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OGL

This book is published under the Open Game License version 
1.0a by permission of Wizards of the Coast, Inc. The Open 
Game Content appearing in this book is derived from the System 
Reference Document v 3.0, copyright 2000 Wizards of the Coast, 
Inc.

designation oF open game Content: The following is 
designated Open Game Content: all stat block information 
of characters, monsters, and traps that appears in the 
parenthetical following the character, monster, or trap, 
including the names of items and spells; and the general 
names of monsters, but not any unique named NPC, character, 
or monster, appearing in any table or preceding any stat 
block. Also, the following open game content related words, 
phrases, and abbreviations wherever they appear: Strength 
(Str), Dexterity (Dex), Constitution (Con), Intelligence (Int), 
Wisdom (Wis), Charisma (Cha), Class, Fighter, Ranger, Rogue, 
Assassin, Barbarian, Monk, Wizard, Illusionist, Cleric, Druid, 
Knight, Bard, Paladin, Race, Demi-human, Dwarf, Elf, Gnome, 
Half-Elf, Halfling, Half-Orc, Hit Dice (HD), Hit Points (HP), 
Alignment, Lawful Good (LG), Lawful Neutral (LN), Lawful 
Evil (LE), Neutral (N), Neutral Good (NG), Neutral Evil (NE), 
Chaotic Good (CG), Chaotic Neutral (CN), Chaotic Evil (CE), 
Level, “to hit”, Damage, Experience Point, Saving Throw, 
Player Character (PC), Non-player Character (NPC), Turn 
Undead, Spell, Arcane, Divine, Magic, Spell Resistance, Item, 
Equipment, Armor, Weapon, Potion, Rod, Staff, Wand, Scroll, 
Ring, Wondrous Item, Artifact, Cursed,d4, d6, d8, d10, d12, 
d20, d%, round, and turn.

designation oF produCt identity: Product identity is not 
Open Game Content. The following is designated as product 
identity pursuant to OGL v1.0a(1)(e) and (7): (A) product 
and product line names and other names, including Castles 
& Crusades, C&C, Castle Keeper (CK), Castles & Crusades: 
Player’s Handbook, Castles & Crusades: Monsters and 
Treasures, Castles & Crusades: Castle Keeper’s Guide, Into 
the Unknown: Vakhund (B) logos, identifying marks, and 
trade dress; (C) all artwork, logos, symbols, graphic designs, 
depictions, likenesses, formats, poses, concepts, themes and 
graphic, photographic and other visual representations; (D) 
logos and trademarks, including Castles & Crusades, Castle 
Keeper, SIEGE engine, and Troll Lord Games, any and all 
Trigee Enterprises Company logos, identifying marks and 
trade dress, or any other trademark or registered trademark 
clearly identified as product identity by the owner of the 

product identity, and which specifically excludes the open 
game content; (E) the story, storylines, plots, thematic 
elements, dialogue, incidents, language, depictions, likenesses, 
concepts, world and campaign descriptions, proper names 
of the characters, creatures, groups, spells, enchantments, 
personalities, teams, personas, likenesses, skills, items, deities, 
and special abilities other than those designated as open 
game content above, as well as places, locations, settings, and 
environments and their descriptions and other accompanying 
text, though not their stat blocks.

All text, artwork, and maps appearing in this book is property 
of and copyright 2007 Troll Lord Games. All Rights Reserved. 
Castles & Crusades, C&C, Castle Keeper, Troll Lord Games, 
and the Castles & Crusades and Troll Lord Games logos, and 
products published by Troll Lord Games are Trademarks of 
Troll Lord Games. All Rights Reserved.

open game liCense Version 1.0a

The following text is the property of Wizards of the Coast, Inc. 
and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). 
All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/
or trademark owners who have contributed Open Game Content; 
(b)”Derivative Material” means copyrighted material including 
derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, extension, 
upgrade, improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or adapted; (c) 
“Distribute” means to reproduce, license, rent, lease, sell, broadcast, 
publicly display, transmit or otherwise distribute; (d)”Open Game 
Content” means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement over the 
prior art and any additional content clearly identified as Open Game 
Content by the Contributor, and means any work covered by this 
License, including translations and derivative works under copyright 
law, but specifically excludes Product Identity. (e) “Product Identity” 
means product and product line names, logos and identifying 
marks including trade dress; artifacts; creatures characters; stories, 
storylines, plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other visual or 
audio representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, 

magical or supernatural abilities or effects, logos, symbols, or 
graphic designs; and any other trademark or registered trademark 
clearly identified as Product identity by the owner of the Product 
Identity, and which specifically excludes the Open Game Content; 
(f) “Trademark” means the logos, names, mark, sign, motto, designs 
that are used by a Contributor to identify itself or its products or the 
associated products contributed to the Open Game License by the 
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, 
copy, edit, format, modify, translate and otherwise create Derivative 
Material of Open Game Content. (h) “You” or “Your” means the 
licensee in terms of this agreement.

2. The License: This License applies to any Open Game 
Content that contains a notice indicating that the Open Game 
Content may only be Used under and in terms of this License. 
You must affix such a notice to any Open Game Content 
that you Use. No terms may be added to or subtracted from 
this License except as described by the License itself. No 
other terms or conditions may be applied to any Open Game 
Content distributed using this License.

3.Offer and Acceptance: By Using the Open Game 
Content You indicate Your acceptance of the terms of this 
License.

4. Grant and Consideration: In consideration for 
agreeing to use this License, the Contributors grant You a 
perpetual, worldwide, royalty-free, non-exclusive license 
with the exact terms of this License to Use, the Open Game 
Content.

5.Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation and/
or You have sufficient rights to grant the rights conveyed by this 
License.

6.Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include 
the exact text of the COPYRIGHT NOTICE of any Open 
Game Content You are copying, modifying or distributing, and 
You must add the title, the copyright date, and the copyright 
holder’s name to the COPYRIGHT NOTICE of any original 
Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except as 
expressly licensed in another, independent Agreement with the 
owner of each element of that Product Identity. You agree not to 
indicate compatibility or co-adaptability with any Trademark or 
Registered Trademark in conjunction with a work containing Open 
Game Content except as expressly licensed in another, independent 

Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content 
does not constitute a challenge to the ownership of that Product 
Identity. The owner of any Product Identity used in Open Game 
Content shall retain all rights, title and interest in and to that Product 
Identity.

8. Identification: If you distribute Open Game Content You 
must clearly indicate which portions of the work that you are 
distributing are Open Game Content.

9. Updating the License: Wizards or its designated 
Agents may publish updated versions of this License. You 
may use any authorized version of this License to copy, modify 
and distribute any Open Game Content originally distributed 
under any version of this License.

10 Copy of this License: You MUST include a copy of 
this License with every copy of the Open Game Content You 
Distribute.

11. Use of Contributor Credits: You may not market 
or advertise the Open Game Content using the name of any 
Contributor unless You have written permission from the 
Contributor to do so.

12 Inability to Comply: If it is impossible for You to 
comply with any of the terms of this License with respect to 
some or all of the Open Game Content due to statute, judicial 
order, or governmental regulation then You may not Use any 
Open Game Material so affected.

13 Termination: This License will terminate 
automatically if You fail to comply with all terms herein and 
fail to cure such breach within 30 days of becoming aware of 
the breach. All sublicenses shall survive the termination of 
this License.

