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The Road to Baffram 
An Old School Hack Scenario by Andrew Shields 

 
Summary 
 
The characters meet an old man who needs to get his daughter to Baffram through the perilous desert and 
badlands. The characters agree to help, pushing through the defenses of a wizard, the hunting ground of 
displacers and slith, and crossing the bridge guarded by a troll. Reaching Baffram, they find out the 
daughter is actually an assassin, who has implicated them in a murder. 
 
A note on maps: they are provided in the text and as player handouts as suggestions. If you want to do 
your own, or if your players do something totally different, go with it. 
 
Getting Started in Gretchia 
 
Motivation. There are a number of ways the characters can be drawn into the scenario. They must be in 
the small town of Gretchia, on the edge of the Khuselb desert, on the Fydria trade route. 

• They could be guarding a caravan on the Fydria trade route. 
• Maybe they are all from Fydria, they met here or grew up together. 
• They are on their way to Baffram for various reasons, traveling in a group for safety. 

 
The Unsteady Wench Tavern 
 
The Caravan. The inn can hold about 30 guests, and currently is about half full with a caravan from 
Glesh in the south to Baffram (which is actually in the process of disbanding here, uncomfortable with the 
dangers of the road to Baffram.) The caravan master is a narrow nervous man, Olaffson, and his steward 
is a big pale warrior, Hemrial. The caravan has carpets and spices, bound for the ships at Baffram to go 
out into the wider world. 
 
Expenses. However they come to be at loose ends in Gretchia, they are in the Unsteady Wench tavern. 
Rooms are cheap, only 5 silver a night, with food and drink that’s 1 gold. The common room costs only 1 
silver. The barmaids are generally of low character and enthusiastic about companionship, as are a 
number of the sturdy caravan guards frequenting the place, if the characters want company. 
• Partying to the edge of incapacity costs 1 gold per Brawn point. 
 
Gossip. If the characters want to spend some time gossiping, they can roll 1 Charm test automatically 
(difficulty 4), +1 per charm bonus. If they have negative charm, they can only listen; they get 1 roll at 
difficulty 9. Each success reveals something from the list. Players may get gossip their characters were 
asking about, or randomize by rolling 1d10 divided by 2, round up. 
 
1. Things are so cheap in the inn because it’s the last hope of the trade route, which may go around them 

soon because of the evil wizard. 
2. An evil wizard in the Khuselb wastelands is isolating the town by attacking caravans. He uses 

monsters made of rocks and sand to overwhelm the caravan defenses. 
3. There is only one road through Khuselb to Baffram, and it’s grown too dangerous for traders to use. 

The longer it’s unused, the more dangerous the area gets out there. If only… someone would clear it. 
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4. The caravan that just got to town is selling their stuff at a loss, unable to continue to Baffram because 
it is too dangerous. (If you are a guard… well, maybe you get fired during the conversation.) 

5. There is an evil spirit in the desert winds out there that will strip your flesh from your bones, and 
you’ll never even get a good look at it. 

 
Attack on the Unsteady Wench! 
 
As dusk settles, the tavern is attacked—pretty much when you get bored or feel the need to inject some 
violence to get things properly started.  
 
Outside, some shouts of dismay, a flare of fire, grinding and smashing sounds. Adventurers will probably 
want to check this out. 
 
There are a number of sand creatures, about waist high to humans, attacking people and closing in on the 
tavern with destructive intent. Behind, three big rock statues, twice the height of people and made of 
mystically collected and animated stones. Their focus is to get to the stable and kill the horses. 
 
• Sand Minions. AC 8. 1 Wound. 
• Rock Monsters. AC 14. 6 Wounds. Very Heavy Weapon.  
 
If the characters are blowing through the creatures, send in another wave or two. If they are struggling, set 
the tavern on fire, and have the forces retreat while the desperate townsfolk get the fire under control 
before it gets out of hand. 
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If a character is looking into the dusk purposefully, allow an Awareness test difficulty 9. If successful, 
they see a hooded cloaked figure out of bowshot watching the battle in town. If pursued, the figure 
vanishes into the desert, but a wave of sand minions will assault the pursuers to slow them. 
 
The Job 
 
Elder Hoomba. After the battle, while they are resting and relaxing (and whatever), an elderly man 
comes in with a hooded figure. He is spindly and bald with an outthrust of beard over a plain robe. He 
looks for one of the most obvious adventurers of the party, or the one present with the highest Charm. 
 
