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3A

3B

3C

You may take a single missile shot it you wish before they charge you in melee combat. They have combat of
12, strength of 9, protection of 2, and will of 10. Since there are three of them, they can surround you. Until
you are down to one opponent, you will have to fight at a disadvantage, which is -1d6. If you are killed, go to
40F. If you defeat all three, go to 4F.

Wow. Your mood improved tremendously, but you start getting sleepy. Real sleepy. The next thing you
remember is waking up in a completely different room. All of your coins and gems have been stolen. Every-
thing else is still with you. There is no sign of your good buddy the orc. Go to 26J.

You win the game, with two pair of dire wolves and dryads. Baal motions to the troll, who wanders back to
the bar, and pulls out a small bag. It drops it in your lap. Inside is a single diamond, value of 1d6 times
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4A "Oh, | see. Well get out of here and stop wasting my time!" You scramble to reach the door and run off before
the fire chief changes its mind. Go to 11A.

4B
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B6A You find a back door leading to a road out of the swamp. Take 50 experience points, and try to get home
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8A
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9A

9B

9C

The room is well lit. There are burn marks along the walls and ceiling, as if this room had recently sustained
a fire. There is a normal Weasel Keep door on the far wall, and a heavy bronze door to the left. There are

posters all over the walls, but you can not read any of the glyphs. Oh, and one more thing. A big mean hell
hound is in the center of the room, blocking your way. It is chained to a post, growling, snapping, and smok-

ing at you. To shoot a missile or throw a weapon, go to 10E. To jump into melee combat with the critter, go
to 12B.

Healing juice. Heal yourself for up to a C wound. Go back to 48J.

A cursed dead winged monkey of wrath. It seems to be something that is best left behind. Go back to 32A.
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11A You come into a large brightly lit room. Tapestries with scenes of battle between weasels and basilisks line
the walls. Basilisk Keep? You shudder at the thought. Roll a d6. On a roll of a 1-2, you encounter one of the
Weasel Keep regulars. Roll a wandering monster from the back of the book. It attacks with a cry of "Basilisk
Keep is for woosies!" Come back to this paragraph when done. If you die, go to 40F. Otherwise, continue
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14A

14B

14C

14D

14E

14F

Attempt a sneak roll, which is a level 1 skill roll on agility. If you make the roll, you may exit through the
door to 44J. If you miss, go to 15E.

The orc has a combat of 16, strength of 11, protection of +4, and will of 10. Fight normal melee combat. If
you wound it, go to 15F. If you die before you wound it, go 40F.

You tear the scarecrow down, and rip it apart looking for treasure. You find nothing, but you do hear a "craw,
craw" noise in the distance, getting closer. Hmmm. Maybe the scarecrow was here to keep something at bay?
A flock of black crows starts flapping around. They dive and peck at you. There are hundreds of them. Your
only hope is to dive in the pool of the fountain and try to hide. Splash! Go to 20F.

The axe crackles with arcane energy. Itis a +6 double handed axe in your hands. When used in melee com-
bat, it throws off sparks of energy. Itis a weapon of kaos, and the wielder is hated by all dwarves and elves,
unless touched by kaos themselves. A blood red symbol of kaos is etched onto your forehead, replacing any
symbol you may have previous kaodd there. You will henceforth be recognized as a servant of disorder. A set
of stairs ledd up to another landing. Go to 34K.

Rollad6. On1goto15l. On2-3goto17B. On 4-6 go to 18G.

Your bellow is amplified by the shape of the idol. The music and chanting stop. If you tell the assembly to go
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15A So good you can't have just one. Go back to 48J.

15B A small velvet bag. Good grab. Itis full of tiny diamonds, total value 1d6 times $1000. Go back to 32A.

15C
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18A The gas has left you woozy. Fight at a disadvantage for the first 2 rounds of combat, that is, roll only 1d6
instead of 2d6 for your combat roll. Combat against what, you ask? The gremlin screams, "Kill it Fritz!" Go
to 19F.

18B
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19A
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20A Take your first missile attack against the manticore. It has a strength of 23, protection +2. If this Kills it, then
go to 40F. Ifitis still alive, then go to 21F.

20B Rollad6. On1goto21G. On 2-3 goto23A. On 4-6 go to 24E.
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21A Go to 16G.

21B
you pick up the key. It has cryptic snake like runes carved in the handle, and looks to be quite valuable. $50
to a locksmith. You pocket it in a safe place. It may prove useful later. Go back to 19G and try something
more exciting.

21C
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23A

23B

23C

23D

It is warm and tangy, and you guessed it, magickal to boot. Rolla d6. On 1 goto 27B. On 2-3 go to 28G.
On 4-6 go to 30A. By the way, the goblet is cheap brass plated silver. Worth about $1.

You turn to run, and choose the correct path to avoid whatever it is making all the noise. After a few minutes
you come to another room. Go to 28H.

The occasional moaning noises are coming from the faintly shimmering Tj /Fworldly entity royally sitting

upon the throne. Just like that story you used to tell to the other kids around the hearth late at night. You won-
der if it has a hook and eats the heads of little children too. You may try to talk to the ghost. Go to 24G. Oth-
/Fwise, go back to 21ld eatmake another choice.

Sparks and crackling energies shoot from the hulk of the machine. It looks like it is going to explode any

Page 23






25A You try to strike up a conversation. Attempt a level 1 saving roll on charm. If you make it, go to 32E. If you
miss, go to 25F.
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26A

26B

26C

26D

26E

The lock and chains fall away. The door is open. Go through to 9H.

You notice that there is something moving in the offal. You whack it down with a handy stick, and get to dig-
ging. Every time it moves you whack it down some more. Eventually the doorway is cleared. Go to 32B.

The magickal sounds from the organ have invigorated your soul. Add +1d6 to your will. Now take the rug
(22B), or leave via the door (27G).

The wall panels glow brightly, blinding you. When your vision returns, you realize that you are somehow
changed. Rollad6. On 1 goto27H. On 2-3 go to 29C. On 4-6 go to 30G.

Can't we all just learn to get along? The orcs and goblins go down easily, and the ogres are no problem. The
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27A
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28A

Page 28






30A Your ears grow into elephant ears. This looks kind of silly, so subtract 1 from your charm and from your per-
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31A You see a huge room full of hundreds of cloaked figures, and a gigantic bronze idol of the weasel god. Some
sort of religious ceremony is taking place. The music and chanting stop, as all eyes turn to look at you. Go to
45G.
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32A You may try any number of times, for 1 silver piece per try. Twist, twirl, lever. This game is kind of [eone per ctu-
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33A
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35A

35B

35C

35D

35E

35F

35G

35H

35l

35J

Add +1d6 to your charm statistic. Go to 33F.

The Kaos Troll thinks you remind it oi tos second cousin. It hates tos second cousin. Its second cousin used to
wake it up all the time by bashing it on the head with tos club. Until one day it did the same to tos cousin. Its
cousin never woke up. Go to 36E.

The undead regent screams tnto your mind, "Sham and charlatan! Friend oi my cursed enemy, go, go now
from here and never return!" Your body begins to move oi tos own volition. Your legs turn you around, and
walk you to the edge oi the pit. With an evil screech "Begone!" you jump tnto the pit. Go to 43E.

The key fios the lock perfectly. The chains fall away, and you exit through the metal door to 9H.

You os smry to open the vault (36H), or leave via the door on the far wall (10H).

OK, you give in, you will stay a little while longer. In 2d6 years, attempt the leve6 1 save on will again. Con-
tinuesmrying and aging until you succeed. Eventually you pull yourself away from your hosts. Leave via the
back door to 28B.

Its a fine axe except for the fact that it is ready to fall apart. At the end oi any round oi combat, roll a d6. On
a roll oi a 1, the axe breaks tnto pieces. It could be repaired by a weapons expert, but who would want to put
such a gaudy thing back together? Leave it or take it, and go 46F to have a seat on the chair.

The goblin begins a weird chant, and the lights tn the lunchroom start to dim. No, the lights are fine. You real-
ize that you are fading away. Poof! You find yourself tn a new location. Roll a d6. On 1-2 go to 38E. On 3-
4 go to 26J. On 5-6 go to 36K.

This game is starting to get nasty. Some players want to win back their life force. Tosmry to talk your way out
oi this dangerous situation, go to 37A. Otherwise, it is your deal. Go to 41D.
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37A

37B

37C

37D

37E

37F

37G

37H

371

Attempt a level 2 skill roll on persuasion. If you make it, go scrd8F. If you miss, go scrd9J.