14 Reformation: If any provision of this License is held to 
be unenforceable, such provision shall be reformed only to the 
extent necessary to make it enforceable.
15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, 
Inc.
System Reference Document Copyright 2000, Wizards of 
the Coast, Inc; Authors Jonathan Tweet, Monte Cook, Skip 
Williams, based on original material by E. Gary Gygax and 
Dave Arneson. 

Borderhounds RPG, Copyright 2016, Troll Lord Games; 
Author Jason Vey.

Borderhound RPG: Apartment 11A, Copyright 2017, 
Troll Lord Games; Authors Stephen Chenault. 
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you. They get a pass on the Weeper gig because they’re friends 
of Brim. Yeah, it’s possible to get out from under the leash if you 
work hard and manage to get noticed by someone with clout. We 
call that being “Burned in.” But even then it’s likely you’ll be a 
pet or a peasant, second-class at best. Slave labor or third-class 
burned-in: take your pick as to what’s worse. 

A history lesson? Hah! Lemme guess; you were a teacher or 
something on Earth, yeah? Well, would it surprise you to 
know that the whole mess started when a janitor spilled some 
cleaning fluid in a dimensional portal? I ain’t kidding, either. 
You’re in this mess because of an industrial accident. I ain’t here 
to give you any more details. The simple fact of the matter is, 
you died, we got you, and you’re here to work. You want to try to 
escape? Good luck. If XiBalba or one of the other borderhound 
teams don’t track you down, there are plenty of creatures in the 
Wastelands just waiting to gobble you up. 

The Wastelands? That’s the open ground between the cities run 
by Hell’s Corporations. Thousands of miles of dry, cracked ground 
littered with tentacled horrors and a serious lack of sustenance. 
You get out there you best hope a borderhound team finds you 
before the monsters do. And if you think your first job is bad? See 
what happens if you run and get dragged back. There are always 
worse jobs than the one you’re in. 

You might hear rumors about pockets of human resistance 
living out there. Don’t you believe ‘em. That’s just a lie put 
out to drum up business for the ‘hounds. You head out into the 
Wastelands and you’re asking for madness, brutality and death, 
and that’s if you have a good day. 

Accept your fate, Weeper. You’ll be better off for it. 

The STaTe of The MulTiverSe

The multiverse consists of an infinite number of alternate 
dimensions, where every single choice anyone has ever made 
comes true. Every time you come to a crossroads in your life 
and have to make a decision, whether it’s buying a lottery ticket 
or having Chinese or Mexican for lunch, that choice spins you 
off into a new alternate dimension, while the other choice 
also exists in its own. And if that doesn’t make your head spin 
consider that every single afterlife that has ever been dreamed 
up by mankind exists out there as well. Heaven. Hell. Olympus. 
Valhalla. Nirvana. The Happy Hunting Grounds. Wherever 
those people that believe in the Flying Spaghetti Monster go. 
They’re all out there, and each one comprises one or more 
corporations that engage in industrial espionage and sabotage 
against one another in vicious competition. But here’s the real 
kicker: the center of it all—the place around which the entire 
multiverse revolves—is this little blue planet we’re clinging to. 

Earth is the most important world in the cosmos, and it is full 
of the most important commodity out there. That commodity 
is the human soul, which is used as slave labor and has been 
cultivated throughout the centuries by competing corporations 
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F
eeling a little confused? Wondering where you are 
and how the Hell you got here? Well, you got the 
Hell part right. As for the rest, you’re not alone. 
We get that a lot from the recently deceased. 
That’s right. You died. Shuffled off your mortal 
coil. You’re taking a dirt nap. Sleeping the big 

sleep. Call it what you want—you’re not in Kansas anymore, 
Dorothy, and you sure as balls ain’t in Oz. 

You’re in Hell, Weeper, and there’s no going back. 

What’s that? Right, I gotcha. You were a good person. This must 
be some sort of mistake. Let me tell you a little something about 
mistakes. The biggest mistake everyone makes is thinking when 
you die if you’re good you go to Heaven and if you’re bad, you 
go to Hell. Ain’t nothing further from the truth. The truth is 
that Heaven and Hell are not that far apart; both are super 
corporations that traffick in the same commodity: human souls 
to be used as slave labor to keep the corporations running. Sure, 
Heaven might look prettier on the outset, but the end result is 
still an eternity in chains. 

Whenever a body dies, the corporations (and it ain’t just Heaven 
and Hell--Valhalla, Olympus, Nirvana, the Happy Hunting 
Grounds--if you’ve heard of an afterlife, there’s probably a 
corresponding corporation) race to grab up the soul. You might 
have been the greatest person the world ever saw, but still wind 
up in the Pit. Tough luck, sucker. Don’t think anywhere else is 
any better, either. Like I said, Heaven might look prettier and 
might not be quite as hot, but you’re just as bottom-of-the-food-
chain there as you are here, so don’t have any hopes of working 
your way up or out of this place, and if some spy from one of the 
other places tries to smuggle you out, you can bet they’ve got a 
reason that won’t be in your best interest. 

In Hell, we call human slave labor “Weepers.” I’ll just leave it to 
you to take a wild guess why—you’re doing it now. What they do 
here is, well, whatever is needed. From computer programming to 
data entry to roadwork and heavy lifting. Whatever your talents 
are, that’s likely what you’ll be put to work doing. Assuming 
we need those talents, that is. Otherwise, well, there’s always 
cleaning and grunt work. Or pleasure stock. Come to think of it, 
you’re a bit of a looker, ain’t you? Well, let’s not talk about that 
right now. It’s best if you keep your sanity awhile.

I know what you’re thinking. Don’t even try to run. Look over 
there in the distance. See that big, beefy dude with the blonde 
hair, and the other two apes with him? That’s Brimstone and his 
team. They call themselves XiBalba and they’re borderhounds—
bounty hunters who track down runaway Weepers. And take it 
from me, kid, they’re the best there is. 

Good eye. Yeah, they look human. Brim’s not. Or at least, he’s 
only half. His dad is a full-on demon; it’s rumored, in fact, that his 
dear old dad may be the top dog in these parts, and it’s a fact that 
his brother runs the Corporation. That means you don’t want to 
be on his bad side, even if he doesn’t get along with the family real 
well. The other two, Dawg and Luscious, they’re humans, like 
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the leader board get the best jobs. Often, teams of Borderhounds 
will attempt to undercut one another and steal jobs, and many 
of these teams hate each other on a deep and personal level. 
Murdering a rival team is nothing out in the Wasteland. 

The WaSTeland

Talking of the Wasteland, it’s the badlands of Hell, the area 
between corporate cities. There are pockets of survivors there, 
but it’s a tough place to eke out an existence. In fact, if you 
don’t have a vehicle and a lot of weaponry, you likely shouldn’t 
even try. You see, the Wasteland is not protected by the civilized 
aspects (corrupt as they are) of city life. It is a vast desert 
crawling (literally in some cases) with horrific monstrosities 
that seek only to eat unwary souls. Outside the metropolis and 
between the cities are tiny pockets of civilization and shanty 
towns known as “Ghets,” where exiles and discarded souls eke 
out a base living…if one can make it there.

