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Introduction 
 

This is designed for a party of 5-7 beginning characters, a good mix of types 
will be necessary for the party to succeed. 

 
Rules amendments 
 

I have made an adjustment in the way monster stats are presented the 
Move value is the total move available for each monster rather than a 

number to be added to the basic three that each starts with. I did this to 
reduce the unnecessary addition each time. 
 

Example: In the rules a zombie has a basic move of three and a move value 
of +1, in my monster tables this is listed as 4.



 

Mad Mage Milo 
 

The tower was once the home 
of the Munificent Mage Milo 
who lived a hundred years ago. One night there was a great storm and 

sounds of inhuman shrieks and screams that lasted until dawn. When the 
frightened villagers ventured forth in the light of day to look they found the 

tower reduced to a pile of smoking rubble and no sign of the Wizard Milo. 
Since then the site has remained mostly undisturbed, tales of eerie noises 
and strange creatures have kept people away, some brave folk who’ve 

ventured in to explore the ruins have never returned. People say…it’s 
haunted! 

People have been 
disappearing from local 

villages for a month now. 
Five have been reported 
missing and searches 

have turned up no clues 
except the scarf of one of 

the women near the ruins 
of the Old Wizard’s Tower. 
Villagers are offering 

100GP for the return of 

each person. 

What’s really going on… 

Milo is not dead. He was attacked by a mighty demon a hundred years ago 
which he overcame after a night of struggle which resulted in the 

destruction of his tower. He retreated to the catacombs below meaning to 
heal and then return to the world above but, unknown to him, the demon’s 
blood had tainted him and, as he rested, the essence of evil wormed its 

way into his mind turning him quite mad. 
Now he feeds on human souls, he sends his minions forth to grab unwary 

locals from time to time. Recently it’s been easy to get children so he’s 
stockpiling them and fattening them up. He’s let his brigands have the 
women and is feeding on the men first. 



 

The steps are steep and crumbling but dry, they descend 40ft to Room1. 
 
Room 1 

 
 

 
This room is empty. 

 
Room 2 

 

Wooden door (break 6) Ordinary lock (open 5). 

 

 
 

Both chests are locked (open 5) and trapped (disarm 5) and empty, put here 
to dissuade trespassers. 

Nothing remains of the old tower except some scattered rubble. 

The ground is lumpy and irregular hinting at earth-covered ruins 
just below the surface. In one of the many depressions is a rough 

opening where a flight of steps descend steeply into the darkness 
below. 

Little light reaches here 
from above there is a 

considerable amount of 
dirt and dried leaves on 
the floor carried in over 

the years by the wind. 
 

The walls and floor are 
well constructed from 
aged, dressed stone. 

 
Two pillars flank an 

opening in the east wall. 

The door is locked. 

There are two wooden chests in this room, both are closed. 



 
Room 3 

 
 

Magically locked, needs the magic 
words from Room 16 

 

This is Agrippa, Milo’s main henchman. Agrippa is an Alchemist who is 
helping Milo with some unsavoury experiments. He will attack the party with 

spells and summon his ‘children’ from the adjoining rooms. 
 

Monster Attack Defence Magic Move Tough Weapon Abilities 

Agrippa +2 +2 +4 5 4 None Spells 
Amulet 

Agrippa’s 
child 

+4 +2 +4 5 6 Claws Terrify 
Undead 

Agrippa’s 
child 

+4 +2 +4 5 6 Claws Terrify 
Undead 

Undead ignore first hit each round. 

Terrifying must be overcome in a magic attack or character flees and cannot 
attack. 
Agrippa’s spells: Blind, Take that, Teleport, Sleep. 

Treasure: 80GP, Amulet of healing (heals 1 point each turn),  
 

Room 4 
 
 

 
 

 
Room 5 

 

 
 

 
 

The door is locked. 

This room is some kind of 

study with desks and 
bookcases around the walls. 

Strange designs are carved 
and painted on the floor and 
ceiling. 

 
Behind a desk is an old 

unassuming looking man. 

The door is unlocked. 

The room is empty except for one of Agrippa’s children. 

The door is unlocked. 

The room is empty except for one of Agrippa’s children. 



Room 6 

 
 

 
Milo will attack with spells, 

each turn he can summon 
1D3 horrors from the pit to 

attack the party. 
 
Any character that falls or 

deliberately gets into the 
sunken part of the room will 

be attacked by any horror 
that can reach them. This 

can be resolved with a single attack at +12 if you must but really, they’re 

dead.  
 

