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The Missing Clock 

Random generation of an adventure for Axes and Anvils in an hour: go. 

 

Clan Mission Type (Axes and Anvils) 

 

First, randomize on the 3 possible traits to affect. I randomized for “Prestige.” Now what kind of 

adventure? The clan is accused of betraying its allies. This could lose them a point of prestige unless they 

are successful here. 

 

Using the “A Strange Mission” generator for fun, I get 1 for location (a wizard’s tower with otherplanar 

connections) and 9 for objective (Gain an object required by an ally, for diplomacy.) That worked out 

well. 

 

Flavor Suggestions (WilderWords) 

 

I rolled 11 across and 10 down, “foul.” Also, 10 across and 19 down, “wasted.” 

 

Some More Detail (Random Adventure Generator) 
 

I skip down to location and randomize “an island.” For the MacGuffin, I randomize “treasure.” For 

innocents, I get “refugees.”  For antagonists I get a “wanted villain.” For a complication, “technology.” 

 

THE PLAY IS THE THING 

 

The Setup. 
 

Clan Grundleforge trades with Lord Talamash, a wealthy nobleman merchant based out of (consults 

Aventyr map) Astoria. The crafters of Grundleforge promised Lord Talamash a brilliantly constructed 

clock as a centerpiece for his mansion, and charged him an appropriately hefty fee in gold. 

 

Well, the clock was fine when it left Boulderloch, but when it arrived in Astoria, it was a tinny piece of 

junk that fell apart immediately; it was the barest of suggestions of clock, around a big rock for weight.  

 

Talamash was furious, predictably enough, and he sent a group of mercenaries through the Wilderlands to 

discuss the matter with the jarl. 

 

The jarl is up against a wall; he cannot refund the gold without compromising the clan’s ability to make it 

through the winter, and there are dozens of prickly political issues. Fortunately it is the Festival of Poured 

Stone, so he has three days to figure something out while he stalls them on religious grounds. 

 

He cannot mobilize troops or manage anything on a large scale, because of the festival and because he 

dare not raise the suspicions of the ambassador and soldiers. So, he sends a small group of champions to 

track the shipment and figure out what happened. 

 

The jarl gives them a stone he got from the craftsman that will serve as a compass, pointing towards 

where the clock is now (oriented on his Maker’s Mark.) It is a time-honored theft prevention failsafe. 

 

The Adventure. 

 

Start with telling a story from the clan’s legendry. They are having a nice dinner on a patio of the central 

chamber. Then a representative of the jarl approaches, looking serious. 
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(They are filled in and tasked with getting the clock.) They get started right away, hardy enough to lose a 

couple nights of sleep without being fatigued. 

 

They get halfway there, and the stone points up into the Bearkiller mountains. They follow it to a wizard 

tower. (If they keep following the trail, a large part of it has been brushed out some ways along. They 

might be able to find a trail up in the hills, with a minoutar’s hooves and an orc warband, leading to the 

tower.) 

 

They get through the defenses, then find the portal to the other dimension with the island. They find the 

island there, and the small army of orcs that guard it (many as I need), kidnapped from their native hills 

and forced to serve as a refugee slave force. 

 

They can battle through the orcs, or they can negotiate with them for their freedom. Then they go to the 

mansion, battle the wizard, and take the clock back. 

 

(Why don’t the orcs just go through and run? The wizard’s minotaur has a supernatural gift; if it tastes the 

blood of a thing, it can track it down no matter where it runs. And, given time, the wizard can do a ritual 

that sucks a whole area out of the world and makes it a pocket dimension, so if they go home their homes 

are at risk.)  

 

Break to use Jack Shear’s wizard tower generator, with some modifications. 

 

The Cyclopean Sanctuary of Katrick 

Really into planar travel (I chose that one rather than rolling it) 

The area around the tower is subject to spectral howling all the time. (It is also a foul wasteland peak of a 

hill.) 

The wizard’s decoration style is tentacular and Cthuloid. 

 

The tower has 3 levels. 

 Wizard’s private chambers. (Basement, 75% of first) 

 Wizard’s library. (Second floor, 25% of first) 

 Enchanted Portrait Galleries (second floor, connects to 3 other dimensions.) 

 Observatory, star charts and telescope. (Third floor) 

 

Protected by hauntings. 

 

Integrating the results. 

 

Katrick does not need guards. He has spirits that possess intruders, and march them into the tower; they 

regain their consciousness when they are slaves in one of his pocket dimensions. 

