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Eating for Adventurers 
By Stefan Jones 

 

Most T&T adventures are not the sort of errands 
where characters need to be bothered with trivial 
details like eating, or keeping track of rations. 
However, on extended quests the challenge of staying 
fed can add to the fun rather than being an exercise in 
tedious bookkeeping. Below are a set of suggested 
rules for dealing with buying food, foraging, and 
staying fed. 
 

Well Fed, Hungry, and Starving 
 
To be in tip-top shape for adventuring, characters 
need at least two square meals a day. The quality 
doesn't matter; a meal could be a feast, a piece of hard 
tack and a bit of sausage, or a couple of handfuls of 
bugs, berries, and roots resulting from foraging. A 
character that eats two or more meals is well fed and 
suffers no penalties. 
 
Characters that eat just one meal per day are hungry. 
Hungry characters take twice as long (twenty minutes) 
to regain a lost point of Strength (STR) or Wizardry 
(WIZ). They also heal damage to Constitution (CON) 
at half the normal rate (1/2 point a day). 
 
Characters that go without a meal for more than a day 
are starving. Starving characters regain lost STR and 
WIZ at one-sixth the normal rate (one point every 
hour). They not only do not regain lost points of 
CON through normal healing, but they also lose one 
point of CON each day. This damage cannot be 
healed by magic or potions, but is "healed" 
immediately after eating two hearty meals and getting a 
good night's sleep. Eating just one meal returns a 
character to hungry status; the hunger damage then 
starts to heal at "normal" hungry rate of a half point a 
day. 
 

Buying Food 
 
Meals can be served up at an inn ready to eat, 
purchased in the form of raw materials for cooking, or 
bought in the dried or salted form for eating on the 
road or underground. Players should feel free to have 
their characters bargain for better prices! 
  

 
Meals at an Inn 
 
Virtually every inns and tavern serves meals to their 
guests. The quality varies with the type of inn and how 
much the guest is willing to pay. The quality of a meal 
doesn't affect a character's health unless the GM 
makes a special ruling; but meals could affect an 
adventure in other ways. A potential employer might 
look down her nose at adventurers who are seen 
eating boiled turnips, for example. On the other hand, 
a fancy meal might make a nice bribe for an official 
whose favor the adventurers are trying to curry 
(Mmmmm, curry!). Eating an especially rich and fancy 
meal could have consequences as well, ranging from 
being a bit slow or having gas. 
 
Meals at an Inn 
 
Miserable Meal              5 cp 
Ordinary Meal               12 cp 
Fancy Meal                    3 gp 
Sumptuous Feast           10 gp 
 

 
Miserable meals consist of poor peasant fare like 
porridge, hard black bread, and thin fish soup.  
 
Ordinary meals include dishes like stew, good bread and 
butter, cheese, sausage, and greens.  
 
Fancy meals include chops of fresh meat, roast fowl, 
vegetables with sauces, and good wine.  
 
Sumptuous feasts are rarely found outside of the homes 
of nobles and inns that serve the high-born; they 
include fancy roasts, soups, sauces, and pastries. 
 
The basic price includes some kind of drink, ranging 
from cheap ale to a goblet of fine wine. Extra rounds 
might add 20% to the price of the meal.  
 

Raw Ingredients 
 
If the campaign deals with the characters' lives 
between adventures, they will want to know what it 
costs to stock their cupboard. 
 



T

 
R
a
m
a
 

M
 

 
F
li
f
F
w
m
 
D
s
h
c
 
M
v
s
a
c
 

C
 
I
k
s
e
a
o
d
 
A
d
b
t
 

TrollsZine!  

Raw Ingred
 
Miserable Me
Ordinary Me
Fancy Meal M
 

Raw ingredien
a meal! Most
meal; fancy 
appropriate Ta

Meals on t

Rations       
 
Field Rations
Dungeon Rat
 

Field rations are
ike rolls, saus
fresh for abou
Field rations 
with a pot an
more appealin

Dungeon rations
sturdy, spoil-re
hard tack. Th
consists of two

Miserable me
vegetables) can
ship's hold. T
and keep for 
cooked. 

Cooking G

In a rough-an
knife, some w
small game o
elaborate mea
are for new ite
or salvaged fr
dens. 

A mess kit is a
doubles as a b
big pot or cauld
to hold a sturd

ients             

eal Fixings      
al Ingredients

Makings         

nts need a kitc
t people can 

feasts requ
alent. 

the Go 

                     

s                     
tions              

e used on the
sage, cheese, 
ut a week. A ra
can be eaten 

nd tripod can 
g. 

s (which are a
esistant foods

hey can keep 
o meals. 

al fixings (gr
n be brought 

Two meals wo
a week; how

Gear 

nd-ready medi
wood, and a wa

r fish into a 
als require som
ems; used gea
rom ruins, b

a modest ind
bowl. A cooking
dron over a fire
dy spit for a la

       Meal      

      2 cp        
s      5 cp        
       12 cp      

chen and a co
make a mis

uire someon

 Cost            

 5 sp/day      
 1 gp/day      

e road. They i
and dried fru
ation consists 

as-is, but ca
turn them in

also used abo
s like jerky, pe
for many we

rains, dried fi
on the road 

orth weighs a
ever, the sup

ieval world, a
ay to start a f
tasty roasted

me gear. The 
ar can be had 
attlegrounds, 

dividual cookin
g tripod is used
e. Two tripod
arge piece of g

 Week 

  3 sp  
   8 sp        
  2 gp      

ok to become
serable-quality

ne with the

 Weight 

30 w.u. 
20 w.u. 

include things
uit. They keep

of two meals
ampfire cooks
nto something

ard ships) are
emmican, and
eeks. A ration

fish, and root
or stored in a
bout 40 w.u.,
plies must be

anyone with a
fire could turn
d meal. More

prices below
very cheaply,
or monsters

ng set, which
d to suspend a
ds can be used
game. A camp 

Page 7 

e 
y 
e 

s 
p 
. 
s 
g 

e 
d 
n 

t 
a 
, 
e 

a 
n 
e 

w 
, 
' 

h 
a 
d 

Coo
 
Me
Coo
Big
Cau
Cam
 

 
cook's
for a
 

Fo
 
Anyo
This 
area 
roll m
wild 
perso
 
A ch
at a n
at ha
work
 
Fora
finds
roll s
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

oking Gear   

ss kit             
oking tripod  

g pot              
uldron           
mp cook's kit 

's kit has every
a dozen or mo

raging 

one can try to
requires a L1
or a L2SR on
means the ch
greens, and 

on. Foraged fo

haracter can m
normal pace, t
alf normal pa
king from a ca

aging can be
s two meal's w
succeeds. 

