
 

14.14.14.14.   You succeed in sneaking along the edge 

of the woods and down onto the boat. Just as 
you slip under a tarp and prepare to settle in, 
there’s a shriek from the woods! 

Turn to 3 

 

15.15.15.15.   Your charm has worked! The original fee 

for passage was 5 copper coins. Subtract 1 coin 
for each bean you bested the Ferryman by to 
calculate your discount. 

Turn to 8 

16.16.16.16.  There’s a fight brewing, and you choose 

to defend the ferry! To get the Combat Score 
for your side, roll for the Ferryman (Body4 +1 
Pole) and the Old Man (Body2 +1 shortsword). 
This means that in addition to your Body Bean 
Pool + your weapon you’ll roll an additional 8 
beans. To get the goblin’s Combat Score roll 9 
beans (there are three of them, each goblin 
has Body2 and a +1 weapon).   

   If you win the round, you may decide how to 
distribute the damage done to the goblins. If 
the goblins win, the damage will be distributed 
equally among you, the Ferryman, and the Old 
Man. 

   If the battle takes more than three turns, the 
losing side will simply flee into the woods, leav-
ing the ferry and its cargo behind. 

If you win, turn to 4 

If your Body drops to zero or below, turn to 13 

If you lose and run off into the woods, turn to 
18 

 

17.17.17.17.  The trip across the river doesn’t last very 

long, and soon you’re all hopping onto the far 
shore.  The Ferryman offers you a few coins to 
help unload the boat onto the wagon there, 
and the Old Man says that he could use some 
company on his way to the nearest town to 
sell his wares.  You could also set off into the 

If the raiding party loses, turn to 18 

If you defeat the ferry defenders, turn to 9   

If your Body is reduced to zero or less, turn to 
13 

 

11.11.11.11.   The Ferryman and the Old Man are busy 

with their tasks, which should make it pretty 
easy for you to sneak onto the ferry. RollMind2 
to see if you are up to the challenge! 

If you succeed, turn to 14 

If you fail, turn to 7 

 

12.12.12.12.  You smile broadly and begin to explain 

why it would be great if the ferryman would 
give you a discounted rate to cross the river. 
This calls for a contest of Spirit! Roll your own 
Spirit Bean Pool, and then roll 3 beans for the 
Ferryman’s Spirit Bean Pool.  

If you win, turn to 15 

If you lose, turn to 2 

13.13.13.13.  The ferryman wields his pole like a mighty 

warrior, and that old man is hacking and slash-
ing up a storm with his shortsword! Just as you 
think you may have chosen the wrong side to 
ally yourself with, a final simultaneous blow 
from the pole and a deep slash of the shorts-
word cause you to see a flash of red, then 
black, and then nothing… 

   Your days of adventure are at an end. Game 
over, Chum! 
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19.19.19.19.  The Snorkling Sneeds may have suc-

ceeded in stringing along certain silly silver-
smiths, but the true path to salvation lay along 
the saltwater marsh trail which could only be 
seen on special nights slipping in and around 
the shadowy sylvan glen. Oh, those were wild 
times indeed, and the people did rave about 
their silver coinage and its slippery nature. Yes, 
here one day and gone the next as if the metal 
had a mind of its own and the spenders were 
merely observers with no true part in its com-
ing and going. If you’ve come to this turn 
you’ve obviously taken a wrong turn some-
where and should subtract 100 XPs.     

wilderness on your own. With your first adven-
ture won, it seems you could do anything! 

Game over. Way to go Champ! 

    

18.18.18.18.  The battle isn’t going so well for you and 

your comrades! It seems better to flee than to 
die for whatever might be in the crates on the 
ferry, so you all take off into the woods. Your 
foes pursue you for only a short while before 
giving up the chase. You’ve lost your com-
rades, and seem to be back where you started, 
wandering aimlessly in the great woods! Better 
luck on your future adventures. 

Game over. 
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This adventure begins with the PCs taking on 
the simple task of going to a local Wizard’s 
home to pick up a magical cauldron to be de-
livered back to wherever it is the PCs begin the 
game at. Perhaps there’s a festival in town and 
the MC needs this cauldron to do something 
special, perhaps it’s being loaned to another 
wizard. Be creative, but don’t go into too much 
detail, the point of the story is to send them on 
the errand and go from there. 

 

When the PCs arrive at the site of the wizard’s 
home, they find that it has been destroyed! All 
that stands now is the rubble of a small tower. 
Beyond the front door is a charred rug, shat-
tered furniture, and lots and lots of broken 
bricks. If the PC’s don’t look under the rug, 
have them RollMind2 to see if they notice the 
trapdoor that’s barely visible there. The trap-
door is heavy, but a few people can easily lift it 
open to reveal the stairs below, which are #1 
on the map. 
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Here’s a short adventure in the traditional RPG 
style where one person acts as the Game Mas-
ter (the Storyteller, Referee, etc) and the rest of 
the people play their own Characters in the 
story. 