 

His pocket dimensions are a laboratory, a pleasure retreat island, and a necropolis where he recruits his 

spirits. The guiding stone the dwarves have points them towards the painting of the pleasure retreat island, 

and they can step through. 

 

Ghosts rise up around those who approach, spooking targets, warning them against eternal servitude 

should they continue. When they get to the tower, the ghosts start attacking to possess, and targets must 

make a risk test to resist possession; only the Enchanter and Chosen skills count against this, all else is 

untrained. 
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Any who are possessed run for the painting and hurl themselves through. Upon landing, they scream, and 

the spirit is released. However, orcs are guarding and waiting for them, to join the slave army.  

 

The orcs will talk big and bully, but they are depressed and their lives suck. They don’t even get a proper 

fight.  

 

Whether the players work with the orcs, or slay them, they approach the mansion house. Katrick is 

hanging out in the pool, and when they attack he will order his minotaur bodyguard into battle, as well as 

using his magic against them.  

 

The clock is in his half-finished mansion, and it is big; a load for 3 dwarves, and it must be disassembled 

and reassembled to get to the portal and through it. 

 

Rewards 
 

If they return with the clock, the trade representative Murantell remains suspicious of shenanigans. If they 

provide Katrick, then all is well between the noble house and the clan. If they present Katrick alive, then 

the noble house is in the clan’s debt, adding 1 Prestige upgrade (the players don’t know this.) 

 

If they do not return with the clock, whether they have Katrick or not, the clan loses 1 Prestige as their 

trading partners spread the tale of their forgery and fraud. 

 

If the clan gains 1 Prestige upgrade (“Captured Wanted Wizard Bandit”) then that’s their reward. If they 

do not get a clan upgrade, then they can take a personal upgrade instead.  

 

What about the orcs? That could lay a foundation for a future adventure where they may gain the orcs as 

allies. That is another story for another time. 
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FOES FOR THE ADVENTURE 

Ghost 

 Incorporeal. Immune to all but challenge and risk tests from Chosen. 

o Passing a test will do 1 Vitality to it and drive it off, to heal fully next dusk or midnight.  

o Failing the test will drain all Resolve and drive the Chosen unconscious. 

 Most have 4 Vitality. If they strike, they can drain 1 Resolve per attack, and those with 0 Resolve die. 

 (They can try to possess a target, who must pass an untrained test (unless Chosen or Enchanter) or go 

to the painting of the island and go through. 

 

Warrior Orc 

Combat 6. Cleaver or spear, 5 damage (+1). Spear, 4 damage (+1). 

Armor 1 (natural). Vitality 6. 

Behavior: 

 3-. Stuff Yer “Plan.” One orc gets a bright idea for a new battle strategy and they switch tactics 

immediately. 

 10+. Lookit Me! One orc attacks the toughest target it can reach. If it does damage, it upgrades to a 

Tough immediately and regains all Vitality. 

 

Tough Orc 

Combat 7/7. Something big and sharp and/or spikey, 6 damage. Hurled hand weapon, 5 damage. 

Armor 2 (natural). Vitality 8. 

Special: Enthusiasm. Any round the tough does damage, it regains a point of Vitality. 

Command: Look Lively. All troops under the tough’s command can ignore one defend that succeeded 

against them. 

Behavior: 

 3-. Thass IT! The tough forgets the plan and challenges a character to single combat; others 

commanded by the orc will not interfere, unless the other side does. 

 10+. You Know Who Oi AM?!? Roars and curses for a round, but regains all Vitality. 

 

Minotaur 

Combat 7/7. Weapons or horns, 8 damage. 

Armor 2 (natural). Vitality 40. 

Special: Horn Toss. If it does Vitality damage to a target, it can fling the target so the target must spend a 

move action to rise and re-engage (or flee). 

Behavior: 

 3-. Charge. It takes 2 move actions, and anyone it goes over or next to takes a hit. Must move in a 

straight-ish line. 

 10+. Bellow. It roars, and those within about 20 feet or so must make a challenge and risk test. Those 

who pass act normally, those who do not pass cannot attack the minotaur next round in any way, and 

those who fail must flee. 

 

Katrick the Wizard 

Combat 5. Magic attack (ignores armor) 5 damage. 

Armor 0 or 4 (magic). Vitality 8. 

 3-. Supervising. Tries to evade attacks and shouts encouragement to troops. 

 10+. Blitz. Attacks with 1d5 magic darts in melee or ranged, each like his normal attack. 