                    

                  10
                   2
                  3 
                  1
                     

ything require
ore people.  

o find edible i
1SR on Intelli
n INT in a bar
haracter finds 

grubs to ma
food keeps for

make one forag
two rolls if tre
ace, or four r
amp. 

taken as a ta
worth of foo

Cost        We

0 gp      20 w.u
2 gp       40 w.u

gp       50 w.u
8 gp      800 w
10 gp       100

ed to prepare a

items in the w
igence (INT) i
rren waste. A 
 enough root
ake one mea
r two days. 

ging roll while
ekking throug
rolls if staying

alent! A skille
d instead of 

Issue 6  

eight 

u. 
u. 
u. 
w.u. 
0 w.u.  

a big meals 

wilderness. 
in a fertile 
successful 
ts, berries, 
al for one 

e traveling 
gh the land 
g put and 

ed forager 
one if the 



T

A
W
of
O
r
c
r
m
 
S
m
d
c
1
p
 

T
 
I
a
d
f
 
A
t
tw
in
s
s
m
t
le
 

 
 
 
 
 
 
 
 
 
 
 
 
 

TrollsZine!  

A party of adv
Woods. Two of t
of extending the
One character h
rolls a 6, not eno
character is a R
rolls a 6, but it 
meals worth of nu

Shomol the Ar
making his way 
done is picking b
can make two fo
11, he must rol
pickings for a sin

Trapping 

Instead of for
animals. This 
difficult, but w
from trapping 

A character 
trapping roll p
two trapping r
n a fertile area
successful L2S
success above
meals worth o
talent. A talen
evel of the tra

Trapping G
 
Trapping Kit
 

venturers is on 
the characters de
eir food supply. 
as an INT of 
ough to find a m
Ranger with a F

is enough for a 
uts and berries. 

rcher has escape
up a desolate c

berries as a kid. 
foraging rolls a d
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Let’s face it, b
you have to b
undead, slaver
needles, and 
everything. N
ewels, and m
torches, oil, ro
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shield or secon
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course someo
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come from all
After all, they
work. Maybe t
fair share of 
everything to 
now afraid of 
nobleman tryin
s simple. Th
torches. They 
deal with the 
well out of the
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doors, chests
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Henchmen ca
the delver mu
sacks for most
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Meszmyr H
Dark Elf 
5th Level Wiza

STR: 17 
CON: 17 
DEX: 39 
SPD: 17 
INT: 21 
WIZ: 56 
LCK: 27 
CHA: 22 
ADDS: +52 

Talents: Alch

Weapons: Sta
with stone-fish

Description: 
with deep pur
top of his hea
pointy ears, an
pierced multip
on each of his
Ring of Dis-S
Protective P
appropriate kr
Meszmyr has 
bottom jaw, a
pointy nails. 

The Dark Elf
assortment of 
and black, all 
eather sandals
burlap-like ma
(which he ne
eyes, and the t
hat to pitch fo
eyeball. It is cl
can make it o
Magic, Oh Th
spells one at a 

Heldaer 

ard 

hemy, Magical 

aff Ordinaire
h poison 

Meszmyr is a
rple eyes and 
ad. He has a 
nd dark tan, 

ple times, and 
s hands. The 
Spell; the one
Pentagram. E
remm amount

two small f
and his finge

f wears volum
f earth tones 
held closed w
s on his feet.
aterial, long an
ver fastens). 
tip ends in a s
orward. The '
losed when in

open, and then
here It Is, Ca
time, without

M
A

Lore, Gem T

, Poniard, Bl

about 5'8" tall
a jet black tu
long, narrow,
leathery skin.
he wears an e
ring on the ri

e on the left 
Each leeche
t from him wh
fangs protrud
rs and toes e

minous robes
- deep green,

with a belt. He
 Meszmyr’s h
nd pointy, wit
The hat dro
ort of tassel th
'tassel' is actu
active, but at w
n he is able t
ateyes, or Om
t any kremm c

Meszmy
A T&T 

By P

Trader 

lowpipe/darts

l and 170 lbs
uft of hair on
, pointy nose,
. His ears are

enchanted ring
ight hand is a
is a Ring of

es half the
hen he uses it
ding from his
end in sharp,

s in a motley
, brown, gray,
e favors black
hat is a heavy
th chin straps

oops over his
hat causes the

ually a magical
will, Meszmyr
to cast Detect

mnipotent Eye
cost. 
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igher level sp
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s hidden away
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d, blonde haire
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daughter of a
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a tiny skull (h
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cal and grants
or when he is
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r’s needs may 
nows all 1st le
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of magical, en
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ed, Noble Elf
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an. His mothe
another influe
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on, the type d
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will leave for 
own unique 
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chemist with 
er, Kahla Oom
ential noblem
snooty father,
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a mischievous 
magical aptitu
Wizard's Guild
use his magica
would curb his

Only a few we
exploring the
through a ma
demonic worl
what happene
would never b
purple, his ha
eathery, dark 
would be Mes
be referred to 
returned with 
hatchling. Alm
began to morp
nsatiable thirs

Although Me
disobeying Gu
was at the top
for his sadisti
also feared th
Demonosaur a
and spent near

Upon graduati
by his side, set
became obsess
apprentice wit
his personalit
apprenticeship
on a life of ad
became the ac

After many 
amassed a gre
tems. He dec
tower by sla
constructing a
tower he star
black market 
He also indulg
ore, by build
aboratories w
building proje
network of tun

lad. However
ude, so his fa
d. Torr-ah ho
al gift, and tha
s troublesome

eeks after arriv
 Guild hall 
agical portal 
ld for 666 ho
ed in the de
be the same. 
air black, and
tan. He decla

szmyr Heldaer
as Tarr Orilin
a new compan

most immediat
ph into a quiet
st for power. 

eszmyr was 
uild rules, he 
p of his class, 
c, pompous p

he ever-growi
always by his 
rly all his time

ing from the G
t out to build 
sed with gems
th a gem trad
ty clashed w
p was short-liv
dventure and 
cumulation of

years of ad
eat amount of
cided to settle
aying the res
a dungeon be
ted a busines
business as a 
ged his other p
ding an exten
within his d
ct that was be
nnels and room

r, he also displ
father enrolled
ped his son w
at the regimen
e ways. 

ving, while sne
after hours, 
that brought

ours. Tarr ne
emon portal, 

His eyes had
d his skin ha
red his name 
r, and that he

n again. Meszm
nion, Ghor, a 
tely, his misch
t, brooding cu

in constant 
excelled at hi
a class which 
personality. H
ing, and high
side. Meszmy

e at his studies

Guild, Meszm
his power an

s and jewelry, 
er. He learned

with his mas
ved. He decid
exploration, 

f magic and ge

dventures, M
f wealth and u
e down, so h
sident wizard
eneath it. Fro
ss as a gem 
potion and p

passion, magi
nsive library a
dungeon, a 
ecoming quite
ms. 

layed a strong
d him at the
would learn to
n of the Guild

eaking around
Tarr passed

t him into a
ever spoke of

but the boy
d turned dark
ad become a
from then on

e would never
myr had also 
Demonosaur
ievous nature 

uriosity and an

trouble for
is studies and
despised him

His classmates
hly protective,
yr was a loner
s. 

myr, with Ghor
nd fortune. He

so decided to
d quickly, but
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ded to set out
and his focus
ems. 