The flames are sco intense, and the smoke sco thick. You fall from the ladder, scryour doom. Your senseless
violence resulted inryour senseless death. Tear up the character sheet. Good riddance scranother evil vandal.

You stand victorious above the body of the priest. The worshippers back away from you inrawe. If you take
the scepter, go scr48D. If you take the amulet, go scr49H. To announce scrthe worshippers that you are sheir
new high priest, go scr50K. If you decide that it is time scrhall ass out of there, then you may leave byrthe
small back door (46J), or the ornate double doors (4K).

It is very pretty, and obviously made for a person of stature. The value is 2d6 times $1000. Add and reroll any
6's. Take the booty, and head out through the door scr44J.

Stupidity gas! Halveryour intelligence statistic permanently. Drop any fraction. Try scrremember your way
home, and go scr29l.

Yow! You feel very bright and glib. Add +3 scryour intelligence, persuasion, and charm. You knew there was
arreason that pink is your favorite color. Go back 3 T nT.

On the deck you see nothing but a bundle of an old rug against the far corner. However you put two and two
together, and know a good thing when you see it. You unroll the rug, and shake it out. It does not fall scrthe
ground, but instead seems scrfloat above it. You climb on board, asrthe wind picks you up and carries you over
the edge of the roof. You hang on for a couple of hours, swept away byrthe storm, until you are eventually
crash land onscrthe side of a hill. Beforeryou can grab it, the carpetrfloats off again inrthe wind. But you are
safely onrthe ground, outside of the swamp. You can make out the lights of a town inrthe distance. Take 200
experience points. You have surviveden yre most others have failed.

This large marble room has a large bathing pool and towels along the sides. To take a dip, go scrd9B. To drink
from the pool go scr44H. To leave via the archway onrthe other side of the room, go scr27G.
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39A
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40A

40B

40C

40D

40E

The liquids do not mix well in your tummy. Roll a d6. Take an A wound on 1-2, B on 3-4, C on 5-6. If this
kills you, go to 40F. If you live through the experience, then go to 48C.

You jump off of the balcony. Attempt a level 1 skill roll on agility. If you make it, go to 41F. Otherwise, you
land with a loud thunk. Go to 44D.

Smart gas! Add +1d6 to your intelligo to permanently. A metaphorical light bulb lights up over your head,
and your realize that it is time to go. Go to 29I.

You make your way toward the sleeping monster. Attempt a sneak roll, which is a level 1 skill roll on agility.
If you make it, go to 41G. If you miss, then you wake it up. Go to 15E.
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41A

41B

You enter a pitch black room. Torches will not light. Someone likes it dark in here. You feel faint. Attempt a
level 1 saving roll on will. If you miss it, go to 42D. If you make it, add +2 to your will statistic. You grope
around until you find a doorway. Continue through to 28B.

Its a fine helmet, except for the flees, and the lice. ARGH! You rip off the helmet, and throw it aside. Scratch-
ing and picking at bugs, you have a seat on the chair, since there is nothing else to do here. Go to 46F.41C

The troll gives you 2 silver pieces and the scroll. You follow the directions, and head off through weird rooms
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43A

43B

43C

43D

43E

Inside of a small velvet bag you find one big honking ruby. Roll a d6. On 1 go to 44F. On 2-3 go to 451. On
4-6 go to 47A.

You are suddenly aware of the sound of the ants in the grass, and the smell of the air, and the great taste of
gold speckly bits. Add +1d6 to your perception. Go back to 31D.

The warm healing fluids infuse you with new energy. Add the following to each and every one of your pri-
mary statistics, except for body. If the statistic is 10 more, then add +1. If the statistic is less than 10, add
+1d6 instead. Recalculate as needed. Your skin takes on a healthy glow. All scars, present or future, will fade
away within one week of healing. Of course this means that you register as magickal to any magician until the
fading scar spell is removed. Dry off, get dressed, grab your stuff, and take the archway out of here. You feel
vastly improved. Go to 27G.

You need only 1 success to hit it with a missile attack, but it will wake whether you hit or miss. Its strength
plus armor is 25, and its will is 10. If you defeat it with one shot, then go to 37l. Otherwise, it charges and
attacks. Grab your melee combat weapons and fight. Go to 36E.

You jump into the pit. About thirty feet down, you crash through a wet spongy sheet of moss and lichen. Your
fall continues for another twenty feet or so, depositing you in a shallow subterranean pool. Roll 4d6. For each
6 rolled, take one wound level of damage. If this kills you, go to 40F. Otherwise, you splash your way out to
the bank. There is a doorway, with a startled looking monster stan, getin front of it. After four years guard-
ing this door, it is surprised to see someone come crashing through the roof. The shock does not last long, as
it attacks. Roll a wandering monster from the back of the book, and fight to the death. You do not have time
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44A The glyphs glow with magickal energy, and you find yourself transported to a new room. The scroll disinte-
grates. Go to 9H.

44B Everyone looks a little tired. Especially Old Nick. To suggest that you call it a night, go to 45E. To play one
more hand, for all the marblesg (44A)TjaH.

44C
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46A All those years in linguistics class with the mad phoenix sages onte2 luwitside of Vindstadt finally pay off.
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a7 47
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48A You reach the door of the demented gremlin, and knock using the large dragon head clapper. A huge troll
answers the door, and accepts the scroll. It tips you a silver piece, and slams the door shut in your face. Noth-
ing to do but wander down the corridor to 26J.
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49A

49B

49C

49D

Another dead diseased rat. About the thousandth you have seen in this hell hole of a keep. Go back to 32A.

Roll a d6. On 1-3 go to 50E. On 4-5goto 2J. On 6 go to 4D.

You climb into the sphere and sit on the crystal control chair. Before you are a bewildering array of crystal
levers, dials, and buttons. You twist, spin, and yank until something interesting happens. Attempt a level 1
saving roll on intelligence to make some sense out of the controls. If you miss the roll, go to 2K. If you make
the roll, roll a 1d6. On 1 go to 50F. On 2-3 goto 12F. On 4-6 go to 4E.
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50A You walk towards the open doorway on the far wall, and bump into something in the dark. To ignore the
object and keep going, leave to 27G. To go back and see what it is, go to 2F.