 

These descriptions and maps are for the GM’s 
eyes only. If the Players had access to this stuff  
they would know just where to go, and where 
all the secret s are, and what would be the fun 
of that? It’s a good idea to map out where the 
PCs have been on a separate sheet of paper for 
everyone to see as you go, or better yet have 
one of the players draw the map as if their 
Character were doing it in the game. 

 

The GM Adventure will give you the basic in-
formation and stats for the encounters, but it’s 
the GM’s duty to fill in the details to make this a 
great game. Don’t just say things like “You see 
stairs”. We see stairs everyday in real life. So 
what? Are the stairs in the game worn smooth 
with the passing of countless feet, are they 
chipped from living stone or made from well 
fitting brick? Are they covered with the dust of 
years of neglect, or is there perhaps a fresh set 
of footprints through the dust? A few basic de-
scriptions will make the scenes come alive to 
the Players and get their imaginations going, 
which will give everyone at the gaming table 
something else to build an exciting game from! 
Remember that Adjectives are your friends! 

 

This should be a fairly easy adventure with a 
few challenges and some useful loot. Best o’ 
luck, and have fun! 
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large cave is perhaps 30 feet across and is 
lined with bright crystals along all the walls, 
ceiling, and most of the floor. Anyone step-
ping into this area must RollMind3 or be 
transfixed with visions of far off places for as 
many minutes as they failed their roll by.  

7. This is a creepy lab with lots of cutting in-
struments along the tables and bottles full 
of assorted preserved body parts. Players 
must RollSpirit3 or be sick! Approaching the 
operating table in the corner causes the 
pile of stitched up intestines there to come 
to life and attack! Body: 5, Def: 2 XPs 50. 

8. PCs notice an eyeball on tiny legs that runs 
through the illusionary wall into a secret 
passage!  

9. Once they know it’s there, PCs may pass 
freely through the illusionary wall into the 
secret passage beyond. The tunnel leads to 
a pile of treasure! Roll 10 Beans and multi-
ply the number of +’s by 10 for the number 
of gold coins there. Roll 5 Beans , # of +’s x 
5 for silver coins. Roll 10 beans, # of +’s x 10 
for copper coins. Buried in the coins is a 
ChangeBlade (see Appendix 3 for descrip-
tion).  

10. This passage ends at the shore of a dark 
subterranean lake. The water disappears 
into the darkness and there’s no telling 
how far back it goes. At the shore is a bat-
tered leather shoulder pouch (the Deep 
Pockets pouch from Appendix 3), a single 
shoe, and the overturned, half washed Wiz-
ard’s Cauldron! Before the PCs can get to 
these goodies though they must deal with 
the angry thrashing tentacles that reach 
out from the depths! Roll 10 Beans +2, each 
+ represents 1 tentacle. Each tentacle has 
Body 2 and Def 2, 20 XPs if  defeated. The 
tentacles have wicked looking barbs and 
do slashing damage.  Hopefully the PCs will 
be up to the challenge and can return with 
The Wizard’s Cauldron for their reward! 

 

  

1. The stairs are worn smooth and free of 
dust. They descend 20 feet into the earth. 
The stairs and the surrounding walls are of 
close fitting mortared stone. The stairs end 
at an intersection. 

2. A faint rustling can be heard from the de-
bris of a cave-in in this direction. If the PCs 
explore here they will find a ravenous seg-
mented purple worm almost as big around 
as a child’s torso. It is burrowing out of the 
rubble and has many sharp teeth dripping 
goo. If the PCs approach it will fight them 
to the death! The Worm’s stats are: Body 2 
+1 Teeth. Def: 1. XPs 30.  There is nothing 
else of interest here. 

3. This is a storeroom full of crates. The crates 
contain nothing of any real value to the 
PCs, just old kitchen spices, linens, and the 
kinds of odds and ends that people pack 
away for no good reason. In the corner 
however are the bones of a dead adven-
turer! Searching him will reveal a magical 
Fire Sling (+2 ranged weapon)Fire Sling (+2 ranged weapon)Fire Sling (+2 ranged weapon)Fire Sling (+2 ranged weapon) and a pouch 
of bullets. This is a normal looking sling, ex-
cept that the pouch is a patch of reddish 
scaled leather that tingles slightly with 
magical energy. When a bullet or stone is 
fired from the sling it will ignite like a tiny 
meteor which has a chance of igniting 
flammable targets. 

4. Near another cave-in are the stairs leading 
down to the next level. A faint breeze can 
be felt coming from the darkness below...   

5. These stairs are 
not of fitted 
stone like the 
previous level, 
but are carved 
from natural 
sandstone and 
open up into a 
series of caves of 
the same stone. 

6. The Crystal 
Chamber! This 
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