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M
ake an IQ

 roll if you like, but you w
ill be 

no w
iser. R

oll 1d:

1-3
–

You hear a rum
or that all rum

ors are 

false, including this one. Then you 

hear a rum
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agic spell. 

R
oll 1d:

1
–

Spearhead: +1 dam
age

2
–

Spearhead: +1 to hit w
ith it

3
–

D
agger: +1 dam

age

4
– 

D
agger: +1 to hit w

ith it

5
–

M
ain-gauche: +1 dam

age

6
–

M
ain-gauche: Stops 1 additional 

hit
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Increase IQ
 to 14.
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hem

ist (3)

 
Language (one) (1)

Literacy (1)

N
aturalist (2)

Physicker (2)
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aster Physicker (2)

M
aster Physicker
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M
ain-gauche (stops 1 hit)

 M
orningstar (2d+1)

B
ackup: longbow

 (1d+2)
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eapons. Strikes w
ith its hands for 

2d dam
age in regular or H

TH
 com

bat.
A

ny dam
age done to a troll by a torch or 

flam
ing w

eapon is perm
anent, but all other 

dam
age heals at 1 hit per turn. The only w

ay 
to kill a troll perm

anently is to burn its body 
after it dies.

Trolls 
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usually 
found 

singly, 
or 
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es in pairs.
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HAND-TO-HAND

No movement.

then

Make a successful 3/DX roll and 

draw your dagger.

(u) Attempt to Draw Dagger
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DISENGAGED

Move up to your full MA.

then

Take no action.

(a) Move
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ENGAGED

“Bend over” (not moving), 

drop your ready weapon and/or 

shield.
then

Pick up and ready a dropped 

weapon in your hex or an 

adjacent hex.

(q) Pick Up Dropped Weapon
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This village has a “sister village” connected 

by a Gate between their marketplaces. 

The other village is on the far side of the 

kingdom. No one shows much curiosity 

about this; it’s always been that way. People 

pass through freely, residents pay taxes in 

the duchy where their home is, and no one 

is concerned. No one collects fees, though 

it is customary for travelers to patronize 

the village inns or shops to show their 

appreciation for the time they have saved. 

If it’s true, how can a Gate persist for 

generations without maintenance?
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 Slimy stories! Roll 1d:

1-3 –

The tavern is abuzz with stories of the 

disgusting thing that happened after a 

local man fell off a ladder and broke his 

neck. Experienced warriors or Naturalists 

will recognize the description as a Bloody 

Rider (ITL, p. 86) leaving the body.

4-6 –

When the subject of Slimes came up, 

some of the tavern locals claimed that, a 

couple of times a year, the town is visited 

by a woman who has a small pet Slime 

that obeys commands like a dog. Just how 

a Slime can “roll over,” or who would be 

willing to shake hands with it, is not clear.

1
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 You seem to be in an unusual place . . . 

Roll 1d:

1, 2 –

The frogs here do not go “Ribbet, 

ribbet!” like reasonable frogs. Instead 

they go “Brekekekex, koax, koax!” In 

chorus! 

3, 4 –

The cattle here are said to be almost as 

smart as dogs. Whether that is true or 

not, it is clear that they are kept for milk 

and as plowbeasts, but they are not eaten.

5, 6 –
Never, as far back as the old folks can 

remember, has this village been hit by a 

storm. They always seem to go around.

2
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A bit of treasure! Roll a die:

1, 2 –

An oddly stitched little bag. It contains 

$70 worth of silver and gold in small 

cylindrical bars stamped with unfamiliar 

letters.

3, 4 –

A fine fringed blue leather purse, stamped 

with an eagle design, easily worth $50. 

Inside it are seven silver pieces and a 

silver ring worth $20.

5, 6 –

14 gold pieces strung on a knotted string. 

Having been punched through their 

centers, they are less useful as coins, but 

they are still fine gold for a jeweler.

1
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An ivory ring containing a Least Wish – a 

Wish that will work only on trivial (but 

beneficial) matters spoken aloud, and never 

when the user is trying to use it. The GM is 

the judge of what is trivial. “I wish we had 

packed extra rope” will work while you are 

slinging hammocks, but not while you are 

climbing a cliff. “I wish you were dead” or 

“I wish I had more money” will never work. 

Ideally, the players should not know that they 

have a Least Wish until they use it. At that 

point, the GM may provide an appropriate 

effect so they know magic has occurred.