Meszmyr had
unusual magic
he captured a
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om within his
trader, and a

poison dealer
ic and magical
and series of
never-ending

e an extensive
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This adventure w
and designed to b
that the text ins
make it at your 
make a Saving 
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Lower level char
nor enter into co
that feel that th
assured that ther
be arbitrarily kil
or kindred of ch
simplicity, option
need to use your 
cast. Your char
distant city. So fa

ntroductio

Your journey 
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arrival of a s
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opportunity to
her guard for 
however, is p
night’s delay h
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accompanied b
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up onto the b
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It is late in the
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N
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was written usin
be playable by ch
structs you to m
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heir mettle will 
re are plenty of 
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judgment to det
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at road. But f
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the journey. Y
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A T&T 

ng the T&T 5t
characters of any
make a Saving R

 (e.g., if the text
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en you must m
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not be put to 
opportunities ah

lance achieved! A
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have not been g
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en adventures, 

has been uneventf

ng and lonely
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 just a few da
eath. Madam
will soon b

for now she is
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Your business
the prospect 
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sive stench of
he offer and 
deep-rutted ro
of Black Oak 

1 
u are weary, ha
sets amidst cr
s. The road a
aks and leaning

Walk in
5th Ed

By J

th Edition rules
y level. Any time
Roll, you should
t instructs you to
st level, make a

make a L5SR).
to roll unluckily
r level characters
the test may be
head for them to
Any gender, type,
ons of space and
given, so you will
come of any spell

travelling to a
tful…  

y. Arriving at
learn that the
ays’ ride to the
e Shakasha, a

be taking her
s awaiting the
m the goblin
ffers you the
by enlisting in
 in Ghometh,
of even one

y if you would
your journey
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instead strike
ad that winds
Heath. Now

aving travelled
rimson clouds
ahead enters a
g pines.  
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3 
Ouch! You lose 1 point of CON. It certainly seems that 
you are awake, however strange your surroundings. 
Perhaps you should follow the path? Read 6. Or 
would you prefer to settle back down to sleep, hoping 
that you will awaken in better circumstances? Read 13. 
 

4 
You slay your doppelganger. As its corpse slumps to 
the floor, it blackens and crumbles to dust along with 
all of its possessions. With a mighty rumble the room 
beyond the mirror collapses, and the tree roots around 
you twist and writhe. You decide that you had better 
get out of here as quickly as you are able. Read 18. 
 

5 
You press on into the forest. Make a LUCK Saving Roll. 
If you fail, read 25. If you succeed, read 17. 
 

6 
The path twists and turns through the woods, and you 
are soon completely befuddled about which direction 
you are heading. As doubts plague you, you are 
distracted by the noise of something approaching. You 
have been disturbed by the occurrence of a Random Encounter. 
Read 49. If you survive the encounter read 32. 
 

7 
The runes are of some lost language unfamiliar to you 
and broken in many places by the protruding tree 
roots. However, you find them strangely fascinating, 
and a sense of their meaning begins to grow in your 
mind. Make an INT Saving Roll. If you fail, read 21. If 
you succeed, read 43. 
 

8 
Unless you are somehow immune to all forms of 
poison (in which case there is no effect, and you may 
continue, following your snack, to 35), that was a 
particularly bold (or foolish) decision! The glowing 
toadstool is indeed virulently toxic. Make a CON 
Saving Roll. If you fail, read 13. If you succeed, read on. 
 
You choke on the foul tasting fungus. You lose 5 points 
of CON. If this is sufficient to kill you, read 13. If you 
still live, then read on further still. 
 
You drop to the floor in a convulsive spasm, and are 
afflicted by a striking auditory hallucination, in which 
it appears that the very woods around you speak: 
“Stranger, your lack of sense in the face of obvious 
dire danger does you credit! What is more, it indicates 
that you may be the one we seek. Our name is 
Fafahlfahal, and we are afflicted by Ghrl’khutt  

Bhaeghoar, Eater of Souls! Fight him in our name, and 
naught he does may harm you!” Should you perchance 
find yourself in combat with an incarnation of 
Ghrl’khutt Bhaeghoar, Eater of Souls at any time in 
the near future, you may say “Fafahlfahal” and indeed 
suffer no damage from Ghrl’khutt Bhaeghoar, Eater 
of Souls’ attacks, whilst inflicting your full damage 
against him, until the demon is slain. At length, the 
vision passes, and you are recovered. As you come to 
your senses, though, you fear that something fearsome 
approaches you through the trees.  Read 25. 
 

9 
You are glad to leave the sobbing and the blackened 
oak behind you, but fear that you are hopelessly lost in 
these confounded woods. Make a LUCK Saving Roll.  
If you are successful, read 23. If you fail, read 25. 
 

10 
You take great delight in mocking your weeping 
reflection. This enrages your double – it jumps to its 
feet, takes a couple of steps back, and launches itself 
once more at the glass! This time… (read 14) 
 

11 
“You!” the horned rider declares in a voice as deep 
and strong as the very woods themselves. Will you flee 
as fast your little (or big, whichever) legs will carry 
you? Read 19. Or stand and fight? Read 22 
 

12 
The water is refreshing. Regain 5 points of lost CON. 
Drinking it also cleans your mind and suggests an idea 
– you could follow this stream, as surely it must 
eventually lead you out of this forest. If you wish to do 
this, read 33. Otherwise, strike back out in what you 
hope was the direction you were originally headed 
(read 35). 
 

13 
Alas, that was not one of your better ideas. There are 
terrible things that lurk in dark places, and it seems 
that one such has brought about your untimely 
demise. For you, the adventure ends here. For your 
shade, an eternity of torment lies ahead, haunting 
these cursed woods. The hours aren’t good, the pay is 
lousy, and the prospect of career progression non-
existent – but all that said, at least it’s a job… 
 

14 
The glass shatters into a thousand pieces. Your 
reflection is no longer weeping but smiling. It is not 
one of those friendly, light-hearted smiles that you like 
to think give you quite a winsome appearance, but a  
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25 
Your apprehensions are realized! Something terrible 
approaches! Consult the Encounter Table at 49. If you 
survive the encounter, read 35. 
 

26 
Congratulations! You have found the Lost Scythe of 
Yang-yi! It has 26 dice and 17 adds. Furthermore it 
allows you a free strike at the start of any combat, 
inflicting full damage against up to six opponents. 
Shouldering your newly found weapon, and laughing 
at your great good fortune, you proceed merrily on 
your way. Read 13 
 

27 
You are in a small circular chamber beneath the forest. 
Roots protrude from the ceiling and walls. There is a 
stone staircase leading up, and a single corridor exiting 
the chamber. A mournful sobbing echoes down the 
corridor from somewhere ahead. The walls of the 
chamber are inscribed with ancient runes. Do you 
wish to head down the corridor? Read 36. Or would 
you prefer to first make a closer examination of the 
ancient runes? Read 7. 
 

28 
You push your way into the room and stand before 
the mirror. You see your reflection looking back – 
well, almost your reflection, for the face in the mirror 
is twisted in grief, and crying out in wordless anguish! 
You stagger backwards in surprise – but your 
reflection lunges forward! It crashes against the glass – 
which shivers at the impact, but doesn’t shatter. How 
do you wish to respond? Try to speak to this thing 
beyond the mirror to find out how it/you came to be 
trapped there? Read 24. Use a weapon to smash the 
glass and free your reflection? Read 14. Jump up and 
down and pull moonish faces to mock the mirror 
being in its torment? Read 10.  
 