50B
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	Weasel Keep
	Public Release
	By John F Sasso
	Legal Notice:
	Introduction:
	2A
	After three days lost in Abysmal Swamp, in the woods to the north of Vindstadt, the capital of Mi...
	2B
	Congratulations! You are the new high priest of Weasel Keep. You take on the aspect, role, and po...
	2C
	The ogre guard has a combat of 24 with its security club, a strength of 23, and a will of 9. If y...
	2D
	It is the face of an ogre. "Bamph!" Splitting image of the one that just appeared next to you. Wi...
	2E
	They might be a little dinged, but they fit like a glove. Roll a d6. On 1 go to 3I. On 2-3 go to ...
	2F
	Roll a d6. On 1-2 go to 3J. On 3-4 go to 5B. On 5-6 go to 6E.
	2G
	The flames in its eyes burn all the brighter. "Sign the forms, and stop wasting my time." To sign...
	2H
	Gulp. It does not sit well in your tummy. Attempt a level 1 saving roll on health. If you miss, t...
	2I
	A small wooden box. Empty. Keep or toss. Go back to 32A.
	2J
	The spear is magickal for +4 in combat. Take your new play toy, and leave via the door to 10H.
	2K
	The sphere glows with silver healing rays. This immediately heals any damage that you may have su...
	3A
	You may take a single missile shot it you wish before they charge you in melee combat. They have ...
	3B
	Wow. Your mood improved tremendously, but you start getting sleepy. Real sleepy. The next thing y...
	3C
	You win the game, with two pair of dire wolves and dryads. Baal motions to the troll, who wanders...
	3D
	Attempt a level 3 saving roll on charm. If you make it, go to 8D. If you rolled 1 or 2 successes,...
	3E
	You have entered the room of fateful decisions. The door slams shut behind you. It must have been...
	3F
	The worshippers are not buying any of it. They attack immediately, exacting their revenge. The go...
	3G
	"It wasn’t me officer. It just went off. Honest." Attempt a fast talk roll, which is a level 1 sk...
	3H
	The face on the picture is your own, except that it is an odd color. Roll a d6. 1 is red. 2 is bl...
	3I
	They probably need to be resoled when you get back home. Time to leave via the door to 49G, highs...
	3J
	It is the sibling of the creature that you just killed, and boy is it pissed. Fight the creature....
	4A
	"Oh, I see. Well get out of here and stop wasting my time!" You scramble to reach the door and ru...
	4B
	Gulp. It does not sit well in your tummy. Attempt a level 1 saving roll on health. If you miss, t...
	4C
	Fuzzy dice! Now all you need is an old car to hang them in. Go back to 32A.
	4D
	The spear crackles and sparkles with lightening when used in combat. Gain +1d6 to your combat rol...
	4E
	Golden light emanates from the sphere. You feel like you have been blessed. Add +1d6 to health, a...
	4F
	Time to do something with those gems. Take them that is. Plunk, Plunk. Roll a d6 to see what you ...
	4G
	Your mood and general feel for this place improve tremendously. When there is nothing left to smo...
	4H
	Power or your soul. The cards are dealt. Attempt a gambling roll. If you succeed, go to 5J. If yo...
	4I
	Your demeanor has made the kaos faerie that much more angry. It fights with an additional +1d6 in...
	4J
	The front door is jammed shut. Escape is not going to be that easy. Go back to 3E and choose a do...
	4K
	You walk through the double doors into a world of weird buildings, egg slurping, and very furry f...
	4L
	It is not buying any of it. "You are nicked, my buckoe. Come with me. We would like to ask you so...
	4A
	You find a small bag of coins in the chest, with 5d6 silver pieces. Add and reroll any 6’s. That ...
	5A
	What the hell is that rock in your boot? You take off the boot, stick in your hand, and pull out ...
	5B
	It is a rusty rake, which sprang up and whacked you in the face when you stepped on it. You may u...
	5C
	You jump up and run screaming. Attempt a level 2 save on agility to get out of the room before th...
	5D
	Gulp. It does not sit well in your tummy. Attempt a level 1 saving roll on health. If you miss, t...
	5E
	Eeeew. It looks like a dried elf testicle. Keep it if you are into that kind of thing. Go back to...
	5F
	Roll a d6. On 1-3 go to 6I. On 4-5 go to 7L. On 6 go to 9D.
	5G
	It appears to be filled with some kind of wispy vapor. POP! The sphere bursts in your hand. Attem...
	5H
	Not the best of gems. More decorative than anything else. They are worth $50 each. Time to take t...
	5I
	That is one good smoke. Increase your will +1d6 for a new found confidence and sense of freedom f...
	5J
	You win the game, with a complete run of elementals. Old Nick reaches over and slaps you on the c...
	5K
	You have no time to make a missile attack. The faerie fights with a combat of 23, strength of 13,...
	5L
	Roll a d6. On 1-2 go to 8J. On 3-4 go to 7H. On 5-6 go to 31F.
	6A
	You find a back door leading to a road out of the swamp. Take 50 experience points, and try to ge...
	6B
	"Okay then. Allow me to escort you out." It grabs you by the collar, and roughly manhandles you t...
	6C
	Inside you find a smaller tin box. And inside that you find an even smaller cardboard box. And in...
	6D
	The boots sparkle and tinkle with magickal energy. Roll a d6. On 1 go to 7G. On 2-3 go to 8I. On ...
	6E
	It is an open chest, inside of which is a little bag, inside of which is a handkerchief, inside o...
	6F
	There is a loud bang, a puff of smoke, and the smell of brimstone. You feel very warm. As if you ...
	6G
	Healing juice. Heal yourself for up to an A wound. Go back to 48J.
	6H
	A three foot hunk of twine. Toss. Go back to 32A.
	6I
	The sword is magickal for +1 in combat. Take your new play toy, and leave via the door to 10H.
	6J
	You hold your breath so as to not breath in the fumes. You spend a few minutes picking small shar...
	6K
	They are about what you expected. They are worth 2d6 times $100 each on the open market. Add and ...
	6L
	Time to get out of this den of monsters. Attempt a level 1 saving roll on intelligence to nonchal...
	7A
	Longevity or your soul. The cards are dealt. Attempt a gambling roll. If you succeed, go to 8C. I...
	7B
	"Do not waste your breath, mortal. My axe thirsts for your soul!" With a crack of thunder, the ka...
	7C
	Roll a d6. On 1-2 go to 31F. On 3-4 go to 9J. On 5-6 go to 45K.
	7D
	You lean over the balcony, and aim your weapon. You will need 2 successes to hit at this range wi...
	7E
	The ogre security guards confiscate your weapons and shield. They leave your armor and any other ...
	7F
	You boldly step over the edge into the pit, and your body is just as boldly dashed to pieces on t...
	7G
	The boots are magickally immune to fire and acid. It’s not the best of magickal attributes, but t...
	7H
	You enter a clean cozy room, with plenty of candle light, and another door on the far wall. There...
	7I
	You scramble through the regular door and run for you life. Literally. After an eternity of runni...
	7J
	Healing juice. Heal yourself for up to a B wound. Go back to 48J.
	7K
	A tacky silver ring, worth 1d6 gold pieces. Definitely could have been worse. Go back to 32A.
	7L
	The sword is magickal for +3 in combat. Take your new play toy, and leave via the door to 10H.
	7M
	You breath in the vapor from the sphere. You feel tingly and light headed. Attempt a level 1 skil...
	8A
	Up close, you see that they are flawless. Very nice gems. They are worth 2d6 times $1000 each. St...
	8B
	"Hey Bub, I meant no harm. Let me buy you a drink?" Attempt a level 1 skill roll on charm. If you...
	8C
	You win the game, with a run of daemon princes. Sathe looks deep into your eyes, and you feel you...
	8D
	"You are a true hero to have made it so far. Even the lords of Kaos take notice. Go, with my bles...
	8E
	Roll a d6. On 1-2 go to 45K. On 3-4 go to 37H. On 5-6 go to 13F.
	8F
	The music and chanting stop, and all eyes turn on you. The high priest raises its hand and points...
	8G
	The shop is filled with alien items, many of which look like those on display, but smaller. If yo...
	8H
	As you wait for something to happen, the universe obliges. A long slimy tentacle curls up from th...
	8I
	They are warrior boots of ass kicking. In melee combat, you fight with an extra +1d6 for kicks an...
	8J
	You enter a small hexagonal room with yellow plaster walls. There is a pedestal in the center of ...
	9A
	The room is well lit. There are burn marks along the walls and ceiling, as if this room had recen...
	9B
	Healing juice. Heal yourself for up to a C wound. Go back to 48J.
	9C
	A cursed dead winged monkey of wrath. It seems to be something that is best left behind. Go back ...
	9D
	The sword is magickal for +5 in combat. Take your new play toy, and leave via the door to 10H.
	9E
	Roll a d6. On 1 go to 15D. On 2-3 go to 16H. On 4-6 go to 18B.
	9F
	Bamph! You feel your body sucked through space to a new location. Disoriented but none the worse ...
	9G
	"Sure. Why not." A claw clamps around your shoulder, and you spend $30 buying drinks for the orc ...
	9H