Sometimes extradimensional barriers break down and deposit 
objects from earth in the Wastelands, making them a sort of 
great cosmic dumping ground. You know how your pens, spoons 
and socks always seem to go missing? They’re probably laying in 
a pile in Hell. You know all those planes and boats that vanish 
in the Bermuda Triangle? Yup, you guessed it: Hell. Even entire 
towns that go missing can end up in the Wastelands—Roanoke 
is probably there somewhere. And to be honest, an entire town 
that drops there is probably lucky, because they’ve got the 
community resources to survive. Lone Weepers dropped in the 
middle of the Wastelands almost always just wind up dead. 

Now you’re wondering—if you’re already dead and in Hell, 
what happens if you get eaten or otherwise killed? There are 
places worse than Hell, bucko, and the last thing you want is 
to end up in Purgatory, where your best hope is winding up an 
insane, ravening monster.  

All of this is not to say that there’s nothing at all in the 
Wastelands. In fact, there are demon- and weeper-owned 
businesses out there. Bars, ranches, even some private homes. 
Brimstone himself has a little slice of Hell in the Wasteland 
where he lives with his human wife and children, and hangs out 
with his partners, Luscious and Dawg. 

If you’ve got a vehicle and you know how to navigate the 
Wastelands, it can be done. For those Weepers who run to try and 
escape Hell, however, it’s pretty much a death sentence. There 
are rumors that among the Ghets and hiding in caves, pockets 
of Weeper resistance funded by rogue demons called Kittens are 
eking out a survival in the canyons and caves of the Wastelands 
and plotting the downfall of Hell. Recent terrorist attacks on the 
Corporation may bear this out to be true, but as yet, these rebel 
cells are unverified, and any Weeper who tries to get to one on 
their own will be lucky to make it 500 yards beyond the city limits. 

Technology

The technology of Hell is full-on sci-fi/fantasy fare. People 
from Earth are stunned at what’s available, but for the most 
part the technology is a blunt instrument. Rather than  making 

from various afterlives, to build us into the best stock available. 
Competition between these corporations has become a shadow 
war and the biggest game in the many realities of the cosmos. 

In the early days, the warfare between the realities was open, 
and it spawned many of our myths and legends of gods, demi-
gods and heroes. These wars nearly destroyed the entire world 
(all the way across the various timelines) and so a truce was 
called. Now the warfare is secret, shadowy and insidious. People 
are cultured and corrupted, guided down certain paths, and 
agents of the corporations work to nab souls for their labor force 
the minute a body dies. 

Human souls who end up in Hell are called Weepers, for reasons 
that should be pretty obvious. 

So here we are, living out our meager lives on Earth, going 
about our daily affairs, and completely unaware that any of 
this is going on underneath our noses. Sometimes, energies 
from the corporations spill over into our world and give rise 
to legends of aliens and otherworldly phenomena like ghosts, 
vampires, zombies and werewolves. Only a handful of humans 
on Earth are aware of the true nature of the cosmos. Some of 
these manage through accident or force of will to tap into these 
energies, thus becoming psychics or sorcerers. For most of us, 
though, the first time we get a taste of the real nature of things 
is when we die and wake up in Hell.

hell and The dor
Borderhounds focuses on the corporation that is popularly known 
as Hell. Ruled by the Architect, Hell is potentially the largest 
of all the corporations. It is a dimension of vast, endless desert 
under a blood-red sky. Its largest city spans 1,000 miles in every 
direction from its central point, the Corporate HQ. This building 
is a skyscraper 100 miles high. The metropolis and other small 
cities like it are the closest thing you get to civilization in Hell, 
but they’re the very definition of corrupt and cutthroat. Survival 
means looking out for number one and maybe the only two or 
three friends you can trust, but even they might turn on you if 
the price is right. In Hell there are three classes of people: Haves, 
Have-Nots, and slaves. Humans, at best, can hope to be a pet of 
one of the Haves, and live a decent afterlife, so long as they do 
their unpaid work well.  

Hell’s industrial espionage division is known as the Department 
of Retrieval, or DOR. This department exists to protect 
the interests of Hell from all other organizations. Its jobs are 
multiform and varied—it collects souls when they die. It makes 
sure that souls, once collected, do not escape. It ensures that no 
other corporations get in to cause damage or smuggle valuable 
souls out. 

The task of the DOR is huge and as such its efficacy varies, 
but generally it does its job well. To maintain operations, the 
department employs teams of freelance bounty hunters known 
as Borderhounds to serve its interests. The Borderhounds 
comprise a sort of fringe subculture in the seedy underbelly of 
Hell, on the fringes of Corporate society. Their entire existence 
hinges on cut-throat competition and only those at the top of 
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them the ability to use Forza Infernis. They can create hellfire, 
boost their strength, agility and endurance, and even if they 
get powerful enough, create magical effects from the essence of 
Hell. They also have the ability to teleport to and from Earth, 
though doing so basically lays waste to everything in an area the 
size of a football field so it’s not something they do lightly.

That’s a basic overview of the cosmos as it sits. For more 
information about the major players in Hell, see the Rogue’s 
Gallery and GM section of the complete Borderhounds rules. 

roadS of advenTure

The kinds of adventure scenario you can run in Brimstone and 
the Borderhounds are many, broad and varied. For those who 
aren’t sure where to begin, you have really two big possibilities: 
an Earth-based campaign, or one based in Hell or one of the 
other afterlives. 

characTer TypeS

As a quick start set, this package does not include character 
generation rules. For those wishing a look at what kinds 
of characters you can play in a BBH game, check out the 
Amazing Adventures roleplaying game. Many of the character 
classes therein (including the mentalist, arcanist, gumshoe and 
hooligan) are quite similar to the types of characters you’ll play 
in a BBH game.

INTRODUCTORYADVENTURE: 
APARTMENT 11A

H
ere you’ll find a complete introductory 
adventure to get you up and running in the 
BBH universe. Rules references are included 
where necessary throughout the adventure, 
so when the time comes, all you have to do 
is follow the instructions, roll dice, and go! 

Relevant statistics and a collection of six sample characters are 
included at the end of the module so you can even continue 
your adventures after this game, if you like! Again, if you’re 
picking this up before the book comes out, you can easily 
integrate characters from Amazing Adventures into this game to 
expand your options further. 

THE BASICS
In many ways a role playing game is like playing pretend when 
you were a kid, except with rules to stop you from going, “I 
shot you!” “Nuh-uh; I’m wearin’ armor!” Also, you sit around 
a table and describe what each of your characters are doing, 
instead of acting it out with toy guns in the back yard. It’s 
somewhere between interactive shared storytelling and 
improvisational theater. 

You will need at least two, but preferably four to six, players for 
this game. One player acts as the Game Master, or GM. That 
player reads the adventure to follow and learns all the rules 
as best as they can. Don’t worry if it’s all unclear right now—

life easier for inhabitants, it’s generally based on weaponry. The 
technology of Hell is built entirely around grabbing and keeping 
its slave labor force intact. There’s no concern about subtlety 
or conservatism in Hell. If a building catches on fire, a 20-foot-
high robot will be dispatched to destroy the building rather than 
wasting energy fighting the fire. 

inhabiTanTS of hell

There are three main species in Hell: Demons, Hybrids and 
Weepers.

DEMONS: The dominant sentient lifeform in Hell, demons 
come in literally every shape and size. Some look very human. 
Others are gigantic, amorphous horrors with pseudopods and 
tentacles. Others are big blobs of slime and still others look 
like dragons, minotaurs or other mythical creatures.  Subraces 
of demons may have names like Balam Na or imp, but for the 
most part, they’re just demons, and they pretty much look down 
upon and hate any other kind of demon that doesn’t look like 
them. They especially hate humans. 