29 
You attack the Ravening Fiend Head (MR70)! If 
you defeat this foe, you will be pleased to discover that 
it wore a pearl earring, which your inner pawnbroker 
whispers is worth a good 50 gp from any (semi-) 
respectable booty dealer. You may also wear it yourself 
if you wish, it is most fetching. If you do not defeat 
this foe or if you cannot remember which paragraph 
you were supposed to return to following your 
encounter, read 13. 
 

30 
The ground rises to the north of the highway, and 
there you find a little hollow, shaded from the road by  

a growth of stunted bushes. It seems to be a discreet 
spot to make camp. The evening is warm and you 
have hard cheese and stale bread, so decide not to risk 
a fire in case of drawing unwanted attention. Helping 
your sparse meal down with a few gulps of sour 
Brannish wine, you settle down on a bed of ferns, 
pulling your travel cloak over you, and soon drift into 
a troubled sleep. 
 
You dream a most peculiar dream. In it, you are 
floating above the ground, looking down on your own 
sleeping form. Tendrils of mist are rolling out from 
the forest, and these reach your body like so many 
gaseous tentacles. The limbs of mist wrap themselves 
sinuously about you, lift you into the air, and draw you 
within the dark, forbidding woods. 
 
You awaken with a start, reaching instinctively for 
your weapon and your pack, which you are relieved to 
find straight away. But although you have grabbed 
your belongings, you cannot see them, or anything, for 
you are in pitch blackness. What is more, you feel a 
pressing presence around you that you instinctively 
know to be the old forest. Was your dream true, or did 
you wander here, sleepwalking? 
 
You are about to scrabble in your pack for the means 
to light your way, when you notice that you can see 
your hands before you, and the ground, and the trunks 
and branches of trees. Everything seems to be lit with 
an eerie luminescence that your eyes grow increasingly 
accustomed to.  You seem to be in a small clearing of 
sorts (though branches still cover over head), with a 
single path winding out amongst the trees. Will you 
follow the path to see where it leads? Read 40. Or 
should you pinch yourself hard to see if you yet 
dream? Read 3. 
 

31 
You turn and behold the thing behind you – and your 
heart almost freezes in shock at what you behold! 
Make a CON save! If you fail, read 13! If, however, you 
succeed, read on. 
 
The thing is huge, quite filling the small chamber and 
blocking you from reaching the stairway. It is a great 
cylindrical mass of rubbery, luminescent flesh, from 
which dozens of jointed limbs extend and weave 
ominously. At the center of the mass is something of a 
face – three small deep red eyes regard you balefully; 
beneath them is a long vertical fissure lined with 
hundreds of irregular, razor sharp teeth. A thin purple 
tongue protrudes from the mouth, snaking slowly 
towards you. Do you turn and flee, screaming 
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passages of this projection of the demon realm into 
your reality. Every time you leave a cavern or room 
with the exception of the main cavern where you start, 
you must roll 1D6. If the result is odds, you meet one 
of these horrors and must roll on the Rampaging 
Demon Table at the end of this solo to determine 
which one. Also, if you return to a place you have 
visited before, unless instructed otherwise, you will 
find it empty of everything you saw before except a 
Rampaging Demon. Roll on the Rampaging Demon 
Table to see which one it is. Finally, should you die 
during combat at any point, go to 72. 
 
Now, go to 1 to start. 
 

1 
You are huddled with a crowd of your fellow captives 
in the center of a large cavern. Huge hellish hounds, 
the size of small horses, surround you guarding against 
any attempt at escape. In front of you, the Demon 
Prince Baclitax'l has already plucked out the hearts of 
two other prisoners and thrown the corpses to his 
minions for sport. You have seen strange translucent 
clouds leave the bodies; surely the souls of the dead 
being forced into the demons' foul realm. Your turn 
cannot be too much longer in coming. 
 
As you contemplate your own demise, one of the 
other prisoners, a dwarf, makes a run for one of the 
exits. The giant dogs immediately leap after him and in 
moments they have run him down and start to tear 
him apart. In the confusion that follows, you have a 
brief opportunity to make your own escape attempt. 
To just run for the nearest exit, go to 42. To try to 
hide in one of the shadowy areas at the edge of the 
cavern, go to 24. You could try to leap on the back of 
one of the demon dogs and ride out of here by going 
to 50. Or you could wait for a better opportunity to 
flee by going to 68. 
 

2 
You perform brilliantly. Baclitax'l applauds warmly 
baring his fangs in a fierce grin into the bargain. He 
vanishes, but rewards you by raising the level attribute 
of your choice by 2 points. The west door springs 
open while all the others fade away. Exit this way to 
51. 
 

3 
You find a length of the chain that was used to tether 
the hellhounds that were guarding the prisoners. It will 
make a serviceable weapon, scoring 3D6+2 and 
requiring a STR and DEX of 6 to use. Return to 17. 
 
 

4 
You have defeated the Prince of Demons in single 
combat. Truly a heroic effort! You earn 150 APs and 
can now step safely through the fire curtain to 66. 
 

5 
Attempt a L2SR on LK. If you succeed, go to 22. 
Otherwise, return to 45. 
 

6 
You cup the weird black fluid material into your 
hands. It has the consistency of quicksilver running in 
globular aggregations over your palms back into the 
pool. Do you really want to ingest this netherworld 
concoction? To drink it down, go to 37. Otherwise, 
return to 45 and make a new choice. 
 

7 
You turn quickly to check on those chasing you. 
Fortunately, they are not near enough for you to see 
them yet, but as you turn back to continue your flight, 
you slip. You find yourself falling towards the inky 
blackness of the chasm. Attempt to make a L1SR on 
DEX. If you succeed, you manage to regain your 
balance and can continue on to your destination 
paragraph. If you fail, you drop over the edge and fall 
to your doom; go to 72. 
 

8 
In order to release the scimitar from the skeleton's 
death grip you have to pull so hard that the remaining 
articulated bones collapse in a heap and instantly turn 
to dust. When the cloud has settled, the ring and helm 
are gone. The sword is ancient and battered, but 
perfectly serviceable. It will score 4D6 in combat. 
Now, leave here by returning to 21. 
 

9 
Attempt a L2SR on CHR or a Singing talent if you 
have one. Success leads to 2, while failure means you 
should visit 70. 
 

10 
You have got past the Prince of Demons and just have 
the fire curtain left between you and the outside world. 
You cannot wait to time your jump; you will just have 
to leap and trust to luck. Roll 2D6. If you roll doubles, 
you are caught by the flames and take direct CON 
damage equal to the number you just rolled (2, 4, 
6...12). If you are still alive, go to 66. If your CON 
drops to 0 or less, go to 72. 
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17 
You are back in the cavern where you started this 
adventure. Fortunately, the Prince of Demons and his 
hellish horde are not in residence. The only thing left 
is the large rock upon which Baclitax'l sacrificed your 
compatriots for his own devilish ends. If you want to 
have a look around for anything useful, go to 53. 
Otherwise, you can leave by heading southeast to 27, 
south to 11 or southwest to 65. 
 