	You are disgorged into a shiny white room with another door on the far wall. Roll a d6. On a roll...
	9I
	So close to freedom, and your soul is sacrificed to the lords of Kaos. Pity. Tear up the characte...
	9J
	You enter a small clean room. On the coat rack is a dark grey cloak, a sword, and a shield. On th...
	9K
	You do not get to be high priest without some form of protection from snipers. The missile bursts...
	10A
	There are several items which look interesting, and may fit into your budget. You find just the t...
	10B
	Whatever your strength, it is stronger. Whatever your combat ability, it is better. Realizing tha...
	10C
	These are boots of kicking. You receive a bonus of +2 in melee combat, and +6 strength to kick do...
	10D
	You lift the glass cover, and take the card. On the other side it reads "Get Out of Jail Free." T...
	10E
	Ready your weapon and fire at the hellhound. You will need 1 success to hit. By the way, this is ...
	10F
	Healing juice. Heal all wounds, from whatever source. Go back to 48J.
	10G
	A shiny silver bracelet with pink gems, worth $50. Go back to 32A.
	10H
	The doorway leads to a small room with a long ladder rising up to a trap door in the ceiling. Cli...
	10I
	You feel very faint. As a matter of fact, the next thing you realize is that you are laying on th...
	11A
	You come into a large brightly lit room. Tapestries with scenes of battle between weasels and bas...
	11B
	"We are really sick of your kind just wandering around in here." They grab you, and weight of num...
	11C
	You enter a room which is a huge garden. The ceiling is twenty meters high, and lit as bright as ...
	11D
	You pick up the axe, and realize that this may not have been such a good idea. Attempt a saving r...
	11E
	It is a fine sword, perfect for your strength. It comes with a very pretty lime green scabbard. G...
	11F
	You discover a twisting corridor leading up. You hear chanting and music, growing louder and loud...
	11G
	A small crossbow looking device. You are the proud owner of one super deluxe egg beater. Great fo...
	11H
	Eldritch tentacles wrap themselves around you, and pull you down into the pit. You are eaten slow...
	11I
	Shake your head, splash some water on your face, and you are none the worse for wear. Roll a d6 t...
	12A
	You have used the "Get Out of Jail Free" card. Some consider this the coward’s way out, others th...
	12B
	You jump into melee combat with the hellhound. It huffs and puffs flames, but this advantage is c...
	12C
	Fruity and delicious. Go back to 48J.
	12D
	A scroll in a green velvet case. You open the scroll and try to read the glyphs. Make a level 1 s...
	12E
	You go through the shiny metal door into a white and bright room. Weird lightning shoots up wires...
	12F
	A flash of bright light, and a loud crack of thunder. Bamph! You are sitting in the middle of the...
	12G
	You are in the sleeping quarters of a large group of monsters. A dozen beds of various shapes and...
	12H
	You notice that one of the orcs has been giving you the evil eye. It shambles over, and gives you...
	12I
	The scarecrow is a life size straw stuffed rag doll, up on a stick. It is made up to look like a ...
	12J
	You manage to resist the power of the axe, as it tries to suck away your life essence. You throw ...
	13A
	It is a sturdy medium shield, perfect for your strength. It has strange weasel pictures drawn on ...
	13B
	You crawl part way out of the mouth of the idol, and aim your weapon. You will need 2 successes t...
	13C
	A transparent box with small gems. Neatto keen. You have purchased a plastic box of polyhedral di...
	13D
	You pull the vines away, open the door, and step into a garden. Go to 11C.
	13E
	You wake up lying next to the chest, naked and tied up with rope. A surly looking dark elf is on ...
	13F
	You enter a dark room with a steam organ along one wall, and another doorway on the far side. In ...
	13G
	You may leave via the normal door (11A), or see what is behind the large bronze door. It is very ...
	13H
	Good for you and warms your tummy. Go back to 48J.
	13I
	A sheathed dagger. It is the perfect size for your strength. It is bright and shiny and magickal....
	13J
	You try to bluff your way in. Attempt a fast talk roll, which is a level 1 skill roll on persuasi...
	13K
	You have activated the cleaning lasers. These keep the sphere clean of dirt, grime, and any small...
	14A
	Attempt a sneak roll, which is a level 1 skill roll on agility. If you make the roll, you may exi...
	14B
	The orc has a combat of 16, strength of 11, protection of +4, and will of 10. Fight normal melee ...
	14C
	You tear the scarecrow down, and rip it apart looking for treasure. You find nothing, but you do ...
	14D
	The axe crackles with arcane energy. It is a +6 double handed axe in your hands. When used in mel...
	14E
	Roll a d6. On 1 go to 15I. On 2-3 go to 17B. On 4-6 go to 18G.
	14F
	Your bellow is amplified by the shape of the idol. The music and chanting stop. If you tell the a...
	14G
	Oooooo. Plastic sushi. It is just what you always wanted. It does not taste like much though. You...
	14H
	The wooden door opens with a loud "creak!" You step walk down a set of rickety stairs to what loo...
	14I
	The dark elf is a real dick wad, with no sense of humor. Eventually a couple of trolls show up, b...
	14J
	As you stroll across the room, the rug comes alive, and with claws and a generally bad attitude, ...
	14K
	Roll 2d6 and add your strength. On a roll of 6, add and reroll. If the total is 22 or more, then ...
	15A
	So good you can’t have just one. Go back to 48J.
	15B
	A small velvet bag. Good grab. It is full of tiny diamonds, total value 1d6 times $1000. Go back ...
	15C
	"Yeah, yeah, that wizard guy sent for me. Yeah, that’s it. The he said to, like, meet him here, y...
	15D
	Urgh. Cough, cough! Nasty fumes. What were you thinking? Uh, no that’s not it. Why are there glas...
	15E
	Roll a d6 to find out what type of creature it is. On 1-2 go to 16I. On 3-4 go to 18C. On 5-6 go ...
	15F
	If you killed the orc or knock it unconscious, then go to 16J. Otherwise it backs away. "I meant ...
	15G
	The fountain is huge, with white marble nymphs and satyrs pouring water from shells. You look int...
	15H
	You would feel safe here, if it weren’t for the big ugly smelly manticore blocking your way. It s...
	15I
	It is a warm cozy cloak. Go back to 9J.
	15J
	Attempt a level 1 skill roll on persuasion. If you make it, go to 17C. If you miss, go to 18H.
	15K
	The tour ends with a plea by the tour guide. You see, they can "remain open only because of your ...
	16A
	You come to a room with wooden paneling, and a thick metal door with chains and a padlock on the ...
	16B
	You struggle out of the ropes, and set yourself free. Yanking off the blindfold you see that you ...
	16C
	As you reach down to take the rug, it comes alive and attacks. Grrr. Go to 17G.
	16D
	The wheel turns with difficulty. You draw your weapon, just to be safe, and open the door. Smoke ...
	16E
	Brain juice! Add +1d6 to your intelligence statistic. Go back to 48J.
	16F
	A glancing death glance. You are stunned, and in massive pain. Take a B wound. If this kills you,...
	16G
	Some say that gremlins have eyes in the backs of their heads. This one certainly does. It spins a...
	16H
	You shake off the effects of the fumes. You spend a few minutes picking small shards of glass out...
	16I
	The great orc wakes up, grabbing the nearest weapon. It wears no armor. As a matter of fact, it i...
	16J
	The crowd are not pleased. "Hey, that was my buddy!" Another orc jumps in to avenge its comrade. ...
	16K
	The water tastes fine. It is very refreshing. Bathe at 18E, or head back to 11C.
	17A
	The manticore stops flailing, and backs away. It seems to respect the amulet. To dash past the ma...
	17B
	It is warm and cozy and clanks when you put it on. Inside an interior pocket of the cloak you fin...
	17C
	They actually bought it! You watch the worshippers leave via the huge ornate double doorway. The ...
	17D
	You may donate some cash if you want, but you are not moved by the story. What do you care if thi...
	17E
	You wrap a lengths of chain around either hand, and give a mighty pull. Roll your strength plus 2...
	17F
	The dark elf is a nice enough chap, for one of the evil sort. It will let you go, but it will kee...
	17G
	The lion has a combat of 20, strength of 14, protection of +2, and will of 12. You do not have ti...
	17H
	Something nasty pops through the door. It is a quick little dickens, known as a fire sprite. You ...
	17I
	Shooty juice! Add +1d6 to your missile statistic. Go back to 48J.
	17J
	Stoned again in the basement. It’s a good thing your mom’s not here to catch you. The bad thing i...
	18A
	The gas has left you woozy. Fight at a disadvantage for the first 2 rounds of combat, that is, ro...
	18B
	Yow! Maybe these fumes are not so bad after all. You feel buzzed, and invigorated. Add +1 to your...
	18C
	The orc wakes up, grabbing the nearest weapon. It wears no armor. As a matter of fact, it is buck...
	18D