He starts the conversation with the following points. 
• Greeting, in this sad time. 
• I have more wealth than choices. I am willing to pay well for an escort to get my daughter to Baffram 

as soon as possible. 
o 200 gold for each courageous soul that will help me, and another 200 on the other end. 
o It is critical she arrive in less than 7 days. 

 Why? To secure an alliance with the Nylak Trade House. (That’s all they need to 
know.) 

 
If the character agrees, and gets the other characters to agree, then he’ll introduce them to Adelle. She has 
golden hair, tanned skin, startling green eyes, and a lovely figure, she is about 20. She seems shy. 
• Adelle’s Big Secret. She is an assassin. She is +2 on any test to keep them from figuring that out. 

Second level, with Flashbang Exit and Poison and Venom. She has no bonus or penalty except on 
Cunning, where she is naturally +2 (so +4 to keep her secrets.) She has a vial of Profound Sleep she 
will try to conceal from them (with that +2 also.) She is going to kill Guildmaster Venk, leader of the 
Nylak Trade House. The second in command, Master Yemur, will deal with Elder Hoomba (who 
works for the Zelmor Trade House, as a level 4 assassin!) 

 
If they are agreed, then he will meet them in the morning, before dawn, so they can take her and get 
started. Unless there is a problem, he’ll leave and take her with him. 
 
A hitch in the travel plans. No horses or camels or donkeys are available in town; they are casualties of 
the repeated raids of the sand wizards. (If the merchants are talked out of their horses, the characters will 
find they are horses for pulling wagons, and very slow, dull, and prone to flee violence or strangeness.) 
 
What if they don’t want to go? Either they convince the caravan to continue on to Baffram, or someone 
else does, and they are hired to escort it (or they have a family member or friend going into danger that 
they want to protect.) Or, if one or more are part of an organization, the organization owes Elder Hoomba 
a favor and offers your services. 
 
Or, if they really just don’t want to do it, go do something else—hunt the rogue wizard in the desert, bring 
in Sir Mellenut, a hunter who wants a displacer for his collection, tell the players that one of their 
characters has an aunt that was eaten by the troll on the road to Baffram. You can have fun with any of 
those, using the information here. Break it into parts and pieces, or insert your own stuff. 
 
The rest of the information assumes the characters are hired by Elder Hoomba and escort Adelle to 
Baffram. 
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The First Challenge: The Sand Wizard 
 
The road through the desert is marked by 4 meter tall flags with a rope tied between them, leading out 
into the desert and towards the badlands. 
 
They don’t get far out of town before the road ahead is blocked by a sandstorm. If they try to go around, it 
moves with them. If they go back to town, it lets them. 
 
• Freaky Sandstorm. Those in it are -2 to all rolls. They can only move through it half an arena at a 

time with a Daring difficulty 4 test, and every round in the storm characters must pass a Commitment 
difficulty 4 test or take 1 wound. They can only see a few meters. 

 
The storm is the work of the Sand Wizard, Urial. In this case, an arena is a few dozen meters to a side, 
nice big open space; there’s lots of sand here, after all. Urial is hiding in the rocks of the ridge, barely 
visible at this range (Awareness difficulty 10). He can be attacked by a range weapon, but he is +4 to his 
AC (8+4=12) due to the rocks. 
 
If they push through the sandstorm, go around it, or pursue Urial, they are in for a fight. 
 
• Sand Minions. AC 8. 1 Wound. (Half human size.) 
• Stone Guards. AC 12. Heavy Weapon. 1 AP creates a light shield equivalent.  (Human size.) 
• Rock Monsters. AC 14. 6 Wounds. Very Heavy Weapon. (Twice human size.) 
• Urial, Sand Wizard. AC 8+1. 5 Wounds. Reach weapon (+1 AC). 

o Animate Staff. Rested. Focus action. Staff animates and uses protect action; 12 AC, 2 
wounds. 

 If the staff is activated, he pulls a dagger, a light weapon, to fight. 
 
 
Pull in as many as you need to 
give them an exciting fight. 
Maybe they kill him, maybe he 
runs away, maybe he beats them 
up and they retreat to town and 
have to take another crack at him. 
 