18 
The passageway you enter slopes downwards quite 
steeply and you slow down in order to take care with 
your footing. Unfortunately, after just a couple of 
steps, you start to skid down slope as if you were 
walking on ice. You cannot slow your decent, but you 
can try to remain upright by making a successful L2SR 
on DEX. If you fail the roll, you fall taking the 
number you missed by in direct CON damage. 
Remember whether you managed to remain on your 
feet or not and proceed straight to 61. 

19 
Attempt a L2SR on INT or a Poetry or similar talent if 
you have one. Success leads to 2, while failure means 
you should visit 70 
 

20 
In order to grab something from the pile of treasure 
and still keep moving as quickly as you can away from 
the demons and hellhounds chasing you, you must 
attempt to make as high a SR as you can on SPD.  

 If you fail the roll, one of the demons catches 
you. Roll on the Rampaging Demon Table 
to discover which one. Should you survive 
this encounter, you may gather treasure as if 
you had made a 1st level SPD roll 
successfully.  

 If you succeed at 1st level, you grab 5D6 in 
GPs. 

 If you succeed at 2nd level, you grab 10D6 in 
GPs, 1D6 gems worth 10 to 60 GPs each. 

 If you succeed at 3rd level or better, you grab 
10D6 in GPs, 2D6 gems worth 20 to 120 GPs 
each, plus an item that you can find at 48. 

 
When you have finished collecting treasure return to 
65 and leave here. 
 

21 
You are in a large rectangular cavern with exits to the 
northwest, southwest, and south. If you have been 
here before, go to 38. Scattered at irregular intervals 
across the floor, though concentrated at its center, are 

half a dozen or so piles of pale grey dust or dirt. To 
examine the nearest mound, go to 58. If you prefer to 
keep moving along, you can stride amid the mounds 
to your chosen exit via 44 or you can skirt around the 
edge of the cave at 69. 
 

22 
You find a secret door in the east wall of the pool 
chamber. It leads to 41 if you choose to go that way. 
Alternatively, you could return to 45 and decide on a 
different course of action. 
 

23 
You bend to look at the moss when suddenly a large 
cloud of purple matter erupts into your face. You start 
to cough. You gasp desperately trying to draw air into 
your lungs but you cannot. You collapse and roll on 
the floor your lips and tongue turning blue as you 
suffocate and die. Go to 72. 
 

24 
The pandemonium created by the dwarf's escape 
attempt dies down and your absence seems to have 
gone unnoticed. Attempt a L1SR on WIZ. If you 
succeed, go to 47. If you fail, Baclitax'l's demonic 
horde discovers your hiding place and drags you 
before their leader where your heart is ripped out. Go 
to 72. 
 

25 
In a straight fight you are unlikely to defeat such an 
opponent. You need some sort of strategy to tip the 
odds in your favor. Attempt to make a L1SR on INT. 
Success leads to 59, otherwise fight for all you are 
worth. You may attempt this roll again during the heat 
of battle should you fail first time, however, the level 
of difficulty rises by one for every combat turn the 
fight has lasted (e.g., after the first combat turn L2SR, 
after the second combat turn L3SR, and so on). What 
you are up against here is obviously not the demon 
Baclitax'l, but merely a projection of some part of him 
into the mortal realm. He has a CON of 50 and MR of 
52. If you are defeated, go to 72. If you are the victor, 
you should head to 4. 
 

26 
You drop into the strange dark pool. Immediately, you 
feel your strength and will being sapped. You sense 
you need to get out as quickly as possible. Attempt to 
make the highest level CHR SR you can.  

 If you make the roll at L3 or higher, you 
escape in 1 combat turn. 

 If you make the roll at L2, you escape in 2 
combat turns. 
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44 
As you stride across the cavern, one of the mounds 
transforms into a living skeleton complete with 
bejeweled eye and tooth sockets. It has a MR of 32 
and can regenerate 5 points of damage each combat 
turn. You will have to reduce the MR to - 5 or less in a 
single turn to destroy it. If you manage to survive the 
ensuing battle, you can head to 69. 
 

45 
You are in a small chamber on the edge of a pool that  
contains an odd blackness. Up close to this strange 
pond you feel more on edge, as if your hope of escape 
and confidence is being sucked from you. All in all, it 
is an uncomfortable place to be. There is only one exit 
through a doorway leading south. Do you want to 
leave here straight away by heading that way? If so, go 
to 51. If you would like to drink some of the dark 
liquid, go to 6. You could also search the area around 
the edge of the pool by going to 5. 
 

46 
You are in a narrow hall that runs east-west. There are 
large wooden doors in the north wall at the east of the 
hall and in the west wall. The whole place is beautifully 
decorated with rich, gold-embossed wallpaper, delicate 
plaster mouldings along the ceiling, and a highly 
polished marble floor. Approximately two thirds of 
the floor is taken up by a checkerboard pattern of red 
and white squares; 3 squares wide and 8 squares long. 
When you look closely at the squares, you can see 
subtle images appearing and disappearing at short, but 
irregular, intervals. To leave here via a door you did 
not enter by, you will have to step on some of these 
squares. If you wish to turn around and head back the 
way you came, return to the paragraph that sent you 
here in the first place. To press on, go to 55. 
 

47 
The demons perform their dreadful rite on the rest of 
your compatriots and then drift away leaving you the 
chance to slip out quietly. Go to 63. 
 

48 
Roll 1D6 to see what you have found. 
1 - 2 Go to 31. 
3 - 4 Go to 52. 
5 - 6 Go to 73.  
When you have retrieved your treasure, return to 65 
and leave here. 
 

49 
Attempt a L1SR on LK or a Comic or similar talent if 
you have one. Success leads to 2, while failure means  
 

you should visit 70. 
 

50 
You leap onto one of the hellhounds and grab hold as 
tightly as you can. The beast starts bucking and 
thrashing around trying desperately to dislodge you. 
Attempt a L1SR on STR. If you are successful, you 
manage to stay on board your canine mount. 
Eventually, the dog runs into the cavern wall and 
knocks itself out so that you can leap off to 63. Failure 
means you fall to the stony floor. Before you can react, 
however, Baclitax'l's demons are upon you. You are 
torn apart in a frenzied attack. Go to 72. 
 

51 
You are in a wide north-south corridor. South of you, 
beneath a high granite archway, a curtain of fire leaps 
and crackles. Sometimes the flames reach as high as 
the ceiling. Beyond this inferno, through the arch, you 
can see blue sky and glimpses of the East Brahm 
Mountains. It looks like you have made it to the 
gateway out from this demon-infested hole. Just as 
you start to contemplate the possibility of escape, 
Baclitax'l himself appears blocking your escape route. 
He bares his fangs and reveals his sharp claws all the 
while fixing his orange lidless eyes upon you. You 
must get past him to gain your freedom. Do you try to 
dodge and run around him by going to 35, or do you 
decide to attack him before he attacks you by going to 
25? 
 