Monster Attack Defence Magic Move Tough Weapon abilities 

Milo +2 +5 +5 6 9 None Spells 

Regenerate 

Horror +3 +3 +1 5 4 Claws undead 

Horror +3 +3 +1 5 4 Claws undead 

Horror +3 +3 +1 5 4 Claws undead 

Horror +3 +3 +1 5 4 Claws undead 

Horror +3 +3 +1 5 4 Claws undead 

Horror +3 +3 +1 5 4 Claws undead 

Regenerate heal 3 points a round instead of attacking. 
Undead ignore the first hit each round. 

Milo’s spells: Summon horror (1D3), Teleport, Sleep. 
Treasure: 20GP per horror killed in combat, 45GP for Milo. 
 

The character holding Milo’s sanity from Room 11 will feel a strong urge to 
go to Milo, touching him with the gem (attack at +5) will destroy Milo, 

transforming him to his former self momentarily as the gem sinks deep 

The door is unlocked. 

 
The large centre part of this room is a 
sunken area which is writhing with 

inhuman naked forms that seem to 
have the wrong number of limbs and 

too many mouths in all the wrong 
places. 
 

On the far south side of the room is a 
statue of Milo in his munificent phase 

between two pillars. The fact that the 
plinth it’s on is splashed with blood 
takes away from the effect somewhat. 

In front of this is Milo himself. 
 

Milo finishes off the screaming villager 
before him by finally severing the 
man’s head and casting the corpse into 

the seething pit before him, you notice 
with horror that the headless corpse 

begins to move like the rest and starts 
to fuse with its neighbours. 
 

Finally Milo casts his gaze on you… 



inside him before finally killing him as time catches up and completes its 
work (this destroys the gem as well). Once Milo is dead his will no longer 

animates the horrors and they will die. 
 

If Milo is killed in any other way his last act will be to leap into his pit of 
horrors still cursing the party. Although he will sink below the surface of the 
writhing horrors and appear to have met his end he will, of course, return… 

(the entrance to level 2 is in the pit). Because he still lives, the horrors do 
too… 

 
 
Room 7 

 
 

 
Wooden door (break 6) Ordinary lock (open 5). 

 

There is 200GP here in easily transportable coins and gems but it takes a lot 
of finding. There are also two armour crystals and 2 weapon crystals. 

Useful items that can be salvaged are: 3  Backpacks , rope, lantern and 4 
torches.

The door is locked 

This room contains Milo’s ‘wealth’ in 
reality the material possessions of the 

people he has abducted over the years. 
Musty and decaying clothes and items 

fill the place. 



 

Room 8 

The pit trap (simple 4) drops a 

character 15 feet for 3 damage and 
releases the dogs’ chains at the same time. 

There is a lever next to the door to Room 9 that will reel in the dogs’ chains 
and prevent them from attacking. It must be hit with a missile (defence +2) 
to activate from a distance. 

 

Monster Attack Defence Magic Move Tough Weapon Abilities 

2headed 
guarddog 

 

+2 +2 +1 4/8 
freed 

8 Teeth Terrify 
Spot 

2headed 

guarddog 
 

+2 +2 +1 4/8 

freed 

8 Teeth Terrify 

Spot 

Treasure: 4 collars, 10GP each (2 per dog) 
 

Room 9 
 
 

 
Iron door (break 8) difficult lock (open 6). 

Searching amongst the rubbish will reveal 30GP, a Ring of Searching 
(bestows find secret doors ability) and a +2 Shield 

The door is unlocked. 
 
Close to each pillar is a two 

headed dog, as the door opens 
they spring to their feet and 

race towards you. Luckily the 
chains securing their collars to 
the pillars bring them up 

short. 

The door is locked. 

This room is full of crates and barrels containing the remains of 

food. Wardrobes and chests contain rotten clothing and the 
remains of general household items almost fill the room. 



 
 

 
Room 10 

 
These are the bandits that work for Milo (through Agrippa, they no nothing of 

the wizard or his plans). 
The Brigand Leader and his lieutenant are in room 12 and will join 

the fight in the 3rd round. 
 

Monster Attack Defence Magic Move Tough Weapon Abilities 

Brigand +3 +2 +1 4 5 sword Weapon 
crystal 

Brigand +2 +2 +1 4 5 Sword none 

Brigand +2 +2 +1 4 5 Sword none 

Brigand +2 +2 +1 4 5 sword none 

Treasure: 100GP on them and in the room in coins, 2 lanterns with 4 oil 
total, rope, lockpicks. 