Some demons possess a fearsome ability to assume a gigantic, 
horrific form known as “full demon.” This monstrous form 
gives them unique abilities, monstrous strength, and powerful 
resistance to damage. Those facing a full demon form would 
do well to change their shorts…if they survive. Unfortunately 
(or fortunately, depending on how you look at things), with the 
decadent, hedonistic and corrupt society in Hell today, most 
demons have lost the ability to tap into this power. 

WEEPERS: Weepers are human souls who have had the 
misfortune of ending up in Hell either upon death or by 
accident. Here they serve in indentured servitude for centuries, 
a commodity to be bartered and used as currency. They 
are transported from place to place by the Organic Cargo 
Transports, or O.C.T.s, which are more commonly known as 
Weeper Wagons. Weepers get their name because most of them 
start crying during transport, bemoaning their situation and 
wondering what they did to deserve it. The truth is, they may 
not have done anything. It’s like winning the lottery, only the 
prize is servitude and damnation. 

These souls are ferried to processing centers where they are 
assessed for their talents and shipped off to take on any job from 
assassin to bartender to sewage plant cleaner, based on their 
aptitude. The only thing that keeps many going (aside from 
those that find job satisfaction) is the possibility that one day, 
they might win their freedom. Those weepers that are freed end 
up forming a sort of second-class society in Hell. True success 
is rare for these folks, but a minority do get “burned in” to 
Corporate society and manage to live among the elite, even if 
they are at the bottom of the food chain. 

HYBRIDS: Exceptionally rare, these are the offspring of a 
human/demon pairing. Most hybrids don’t last long in Hell, as 
they’re looked at as garbage by demons, and the Weepers are 
terrified of them. Brimstone survived because of his somewhat 
auspicious parentage, and is certainly the most well-known of all 
hybrids. Hybrids have access to certain demonic powers, among 
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ATTRIBUTES
Your attributes are the physical and mental capabilities and 
limits of your character. Each is defined on a scale of 1-20 
(the normal human range being from 3-18), with your score 
breaking down further into a bonus you will add to SIEGE 
checks (again, explained later). These six attributes define 
your character’s Strength (Str), Dexterity (Dex), Constitution 
(Con), Intelligence (Int), Wisdom (Wis) and Charisma (Cha). 
Almost everything you do in this game revolves around rolling a 
die and adding the appropriate attribute bonus (determined by 
the Game Master, or GM) to the roll. 

GAME PLAY: ATTRIBUTE CHECKS 

As the characters move through the adventure and the 
inevitable encounters in the temple, it is natural for them to 
ask what actions they are able to take. Questions like “Can I 
sneak down the hall?” or “Can we see the cyclops?” or “Does 
it look as if I can swim the river?” are all natural and should 
be encouraged. The answer to almost any question asked by a 
player in reference to actions that his character can take, should 
be “Yes, you can try.”

Players can try almost anything. Whether they succeed or not 
is an entirely different story. To succeed they must make a 
successful attribute check by rolling a d20. 

Example: A player asks if his character can hide behind a 
boulder. The GM asks them to make an attribute check. 
It can be any attribute the GM desires: strength, dexterity, 
constitution, wisdom, intelligence, or charisma. Hiding and 
sneaking is generally determined by dexterity, so in this case the 
GM might ask them to make a dexterity check. 

The difficulty of the task is either pre-determined in the written 
module, or it must be determined by the Game Master.

Success of a check is achieved when the roll, plus its bonuses, 
equals or exceeds the target number assigned by the adventure 
or the GM. The target number, or challenge class, is equal to 12 
plus the challenge level as assigned by the GM.

Example: To hide behind the boulder, and keep a creature from 
seeing him, is an attempt at outsmarting the creature. The 
challenge level is equal to five, because the monster’s hit dice is 
5d10. Therefore, the target number is 17, 12 base, plus the CL 
of 5. The character must meet or succeed 17 on their d20 to 
sneak down the hill.

The character rolls the d20. They add their level, any attribute 
bonus listed on the character sheet, and if the attribute is a 
primary attribute, they add a +6. If the resulting number meets 
or exceeds the target number, the challenge class, they succeed.

nuMberS To add To d20
Level, attribute bonus if there is one and +6 if it is a primary 
attribute.

Note: A character always adds their level to an attribute check. 
This represents the amount of experience they have and their 

the rules reference sidebars will explain each step of the way. 
The adventure is essentially the plot outline of a story that the 
characters will journey through and help you tell. You’ll need to 
present the events listed, but be willing to adapt to your players 
coming up with unconventional ideas and outside-the-box 
solutions. Don’t try to force them along the path; if they come 
up with something cool and unique, go with it and figure out 
how you can adapt the story to them. You’ll have to think on 
your feet, play all of the villains and non-player characters to the 
best of your ability, and present a challenge to the players, while 
making sure everyone has a good time. It’s a big responsibility.

The other players each adopt one of the sample characters 
in Appendix 2. As the GM then presents the adventure, the 
players react to the situations they encounter and try to resolve 
the crisis, overcome obstacles and achieve their group (and 
sometimes individual) goals. Conflicts and uncertainties are 
resolved through the use of dice and your character statistics. 
For now, decide who will be the GM—they should be the only 
one that reads the adventure to follow. 

Everyone else can choose a character and get ready to pretend! 
You’ll need a set of dice: a four, six, eight, ten, twelve and 
twenty-sided, noted as d4, d6, d8, d10, d12 and d20. The 
d20 will be the most common die you’ll use, with the others 
generally representing damage rolls (see the Combat sidebar for 
more information). A number before the die code indicates the 
number of dice to roll; thus, 3d6 means “roll 3 six-sided dice 
and add the results together.”

RULES REFERENCES
Throughout this adventure you’ll see “Rules Reference” 
sidebars, which explain how to accomplish the various tasks 
in game. These sidebars give you all the basics for playing in a 
Brimstone and the Borderhounds adventure. In general, there are 
three main aspects to each character: their level, their class and 
their attributes. 

characTer level

A character’s level is an indicator of generally how powerful 
they are. A level one character is brand new to the adventuring 
game, is a bit more vulnerable than other characters, and 
generally not great at what they do…yet. A 12th-level character, 
on the other hand, is an ace at what they do. When you make 
SIEGE checks (explained later) you’ll add your character level 
to most of your checks. 

characTer claSS

Your character class defines the career path you’ve undertaken 
and the special abilities you have as a result. The power to move 
silently, to call upon magical or psychic energies, to charm an 
opponent, to be an expert scholar, or to pummel an enemy with 
your fists better than the average brawler are all parts of your 
class. Many classes include abilities that just about anyone can 
try; anyone, for example, could try to sneak up on someone. 
When it’s part of your class, however, you’re much better at it. 
See the SIEGE checks side bar later on for more information. 
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ever increasing ability to achieve tasks. A 2nd level fighter 
adds 2 to any attribute check. A 4th level rogue adds 4 to any 
attribute check. A 14th level character adds 14 to any attribute 
check. The only exception is when trying to mimic the class 
ability of another class—a pugilist, for example, can try to sneak 
but isn’t as good at it as a hooligan, so she would not add her 
level to the check.