	You wander to the exit, and head out of the lunch room. Attempt a level 1 saving roll on percepti...
	18E
	You strip down to your birthday suit, and dive into the pool. Your feet never touch the bottom, a...
	18F
	It’s just a big puppy dog, er, lion-hawk-scorpion-man at heart. You unleash the beast, get on its...
	18G
	The cloak fits like a glove, and lo and behold, it is magickal. It will absorb the first wound th...
	18H
	Somehow you knew that this would not work. You hear someone yell a command, and the chanting resu...
	18I
	Yes, the poor museum. You feel their plight. You give half of all of the coins that you have in y...
	18J
	The chains just snap in the hands of a brute like you. The door is open. Go through to 9H.
	19A
	You are pulled down by the strong currents. You enter a huge pipe which twists and turns. Attempt...
	19B
	Do you know how to play the organ? Attempt a level 2 skill roll on craft. If you make it, go to 2...
	19C
	Nothing else happens. Unless you want to sacrifice yourself to the flames of hell, you may as wel...
	19D
	Warrior juice! Add +1d6 to your combat statistic. Go back to 48J.
	19E
	You feel body grow, but in this universe, certain laws of conservation must be obeyed. Add +8 to ...
	19F
	The statue has come alive and attack you; it is really a gargoyle. It’s an old cliche, but an eff...
	19G
	You walk down a long dark corridor which ends in a doorway. In front of you is a marble pedestal,...
	19H
	The goblin orc wakes up, grabbing the nearest weapon. It wears no armor. As a matter of fact, it ...
	19I
	You did not notice the bully orc that followed you out of the lunch room. It wacks you from behin...
	19J
	You are searching the trees for a way out of here. Attempt an alertness roll, which is a level 1 ...
	20A
	Take your first missile attack against the manticore. It has a strength of 23, protection +2. If ...
	20B
	Roll a d6. On 1 go to 21G. On 2-3 go to 23A. On 4-6 go to 24E.
	20C
	You reach a four way intersection in the corridor. You hear footsteps ahead. Turning to the left,...
	20D
	Something snaps in your brain. What are you waiting for? "Yes, sign me up!" You break down and so...
	20E
	You smash through the glass with your weapon. Toys and trinkets fly in all directions. But this m...
	20F
	You cannot hold your breath any longer. Nor can you breath water. Which is a pity, since that is ...
	20G
	You play a very nice piece that you remember from your childhood. You take a note to stop cursing...
	20H
	If you do not have a weapon, then go to 19C. A little fire elemental jumps from the flames and la...
	20I
	The lesser bonanza juice! Add +1 to each statistic except for body. Go back to 48J.
	20J
	You begin reading the glyphs within the scroll. Black smoke billows around you. A sparkly black s...
	21A
	Go to 16G.
	21B
	No scary monsters jump out to attack you, no arrows shoot out of the walls, no pits open up benea...
	21C
	You may stay around and look for treasure, or high tail it out of here. To leave, take the door t...
	21D
	You noticed that an orc followed you out of the lunch room. It is stalking you from behind, sword...
	21E
	You did not hear the ogre stalking around until you bumped into each other, nose to nose, nose, a...
	21F
	The enraged beast pulls lose from its chains, and attacks. It has a combat of 32, strength of 27,...
	21G
	It tastes warm and tangy, like green jello. Take the silver goblet if you wish. It is worth 2d6 t...
	21H
	You turn to run, and run smack dab into a group of dozens of cloaked figures. They do not appear ...
	21I
	You enter a large stone chamber, with marble pillars rising to a domed ceiling. There is an ornat...
	21J
	A gremlin in green overalls "bamphs" into existence, and puts an "out of order" sign on the iron ...
	22A
	You are pulled down by the strong currents. You enter a huge pipe which twists and turns. You los...
	22B
	The rug is worth 1d6 times $100, but it is big and heavy. You may use only a single one handed we...
	22C
	You come into a large well lit room. The wall are covered in luminescent white panels, and floor ...
	22D
	The bonanza juice! Add +1d6 to each statistic except for body. Go back to 48J.
	22E
	This small room has two additional doors in it. A small peep hole slides open in one door, and a ...
	22F
	The gargoyle expires at your feet. You turn to look at the gremlin, which has a rather concerned ...
	22G
	You have uncovered an ornate six foot tall mirror. Besides the normal reflection, you can make ou...
	22H
	There is a lot of clutter in the room, but beneath one of the lice ridden beds you find a small b...
	22I
	The orc has a combat of 16, strength of 11, protection of +4, and will of 10. If it kills you, th...
	22J
	There is something big and noisy thumping around in the woods ahead of you. You may turn tail and...
	22K
	To die so close from freedom and victory. A tragic death. Tear up the character sheet. At least t...
	23A
	It is warm and tangy, and you guessed it, magickal to boot. Roll a d6. On 1 go to 27B. On 2-3 go ...
	23B
	You turn to run, and choose the correct path to avoid whatever it is making all the noise. After ...
	23C
	The occasional moaning noises are coming from the faintly shimmering otherworldly entity royally ...
	23D
	Sparks and crackling energies shoot from the hulk of the machine. It looks like it is going to ex...
	23E
	You are in a small room with a waterfall pouring from a huge pipe high up in the wall. The water ...
	23F
	You hear a growling behind you. The rug has transformed into a real lion, and it does not like yo...
	23G
	You gently pull down the lever, and it breaks off in your hand. But not before something else int...
	23H
	More fruit juice. Harumph. You get tired of the taste of the juice and decide to go find somethin...
	23I
	The door opens into another long corridor. After a couple of minutes, you meet two Weasel Keep na...
	23J
	The gremlin has a look on its face like it just ate a crate of lemons. It is not buying any of yo...
	23K
	This adventure has ways of taking care of vandals like you. You will get your’s in the end. You h...
	24A
	5d6 copper pieces. Add and reroll any 6’s. Not a king’s ransom, but enough to buy a round at the ...
	24B
	Attempt a level 2 saving roll on agility. If you make it, then you escape the orc, and head off t...
	24C
	The ogre hears you and bursts through the trees, attacking with its club. Fight to the death. The...
	24D
	You attack the enraged manticore. It has a combat of 32, strength of 27, protection of +2, and wi...
	24E
	It is warm and tangy, and you guessed it, magickal to boot. Your head is filled with visions of t...
	24F
	You fight valiantly, but weight of numbers bring you down. Roll 8d6. Take a wound level for each ...
	24G
	"Hello o-ghostly king, or, er queen. Please forgive my intrusion." The standard prologue when dea...
	24H
	Attempt a lock pick roll, which is a level 3 skill roll on craft. Clickety, clack! If you make th...
	24I
	You are in a smelly stinky room. There is refuse and rotted things from wall to wall. On the far ...
	24J
	You finish and turn, but there are no applause, no audience. Oh well. Take the rug (22B), or leav...
	24K
	You hear a loud "bamph" as of air expanding behind you, and a yell of "Weasel Keep or die!" Roll ...
	25A
	You try to strike up a conversation. Attempt a level 1 saving roll on charm. If you make it, go t...
	25B
	Attempt a level 1 saving roll on intelligence. If you make the roll, go to 27J. Otherwise, go to ...
	25C
	After another 10 minutes, the door opens. In walks a tall evil looking human, with a scarred chee...
	25D
	You hear a loud crash as glass shards fall to the ground. You pull the drapery aside, and see the...
	25E
	3d6 silver pieces, and 2d6 gold pieces. Add and reroll any 6’s. This is more like it. Today must ...
	25F
	No one here really wants to talk with you. An antisocial bunch. It is probably best to just head ...
	25G
	You sneak up on the ogre, and bash it from behind when it was not looking. It has a combat of 24,...
	25H
	You have defeated the nasty guardian beast. Lightning flashes overhead, just for theatrical effec...
	25I
	What a waste of good green goo. The silver goblet is worth 2d6 time $100 on the open market. Add ...
	25J
	You wake up. You are laying dazed upon an alter, looking into the visage of the high priest. You ...
	25K
	"I am a poor lost soul. Please help me find my way out of this fortress of horrors." Attempt a le...
	26A
	The lock and chains fall away. The door is open. Go through to 9H.
	26B
	You notice that there is something moving in the offal. You whack it down with a handy stick, and...
	26C
	The magickal sounds from the organ have invigorated your soul. Add +1d6 to your will. Now take th...
	26D
	The wall panels glow brightly, blinding you. When your vision returns, you realize that you are s...
	26E
	Can’t we all just learn to get along? The orcs and goblins go down easily, and the ogres are no p...
	26F
	"We don’t want any!" The peep hole closes, and will not reopen no matter how hard you knock. Slin...