 

Monster Attack Defence Magic Move Tough Weapon Abilities 

Brigand 
leader 

+4 +5 +1 5 7 Axe 2 
Armour 
Crystals 

Brigand 
lieutenant 

+3 +3 +1 5 6 Axe none 

 

The door is unlocked. 
 

This room is the living 
quarters of some obvious 
Brigands, there are six beds 

in the room and stores of 
food and water.  

 
Four men wearing chain mail 
and armed with swords, axes 

and shields are here. 



 
Room 11 

 
The secret door opens reluctantly if 

pushed. 
 
 

 
 

 
 
 

 
 

This gem is Milo’s sanity that fled here a 
century ago. It can be used to destroy 
Evil Milo. A character that picks it up 

will feel it’s soothing thoughts in his or her head and begin to get a sense of 
the sanity’s urgency to be reunited with Milo manifested as a desire to ‘be 

somewhere’. 
 

The gem confers a +5 magic bonus on whoever carries it. 
 
Room 12 

 

The two women are villagers, they are usually kept chained in Room 13 
where the bodies of two male villagers are. The men were taken away by the 

brigands a day or two ago. The women could hear the screams of their 
torture and…’something else, something horrible’… 
A third man was taken at the same time but he wasn’t returned. The two 

men that were returned died in a few hours from their injuries. 
 

Monster Attack Defence Magic Move Tough Weapon Abilities 

Brigand 

leader 

+4 +5 +1 5 7 Axe 2 Armour 

Crystals 

Brigand 

lieutenant 

+3 +3 +1 5 6 Axe none 

Treasure: 65GP in coins, bow, 24 arrows. Brigand leader has the key to 

Room 13. 

This room has lain 

undisturbed for many years. 
Dust and cobwebs cover the 

floor and walls. Against the 
East wall is a stone bench 
like an altar. 

 
On this bench is a faintly 

glowing pink gem about the 
size of a fist. 

The door is unlocked. 
 
This is the living quarters of the brigand Leader and his lieutenant. 

There are two beds here, a cooking fire and some supplies. 
 

Two women are tied up in this room, they’ve been mistreated and 
raped by the brigands. 



Room 13 
 

 
 

Iron door (break 8) difficult lock 
(open 6), the Brigand Leader has 
the key. 

 
 

 
 

Room 14 and room 15 
 

Wooden door (break 6) Ordinary lock (open 5). 
 

 

 
 

There are five zombies in this room that will react to light and attack. 
 

Monster Attack Defence Magic Move Tough Weapon Abilities 

Zombie +2 +2 +1 4 4 Hands Undead 

Zombie +2 +2 +1 4 4 Hands Undead 

Zombie +2 +2 +1 4 4 Hands Undead 

Zombie +2 +2 +1 4 4 Hands Undead 

Zombie +2 +2 +1 4 4 Hands Undead 

Undead ignore first hit each round. 
Treasure: 100GP 

 
Room 15 zombies 

 

Monster Attack Defence Magic Move Tough Weapon Abilities 

Zombie +2 +2 +1 4 4 Hands Undead 

Zombie +2 +2 +1 4 4 Hands Undead 

Zombie +2 +2 +1 4 4 Hands Undead 

Zombie +2 +2 +1 4 4 Hands Undead 

Zombie +2 +2 +1 4 4 Hands Undead 

Undead ignore first hit each round. 
Treasure: 100GP 

The door is locked. 

This room is a prison, people 

are kept here until they die it 
seems because piles of bones 

have been pushed into the 
corners. The bodies of two 
recently killed male villagers 

are still chained to the south 
wall, their bodies are 

hideously cut and mutilated. 

The door is locked. 

This room stinks of death, corpse litter the floor. 



Room 16 
 

 
 

 
Wooden door (break 6) 
Ordinary lock (open 5). 

 
Opening this door closes the 

pit, closing the door opens it so 
that the skeletons in here don’t 
get out. Walking over the pit 

won’t trigger it. 

 
 

This room is guarded by 4 skeletons which will animate and attack. 
 

Monster Attack Defence Magic Move Tough Weapon Abilities 

Skeleton +2 +2 +1 4 3 Sword Undead 

Skeleton +2 +2 +1 4 3 Sword Undead 

Skeleton +2 +2 +1 4 3 Sword Undead 

Skeleton +2 +2 +1 4 3 Sword Undead 

Undead ignore first hit each round. 
Treasure: 60GP 
 

Lying hidden and forgotten at the bottom of the pit is the magic key to 
Room 3, it is a small piece of parchment with the magic opening words on it. 

The door is locked. 

This room is some sort of 
crypt, coffins litter the floor 
and burial niches line the 

walls. 



 
 
 

 
 


