Thanks for downloading this adventure.  Please read below to see how to play.








This adventure is designed for play with a single Tunnels & Trolls character of First level.  The character can be any of the good kindreds, though the text makes the most sense if you use a human, dwarf, or elf.  Additionally, you can use a fighter, rogue, or wizard to play.  If you decide to use a rogue, either randomly determine two spells from the 1st level list in the rulebook for your character to begin with, or choose one spell from the list.  You must decide if you are going to choose a spell before rolling dice to determine randomly.





You can use magic in combat as much as you want.  If you’ve got the goods, you can TTYF everything in sight for hours on end.  Non-combat magic is a little more tricky.  There are situations where you are given the option of using certain spells.  In those situations (obviously) you can use those spells.  If you find a situation where you want to use a spell but there is no option for you to do that, then you probably can’t do it.





This adventure was designed for use with my House Rules (see http://www.geocities.com/TimesSquare/Lair/5889/troll1.htm).  However, it should work fine with the standard T&T 5th edition rules.  This adventure does make use of split MRs for encounters.  In this case, the first number is used to determine the combat dice and adds of what you are fighting.  The second number is its CON, or hit points.  Once you have done enough damage to reduce this second number to zero, the creature is dead.





When designing your character, do not purchase any supplies.  There is no need for that.





I think that’s about it.  Have fun, and please let me know what you think by writing to me at athorne@juno.com.  Take care.