	26G
	You are courageous, if stupid. A flash of light, and you are knocked out cold. Only to wake in a ...
	26H
	You carefully peek between the draperies, and see your reflection looking back at you. Strange ma...
	26I
	2d6 gems, each worth $300. Add and reroll any 6’s. These guys are way over paid. Maybe you could ...
	26J
	You are in another long corridor seemingly without end. Roll a d6. On a roll of a 1-2, you encoun...
	26K
	Behind the ogre corpse is its lair, built from old logs and mud, butted against the brick wall. I...
	27A
	Lightning flashes overhead. The wind picks up to gale force. The thunder is deafening. You see a ...
	27B
	Your hair grows instantly to twice your own height. No problem, you say. Take your knife and trim...
	27C
	Attempt a level 2 saving roll on agility to escape. If you the roll, you stay ahead of your pursu...
	27D
	A soft feminine voice enters your head. "Go, go jump into the pit. And leave us be." If you follo...
	27E
	On the machine is a little sign that states "One silver piece for one go." To put a coin into the...
	27F
	A rotten hand reaches up from the offal. A rot zombie emerges from the filth and attacks. It has ...
	27G
	You are in a corridor, leading to another door. Roll a d6. On a roll of a 1-2, you are not alone....
	27H
	You feel very sick. Some of your life essence has been leeched away. Roll a d6 to see which stati...
	27I
	Attempt a level one saving roll on craft. If you make the roll, go to 29D. If you miss, go to 30H.
	27J
	"Yeah, well, Guido sent me," you lie. "Oh, Guido, that’s OK then." The door opens with a creak, a...
	28A
	You are buck naked, blindfolded and bound with rope, lying on a cold stone floor. All of your stu...
	28B
	You walk down another long corridor. Roll a d6. On a roll of a 1-2, you have company. Roll a wand...
	28C
	Ransacking aside, you are pushing your luck if you stick around here for too long. Roll a d6. On ...
	28D
	You come to a dank room with two huge braziers burning. In the center of the room is a deep pit, ...
	28E
	Attempt a detect traps roll, which is a level 2 skill roll on perception. If you fail, then go to...
	28F
	You come too close to the iron rod just as a lightening bolt strikes. Roll 12d6. Take a wound lev...
	28G
	Your nose grows to about one foot long, making full helmets a challenge for you. Subtract 2 from ...
	28H
	You come into a large dank room. How big is this joint? Roll a d6. On a roll of a 1-2, you encoun...
	28I
	"Oh powerful regent of the dead, please grant your earthly subject with wealth and power so that ...
	28J
	"Klunk. Pthooie!" The machine spits the copper coin back at you. Attempt a level 1 saving roll on...
	29A
	Your carcass is added to the piles of filth, where it rots and festers, becoming body parts for t...
	29B
	If you are human, go to 30F. Elves go to 38C. Dwarves to 39G. All others go to 41A.
	29C
	Any wounds that you may have suffered are miraculously healed. Feeling well and refreshed, just l...
	29D
	You did a good job of hiding your tattoo under your helmet or floppy hat. Proceed as normal in th...
	29E
	The gentlemen take offense at your cowardice. In a flash of hellfire and brimstone, and the ubiqu...
	29F
	No matter how swift, the wizard is faster. A flash of light, and you are knocked out cold. Only t...
	29G
	You come out onto a balcony, overlooking a huge room. You hear strange chanting, bells, and gongs...
	29H
	Yep. Typical bad luck. One of the locals shows up to get some shut eye, and finds you rummaging t...
	29I
	There is nothing else much to do here. Time to skedaddle. There are three ways to exit the room. ...
	29J
	Ouch. You prick your finger on a poison needle on the latch. No big deal. But you do feel kind of...
	29K
	Your storm wracked body is washed away in the gail. After all the supernatural forces that you fa...
	30A
	Your ears grow into elephant ears. This looks kind of silly, so subtract 1 from your charm and fr...
	30B
	You have entered the troll room. Sitting hunched over in the middle of the room is a strange look...
	30C
	A soft feminine voice enters your mind. "Yes, yes you may make a fine servant of the Serpent King...
	30D
	The machine is happy to be fed gold instead of silver. You still only get "one go" per gold coin....
	30E
	The rot zombie tries to reform itself, but you keep whacking at it so that it does not get the ch...
	30F
	If you are male then go to 32C. Females go to 36I. If you are gay, then choose the opposite. If y...
	30G
	You feel very energetic. You have been infused with extra life essence. Roll a d6 to see which st...
	30H
	The creatures in the lunch room develop an immediate dislike towards you. You are quickly surroun...
	30I
	The first game is a five card hand with simple wagering, but they wager something other than mone...
	30J
	You start spinning your stories, but the wizard is suspicious. Attempt a fast talk roll, which is...
	31A
	You see a huge room full of hundreds of cloaked figures, and a gigantic bronze idol of the weasel...
	31B
	Best to get while the getting is good. Take the door to 44J.
	31C
	You grab ahold of the bronze chest. The board breaks, and the wooden chest tumbles into the pit. ...
	31D
	Inside the chest are 3 potions, unmarked but very interesting looking. They are in very fragile c...
	31E
	The wind buffets you against the side of the deck. Roll 6d6. Take a wound level for each 6 that y...
	31F
	Entering the small circular room, you are engulfed in a shimmering angelic light. You feel yourse...
	31G
	You gently shake the Kaos Troll. One huge bloodshot eye slowly opens. It stands up to its full an...
	31H
	"Uh, that’s not quite what I meant, I mean..." The ghost screams in fury. "How dare you turn down...
	32A
	You may try any number of times, for 1 silver piece per try. Twist, twirl, lever. This game is ki...
	On 4, go to 36G. On 5, go to 38A. On 6, go to 39E. On 7, go to 40J. On 8, go to 42B. On 9, go to ...
	If at any time you roll 2 or more successes, then go to 33I instead. If you roll 0 successes, the...
	32B
	You go through the doorway, and enter a short corridor. You can hear the zombie piling up offal a...
	32C
	You enter a well lit white marble room. Splashing noises and laughter can be heard coming from th...
	32D
	You hear a medium sized "bamph" as of air expanding behind you, and a loud clang, followed by a c...
	32E
	You find the orcs and goblins to be amiable enough, but the gargoyles and malrogs are not so frie...
	32F
	Old Nick wins with four unicorns to your two pair of golden geese and leprechauns. Bummer. Lose -...
	32G
	"Sure you are, buckoe." A flash of light, and you are knocked out cold. Only to wake in a not so ...
	33A
	Attempt a level 1 skill roll on charm. If you make it, go to 34G. Otherwise, it attacks. Go to 35K.
	33B
	Attempt a level 3 alertness roll, which is a level 3 skill roll on perception. If you make it, go...
	33C
	You have the bronze chest. Now to deal with that pesky lock. If you have lock picks, you may try ...
	33D
	Not bad. Kind of tangy. Roll a d6. On 1 go to 34J. On 2-3 go to 36B. On 4-6 go to 37F.
	33E
	You slip on the wet stone deck. Attempt a level 1 saving roll on agility. If you make it, pull yo...
	33F
	You awaken feeling refreshed, and try to choke down panic as you see that you have been transport...
	33G
	The Kaos Troll opens its mouth to answer. You gag as its fetid breath reaches your nostrils. "Sur...
	33H
	A tattoo of a striking serpent appears on your forehead. It glows in the presence of any worshipp...
	33I
	You have grabbed the key! But right after the claw drops the key by the little door, the machine ...
	34A
	The snake recognizes you as an ally, and allows you to enter the room. It will sit like a puppy d...
	34B
	Boredom comes eventually, even in your personal paradise. After several weeks, you decide to pack...
	34C
	The axe is perfectly sized for your strength. It is very ornate, almost foppish in its inlay. Pre...
	34D
	There is this little goblin named Goreek or some such. Anyway, it says that it is a magician, and...
	34E
	Your hand of five leprechauns beat even Sathe’s three abysses. Add +1 to your will. Go to 35I.
	34F
	"Well there was this guy, you know the one, back in town, and he asked me to bring this thing, yo...
	34G
	With a snort and a growl, it accepts your apology. It points its scepter at you again, and in a p...
	34H
	You notice the glint of something shiny under one of the floor boards. You pry it up, and find a ...
	34I
	You have opened the bronze chest. Roll a further 1d6 to figure out what you find inside. On 1-2 g...
	34J
	Bad bad mojo. You get very sick. Halve your health statistic permanently. Drop any fraction. Reca...
	34K
	You climb up to the highest point of the keep. The wind and rain rage around you. Roll a d6. On 1...
	35A
	Add +1d6 to your charm statistic. Go to 33F.
	35B
	The Kaos Troll thinks you remind it of its second cousin. It hates its second cousin. Its second ...
	35C