Example: The 3rd level soldier is trying to sneak down the hill. 
A roll on a d20 comes up 12. The hooligan adds his level, +3, 
and his dexterity bonus. In this case his dexterity is 15 and he is 
able to add +1. Dexterity is a primary attribute so he also adds 
+6. His total is 22. He beats the required 17 to hide behind the 
boulder. If the character was a 3rd level pugilist who doesn’t 
have the class ability to hide and move silently, she would not 
add her level to the task. Her result would be 19, not as good as 
the gumshoe’s, but still good enough in this case! 

COMBAT
When combat occurs it is resolved, like the attribute check, 
through the use of dice and the first step is to determine who 
goes first. This is determined by an initiative roll. The player or 
players and CK each roll a d10. The player or CK who rolled 
the highest number acts first. Each player can take one action 
during a combat round. Once their action is declared, the 
person with the next highest initiative roll acts, and once done, 
the person with the next highest roll, etc. Once everyone has 
taken an action, the round is complete. The next round begins 
with another initiative roll and so on until the battle is over.

Note: The CK often keeps their dice rolls secret, hidden behind 
a game screen or similar device. This allows them to better 
control the outcome of a battle. For instance, the CK may desire 
a character to avoid death and fudge a roll, making it lower than 
it actually wasy.

The actions characters can take include melee, spell use, and 
missile fire. 

Melee 
Melee includes using a hand held weapon or body part. The one 
meleeing rolls a d20. They add their Base to Hit (noted as BtH 
on the character reference sheet) or their hit dice in case of a 
monster, to the roll. They also add their strength modifier, if they 
have one, and any magical bonuses, such as a magical item, to 
the role. If the modified number is equal to or greater than the 
target’s AC, they score a hit.

Example: The lesser cyclops swings his club at the fighter. The 
fighter has a 17 AC. The cyclops rolls a d20, with a result of 14. 
His hit dice, 5, is added to the 14, and 2 is subtracted for poor 
depth perception, for a total of 17. The cyclops hits the fighter.

MiSSile fire

Missile fire includes ranged weapon attacks, such as a bow, spear, 
or javelin. The one firing the missile rolls a d20. They add their 
Base to Hit (noted as BtH on the character reference sheet) or 

their hit dice in case of a monster, to the roll. They also add their 
dexterity modifier, if they have one, and any magical bonuses, 
such as a magic item, to the roll. If the modified number is equal 
to or greater than the target’s AC, they score a hit.

Spell uSe

Spell use includes any magical spell cast by a player, such as a 
cleric or wizard, or a monster. Spells include defensive spells, 
offensive spells and spells of effect. Defensive spells generally 
improve the target’s defenses against physical or magical attacks. 
Offensive spells cause damage to the target. Spells of effect 
impact an area around a target. Read each spell description 
carefully to learn what they do.

Magical aTTackS and abiliTieS

Some monsters have magical attacks and abilities, and some 
characters have extra abilties. The CK, or player, should be 
aware of them and use them when appropriate. Generally 
speaking they cannot be used in conjunction with an attack or 
other spell use.

FIREARMS
Firearms pose an interesting problem in a game such as this.  We 
want the game to remain fast and furious, without excess rules 
to bog things down, but certainly it has to be acknowledged that 
firearms change the playing field quite a bit, and can do things 
that archaic weapons cannot; amongst these capabilities is the 
ability to fire more projectiles, faster.  For this reason, firearms 
have special rules concerning recoil and rate of fire.  These are 
detailed under the “Combat” chapter. 

In the table below, the following details are present:

• “Caliber” represents the size of the cartridge fired.  

• “Range” is the range increment for determining penalties to 
hit; for each range increment past the first, the weapon suffers 
a cumulative -2 to hit its target to its maximum range, generally 
five times its range increment.  

• “Dam” is the damage inflicted per shot.  

• “Rec” is the recoil penalty suffered (cumulative) for firing 
multiple shots, if possible.  

• “Acc” represents a bonus to hit with this weapon based on its 
accuracy, which can improve chances to hit, and helps offset 
recoil penalties.  

•“RoF” stands for “rate of fire” and represents the number of 
shots that can be fired per combat round

1. A designation of “B” means the weapon is capable of burst 
fire.  

2. A designation of “A” means it is fully automatic.  Details on 
burst and automatic fire are found in the Combat section.  

• “Receiver” is general information about how and where the 
weapon loads.  

• “Cap” is the number of bullets it holds when fully loaded.  

• “Cost” is self-explanatory



WEAPON CALIBER RANGE DAM REC. ACC. ROF RECIEVER CAP YEAR

Pistols

Colt M1911A1 .45 ACP 30’ d12 3 2 3 Grip 7 1911

Walther PPK .380 ACP 10’ d10 2 1 3 Grip 7 1930

Ruger SR9 9mm Para 30’ d10 2 3 3 Grip 17 2007

MR 40 Eagle .40 30’ D10+1 3 2 3 Grip 11 2000s

IMI Desert Eagle .50 AE 50’ d12+3 4 1 3 grip 7 1988

Smith & Wesson 686+ .357 Magnum 40’ d12 4 2 3 Rev. (DA) 7 1996

Beretta M9/92FS 9mm 30’ d10 3 2 3 grip 15 1985

Glock 17 9mm 30’ d10 3 1 3 grip 17/33 1982

Glock 22 .40 S&W 30’ d10+1 4 1 3 grip 15/22 1990

FN Five-seveN 5.7mm 50’ d10 2 2 3 grip 20 1998

Colt Model 1917 .45 ACP 30’ d12 4 2 3 R e v o l v e r 
(DA)

6 1917

Sub-machine guns

Heckler & Koch MP5 9mm 100’ d10 3 2 3/A Box 30 1966

Uzi 9mm 100’ d10 3 1 3/A Box 25/32 1954

Vz61 Skorpion Machine 
Pistol

.32 ACP 20’ d8 2 1 3/A Box 20 1961

Shotguns

20 Gauge Sawed Off 
Double Barrel

20 Gauge 10’ d8 5 0 2/B Individual 2 All

Mossberg 500 20 Gauge 30’ d8 N/A 1 1 tube 6 1961

Mossberg 590 12 Gauge 30’ d10 N/A 1 1 tube 9 1975

Benelli M4 12 Gauge 30’ d10 4 1 3 tube 8 1999

Saiga-12 12 Gauge 30’ d10 4 1 3 Box 5 or 8 1990

Rifles

AR-15 5.56mm 200’ 2d8 2 2 3 Box 20/30 1963

M-16/M4* 5.56mm 200’ 2d8 2 2 3/A Box 20-30 1962

AK-47+ 7.62x39mm 150’ 2d8+2 3 1 3/A Box 30 1949

M-14* 7.62x51mm 200’ 2d8+3 3 2 3/A Box 20 1959

Remington Model 700 .30’06 200’ 2d8+4 N/A 2 1 Clip 5 1962
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• “Year” is the year this weapon first became available to the 
public, which is useful to GM’s determining what weapons are 
available in their game.

For simplicity’s sake, assume bullets cost roughly $1.00 per 25 
rounds.

FORZA INFERNIS
Forza Infernis means, literally, “Powers of Hell.” These are the 
innate abilities upon which demons and hybrids can call by 
virtue of being from the Pit. When a demon unleashes a blast 
of hellfire, assumes phenomenal strength, or leaps tall buildings 
in…well, you get the idea, that’s Forza Infernis. 