88
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A small weapon with a minor magic spell. 

Roll 1d:

1 – Spearhead: +1 damage

2 – Spearhead: +1 to hit with it

3 – Dagger: +1 damage

4 – Dagger: +1 to hit with it

5 – Main-gauche: +1 damage

6 – Main-gauche: Stops 1 additional 
hit

32
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Increase IQ to 14.

Add talents:

Chemist (3)

 Language (one) (1)

Literacy (1)

Naturalist (2)

Physicker (2)

Master Physicker (2)

Master Physicker
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VIKARZA

Main-gauche (stops 1 hit)

 Morningstar (2d+1)

Backup: longbow (1d+2)

14
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A bright-feathered flightless bird about 9 
feet tall. It is fierce and carnivorous; they 
are usually found in pairs. Kicks for 1d+1 
damage, or bites for 1d+1, or does both in 
one turn at -4 DX for each.

Some nobles breed diatryma for 
intelligence, and ride them. An IQ 6 
diatryma is a fearsome war-steed.

22

5

13

22-24

DIATRYMA

Ca
ve

rn

ST IQ

DX MA

A dirty-white, human-tall cylinder with three 

“arms” that end in hard, fingerless “fists.” It can 

strike with two arms a turn at no DX penalty; 

each strike does 1d-1 damage. All their hexes 

count as front. They do not fall over in combat.

The weak point is the huge multi-pupiled eye 

at the top of the head. Strike at it at a -3 to hit. Do 

more than 3 points of damage to the eye, and all 

the mauler’s attacks become unaimed (-4 DX).

They are hostile and carnivorous, and have no 

treasure unless a recent victim did. 

Encountered in small (1d) groups.

4
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13

16

MAULERST

DX

IQ

MA Octopus

44 pt

8

10

Large shield (stops 2 hits)

Skin stops 2 hits

Small Axe (1d+2)

Shortsword (2d-1)

14 (13)
20

BLUEGLUG

SPELLS & TALENTS

ST

DX

IQ

MA Goblin 10

Delver Mage

Cloth armor

Staff (Manastaff, 12 mana)

Spells: Blur, Dark Vision, Detect 

Magic, Fire, Fireball, Image, 

Invisibility, Lock/Knock, Mage Sight, 

Staff II, Reveal Magic, Reverse 

Missiles

Visshalara is a moderately advanced 

delver mage. She is cautious, and 

wears armor even though she has 

mastered Reverse Missiles.

12

13 (12)

11 

36 ptVISSHALARA 
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Add talents:
Brawling (1) or Unarmed Combat (1)
Crossbow (1)

Missile Weapons × 3 (3)

Crossbowman
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For more adventure, visit thefantasytrip.game today!

Whether you’re a Game Master or a solo player, you’ll love what’s in this box . . . lots 
of journals to record your adventures, and lots of cards! Most cards are dry-erase so 
you can modify them temporarily.

• Player’s Pack – A set of 13 combat option cards (perfect for new 
players), one blank fighter card, one blank wizard card, one dry 
erase marker, and one character journal which serves as an expanded 
character sheet where you can record both game stats and campaign 
information.
• Rumors & Treasures – 60 rumor cards and a Rumors journal where the 
GM can record card usage . . . plus 100 treasure cards and a Treasures 
journal.
• Adversaries – 24 orc fighter cards, 9 octopus fighter cards, 25 skill 
cards (use to turn any fighter card into a talented character), 24 double-
sized wizard cards including nonhumans, and 
70 double-sized creature cards. 

 
 

• Labyrinths – 62 hex-shaped cards to quickly build labyrinths, and a 
Labyrinth journal where you can pre-plan adventures . . . or record your 
histories. 
• Megahex Tiles – 13 new sheets of double-sided, dry-erase megahex 
tiles. Blank on one side, illustrated on the reverse side. And a storage 
box!
• A new drop table printed on the inside lid of the box. Quickly stock 
your labyrinths with opponents, treasures, and surprises!
• 12 character sheet bookmarks.
• 6 more blank dry-erase character cards – three for Melee, three for 
Wizard.
• 12 extra character, rumor, and treasure cards courtesy of the backers of 
Four Perilous Journeys by Gaming Ballistic. 

CONTENTS

This is an expansion for The Fantasy Trip. It is not a stand-alone game.