	The undead regent screams into your mind, "Sham and charlatan! Friend of my cursed enemy, go, go ...
	35D
	The key fits the lock perfectly. The chains fall away, and you exit through the metal door to 9H.
	35E
	You may try to open the vault (36H), or leave via the door on the far wall (10H).
	35F
	OK, you give in, you will stay a little while longer. In 2d6 years, attempt the level 1 save on w...
	35G
	Its a fine axe except for the fact that it is ready to fall apart. At the end of any round of com...
	35H
	The goblin begins a weird chant, and the lights in the lunchroom start to dim. No, the lights are...
	35I
	This game is starting to get nasty. Some players want to win back their life force. To try to tal...
	35J
	You bash away at the glass tubing and beakers. Weird magickal liquids splash all over the place. ...
	35K
	The high priest fights alone, swinging its glowing scepter. The worshippers watch intently, but d...
	35L
	It looks pretty, but it is just plated. The value is $25. Take the booty, and head out through th...
	36A
	Poof! A noxious gas shoots from the chest. Roll a d6. On 1 go to 37E. On 2-3 go to 38J. On 4-6 go...
	36B
	Blech. This one just makes you burp. Go back to 31D.
	36C
	On the deck you see nothing but a pair of stone plynths, twice the height of a human, on a raised...
	36D
	Add +1d6 to your combat statistic. Go to 33F.
	36E
	The Kaos Troll attacks with yells of "Anarchy!" and "Down with the man!" swinging its obscenely l...
	36F
	As you take the royal seat, a cold sensation strikes your bones to the marrow. Attempt a saving r...
	36G
	A cool skull ring. When worn, it adds +4 to your protection. It is a keeper. Go back to 32A.
	36H
	It is big and heavy and solid. There is no way to break this one down. However there is a keyhole...
	36I
	You enter a well list white marble room. Steam emanates from small holes in the walls. As you tre...
	36J
	You discover a screw cap and hidden flask in the handle. Currently it contains fine elven rose wi...
	36K
	The little goblin kept good on its offer. You find yourself back home, with all of your stuff, no...
	37A
	Attempt a level 2 skill roll on persuasion. If you make it, go to 38F. If you miss, go to 39J.
	37B
	The flames are too intense, and the smoke too thick. You fall from the ladder, to your doom. Your...
	37C
	You stand victorious above the body of the priest. The worshippers back away from you in awe. If ...
	37D
	It is very pretty, and obviously made for a person of stature. The value is 2d6 times $1000. Add ...
	37E
	Stupidity gas! Halve your intelligence statistic permanently. Drop any fraction. Try to remember ...
	37F
	Yow! You feel very bright and glib. Add +3 to your intelligence, persuasion, and charm. You knew ...
	37G
	On the deck you see nothing but a bundle of an old rug against the far corner. However you put tw...
	37H
	This large marble room has a large bathing pool and towels along the sides. To take a dip, go to ...
	37I
	Yeesh, dead trolls smell worse than live ones. Holding your nose, you search its dead body. It ha...
	37J
	Your throne room is a mess. Where are your servants? All dead. Long ago. Sigh. So long ago. As yo...
	38A
	A small paper bag. Inside the bag is a little vial with a pink and black polka-dot potion. If you...
	38B
	The key fits perfectly, and the vault door opens with a "hiss!" Go to 42C.
	38C
	You enter a well list white marble room. There are fine paintings on the walls, above bookcases f...
	38D
	It glows and hums happily with its +3 magickal bonus. Gaudy but useful. Very useful. Give it a na...
	38E
	You are in the new location, but all of your stuff is missing. Butt naked and shivering, go to 26J.
	38F
	"Nunzio, show the gentleman out." You are shown the door, and booted out. You may as well head th...
	38G
	Some folks love to live a life of danger. You drink random magickal agents. The effect is just as...
	38H
	You peek over the edge of the balcony. Down below are hundreds of cowled worshippers, and a gigan...
	38I
	It is very pretty, and obviously made for a person of stature. The value is 2d6 times $1000. Add ...
	38J
	Freeze gas! Attempt a level 2 saving roll on health. If you miss, you fall over, paralyzed, for 1...
	38K
	Yum. Tastes like chocolate. Roll a d6. On 1 go to 40E. On 2-3 go to 41I. On 4-6 go to 43B.
	39A
	On the deck you see a weird contraption that resembles a large laundry basket attached to a hundr...
	39B
	You remove your armor and clothes, leave your weapons on the side where you can grab them quickly...
	39C
	You find four bags with 3d6 silver pieces in each. Add and reroll any 6’s. Time to leave via the ...
	39D
	An otherworldly voice strikes your skull like the clapper of a church bell. Your head is filled w...
	39E
	It is a small wooden statue of a basilisk. This must be someone’s idea of a practical joke, since...
	39F
	Attempts two lock pick rolls, which are level 3 skill rolls on craft. If you make both, go to 40K...
	39G
	You enter a well lit white marble room. There is nothing in the room except for a large beer cask...
	39H
	The helmet completely covers your head and face, and it fits perfectly. It is very ornate, almost...
	39I
	There is this big troll. Mangorp is its name. It asks you if you want to do a little job for it. ...
	39J
	"Not so fast, buddy. This game is just starting to get interesting." It looks like you are stuck ...
	40A
	The liquids do not mix well in your tummy. Roll a d6. Take an A wound on 1-2, B on 3-4, C on 5-6....
	40B
	You jump off of the balcony. Attempt a level 1 skill roll on agility. If you make it, go to 41F. ...
	40C
	Smart gas! Add +1d6 to your intelligence permanently. A metaphorical light bulb lights up over yo...
	40D
	You make your way toward the sleeping monster. Attempt a sneak roll, which is a level 1 skill rol...
	40E
	Oh boy. You feel like you are going to throw up. It might not be a bad idea, but it really won’t ...
	40F
	You are dead. Tear up the character sheet. Another victim of bad luck and Weasel Keep.
	40G
	Uh oh. The water suddenly turns blood red, and starts leeching away your life force. Just the kin...
	40H
	Attempt a sneak roll, which is a level 1 skill roll on agility. If you make it, you may leave via...
	40I
	You resist the psychic assault of the liche, and assume your rightful place on the throne of Quee...
	40J
	A, well, something. What the hell is it? You have no idea. Toss it. Go back to 32A.
	40K
	The vault door opens with a weird hissing sound. Go to 42C.
	41A
	You enter a pitch black room. Torches will not light. Someone likes it dark in here. You feel fai...
	41B
	Its a fine helmet, except for the flees, and the lice. ARGH! You rip off the helmet, and throw it...
	41C
	The troll gives you 2 silver pieces and the scroll. You follow the directions, and head off throu...
	41D
	You are stuck here for the duration. Attempt five more gambling rolls. Every time you win, add +1...
	41E
	Your skin begins to glow. Brightly. You will never need a torch again in darkness. Nor do you hav...
	41F
	You land quietly, and no one sees you as all eyes are still focused on the monstrous idol. Go to ...
	41G
	You sneak up to the creature, and take it out with a slit throat or bash to the noggin. It will n...
	41H
	You find a couple of bags of coins. The first one has 4d6 gold pieces. The second has 4d6 silver ...
	41I
	You feel so much better. You are magickally healed of all wounds. Remember for the future, gold s...
	41J
	After a half hour you climb out, dry off, and get dressed. Time to leave. Grab your stuff and hea...
	41K
	The troll is dead to the world, figuratively speaking. If you are shooting or throwing a weapon f...
	42A
	You quietly step to the edge of the pit, and look down. The sides are smooth and damp. There is a...
	42B
	A fluffy stuffed puppy dog. Aaaawww. Go back to 32A.
	42C
	The vault has shelves along its dark metal walls. On the shelves are rows and rows of skulls, fro...
	42D
	You never wake up from your walk through the interdimensional convention of wraiths, spectres, an...
	42E
	Nothing special that you can ascertain. Take it or leave it, and go have a seat on the chair at 4...
	42F
	You open the scroll and start reading. Roll a d6. On 1-2 go to 44A. On 3-4 go to 45D. On 5-6 go t...
	42G
	Your life force is sucked from your body, leaving a zombie like corpse to wander the corridors of...
	42H
	It had to be here someplace. The dreaded magickal sex change. It feels as if your body is being t...
	42I
	You see a small doorway about twenty feet away. You carefully wend your way through the temple. A...
	42J
	You have entered the Post Modern room. There are many strange items on display. Most are well lit...
	43A
	Inside of a small velvet bag you find one big honking ruby. Roll a d6. On 1 go to 44F. On 2-3 go ...
	43B
	You are suddenly aware of the sound of the ants in the grass, and the smell of the air, and the g...
	43C
	The warm healing fluids infuse you with new energy. Add the following to each and every one of yo...
	43D