Demons, hybrids and those with the Forza Infernis Generic Class 
Ability gain a pool of points which they can use to call upon these 

abilities. Anyone with the touch of Hell has the ability to call 
upon a broad range of powers at any given time. They have more 
diversity than sorcerers at a given moment, even if sorcerers have 
a broader range of abilities from which to choose. Brimstone, as a 
hybrid could boost his strength phenomenally, or he could decide 
to channel a burst of hellfire through his mini-gun.  

inferniS poinTS

Each character who is capable of accessing Forza Infernis has 
a pool of Infernis Points that may be used to activate their 
abilities. Each ability requires the expenditure of one or more 
points to use, based on the exact effect you wish to achieve.

Infernis Points refresh at midnight every night. 



8 BRIMSTONE AND THE BORDERHOUNDS RPG

reSTricTionS on forza inferniS

DEMONS: Demons have no restrictions on their use of the 
powers of Hell. 

HYBRIDS: After using Forza Infernis, the hybrid must make a 
Constitution-based saving throw or become Fatigued, suffering 
-2 to all SIEGE checks, saves and attacks until they rest for 1 
hour. Using powers while Fatigued requires another saving throw; 
failure results Exhaustion, increasing penalties to -4 and requiring 
2 hours’ rest. A third use requires another saving throw or the 
Hybrid collapses, unconscious, for 6 hours. Hybrids can spend a 
Fate Point to automatically succeed at these saving throws. 

HUMANS AND WEEPERS: Using Forza Infernis automatically 
results in Fatigue, with a second use automatically resulting 
in Exhaustion. No save is permitted. As with hybrids, fatigue 
from use of these abilities goes away after a good hour’s rest and 
exhaustion from 2. Humans can spend a Fate Point to avoid 
fatigue if they choose. 

forza inferniS poWerS

There are several uses of the powers of Hell. These uses are to 
create Hellfire, to boost physical abilities and to boost senses. 
Each power requires the expenditure of the listed Infernis Points 
and yields the listed effect. Characters with access to full Forza 
Infernis can produce any of the effects below as they desire; each 
demon race has their own specific powers in lieu of those below.

hellfire blaST
COST: 1 point

EFFECT: Creates a blast of hellfire that can be directed at any 
one target. Requires a “to hit” roll for ranged combat and uses 
similar statistics (rate of fire, accuracy and recoil) as a firearm.

BASE DAMAGE: 1d10

ACCURACY: 0
RATE OF FIRE: 1
RANGE: 20 yards

REC: 4
EXTRA SPENDING: Each point spent grants 1d10 damage 
OR +1 Accuracy OR 20 yards range OR Rate of Fire +1 OR 
Halves Recoil (minimum Rec: 1)

hellfire burST
COST: 2 points

EFFECT: Creates a hellfire “grenade” that the character can 
hurl at a target, which explodes on impact. Must make a “to hit” 
roll to strike as with any thrown weapon.

BASE DAMAGE: 1d10

AREA OF EFFECT: 10-foot radius

RANGE: 20 yards

SAVE: Dexterity half

ACCURACY: Miss means rolling 1d8 (for direction) and 2d10 
(for feet)

EXTRA SPENDING: Each point grants 1d10 damage OR 
Selective Damage OR +1 to hit

booST aTTribuTe
COST: 1
EFFECT: Raise one physical attribute by one point OR double 
movement rate OR double carrying and lifting capacity, OR 
gain Damage Reduction (2x Con bonus)

EXTRA SPENDING: Each point grants one more ability score 
increase OR increase multiplier for movement, carrying or DR 
by 1, to a maximum of 1/2 character level

enhanced SenSeS
COST: 1
EFFECT: Improve the basic five senses beyond normal human 
range. +2 to Int or Wis checks based on one of the four senses 
(sight, hearing, smell or taste) for one scene of play.

ADDITIONAL EXPENDITURES: Each point spent will 
increase the sensory bonus by +1 to a maximum of the 
character’s level or hit dice.

See in The dark
COST: 2

EFFECT: improve nightvision. Base cost grants duskvision.

EXTRA SPENDING: Spending 1 more point also grants 
Darkvision. Spending 2 more points also grants Deepvision 
(spending a total of 4 points grants all three). 

danger SenSe
COST: 2 points

EFFECT: You gain a sixth sense that warns you of impending 
danger. You always get a Wisdom check to avoid surprise; the 
CL for this check is set by the GM. You also gain +1 to Initiative 
rolls. Lasts for one combat or one scene of play.

SenSe hell
COST: 5

EFFECT: Gain Tracking Generic Class Ability related to 
following the trail of a creature from Hell or another Afterlife 
Corporation, once you have caught their “scent.”

SPELLS AND MAGIC
Spellcasting works as outlined in the rules reference sidebar. 
Individual spells, their associated levels, and their basic effects, 
are outlined below. Saving throws for spells always have a CL 
equal to the level or hit dice of the spell caster. Some saves 
negate spell effects; others reduce damage as indicated. Save: 
none means no save is possible.



APARTMENT 11A 9 

Spells that deal temporary damage cannot kill, and temporary 
damage heals at 1d6 points per hour. It is also the first damage healed 
by medical care or healing magic. Finally, the magic presented here 
is streamlined and trimmed from that found in the final game. We 
have done this for space and ease of play for new gamers.

0-LEVEL: 

DETECT MAGIC: Sense magic energy within 50 feet + 10 
feet/level. Save: None.

DETECT [ILLUSION/TRAPS/POISON/UNDEAD/EVIL]: 
Other detect spells are possible. Each is a separate spell. Any of 
the above instances or ones designed by the GM or Player.

GHOST SOUND:  Create disembodied sound within 150 feet. 
Save: Int negates.

MAGE HAND:  Telekinetically move object up to 5lbs up to 25 
ft. away. Save: None.

INFLUENCE: Victim sees you as a trusted friend for 3 minutes. 
Save: Cha negates.

LIGHT: Object lights as bright as a camping lantern for 10 
minutes. Save: None

PRESTIDIGITATION: Perform minor magical effects and 
illusions. Save: None

STUN: Victim -4 to all actions and movement halved for 1d4 
rounds. Save: Wis negates

SYSTEM SHOCK:  Victim suffers 1d4 temporary damage and 
is -2 to actions for 1 round. Save: Con negates.

1-LEVEL: 

ARCANE BOLT: Magical energy automatically deals 1d4+1 
damage. Extra missile for every 2 experience levels. Save: none

CALL VERMIN: Summon swarm of 1d6x5 vermin; every 10 
is 1d8 HD for attack and damage. Swarm dissipates after 1d6 
rounds. Save: Con negates attack damage.

CHARM PERSON: Victim views caster as trusted friend or 
beloved for 1 hour/level. Save: Cha negates.

COMMAND: Issue a one-word command to 1 creature per 2 
levels. Save: Cha negates

CURE LIGHT WOUNDS: Touch a target and heal 1d8 points 
of damage. Save: None

READ MAGIC:  Read magical writings

SPIDER CLIMB: Crawl on walls or ceilings as a spider would 
for 2 rounds/ level. Save: None

APARTMENT 11A
Through a portal-jumper Felswop fled Hell and hid himself 
on Earth. A minor demon of no great repute, he was key to 
cataloging treasures in his district. His absence has caused no 
great alarm, but rather an inconvenience. Hunting him down 
fell to a lottery system and the famous Brimstone’s Xi’ Balboa 
group got the job. Far beneath Brimstone’s expertise, the famed 
Borderhound taps Kain’s Henchmen, a group of earth-bound 
Borderhounds new at the profession, tasking them with the job.

