoud
You've mmde J(‘nousomés op s\\vers wo\o\omg incom=
\oeTenT wizands = which seems 1 be most of them
- these days Vouve only been cmug‘nT once, and thd's
L because Archimage Hermanty is pwo\nod and layers
Jugon on usion And even Hhen T was Pine because
‘ne \oo\ia you o ro\o his nemesis 0? \t\'\s rare wof(w—
Plled cwﬁsTm\ bal \Which als0 would have been fine f
you TadnT broken , and row owe HermanTy Al that
poney back. Oh wel, Dactest way 1o make some con
around here © bourly {urling, s0 when you heard @
lundred men were gong fo g gef £t Farisbag, you
and \ne\p ‘
$5226 20 Lbs.

(Jigweo\ uou m'\g\nJY s we\\ )o'm up




M Ht 50"

Name \/\Ji|mm Exel

Player

wt 15

DUNGEONIFANTASY

Point Total 50

Size Modifier O Age 5

Unspent Pts 0

Appearance fin impgﬂ'icnt confiderit bog who_snuck info sepvice, he spcmks as i he WAS Years oder

CURRENT

S

el HP{1O

4 [0 ] WILL 4

1Q (12 |[«] PER|]Z

CURRENT

0«1 FPI10

[

]

MOVE

BASIC LIFT stxstys 22 lbs DAMAGE Thr _ -1 Sw__1d+] IR REACTION MODIFIERS
BASIC SPEED ./5 [ 0 1 BASIC MOVE 5 [01] .
T CTosNAppearance
ENCUMBRANCE ACTIVEDEFENSES ™ \’\\\ Status +4 (when rccog,niacd)

None (0) = BL 24 Dodge Parry Block 1 \Rsputation

Light (1) = 2 x BL +2. Prom Querconfidence. (yungerr o naive fok)

Medium (2) =3xBL _/7 8 7 _ -2 Prom Overconfidence (veferans)

Heavy (3) =6 xBL _144 -2 Prom Social Stigma (adulfs)

X-Heavy (4) = 10 x BL_220 (Knipe)

ADVANTAGES & PERKS SKILLS

Fearlessness + (11 Eright Checks) [ 1| |IName Level

Stafus +4 (Princess of Megmlos) [ 11| Area Knowledge (Meaalos & Zarak) (2| ]
[ 1]|Bow 51 41
[ 11 | Broadsword B 1
[ 1| | Cugredt APfairs (Polfics) 21 1
[ 1 Dammg [CI | 1
[ 1| | Defect Lies 0 I |
[ 1 Dip|ommcm4 [N 1
[ 1| | East=Dieaw (Arvow) [“E ]
[ 11 | Giest Aid 21 1
[ 1 H:;m[o]rg I 1 1
[ 1 HisTorg (Megados) 2 1 ]

DISADVANTAGES & QUIRKS Hisfory (Zarak) Ir 11

Msiveness (12 or less) [ 1 LAMJ_(_M{;QMIDS} 0 T 1

Querconfidence (17_op less) [ ] Q@o’ershp 21 1

Pucifism (Reluctant Kiler) [ ] NL\/Wﬁon (Land) [ ]

Secrel (Rouglly = Uter rejection o caplure) [0 1| |Public Spegking nr 11

Socia S‘gmm (Minor) [ ] pidmg (Equines) B I ]

Mﬂﬂgﬂ&hﬂoﬂﬂaﬂcn she sees fif [ ] SﬂlQltEﬂmdﬂlgk gocie@ B0 ]
[ 1 Steath [CIN | 1

Leclures pcop|e unncccssarﬂg [ 1 SIMIQ@%—(LW“’D 10 1 1

ijgig words on purpose. [ ] [ |

Proud that she. won the Poya mmﬁkﬂmj confest thiree Jears._running [ 1| |Languages Spoken Written

Obsessive cm/esdropper [ 1 ﬂ_@hsh Naive Natve [0 1]

Daasnimne_mboﬂ_mum%_uummm\ [ 11 [ Dwarvish Broken Semi-Uterate [ 7 1
[ 1 Elish Broken Semi-Uiferdte [ 7 1