Why is he doing this? The 
oracles at the Khuselb Tower 
identified a danger to the Nylak 
Trade House, allies of the 
Khuselb wizards, from Gretchia. 
Urial is helping his allies by 
preventing traffic this month, 
when the danger is highest.  
• He may talk to them if treated 

well or engaged in 
conversation. He is adamant 
no one from Gretchia will get to Baffram this month if he can help it. 

 
Adelle does not want to fight, she wants protection, and she does a very convincing job of seeming 
freaked out by all this. Maybe she even is freaked out. After all… this is freaky. 
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The Second Challenge: Displacers and Slith 
 
About 12 hours into the trip, they finally get out of the desert dunes and into the badlands. The flags end, 
but the road is marked periodically with a carved symbol of the Khuselb Tower wizards. 
 
Climbing up a cliff between arenas takes a Brawn difficulty 7 test, modified by you feeding the bowl. 
Climbing down the same, but a failure takes a wound for falling. 
 
After about 4 hours of travel, the road twists into a canyon, and when they get down into it, they see there 
was a rockslide, so jagged stone is everywhere and the going is slow—hazardous terrain. Then an attack! 
The displacers seem to be a weird swarm of unfocus, hurting the eyes, with shadows and tentacles, eyes 
and teeth flickering inside. The whips come out, and the screaming starts. 
 
Start with one, bring in another one or two if they are getting cocky. 
 
• Displacer. AC 12. 6 wounds. Like a huge puma with 6 legs and 2 whip tentacles from its shoulders. 

o Displacer Field. Always on unless it is voluntarily off, this projects a weird haze around the 
creature where it cannot clearly be seen. Attacks requiring sight are -4 to hit. If hit “in the 
face” the attack hits without having to roll, but does not inflict an extra wound. (AC 16) 

o Reach. Its tentacles count as reach weapons, and it prefers frequenting hazardous arenas. 
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About 6 hours after that, they find the road widens out to a bigger canyon, and there is a small sunken 
spring. Now that traffic has slacked off, a nest of slith has moved in and claimed the water.  
 
• Slith. Minion. AC 10. Half the size of a housecat, bipedal lizards shaped like small tyrannosaurus 

rexes. Breed in sewers or badlands, tough leather hides, terrifying in swarms. 
o Swarm. Instead of rolling extra dice to hit, each slith after the first adds +1 to hit. Every 5 

slith attacking 1 target add +1 wound. 
 
Maybe 30 slith would be a good challenge. Scale it as you need to, but play up the horrific scrabble of the 
little monsters springing, snapping, climbing the characters and swarming them like bipedal piranhas. 
This encounter is just a little local color. 
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The Third Challenge: Troll Bridge 
 
Another 12 hours of travel down the road, they are only 6 hours out from Baffram! But there is a gorge 
that separates the badlands from the scrubby high plains on the other side. That gorge has an ancient stone 
bridge that appears to be dwarven stonework. And it is guarded by a troll. 
 
The chasm is about 12 meters across, and about 20 meters deep. The stone bridge is about 3 meters wide, 
an arch, it looks unshakeable. But there are high rocks around the cleared area by the bridge, and in those 
rocks lives a troll that doesn’t like traffic on its bridge. It leaps to the attack before they can get to the 
bridge. 
 
They don’t have to kill the troll. Pushing it off the bridge will be difficult; feel free to feed the bowl to 
protect the troll from getting shoved around or thrown, it’s big (but they are awesome if they try it, so 
feed that bowl.) Maybe they outrun it. Anyway, one way or another, they should eventually get past the 
guardian and the bridge. 

 
 
• Troll. AC 14. 14 wounds. This three meter monstrosity has greenish knobbled hide, bristling black 

hair, and soulless pits for eyes.  
o Tough. Ignores the first wound from any attack. 
o Savage. 3 AP. Once it hits successfully, it can double the damage of its attack. 
o Claws and Jaws. Its natural weapons count as a heavy weapon. 
o Brimming With Life. Every round it can regenerate up to 3 wounds at the cost of 1 AP each 

to the bowl. It cannot regenerate from fire or acid, track those wounds separately. It must be 
taken to -4 wounds to be truly killed. 
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Arrival in Baffram 
 
You can end the scenario here. Then you can do something different beginning in Baffram, or you can 
save this conclusion to be the beginning of your next session. You could pay them 200 gold and ignore the 
plot twist if you want. 
 
