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You stand in front of a stout door in the side of a hill in the 
Haunted Forest. Hidden behind the overgrown vegetation, it has 
stayed untouched for half a century. Who could have known that 
this sketchy, tattered map in your hand would turn out to be 
accurate? But here you are, at the mouth of a strange, subterranean 
sanctum, an army of rumours swirling around in your imagination. 
Could this really be Xallevyrx, the long-lost lair of the legendary 
warrior Fearsome Forbus and his loyal companion, the Unknown 
Wizard? Their exploits have been enshrined in song—could their 
many treasures, looted from the dungeons of a hundred ancient 
sorcerers, still be here, waiting for your hands to bring them back 
up to the surface of the world? 
 
There is only one way to find out. Do you dare? 
 

Introduction
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The Lay of the Land 
 
A century ago, this land was wild an untamed. Hideous beasts of all 
descriptions made their lairs in the ruins of subterranean dungeons 
that veritably litter the landscape, built by mad wizards long ago. 
But thanks to several generations of brave adventurers, this land 
was civilized. The last of these monsters was slain fifty years ago by 
the greatest pair of heroes this land has ever seen: Fearsome Forbus 
and the Unknown Wizard. 

This peace was not to last, however, and the Haunted Forest 
has seen more than one tragedy in the time since. When the 
victorious duo attempted to construct a subterranean sanctum of 
their own, they were apparently destroyed by the evil wizard 
Zamzomarr. What his purpose was, no one can say, but for decades 
afterward, Zamzomarr terrorized the countryside from atop his iron 
tower—until the coming of the Dragon Army. 

So named because it was commanded by a dragon—or multiple 
dragons—the Dragon Army actually consisted primarily of orcs 
and goblins, organized in hordes and legions, along with a devious 
assortment of other monstrosities. In Zamzomarr they found a 
staunch ally, but this proved to be his undoing. Together they 
raged across the countryside for several years until Lord Stefan 
came, with a host of armoured knights, Elven archers, and 
Dwarven sappers at his side, to smash their power. Orcs and 
goblins were slain by the hundreds along with their dragon leader. 
Zamzomarr was executed by Lord Stefan’s own hand, his severed 
head displayed for all to see. 

Since then, the town of Westham has been on the mend. Life 
in and around the Haunted Forest has returned to normal and even 
flourished. Finally rid of both Zamzomarr and the Dragon Army, 
trade in the area has grown dramatically, it is now safe to travel, and 
towns and villages are rebuilding. Lord Stefan returned east in a 
hurry once the fighting ended, but has left Belrain Swordsinger, a 
loyal Elven commander, in charge of Westham, and there are still 
soldiers stationed about. 



 Introduction 9 

 

Xallevyrx 
But what of the lair built by Fearsome Forbus and the Unknown 
Wizard some fifty years ago? They called it Xallevyrx and spoke of 
it with pride, but its exact location has been lost beneath the ever-
shifting sands of time. That it was upriver from Westham all agree, 
but beyond that, no one can say for sure. There is no evidence that 
it was ever found by Zamzomarr, or anyone else, after they 
disappeared. Their servants vanished along with them and their 
many treasures have never been recovered. 
 

Westham 
More properly named Westham-on-the-Haunt because it straddles 
the Haunted River, this town lies outside the Haunted Forest, 
about a day’s journey away from Xallevyrx. Having lost a few 
thousand citizens to the war, Westham has opened its doors to all 
who would help rebuild. This has resulted in almost a hundred 
immigrants a month, and Belrain Swordsinger, the Elven sheriff, is 
having more and more trouble maintaining order, in spite of the 
veteran soldiers he commands. This guard proved adequate at the 
end of the war, but the town’s new size has them stretched thin. 

Westham has always earned the lion’s share of its wealth from 
pottery made from the river’s rich clay beds. Not even the weavers’ 
guild has the same kind of clout, but the pool of unskilled labour is 
threatening to become an unstable force in municipal politics. 
 
THE TOWN OF WESTHAM-ON-THE-HAUNT 
 Moderate prosperity, booming population, and a guard and 

walls for defence. 
 Craft: Pottery, Market, Oath to Lord Stefan, Personage: 

Belrain Swordsinger, Resource: Wood. 
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Rumours 
The PCs have probably heard about this place. If not, why bother 
investigating the map? As part of your initial setup or while you ask 
questions about the PCs’ lives, their backgrounds, and their 
motivations, make sure to tell them about some of the rumours 
they have heard. 
 