~ [HAND WEAP
@ ANTASY Weap()n ONS D
C : amage R
HARACTER SHEET Fine. ehish knife PN each Parry Notes C
=1 imp C ost Wei
- 7 K10 (defult) | $150 eight
RANGED WEAPONS 1.5 ks
pon
LQD@]QQJN_WLQM Damage
Acc
; a H*’" imp Range RoF
i 7 Shots ST B
_Bodkin apvows ‘]d]:l‘?y‘ (OS) 7 165%5//2”60 ] 12 1 ik Rcl LC Notes Cost
pl2) 7 €520 1L 12y 1 -8 - = 20 amwows| $290 Weight
o 1 a8 S grvows 4 lbs
_ S s
SPEED/RANGE
TABLE
For complete table, see p. 550. HIT LOCATION
Range . Linear 01 jer Location || ight
Modifier ( easurement 5 Torso ﬁ- 30M|e Armor (DQ 3) Location | Cost
range/speed) 3 lérm/Leg edther boots DR 2) Torso 220 Weight
Close 05 4 roin Lﬂnﬂ&%\w@s (DR Z Feet 16 lbs
yds 0% - chléd Eﬂdjed cloth sleeves ([;Q 1 Hands )%O 3 ls
Short 6-20 yds -7 Skull pT:incf)Cd |Cd|-t;r kg|m (DQ Z) f{rmj q 25 g llts
-3 rass._chain neckl e 42 s
In’Ip or Pi gm ” L) ECKIACE ] 5
Medium  21-100 yd target vit;ﬁtffkfgcan Per:onﬁ@k (bolds 40 bs) \?JWST 30 3‘ ||’E>&
yds 7 |[eyesatd. N Brass s sics (food efc) oso | $60 s
L = Cmss SlancT ring w! rou a| Sﬁml Bﬂg_ 15 3 |bs
ong 101-500 yds -11 NS M °|°“l< BBMI( >50 'I ,ts
- ac ( 1— — DS
Extreme 501+ yds B $]O i slm”) sfolen) b
;Z;:;Zl;eezomlbat, ranged attacks
ual to Bulk of the wea;:r)?[ “
CHARACTER NOTES
\ You are nt who \ow\o\c Hink you vo\re Your redl '
:1 name 1 )oc\gn Cowo\'\ms) Princess 0(3 P\Na«j mﬂ el
1o the House o? Four Chambers Bt you ave sick
o? the goss\p, e Aomcing, mna the aip\omo\\'ic o\'\mws
Voue eien gmnémoﬂnw wWis 0 Warrion and you
i \ove,d \ner slories op skirmis\nes o\go\'\né( ﬂne orcs o\no\
,> \no\ogob\\ns of Lavok. %we\aﬁ ber Lood runs glrong
in youe ceingl You've won 4he archery corfies Three
years i0 & voul So when you heard Aot Prvey was
forming & war pm’ﬁj 1o bt down d \or‘tgo\r\a and
mwdcmv‘ Fo\T F{}\w\s\omg, you o\ecﬂeo\ o join. Qissors
To our ot scale avmor Prom the guo\rdroom, otk
e m‘g\nT in A\“noug\n ypulve ld 1o keep @ low \omP'\\e
since you AW ol your cousin, Courl Conrad, was in
and looking for you. ‘
$ 980
26 Lbs.

'“06 war PN‘T&j




Enfys Loom

Good-natured pyromancer, seeking her brother

Per 12

Cariyen Kraye

Tracker, survivalist, and magical security expert

Per 13 Danger Sense 12




King Coppertong

Honest jewel merchant and skilled engineer

Per 12

Sir Halsey

Famous war hero of Orcslayer Pass

Per 10




Sisley Bauquemare

Wealthy, well-educated rascal - with an honest face

Per 12

Wiliam Exel

Impatient, loud-mouthed teen... who shouldn’t be here

Per 12




	About the Adventure 
	Adventure Summary
	The Beginning
	Search for Survivors
	The Old Cave

	Journey to the Great Mine
	The Manakill Crevasses
	Fat Farlsbag’s Hideout

	St. Bernard’s Peak
	The Golem Veined with Platinum
	I'Zor’zah the Azure 
	Ironmouth Spiders

	The Finale 
	The Golem Veined with Platinum

	Extending the Adventure
	The Sorcerers of the White Crystal Peaks
	The Mine of Davinn-Kahr

	Magic Items
	Handouts
	Pregenerated PCs