The characters cross the last 6 hours of scrubby high plains and see the massive granite gates of Baffram, 
tasting the tang of the sea in the air.  
 
Elude and Murder 
 
Adelle will promise them that they’ll be paid tomorrow, and they must spend the night at the Thrown 
Shoe, a respectable inn for travelers near the city center, on the Plaza overlooking the harbor. Quite a nice 
place. 
 
Costs. They must pay 5 gold to enter the city, and it will cost 5 gold a night to take rooms (only 3 to stay 
in the common room) plus another 3 per day for food and drink. For partying to the edge of insensibility, 
3 gold per Brawn. 
 
They will be led to the inn, and Adelle will need to speak with her uncle to finalize arrangements. If the 
characters are gallantly protective or suspicious, she’ll slip out of the window in the ladies privy; their 
part is done, but there’s no need for her to hurt them herself. 
• There is no uncle. She goes to the Nylak Guildhouse and kills Master Venk by slipping poison into 

his drink, posing as a serving wench. Then she disappears down to the dock and is aboard a ship that 
is leaving the harbor as Master Venk’s death is discovered. (If she lost her poison, she can get more at 
an apothecary on her way, but that leaves more of a trail than she wants to leave.) 

 
Always Have a Patsy 
 
Duke Mordan’s troops will march to the Thrown Shoe. Their livery is red and gray (silver) with a 
rampant dragon. Sergeant Feckswell is a giant, scarred red-beared man (Fighter 1, Armor of Scars) with 
as many minion troops as he needs. He is looking to arrest anyone traveling from Gretchia (he has 
information they don’t know about, from the sand wizards), and the characters are the only ones who 
made that trip. 
 
Maybe there is a fight in the tavern, maybe not. There are three easily predictable outcomes. 
 
Run for it! The characters escape, get out of the city, and head north along the coast or book passage 
(possibly as stowaways) onto a ship. That leads them to the next adventure. 
 
You can’t arrest US! The characters chop their way through the guards, wave after wave. They are now 
wanted for murder and for attacking the Duke’s troops. If caught, they’ll be thrown in the dungeon, where 
they will meet the people willing to break them out to participate in the next adventure. 
 
Surrender and cooperate. They will be marched to the keep, and interrogated; no need to play through 
this. They are innocent, but they distracted the forces of law, reducing the numbers available to hunt for 
the assassin (who may become a recurring menace.) They meet Captain Umbrock, a graceful aristocrat 
(Noble 2, Threaten, Classical Education). He says he has use for a group that can successfully manage the 
Baffram road. Recently, the city has had a problem and they can help—in the next adventure. 
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Here is a map of the inn, so if something goes down you have a reference you can use for the fight. 
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Names and Places Quick Reference 
 
Gretchia. Struggling small town on the edge of the Khuselb desert on the Fydria trade route. 
• Olaffson. Steward of a caravan, narrow and nervous. Hemrial. His big pale warrior steward. 

o Carrying carpets and spices for the port city of Baffram. 
o The caravan disbands in Gretchia because the road to Baffam is too dangerous. 
o The sand wizard attacks the town to kill his horses. 

• The Unsteady Wench Tavern. Can hold about 30, cheap right now. 
• Elder Hoomba. Hooded, spindly, bald, outthrust beard, plain robe. 

o Offers 200 gold to go, and 200 on the other end, get his daughter to Baffram in under 7 days. 
 To secure alliance with Nylak Trade House. 

• He is an assassin, so is she, her task to kill Guildmaster Venk so Master 
Yemur will be promoted and deal with the Zelmor Trade House. 

• Assassin 4, Deadly Weapons, Poison & Venom, Flashbang Exit, Distraction. 
• Adelle. Elder Hoomba’s “daughter.” Golden hair, tanned skin, green eyes, lovely figure. 

o Assassin 2, Flashbang Exit, Poison and Venom. Cunning +2. Also +2 to protect secret. 
o She has a dagger and a vial of Profound Sleep. 