Rumours beloved by people who have not been to this area: 
 Before Lord Stefan defeated the Dragon Army and restored 

order to these lands, there was no law and order at all, just 
adventurers. That’s how an evil wizard ruled for so long, and 
why the Dragon Army found it so easy to invade. 

 Lord Stefan left an elf in charge because he couldn’t trust any 
of the locals. Any one of them could have secretly been 
collaborators helping the Dragon Army. 

 The evil wizard Zamzomarr terrorized these lands, consorting 
with demons, devouring children, and calling down lightning 
on hapless boatmen plying their trade along the river, until the 
mighty Lord Stefan put a stop to it. 

 The Haunted Forest is called that because anyone who dies in 
it will rise for their grave and hunt for human flesh to devour, 
unless their body is decapitated and burned. 

 
Rumours circulating amongst the soldiers who fought the 
Dragon Army: 
 Lord Stefan left too early. There are still reports of goblins and 

other monsters in the Haunted Forest. Westham is going to 
need a whole new generation of adventurers now! 

 Lord Stefan would have won the war even faster if he hadn’t 
lost his magic sword during the fighting. With but a touch it 
unravelled sorcery and could only be wielded by a man blessed 
by the god of war. Alas, now it lies somewhere in the Haunted 
Forest! 

 The dragons leading the Dragon Army fled and attacked the 
kingdom from the East after the evil wizard Zamzomarr was 
beheaded. That’s why Lord Stefan had to leave so quickly. The 
war’s over in these parts, and it won’t be coming back. 
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Rumours circulating around the Imperial College of Magic: 
 Fearsome Forbus was a mighty warrior, but his real power came 

from a host of magical weapons and accoutrements—none of 
which have ever been recovered. 

 The generations of adventurers who rid these lands of 
monsters, like Fearsome Forbus and the Unknown Wizard, 
didn’t kill them all, they just sealed them inside the ancient, 
ruined dungeons with magic. The Dragon Army invaded these 
lands in order to free all those monsters. 

 The Unknown Wizard found a way to stop spells from being 
forgotten. No one knows how it happened, though. Some say 
the spellcaster would forget other things instead. That’s why 
he was called the Unknown Wizard—because he caused 
everyone who knew him to forget his real name. They even 
forgot his face! Others say he used it to stop other wizards from 
memorizing more spells—they were instead forever stuck with 
the last ones they had prepared. 

 
Rumours told by locals: 
 Fearsome Forbus found some kind of enchanted stone—a 

diamond the size of a fist, maybe—and that’s why he 
disappeared. He left to go live the high life! 

 The evil wizard Zamzomarr killed Fearsome Forbus and the 
Unknown Wizard to steal their treasures, but he couldn’t find 
them. That’s why he terrorized this area from atop his iron 
tower. 

 The Haunted Forest is full of old, underground ruins, but they 
are all empty. Fearsome Forbus and his loyal companion, the 
Unknown Wizard, killed all the monsters half a century ago. 
Before the Dragon Army invaded, there was only the evil 
wizard Zamzomarr, but he never left his iron tower. 

 When Forbus and his companion built their secret lair, half a 
century ago, cost was no obstacle for them. They were rich 
beyond all imagining, but their treasure hoard disappeared 
when they did. 
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Getting Started 
 
If you want to get crawling through the dungeon right away, start 
with the PCs at the door to the dungeon that was called Xallevyrx 
and ask them what they do next. Their map has led them right to 
this door that obviously leads underground. How will they 
proceed? 

As they venture into the dungeon to wander its corridors, ask 
them questions. Ask them how they got here and why. Ask them 
what they brought with them and what they left behind. In 
between encounters with monsters, traps, and other strangeness, 
ask them what they hope to achieve here. Treasure? Fame? Magical 
power? 

Most importantly, tie them into the world around the 
dungeon. There is a town nearby, one they will have to go back to 
after they loot this place of its treasures—or after they narrowly 
escape its horrors with their lives. This town, Westham, has a 
history, as does the dungeon and the whole countryside around it. 
The events of the past are what made Xallevyrx what it is today, 
and this past is revealed along with the other contents. 
 