	You need only 1 success to hit it with a missile attack, but it will wake whether you hit or miss...
	43E
	You jump into the pit. About thirty feet down, you crash through a wet spongy sheet of moss and l...
	43F
	A silver broach, worth 2 gold pieces. Not too bad. Go back to 32A.
	43G
	Roll a d6. On 1-3 go to 45A. On 4-5 go to 46D. On 6 go to 47G.
	43H
	You have entered the room of weird crystal spheres. There is a door in the far wall. Scattered ab...
	43I
	You quickly learn that this is one extra slick helmet. There is a special heads up display built ...
	44A
	The glyphs glow with magickal energy, and you find yourself transported to a new room. The scroll...
	44B
	Everyone looks a little tired. Especially Old Nick. To suggest that you call it a night, go to 45...
	44C
	You feel terribly woozy, and very peculiar. This is the old random statistic swap. Roll a d6. On ...
	44D
	The music and chanting stop. All eyes focus on you. Go to 45G.
	44E
	Whatever your malicious activity, the outcome is the same. Catching you in the act, the security ...
	44F
	The ruby is really only rock candy. Not worth anything, but it does make a good snack. Go to 29I.
	44G
	Blech. Tastes like that medicine that your aunt used to make you take. Roll a d6. On 1 go to 45J....
	44H
	Not bad, but not good either. Tastes like soapy water. To drink from the pool go to 44H. To leave...
	44I
	You reach a door with a bronze plaque with alien glyphs of some kind. Something tells you that me...
	44J
	This is the lunchroom, the real center of all activity in weasel keep. All sorts of monsters, cre...
	44K
	A small plastic spider. Use it to scare your friends. Go back to 32A.
	45A
	The mace is magickal for +3 in combat. Take your new play toy, and leave via the door to 10H.
	45B
	The controls on the large sphere go dark, and the a glass door covers the hole. You may not use t...
	45C
	There are 10d6 coins scattered around the room. Add and reroll any 6’s. They have wacky pictures ...
	45D
	Bah. Indecipherable gibberish. To roll it back up and continue with the delivery, go to 48A. Othe...
	45E
	The old daemons pack it up. Party is over. You leave via the back door to 9H.
	45F
	The strangest effect of all. Nothing unusual happens, except for a slight burp. Go to 48C.
	45G
	The high priest raises its hand and points its scepter at you. In a puff of smoke, light, and mag...
	45H
	Freedom comes finally. You are given a new set of clothes, 2d6 silver pieces, and a walking stick...
	45I
	The ruby is worth 2d6 times $1000. Add and reroll any 6’s. Give it to someone you love. Go to 29I.
	45J
	Argh! Everything is growing around you! No, wait, it is really you shrinking. Argh! Roll a d6, an...
	45K
	You enter a dark dusty room. You can barely make out a partially opened door far down on the othe...
	46A
	All those years in linguistics class with the mad phoenix sages on the south side of Vindstadt fi...
	46B
	You ascertain most of the functions of the machines by watching the patrons use them. They accept...
	46C
	A small lump of coal. Toss it. Go back to 32A.
	46D
	The mace is magickal for +5 in combat. Take your new play toy, and leave via the door to 10H.
	46E
	As you are about to smash the sphere, you feel a psychic force in your head, warning you against ...
	46F
	You sit down on the chair. The lights slowly start to fade. Roll a d6 to see what the hell is goi...
	46G
	The glyphs glow with magickal energy. Increase your combat statistic by +1d6. Much better that yo...
	46H
	"What kind of stakes?" the old daemons ask. To try to win freedom, go to 48B. For wealth, go to 5...
	46I
	You feel terribly woozy, and very peculiar. Time for a little statistic rearrangement. Pick any o...
	46J
	You enter a small room, and the door slams shut behind you. The walls are covered in murals of we...
	46K
	The tour takes the better part of any hour. The museum is filled with items of alien origin. You ...
	47A
	The ruby is magickal. When you touch it, it melts into your hand. Roll a d6 for each of your prim...
	47B
	It warms your tummy. Go back to 31D.
	47C
	The monster had the lurgee. A nasty childhood disease. Check to see if you have contracted it. At...
	47D
	"Yeah, one minute, keep your pants on," you hear through the door. A deep gravely voice. The door...
	47E
	Each dose of healing potion heals you of an A wound. Buy as many as you want. They come in little...
	47F
	A bit of cheap jewelry, value 1 silver piece. Hey, at least you made your money back. Go back to ...
	47G
	The mace is magickal for +7 in combat. Take your new play toy, and leave via the door to 10H.
	47H
	If there were no protection against vandals, the spheres would have been broken a long time ago b...
	47I
	The room suddenly shoots up into the air! No actually, that is you falling as the chair plunges t...
	48A
	You reach the door of the demented gremlin, and knock using the large dragon head clapper. A huge...
	48B
	Freedom or your soul. The cards are dealt. Attempt a gambling roll. If you succeed, go to 49F. If...
	48C
	There is no more fun to had in this joint. Climb the ladder to 49G.
	48D
	When you touch the scepter, you feel yourself teleported in a puff of weasel magick. The scepter ...
	48E
	The ogre guard eyes you suspiciously as you nonchalant your way to the other side of the room. At...
	48F
	You grab ahold of the wooden chest. The board breaks, and the bronze chest tumbles into the pit. ...
	48G
	This is the potion of second chance. When you die, from whatever means, your body will be instant...
	48H
	Rats run past your feet. Best not to stay around for too much longer. Take the open doorway to 27G.
	48I
	"Congratulations, child! Welcome to the WKFB." You get your own red hat and suspenders, and cool ...
	48J
	You shovel $100 in coins into the machine. It clanks and groans and out pops a brightly colored p...
	On 3 go to 50C. On 4 go to 2H. On 5 go to 4B. On 6 go to 5D. On 7 go to 6G. On 8 go to 7J. On 9 g...
	Keep track of which numbers you roll. If you roll the same number a second time, then go to 23H i...
	49A
	Another dead diseased rat. About the thousandth you have seen in this hell hole of a keep. Go bac...
	49B
	Roll a d6. On 1-3 go to 50E. On 4-5 go to 2J. On 6 go to 4D.
	49C
	You climb into the sphere and sit on the crystal control chair. Before you are a bewildering arra...
	49D
	The lights go black! After two long minutes of waiting, two lighted doorways appear, one to your ...
	49E
	There is this really ugly orc named Boorkrak, and it says that it has a really good smoke that it...
	49F
	You win, with five castles. Sathe throws down the cards angrily, but Old Nick puts out a hand to ...
	49G
	You emerge onto the roof of Weasel Keep. The night breeze refreshes you. Storm clouds billow over...
	49H
	The chain appears quite valuable, 3d6 times $100 to a merchant. Add and reroll any 6’s. The amule...
	49I
	You accidentally get too close to one of the displays, which sets off an alarm. Sirens blare, red...
	49J
	There is nothing in the chest, except for a face painted on the bottom. Roll a d6. On 1 go to 51B...
	49K
	Inside the chest you find 10d6 gold pieces, neatly piled in little stacks. Add and reroll any 6’s...
	50A
	You walk towards the open doorway on the far wall, and bump into something in the dark. To ignore...
	50B
	"It’s not me. You have the wrong guy." Attempt a level 1 skill roll on persuasion. If you make it...
	50C
	Gulp. It does not sit well in your tummy. Attempt a level 1 saving roll on health. If you miss, t...
	50D
	A little fuzzy stuffed elephant. Give it to one of the kids to play with. Go back to 32A.
	50E
	The spear is magickal for +2 in combat. Take your new play toy, and leave via the door to 10H.
	50F
	Brilliant lights fill your vision. You feel your skin begin to blister and burn. Attempt a level ...
	50G
	You cautiously go through the door into a brightly lit room. Inside is a human sized marble statu...
	50H
	The orc leads you to a little used back stairwell, and you light up the peculiar herb cigarette. ...
	50I
	Wealth or your soul. The cards are dealt. Attempt a gambling roll. If you succeed, go to 3C. If y...
	50J
	You look around for a means of escape from the roof, when you notice a shadowy shape approaching....
	50K
	Attempt a level 2 fast talk roll, which is a level 2 skill roll on persuasion. If you make it, go...
	51A
	Caught in the act! The act of what? You are not sure, but that is what the ogre says. If you want...
	51B
	The person who posed for that painting was the ugliest individual you have ever seen. Twink! Sudd...
	51C
	Inside the chest is nothing but an old pair of boots. If you put them on, go to 2E. Otherwise, le...
	Wandering Monsters:

	kobald
	9
	7
	+2
	10
	3d6 c.p.
	club, shield
	goblin
	11
	8
	+3
	10
	3d6 c.p.
	spear, shield
	lizardman
	14
	11
	+3
	14
	3d6 c.p.
	trident, shield
	orc
	15
	10
	+4
	10
	3d6 s.p.
	sword, shield
	human
	15
	10
	+3
	10
	3d6 s.p.
	sword, shield
	dark elf
	15
	9
	+4
	12
	3d6 g.p.
	sword, shield
	one headed ogre
	25
	23
	+1
	9
	3d6 g.p.
	two handed club