 
The Road. 40 hours of travel time on foot, split however the characters schedule it. 
• Urial, Sand Wizard. AC 8+1. 5 wounds. Reach weapon (+1 AC). Magic User 5, Animate Sand 

Minion, Animate Stone Guard, Animate Rock Monster, Sandstorm, Animate Staff. 
o Khuselb Tower oracles identified a danger to the Nylak Trade House, allies of the Khuselb 

wizards, from Gretchia. Urial plans to stop all traffic from Gretchia to Baffram this month. 
• The Route. Gretchia is the starting point. 

o Desert. 12 hours. 4 meter flagpoles with rope tied between them through the desert towards 
the badlands. 

o Badlands. 22 hours. Badlands, occasional roadside stones marked with carved symbol of the 
Khuselb Tower wizards on the rocks. 

 Attack by displacers 4 hours in. Slith 6 hours onward at the watering hole. 
o Troll Bridge. A gorge, 12 meters across and 20 meters deep, with a dwarfwork bridge. 
o High Plains. 6 hours. The road goes to Baffram without further incident, winding down to the 

coast. 
 
Baffram. Coastal city, ruled by Duke Mordan, significant trade hub. 
• Thrown Shoe. Nice inn on the Plaza overlooking the harbor. 
• Duke Mordan. Ruler of Baffram. Red and gray/silver livery with a rampant dragon. 

o Captain Umbrock. Graceful aristocrat. Noble 2, Threaten, Classical Education. 
o Sergeant Feckswell. Giant red-beared scarred man, Fighter 1, Armor of Scars. 
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The Khuselb Grimore 
 
The deserts and badlands of the Khuselb province are notoriously infested with bandits, monsters, and 
pilgrims to the Golden Shrine. However, there is one tower of wizards that has not only survived, but 
flourished. While rulers have repeatedly requested that the Khuselb Tower wizards contribute to the 
public good by curbing lawlessness, the requests are ignored as the wizards follow their own peculiar 
agenda. 
 
If a wizard can gain favor with these strange hermits in the badlands, then the secrets they jealously 
protect may be accessible. 
 
Book Property (As talent “Book of Power”) 
 
The book owner can automatically find one useful fact about the Khuselb province by looking in the 
book. The book owner can also find useful information on animating rocks and sand. In addition to spells, 
the book contains tantalizing hints to what the Archmages of the order have accomplished with Runes of 
Permanency, imbuing stretches of desert with a strange intellect, and forming monsters out of sandstorms.  
 
Grimore 
 
• Animate Sand Minion. Constant ability. Focus action. As long as there is enough sand nearby to 

form a figure about knee to waist high, you can infuse magic into it and form a gleefully protective 
little minion that will do whatever you ask. The minion will last for about a day. You can generate 1 
per day per Charm rating. You can communicate with them telepathically. The minion is AC 8. 

 
• Animate Stone Guard. Per arena. Focus action. As long as there are enough rocks around to 

form a figure about waist high to human sized, you can infuse magic into them and form a sternly 
protective guard that will do whatever you ask. The guard will last for about a day. You can generate 
1 per day per ½ Charm rating. As a talent, the guard can generate a “light shield” if you spend an 
awesome point (or its caster—if an NPC, an AP goes into the bowl.) You can communicate with them 
telepathically. The guard counts as AC 12 with a Heavy Weapon. 

 
• Animate Rock Monster. Rested. 1 hour. As long as there are enough rocks around to form a 

creature at least human size and preferably twice as big, you can infuse magic into them and form a 
rock monster that will do whatever you ask. You can communicate with them telepathically. The 
monster will last for about a week. You can generate only 1 per day. The monster counts as AC 14 
with a Very Heavy Weapon, and it has 2 wounds +1 per awesome point spent on it at the time of 
creation. 

 
• Sandstorm. Rested. Focus action. There must be a decent amount of sand in the arena, or an 

adjacent arena. The sand animates, whirling and whipping like a sandstorm, dropping visibility to a 
handful of meters. Those in the sandstorm are -2 to attribute tests (including Commitment) and must 
pass a Commitment test difficulty 4 or take 1 wound per round in the storm. Those wanting to move 
through the storm can move half an arena if they pass a Daring test difficulty 4. It lasts about 10 
minutes or until released by the caster. 

 
• Animate Staff. Rested. Focus action. You can animate a staff with a specially prepared 

headpiece to move on its own, using a Protect action each round to guard you. It can protect you 
through one fight. The staff has 12 AC and 2 wounds. 
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