 The adventure take place in Chicago in the not distant future. 
Much of the Windy City is as it is today. It’s a little more 
congested, with a slightly greater polyglot population.

Four pre-generated characters are in the back of Apartment 
11A. These are four members of the Borderhound group called 
Kain’s Henchmen. Players should pick the character they desire 
to play most. There is a mercenary, occultist, pugilist and soldier.

INTRODUCTION
Kain’s Henchmen are a loose association of Borderhounds who 
are struggling to get ahead in the demon bounty hunting game. 
Their leader Shane, was employed once by Brimstone in a 
support role and has since then offered his services to the famed 
bounty hunter.

Brimstone has taken him up on the offer, hiring them to do a 
job that he has little interest in. They are to go to the Walton 
Building in Chicago, Apartment 11A and find the demon 
Felswop and kill him. Brimstone gives them all this information. 

“Find and kill the Demon Felswop. Once killed, contact me, I’ll 
make sure you get paid. If you fail, be dead. Because if you ain’t, 
I’m going to kill you.”

The game begins outside the run-down, ramshackle old 
apartment building.

APPROACHING THE BUILDING
The Walton building stands on a deserted street. Old cars, trash 
cans and general refuse lies all about. Brownstones crowd in on 
each other and the large apartment building. The building itself 
is a ramshackle mess. Broken windows, sagging infrastructure, 
an open entrance greet the party. Inside, water has crept into 
every corner and collapsed ceilings and buckled floors, is worse. 
There are 16 floors towering over the street.

Felswop has set a magical glyph upon the stairs that lead up to 
the main lobby, triggered by anyone with associations from Hell, 
that passes over it. It summons 5 giant wasps! They attack the 
party immediately.

Wasp x 5 (These neutral evil creatures vital stats are HD 
3d8, AC 15, HP 11. Their prime attributes are physical. They 
attack with a poisoned sting for 1d2 points of damage. Anyone 
stung by the wasp must make a successful constitution save or 
suffer 1d2 additional point of damage.) 

ENTERING THE BUILDING
The main lobby is utterly ruined. The elevator has fallen down 
the shaft and lies in shattered ruins, much of it across the alley 
itself. Debris from furniture is everywhere and rats have clearly 
created runs throughout, as their trails criss-cross what was 
probably once a beautiful red and gold carpet.

The door to a staircase lies on the far side of the room.
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An old man is asleep behind the counter. If the party investigates 
they find him, otherwise he stays hidden, assuming they are 
police men. If found, he willingly gives up information. He tells 
them that some kid lives upstairs in 11A, but no one else is in 
the building. The kid keeps to himself and seems to be a bit daft.

STairS

The elevator to the building is broken, forcing the characters to 
go up the 11 flights of stairs. As the characters enter the stair 
case they realize they have a host of short flights of stairs that 
crawl up the building. Within a few floors the weight of their 
gear, the steep angle and the debris everywhere begin to tell on 
their muscles. 

But the real danger lies on the stairs before the 3rd Level. 
Here Felswop has cast another glyph. This one is a glyph of 
disorientation. Anyone crossing over it must make a successful 
wisdom check or suffer the consequences. 

Wisdom Attribute Check: Anyone who crosses the glyph 
triggers it, and anyone within 30 feet must make a wisdom 
attribute check. To do this, ask them to roll a d20, and add their 
level and their attribute bonus, if they have one, to the number 
rolled. If it is a primary attribute they should also add 6 to the 
roll. The listen check has a CL 3. The target number, or CC, 
is 21. If the result is equal to or greater than 21 they are not 
affected by the glyph. Otherwise the staircase begins to shake, 
seemingly bulging out and collapsing back in as if the ground 
were shaking violently. Anyone who fails, stumbles and staggers 
back down the stairs suffering 1d4 points of damage. 

APARTMENT 11A

ROOM 1 ENTRANCE
The two-paned door is thick, with recessed panels. Once it 
sported a nice coat of dark green paint, but the paint has long 
since faced and the door seems jammed in place, swollen no 
doubt from years of neglect and poor moisture. Pushing the 
door open will require a strength check.

Strength Attribute Check: One player can attempt to open 
the door. Up to two more can help. To open the door, ask the 
primary character to roll a d20, and add their level and their 
attribute bonus if they have one, to the number rolled. If it is 
a primary attribute they should also add 6 to the roll. And if 
someone is helping them, that person’s strength bonus is added 
to the roll. The door is wedged good and the CL is 3. The target 
number, or CC, is 21. If the result is equal to or greater than 21 
they successfully open the door.

However, as soon as the door is opened it scraps across glyphs 
written on the floor, this activates them and they explode. A 
blinding, white hot light strikes anyone in the door.  They must 
make a successful dexterity save to avoid being struck. 

Dexterity Attribute Check: Ask each player to make a dexterity 
attribute check. To do this, ask them to roll a d20, and add their 
level and their attribute bonus, if they have one, to the number 
rolled. If it is a primary attribute they should also add 6 to the 
roll. The river has a CL 2. The target number, or CC, is 20. If 
the result is equal to or greater than 20 they successfully avoid 
the blast. If they fail the check they are struck by the light and 
suffer 1d2 points of damage.

ROOM 2 HALL
The hall that opens up is covered in all manner of garbage. It 
is heaped against the wall, but most notably there is broken 
glass everywhere. Allow the characters to see the glass. Read or 
paraphrase the following:

The hall is filled with debris. An old vacuum cleaner, 
stacks of magazines and catalogs, several black garbage 
bags, sealed but old. But most notable the path that 
winds through the debris is covered in chunks of broken 
glass. By the looks of it the glass is made up of jars and 
drinking glasses.

The characters can attempt to weave their way through the 
glass, but unless they actively sweep it to one side, they will step 
on some of it.

ROOM 3 BATHROOM
The bathroom has been used as a trash heap, garbage of all 
description, is piled in here. The demon’s victims who he has 
half devoured have been tossed into the bathroom. The gore 
of it fills the bathtub and the toilet as well. There are roaches 
everywhere and a carpet of them scatter when the door is open. 

Anyone within the room, or within 10 feet of the room must 
make a constitution check or begin vomiting. 
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The room is dark, a thick layer coating the windows and 
single bulb in the fan fixture above. A small kid sits in a 
chair, his feet curled up under him. He is eating a bowl 
of cereal. The box, with a blue capped Captain on the 
front of it and a jug of milk sit on the floor next to the 
chair. The Dukes of Hazard theme song is playing away, 
the car jumping a berm. The boy is clearly caught up in 
the tv show and pays no attention to your entrance.

There are symbols on the floor, that if stepped over or on, trigger 
an alarm, alerting Felswop to the presence of intruders. The 
players may notice them, ask them to make an wisdom check. 

Wisdom Attribute Check: Anyone who takes a moment to 
look around the room is allowed a wisdom attribute check to 
spot the glyphs. To do this, ask them to roll a d20, and add their 
level and their attribute bonus, if they have one, to the number 
rolled. If it is a primary attribute they should also add 6 to the 
roll. The listen check has a CL 3. The target number, or CC, 
is 21. If the result is equal to or greater than 21 they spot the 
glyphs on the floor and can move around them.

If the characters move around the glyphs they can attack 
Felswop by surprise. Allow them one action, attacking or 
otherwise, before Felswop reacts. 