52 
Sword of Sanity: This is just an ordinary looking short 
sword (3D6) except that it will protect the wielder 
from any spite damage inflicted by any enchanted or 
other worldly creature (demon, zombie, living 
skeleton, balrukh etc.). 
 

53 
Attempt to make a LK SR. If you fail, return to 17 and 
leave. If you make a L1SR, go to 3. If you make a 
L2SR, go to 34. If you make a L3 or higher SR, go to 
64. 
 

54 
Attempt a L2SR on DEX or a Dancing talent if you 
have one. Success leads to 2, while failure means that 
you should visit 70. 
 

55 
In order to get across the hall you need to cross 8 lines 
of checkerboard tiles. For each line of the 
checkerboard you step on, roll 2D6. Each time you 
roll doubles, make a note of the die roll, and go to 15.  
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Rampaging Demon Table 
 
You have been discovered by one of the demons that 
inhabit this place. Roll 2D6 and consult the table 
below to find out which of these devils you encounter. 
If your roll was a double (e.g., 1, 1 a meeting with 
Adal'meb) you should go to the Demonic Powers 
Table and roll 1D6 to see what special ability your 
opponent has. If you ever roll the same opponent 
again, they will have an increase in MR of 5 for each 
subsequent encounter with APs for victory increased 
by the same amount. 
 
 
 
 
 

 

 

 

 

 

 

 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 

Demonic Powers Table 
 
1 = Leaching Gift: drains 1 CON every combat turn 
unless opponent makes L1SR on WIZ. 
2 = Gift of Inertia: slows opponent down, halving 
combat total every combat turn, unless a L1SR is 
made on SPD. 
3 = Gift of Spite: scores double spite damage. 
4 = Gift of Invisibility: halves opponent's combat total 
every combat turn unless a L1SR is made on LK 
5 = Gift of Draining: reduces opponent's STR by 2 
each combat turn and adds it to MR unless a L1SR on 
CON is made. 
6 = Gift of Spite: scores triple spite damage. 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 
 
 
 
 
 

1st D6 

↓ 

2nd D6 

→ 
Odd Even 

1 - 2 

Adal'meb 
A great blue demon with 2 pairs of 

arms and a black tongue at least 3 feet 
long. 

MR 30. Armor provides 6 points of 
protection. (40 APs) 

Vin'Crex 
A small red-brown demon with 2 pairs of 

wings and a single horn on his head. 
MR 28. Armor provides 4 points of 

protection. (30 APs) 

3 - 4 

Cal'Plax 
A black demon with 2 pairs of eyes and 

3 rows of razor sharp teeth. 
MR 34. Armor provides 6 points of 

protection. (40 APs) 

Gol'Mab 
A large demon in the shape of a flying 

reptile. 
MR 32. Armor provides 2 points of 

protection. (35 APs) 

5 - 6 

Ust'Mek 
A great horned demon with huge claws 

on his 7-fingered hands. 
MR 36. Armor provides 4 points of 

protection. (40 APs) 

Hellhound  
The hounds of Baclitax'l are great slavering 

brutes as big as a pony. 
MR 30. No armor protection. (30 APs) 
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Armor Alternatives and Elaborations 
By Justin T. Williams 

 
 
Since before the dawn of recorded history, man has 
sought to protect himself from the malice of his 
enemies. From the first humble hide shield to the 
most elaborate suit of Maximilian articulated plate, 
warriors both rich and poor have used the best 
defense they could find. Armor and shields of all 
varieties, styles, and of a dazzling array of materials 
have highlighted man’s innate inventiveness and desire 
for protection all over the world and throughout 
history. Please find below a sample of some of the 
amazing diversity of protective gear from around the 
world. 
 
I designed this armor table so players and GM's could 
use the amount of detail that they are interested in 
using. So you can simply use the "Hits Taken" like 
regular armor in T&T or the “DEX Modifier” to add 
to the difficulty of Maneuvering and Movement SRs 
when wearing restrictive armor, or "Missile Hits 
Taken" to add a little realism, or you can use the 
"Blunt /Slashing /Piercing Hits Taken" to make each 
kind of armor truly distinct, or all of them together or 
any combination you see fit. Use and abuse the table 
to your heart’s content. I hope it adds something to 
your game. Also, give my new shield rule for Warriors 
a spin; it’s about time for shields to take the active part 
in combat that they deserve. 
 

Shields and Warriors 
 
For members of the Warrior type, all shields are 
considered to be 1D6 weapons (unless they are already 
listed as doing more damage) in addition to their 
protective values. 
 

Table Description 
 
STR (Strength Needed): The minimum needed 
Strength score to use the armor without exhausting 
the wearer. 
 
DEX (Negative Dexterity Modifier): Modifier to 
Maneuvering and Movement SR's (i.e., 2nd level basic  
SR becomes a 3rd level). Example: Roarick the Bold is 
decked out in a suit of plate and mail and is currently fleeing 
 

 
 
from the wardens of Finder's Keep. Running across a rooftop, 
Roarick spies a coach and team of four horses below. His player 
decides to try and leap into the driver’s seat and grab a ride out 
of town. The GM decides that a 1st Level SR would normally 
be called for to complete this maneuver, however, Roarick’s suit 
of plate and mail gives him a +1 DEX SR modifier bringing 
the needed DEX SR to 2nd Level. Roarick rolls doubles twice 
and is off with his new coach while the wardens curse him from 
the rooftops. 
 
HT (Hits Taken): The basic amount of hits taken by 
a specific armor type. If using the Missile Hits Taken 
statistic, HT should be used as the base number of 
melee hits taken. 
 
MHT (Missile Hits Taken): The amount of hits 
taken from fired, thrown, or launched missile attacks, 
such as arrows, spears, sling bullets, bolts, thrown 
daggers or knives, boomerangs, etc. 
 
B/S/P (Blunt/Slashing/Piercing Hits Taken): 
The different hits taken by the armor when attacked 
by blunt, slashing, and piercing weapons. 
 
Blunt: Damage from crushing and blunt force trauma 
inducing weapons such as clubs, maces, staffs, 
hammers, etc. as well as certain polearms. Note: Some 
blunt weapons like the warhammer, some maces, and some clubs 
include a spike or multiple spikes that can be used to inflict 
piercing damage. Some polearms, like the poleax and halberd, 
can be used as blunt, piercing, or slashing weapons. 
 
Slashing: Damage from edged weapons such as axes, 
most swords, and large knives. Note: Many swords, 
daggers, and knives can also be used as piercing weapons. Many 
single-bladed axes include a hammer on the reverse side that can 
be used to inflict blunt damage or a spike that can be used to 
inflict piercing damage. Some polearms, like the poleax and 
halberd, can be used as blunt, piercing, or slashing weapons. 
 