The Map 
How did the PCs come to have a map that leads right to the 
dungeon’s front door? They are certainly not the first adventurers 
to venture into Xallevyrx, just the first to come through this door… 
 Did they find it in the hands of a dead man on their way to 

Westham? 
 Was it in one of their rooms in the inn, hidden under the bed, 

or at the back of a drawer, perhaps? 
 Was it sold to them by some shady-looking adventurer who 

needed coin to get as far away from here as possible? 
 
If the players are looking to you for the answers, tell them. If the 
events prior to their arrival at the dungeon aren’t clear, either 
because time has passed or this is the first session with these 
characters, ask them for the answers. 
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Starting Somewhere Else 
It is also possible to start at another point. You might want the PCs 
to snoop around in town before they head off to the dungeon, 
especially if that makes it easier for them to scout out the forest and 
find the other entrances. You could draw a map of the Haunted 
Forest and let the PCs explore it, before they get to the dungeon—
or collaborate with your players and draw it together. Perhaps the 
players would rather begin at a tavern, in the tried-and-true 
method of adventurers everywhere. Or, if they are looking for a 
clear goal or objective to strive for, they could be given a mission at 
the Imperial College of Magic, where they are asked to track down 
the Unknown Wizard’s last known stronghold. 

None of this setup, nor any of the rumours that follow, needs 
to come in the form of flashbacks, if you don’t want it to. You can 
make up characters and have them talk to the PCs before they get 
to Xallevyrx. Just make sure you keep asking questions. 
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The Dungeon Front : 

Unknown Dangers 
 

Description and Cast 
The secrets of Xallevyrx have lain hidden from all but a few for half 
a century. Now they are ready to escape. This underground 
structure was built on top of natural caverns that contain a crystal 
of great magical power—the wyrdstone. This stone, an intruder 
from another plane of existence, is the root of all that is 
supernatural in the Haunted Forest. It makes the dead rise from 
their graves to attack the living, and it warps the shape of all life 
that comes in contact with it. It feeds the mutant fungus that festers 
in the Unknown Wizard’s laboratory. It sustains the undead he left 
behind. And just like a siren’s call, it draws the goblins and the 
gravesleeping orcs to it, slowly but surely. Only the phasic spiders, 
themselves intruders from another plane, beware its power and 
seek to nullify its influence. 
 Attack mushrooms. 
 Dragonmarked goblins. 
 Mutated zombies. 
 Orcish gravesleepers. 
 Phasic spiders. 
 Sewn-up zombies. 
 Spore stalkers. 
 

Custom Moves 
When you find yourself covered in blight fungus… (page 49). 
 

Stakes 
 Will the dead in the Haunted Forest be put to rest? 
 Will the fungal blight cut off all access to Xallevyrx? 
 Will the orcs manage to summon a dragon? 
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Dangers 
 

Blight of Fungus 
One of the Unknown Wizard’s many experimental projects was 
the cultivation of specialized, magical fungus. He hoped to create a 
form of biological technology, perfectly suited to a subterranean 
environment, that only he could control. His creations have grown 
and died and fought with each other over the last half-century. For 
all that time, they have remained inside Xallevyrx, but if something 
should happen that would release them out into the world, they 
could spread like wildfire, choking off all other vegetation and 
making the countryside unliveable. 
Type: Invasive species (use cursed places moves). 
Impulse: To blanket the earth with itself. 
 
GRIM PORTENTS 
○ Attack mushrooms and spore stalkers roam the halls of 

Xallevyrx. 
○ Carpets of mold creep out into the hallways of Xallevyrx and 

the caverns below. 
○ Attack mushrooms and spore stalkers roam the Haunted 

Forest. 
○ The creeping mold is unleashed upon the Haunted Forest. 
○ The fungal blight invades croplands and villages. 
○ The fungal blight invades Westham. 
Impending Doom: Famine (as the fungus destroys any and all 
edible vegetation in and around the Haunted Forest). 
 
Details: 
The fungal threat is described in detail on pages 48-49. 
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The Left Side of Xallevyrx 
 
L1. THE WESTERN HALLWAY 
The eastern wall of this hallway is made from stone blocks but the 
western side is bare black stone which has deep cracks and fissures 
in it due to a minor earthquake a few decades ago. Some of these 
cracks are large enough for a person to squeeze through, and they 
run all the way to the surface. 

This is how the orcs gain access to Xallevyrx on the rare 
occasions that they are awake. The graves they sleep in are located a 
few dozen feet from where the cracks meet the surface. If the PCs 
investigate them, they trigger the return of the dragon army danger. 
 