Piercing: Damage from pointed weapons like spears, 
thrusting swords (gladius and estok), bec de corbin, 
ankus, sickles, daggers, and most knives. Note: Some 
piercing weapons like the estok can also be used as a blunt 
weapon. Some polearms, like the poleax and halberd, can be 
used as blunt, piercing, or slashing weapons. 
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Armor Table 
 
Name   STR* DEX* HT* MHT* B/S/P*  Weight  Cost 
Articulated Plate 12 +1 18 18 18/18/18 1000  Special 
Plate   11 +1 14 14 14/14/14 1100  500 
Field Plate  10 +1 13 10 13/13/11 1000  450 
Plate & Mail  14 +1 13 10 12/13/10 1500  350 
Half-Plate  10 +0 09 06 09/09/09 900  300 
Bronze Plate  14 +2 12 10 12/10/10 1300  300 
Brigandine  10 +0 12 09 10/12/09 900  250 
Splint Mail  11 +2 11 08 10/11/08 1000  200       
Chain Mail  12 +0 11 07 08/11/07 1200  300         
Japanese Lamellar 08 +0 10 10 07/10/10 800  500        
Lamellar  06 +0 10 09 09/10/09 900  400 
Scale Mail  07 +0 08 07 07/08/07 750  80 
Ring Joined Plate 04 +0 07 04 05/07/05 300  100 
Greek Hoplite  10 +0 08 06 08/08/08 800  250 
Cuirbolli Leather 05 +0 06 04 06/06/05 200  60 
Linothorax  05 +0 05 05 05/05/05 150  55 
Studded Leather 05 +0 05 03 04/05/03 120  50 
Fiber   08 +1 05 03 04/05/03 200  40   
Disc or Tri-Disc  03 +0 03 02 03/02/02 85  32 
Reinforced Cloth 04 +0 04 02 04/04/02 115  40  
Feather Mantle*  06 +1 03 07 04/03/01 350  325 
Layered Hide  08 +1 05 02 05/04/02 300  35 
Wooden  08 +1 04 02 04/04/02 200  40 
Bamboo  02 +1 04 01 03/04/01 200  30 
Rope or Cord  06 +1 04 01 04/03/01 250  30 
Quilted Cotton  03  +0 03 01 03/03/02 150  35 
Quilted Silk  02  +0 03 04 03/03/03 100  100 
Soft Leather  03 +0 03 01 02/03/01 60  30 
Paper   06 +1 03 05* 02/03/03 150  30 
 
 
 
 

Shield Table 
 
Name   STR* DEX* HT* MHT* B/S/P*  Weight  Cost 
Tower (Scutum)  06 +1 06 10 06/06/06 550  100 
Pavise*   06 +1* 05 10 05/05/05 500  50 
Greek   07 +1 06 10 06/06/06 600  120 
Kite (Knights)  05 +0 05 08 05/05/05 450  65                            
Large Round  05 +0 05 08 05/05/05 400  60 
Target   05 +0 04 06 04/04/04 300  35 
Buckler   01 +0 03 03 03/03/03 75  10 
Lantern*  06 +0 04 06 04/04/04 325  95 
Tarch*   10 +2 03 02 02/04/02 350  95 
Irish Targe*  05 +0 04 06 04/04/04 450  90 
Madu*   01 +0 01 01 01/01/01 15  20 
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a back plate that extends over the wearers 
shoulders to just above the head. The back plate 
serves to protect the user from missile attacks 
from behind. The islanders that most commonly 
wore this armor where accompanied into battle by 
the women of their tribes, who hurled rocks and 
other missiles at the opposing forces; the back 
plate served to protect the wearer from friendly 
fire. 
 
Disc or Tri-Disc: Consists of one large or three 
smaller bronze discs attached to the front, middle 
and upper chest, a broad armored belt, and a small 
bronze or reinforced leather skullcap.  
 
Reinforced Cloth: Reinforced cloth consists of a 
knee length jacket of thick quilted cloth with metal 
bevels, squares, discs, or rings sown onto it to 
provide more protection against slashing attacks. 
Reinforced cloth either has full sleeves or elbow 
length sleeves and bracers to protect the arms as 
well as greaves to protect the lower legs. 
 
Feather Mantle: Multiple layers of large feathers 
mounted on a wicker or cord framework covering 
the wearer from the neck to below the knee. The 
resplendent feathers that make up the mantle are 
rare and expensive; the feather mantle was a sign 
of high prestige and wealth. Although awkward, 
the mantle is surprisingly effective at blocking 
missile fire; the multiple layers of thick and 
slippery feathers serve to either deflect or trap 
incoming projectiles. Unfortunately, the feathers 
making up the mantle are delicate and easily 
damaged, especially in melee combat. *Special: If the 
mantle takes more than three times the base protection from 
a single melee hit, it loses a point of protection until it can 
be repaired.  
 
Layered Hide: A primitive armor made by 
layering tanned or untanned animal hides. It 
covers the torso, shoulders and hangs to the 
middle thigh. Furs are also wrapped around the 
arms and legs to provide a modicum of 
protection. 
 
Wooden: Popular in parts of Asia and with many 
Northern American native tribes. The basic armor 
is a thick leather or hide jacket that extends to 
below the knees and with sleeves to the wrists. 
The torso is covered with a series of vertical 
wooden slates tied together in much the way of 

splint mail. A wooden full helm completes the 
armor. Occasionally wooden splint bracers are 
also used. 
 
Bamboo: Bamboo armor covers the torso with an 
ankle length skirt and full sleeves. This is worn 
over a quilted cloth ankle length garment that 
provides protection from blunt attacks. The 
bamboo itself is tied together in short segments 
vertically and is worn in much the same way as 
splint mail. 
 
Rope or Cord: Found mainly in China, this armor 
is constructed of rings of sturdy rope or cordage 
sown together into a vest with or without 
pauldrons. A separate two piece kilt of the same 
material protects the upper legs. A reinforced 
leather or metal skullcap and occasionally leather 
bracers complete the armor. This armor was 
particularly popular with pirates because the 
armor, after being lacquered or coated in pitch, 
has a positive buoyancy and does not drag a 
wearer flung from a ship under the waves. 
 
Quilted Cotton: Quilted cotton or quilted linen 
armor consists of a knee-length jacket. Quilted 
cotton either has full sleeves or elbow length 
sleeves and bracers to protect the arms and 
greaves to protect the lower legs. 
 
Quilted Silk: Quilted silk consists of a knee 
length jacket. Quilted silk either has full sleeves or 
elbow length sleeves and bracers to protect the 
arms and greaves to protect the lower legs. 
 
Soft Leather: Soft leather consists of a knee 
length jacket. Soft leather either has full sleeves or 
elbow length sleeves and bracers to protect the 
arms and greaves to protect the lower legs. 
 
Paper: Paper armor is made by gluing multiple 
layers of paper at alternating angles to increase its 
strength. Paper armor consists of a breast and 
back plate with pauldrons covering the shoulders. 
An armored skirt and greaves protect the legs and 
bracers the arms. *Special: Paper armor is extremely 
ablative to arrow and bolt fire. Once paper armor has 
taken three times its protection rating in damage from 
arrows or bolts, it is considered ruined. This also happens if 
the armor is drenched for a prolonged time and the wax or 
lacquer coating is overcome. 
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There are a number of offshoots from the Giant 
tree. Those known to the Wizards’ Guild of 
Trollworld include Fire Giants, Ice Giants, Cloud 
Giants, Storm Giants, Ocean Giants, and Sand 
Giants. There is little in the way of reputable lore 
regarding these true Giants. They mostly keep to 
themselves and are able to keep lower life forms 
from intruding on their demesnes, standing aloof 
above all others in the rich tapestry that is 
Trollworld. 
 