L2. STORE ROOM 
Behind a stout, wooden door that is stuck in its frame is an old 
storage room, full of kegs and barrels. Most contained spoiled or 
desiccated food in spite of the various preservation methods on 
display. The only thing still good is a keg of Leerhausen 
brandywine, now spectacularly aged and rich with the flavours of 
saffron and cinnamon. There is a secret door in the east wall, 
triggered by pressing a specific stone block. 
 
L3. SECRET STORAGE 
This room is full of old construction supplies—picks, shovels, rope, 
plaster, boxes of nails, even some lumber. The roof has cracked, 
though, and moisture has ruined everything. The door to the west 
is visible from this side and while the secret door to the north is not 
supposed to be, it is easy to find now because of the shifting of the 
earth. 
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The Dungeoneer 
A New Character Class 
The Dungeoneer is a new base class—a combination of all three of 
the previously-described compendium classes. Utilizing the skills 
of the caver and the engineer, along with the magical protection of 
the tomb robber, the Dungeoneer is the pre-eminent explorer of 
dangerous underground areas. 
 

Names 
Dwarf: Balin, Dis, Durin, Khîm, Narvi, Sallah, Thorin. 
Elf: Amarië, Aredhel, Caranthir, Eöl, Felagund, Irimë, Maeglin, 

Mahtan, Orophin, Saeros. 
Halfling: Bridget, Colin, Lovelock, Nikola, Ofelia, Reeves, Short 

Round, Skinner, Susan. 
Human: Afzul, Ayisha, Belloq, Elsa, Evelyn, Hawklin, Indy, Kirby, 

Marion, Montresor, Ralibar, Vogel, Wilhelmina. 
Orc: Azog, Gorgol, Grishnákh, Mauhúr, Muzgash, Othrod, Ufthak, 

Uglúk. 
 

Look 
Choose one for each: 
Attired for Travel, Disguised as a Local, or Dressed Like an Idiot. 
Calculating Eyes, Cold Eyes, or Greedy Eyes. 
Covered Head, Straight Hair, or Unruly Hair. 
Dark Skin, Pale Skin, or Rough Skin. 
 

Stats 
Your base damage is d6. 
Your maximum HP is 6+Constitution 
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Starting Moves 
Choose a race and gain the corresponding move: 
 

Elf 
Only the darkest and most violent of elves would willingly seek 
their fortunes underground. Choose a weapon. In your hands, 
weapons of this type have the precise tag, just as if you were the 
fighter. 
 

Dwarf 
Gold and gems are what you crave, so much so that you can smell 
them! When you use the land surveyor move, the GM will always 
tell you if there’s treasure here without you asking. 
 

Halfling 
You know how to take advantage of your small size underground, 
where you get +1 armour if you’re at all able to defend yourself. 
 

Human 
As a child of the greediest of all races, you can treat all treasures 
that are 2 weight or heavier as if they were 1 weight lighter than 
they are. 
 

Orc 
Lynx-Eyed, Like Burning Coals is a starting move for you, not an 
advanced move. 
 
You start with these moves: 
 
Dungeon Crawl (caver, page 92). 
Land Surveyor (engineer, page 97). 
Ward of Protection (tomb robber, page 100). 
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Miscellanea 
 

A Custom Deity 

The Muse Melanoë 
She is the mistress of dark and mysterious places, of that which is 
hidden underground, driving her followers to recover what has 
been lost and restore it to the light. Her hymns and epic songs recall 
the discovery of fire, the sun, and before them the very souls of the 
living from the darkness that was chaos. 
Domain: What Lies Beneath. 
Precepts: Although they delight in displaying the riches of their 
musaeum in the city of Adelida, the priesthood of Melanoë is 
cultish and insular (add Petition: Gaining Secrets). 
Boons Granted: Melanoë will grant her priests visions of treasures 
underground, directions towards the artisans who will aid in their 
retrieval, and occasionally a ward or shield against the dangers that 
lie beneath the earth. 
 

A New Spell 

Mirror Shield LEVEL 3 ONGOING 
You are protected by an almost-invisible shield. When you are 
attacked, either the effects are reflected back upon the attacker and 
the mirror is shattered, ending the spell, or you take -1d4 damage, 
your choice. While this spell is ongoing you take -1 to cast a spell. 
 
 
 
 
 
 
 
 

The End. 
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