Certain esoteric knowledge has been gained of 
them by other kindreds. The Dragon People tell 
stories that may have a few grains of truth mixed 
with the grit of invention and some ancient 
wizards who outgrew their mortal peers have 
passed their wisdoms as heritage tomes. It is 
within these dusty, near indecipherable pages that 
we learn hints of the task upheld by these Giants, 
a task that seems to foreshadow a change in the 
hegemony of Trollworld, a world in which 
humans play the dominant role. Snippets and 
tantalizing references lead some (self-appointed, 
all too often) authorities to suppose that these 
Giants are the custodians of races to be groomed 
to surpass humankind in ways as yet impenetrable, 
akin to kindergartners ensuring a safe and 
provoking environment for their wards to learn 
and extend within.  
 
Of these Giants, the only genus which has been 
associated with anything close to fact in living 
memory is that of Cloud. One example cannot be 
claimed to prove an entire thesis, but the reports 
of angelic beings known as ‘the Feigh’ at least lend 
credence to the old beliefs that have never quite 
gone away. In fact, it is only the Ice Giants and 
the Cloud Giants who have remained alert and 
attentive to their ancient charter, with their 
brethren becoming forgetful and dreaming for 
centuries passed. The wards of the Fire, Storm, 
Ocean and Sand Giants are lost to history, 
perhaps irretrievably. Of late, even the lofty Cloud 
Giants, those lordly aristocrats of languor and lyre, 
have neglected their purpose and allowed 
unworthy powers to displace their charges.  
 
It is to this backcloth our Fire Giants enter the 
world of the Snow People, the apparently timeless 
protégées of their Ice Giant cousins. How much 
of this the Games Master chooses to reveal to the 
players is up to you. If the players adopt Fire 

Giants as their characters, it would seem that 
much would naturally be known to them, 
although surely little regarding the Snow People. If 
the characters are not Giants, then it is a very 
different matter and they will have much to learn 
about the world they thought they knew. Bear in 
mind that the Fire Giants I am suggesting your 
players take up are young and therefore are not 
figures to dominate Trollworld. 
 
As for the Snow People, the infant kindred given 
as wards to the Ice Giants eons ago, they are 
innocent beyond compare. They are noble savages 
with the will to ever strive for more, yet often 
ready to hear the other and to work for their 
people, not exclusively for the one. This would be 
more than they could comprehend, for they see 
the one and the whole as undivided. They are not 
‘hippies’ or ‘socialists’ – nothing so glib. The one 
will challenge the other when the other seems 
‘unworthy.’ Their evolution is very slow indeed as 
they cease to be beings of matter and the 
boundary between matter and energy, matter and 
thought becomes as nothingness. These people 
have no knowledge of the outside world, to such 
an extent have they been sheltered. If it were only 
a matter of the physical, doubtless they, just as 
those natives of Pacific Islands confronted with 
the tall ships of the European navigators, would 
simply not see the Giants, their brains deleting this 
irrelevant optical information. However, kremm-
charged beings are seldom invisible and unfelt. 
 
The Ice Giants long ago arranged for a food 
source for the Snow People – a creature that they 
can hunt and so nourish their spirit as well as their 
bodies. These pteredon are drawn in sufficient 
numbers to the moss on the roof of the huge ice 
castle that confines the yeti-like people. They 
alone are able to pass through the mists than 
surround the edges of the Snow People’s world, 
their tightly-knit village with its naturally stable 
population. These mists keep both the Snow 
People in and others out. Even the Ice Giants 
make very few incursions and so are legendary, 
mythical beings to their wards. The Giants 
intervene only when absolutely necessary, the sole 
arbiter being the appointed Guardian. 
 
Much more could be written, but make more or 
less of it as you will, for each manifestation of 
Trollworld is as to its own. 
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TrollsZine! 
Trollszine! 1 : http://www.rpgnow.com/product/79185/TrollsZine 
TrollsZine! 2 : http://www.rpgnow.com/product/81203/TrollZine-%232?src=s_pi 
TrollsZine! 3: http://www.rpgnow.com/product/83082/TrollsZine-3?src=s_pi 
TrollsZine! 4: http://www.rpgnow.com/product/99363/TrollsZine-4 
TrollsZine! 5: http://www.rpgnow.com/product/103116/TrollsZine!-%235 
 

T&T Websites 
Vin Ahrr Vin’s Trollbridge: http://trollbridge.proboards.com/index.cgi 
Trollgod's Trollhalla: http://www.trollhalla.com 
Tunnels and Trolls : www.tunnelsandtrolls.com 
Tunnels of the Trollamancer: http://trollamancer.weebly.com/index.html 
Gristlegrim: http://www.gristlegrim.com/ 
JongJungBu’s T&T 5th Edition Gathering and Paraphernalia: http://www.jongjungbu.com/home 
Hog Tunnels: http://sites.google.com/site/hogtunnels/home 
Darrgh’s Den: http://www.darrghsden.co.uk/ 
The Vital Spot: http://www.vitalspot.f9.co.uk/ 
The Tunnels and Trolls Archive: http://www.angelfire.com/rpg2/ancientworlds/tandt.html 
Free Dungeons: http://www.freedungeons.com/ 
The Troll Mystic: http://www.trollmystic.com/pub/ 
Ardenstone Adventures: http://www.ardenstoneadventures.com/ 
Tunnels et Trolls: http://tunnels-et-trolls.eu/ 
T&T Random Dungeon Generator: http://www.apolitical.info/webgame/dungeon/index2 
 

T&T Blogs 
Ken St. Andre: http://atroll.wordpress.com/ 
The Lone Delver: http://danhemsgamingblog.blogspot.com/ 
The Delving Dwarf: http://thedelvingdwarf.blogspot.com/ 
Maximum Rock and Role Playing: http://maximumrockroleplaying.blogspot.com/ 
Tenkar’s Tavern: http://www.tenkarstavern.com/ 
The Omnipotent Eye: http://theomnipotenteye.blogspot.com/ 
Lloyd of Gamebooks: http://virtualfantasies.blogspot.com/ 
Trollish Delver: http://trollishdelver.blogspot.com/ 
The Many-Headed Troll: http://kopftnt.blogspot.com/ 
Troll Hammer: http://trollhammerpress.blogspot.com/ 
H’rrrothgarrr’s Hovel: http://hrrrothgarrrshovel.blogspot.com/ 
The Order of the Eldritch Imp: http://protectivepentagram.blogspot.com/ 
Realms of Chirak: http://realmsofchirak.blogspot.com/ 
Hobb Sized Adventures: http://hobbsized.wordpress.com/ 
Gems and Giants: http://gemsandgiants.blogspot.com/ 
The Tower of the Silent Sorcerer: http://jrl755.blogspot.com/ 
Alchemy Gaming Blog: http://alchemygaming.blogspot.com/ 
Deeper Delvings: http://delver.posterous.com/ 
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