They may be reluctant to shoot a child in the back, and might 
try to talk to the boy. In any case, Felswop leaps from his feat, 
transforming himself into a giant half wasp/half man. A human’s 
head with massive mandibles, the body of a wasp with 2 dead 
legs hanging from his midriff but with two arms and legs. One of 
his arms ends in a long wicked claw that drips poison.

FelsWop (This creature’s vital stats are HD 8d8, AC 21, HP 
61. Its primary attributes are physical. It attacks with one claw 
for 1d6 points of damage. Upon a successful hit with the claw the 
victim must make a successful constitution save or suffer a further 
1 point of damage per round for 4 rounds. Felswop is able to cast 
four magical glyphs: alarm, summon wasp, disorientation, and 
blinding light. To cast the glyphs he must take several minutes to 
write them out and imbue them with magic. Infernis Points 20.)

ROOM 6A CLOSET

The closet is largely empty, Felswop having discarded the cloths by 
tossing them into garbage bags and stacking them in the hallway. 
Sitting on the shelf here however, is one small hand held portal 
generator. It looks like a blow-dryer, however, when pointed at a 
wall it opens a portal to Hell. The portal stays open for only a few 
minutes, allowing only a few passage to the other side.

CONCLUSION    
The Henchmen have now gained a portal device. If they desire 
they can travel to Hell and begin hunting weepers, demons 
and other renegades, where the risk is high, but the bounties 
are large! Regardless, after a few days a note arrives via text 
message: “Well done. I’ll be in touch. Brimstone.” A deposit for 
$50,000 dollars is made in each party members account.

Constitution Attribute Check: Ask each player to make a 
constitution attribute check. To do this, ask them to roll a d20, 
and add their level and their attribute bonus, if they have one, 
to the number rolled. If it is a primary attribute they should also 
add 6 to the roll. The stench is heavy, but not unknown, with 
a CL 1. The target number, or CC, is19. If the result is equal to 
or greater than 19 they control their urge to vomit. If they fail, 
they begin vomiting for several minutes and all physical actions, 
combat and attribute checks, for the next 10 minutes suffer a -1.

ROOM 4 KITCHEN
This room, obviously a kitchen, is in shambles. The demon has 
been using this as his slaughter house. Read or paraphrase the 
following:

The kitchen is dominated by an old table that has seen 
horrific abuse. It sags in the middle, the aluminum 
framing hangs a’kilter off the sides, and the top is scored 
by a hundred gash from the meat cleaver that even now 
remains embedded in the table’s top. Cabinets without 
doors line the wall and counters, scored and mangled 
sand beneath them. A wash of ichor and gore covers 
the floor, mingled with chunks of some type of meaty 
material. An old ice box stands in the corner and the 
window is covered with some thin material that is tacked 
to the frame.

The ice box has 5 human heads in it. 

The window is covered in human skin.

ROOM 5 BEDROOM
The door to this room is open and the room is largely empty but 
for the pile of furniture covering the window. A bed, couch and 
other ruined debris stands in heaps there.

ROOM 6 DEN
The door is unlocked, but a faint noise comes from the room. 
If someone attempts to listen they must make a successful 
wisdom check.

Wisdom Attribute Check: Anyone who listens at the door 
must make a wisdom attribute check. To do this, ask them to 
roll a d20, and add their level and their attribute bonus, if they 
have one, to the number rolled. If it is a primary attribute they 
should also add 6 to the roll. The listen check has a CL 1. The 
target number, or CC, is19. If the result is equal to or greater 
than 19 they focus in on the noise and can hear the sounds 
of a car, someone shout the name Bo and then the sounds of 
Waylong Jennings song “Just a Good Old Boy” piping through 
the air.

Felswop is watching the TV show Dukes of Hazzard and 
eating a bowl of cereal. He is utterly engrossed in the show 
and has heard none of the commotion outside his door. Read 
or paraphrase the following:
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NAME: Jimmy the Pick
RACE: Human
CLASS/LEVEL: Renegade 3
ABILITIES: Str 16 (+2) Dex 16 (+2) Con 13 (+1) Int 16 
(+2) Wis 11 (+0) Cha 9 (+0)
PRIMES: Strength, Dexterity, Intelligence
AC: 16
HIT DICE: 3d6
HIT POINTS: 16
BTH: +1
MOVE: 30ft
CLASS ABILITIES: Back attack (double damage on attacks
from behind), Case Target (Wis; learn details about target after
studying for 10 minutes), Climb (Dex), Hide (Dex), Lingo
(Street speak), Listen (Wis), Move Silently (Dex), Open Locks
(Dex), Pick Pockets (Dex), Traps (Int; find, remove, set), On
the Trail (Wis; find hidden objects and evidence, track quarry),
Connected (Cha; find a friend anywhere).
GEAR: Lock Picks, AR15 (2d8)with M203 Grenade Launcher 
(4d6), flak jacket, backpack, med-kit (4 packs heal 1d4 each)
APPEARANCE: Red hair cut into a mohawk with a red beard. 
He is thick set, though unusually agile for his size. He loves all 
things tech and carries a backpack full of gadgets.
FORZA INFERNIS / OTHER POWERS: None

NAME: Felt
RACE: Hybrid
CLASS/LEVEL: Street Fighter 3
ABILITIES: Str 15 (+1) Dex 18 (+3) Con 13 (+1) Int 11 (0)
Wis 9 (0) Cha 13 (+1)
PRIMES: Dexterity, Wisdom
AC: 17
HIT DICE: 3d12
HIT POINTS: 32
BTH: +2
MOVE: 40ft
CLASS ABILITIES: Wrestling (+2 to all grappling checks),
Tough as Nails (+2 to Con saves), Unarmed Attack (1d6+1 
in addition to claw/tooth damage), Deflect Missiles (Dex; 
CL=attacker’s BtH plus Dex bonus, or HD; 1/round), Fast
movement (move 40’/round)
GEAR: Heckler & Koch MP5 (d10)
APPEARANCE: Human in all his features but that he sports a 
set of demonic horns from his head. He wears ragged clothes but 
a back pack filled with extra ammo clips.
FORZA INFERNIS / OTHER POWERS: Forza Infernis
Infernis Points: 6, Supernatural Senses (Sense demons and 
supernatural on Earth, natives of other afterlife planes in Hell), 
Cross Over (teleport between Hell and Earth)

PREGENS
NAME: Shane
RACE: Human
CLASS/LEVEL: Soldier 3
ABILITIES: Str 15 (+1) Dex 16 (+2) Con 14 (+1) Int 16 
(+2) Wis 14 (+1) Cha 13 (+1)
PRIMES: Strength, Dexterity, Wisdom
AC: 17
HIT DICE: 3d8
HIT POINTS: 21
BTH: +1
MOVE: 30ft
CLASS ABILITIES: Strategy/Tactics (+3 to all SIEGE checks
were strategy and tactics can be a factor), Embolden gives +1 
to anyone within 30 feet for strength, constitution, dexterity 
and intelligence saves and a +2 to wisdom and charisma saves, 
Brother in Arms: At second level, the soldier and up to two 
allies of his choice within ten feet of him gain +1 to damage 
with any weapon they are wielding
GEAR: ColtM1911A1 (d12 damage), knife, 50’ corded rope, 
lighter and three packs of smokes
APPEARANCE: Short cropped hair with blue jeans and 
goggles. He wars a torn leather jacket. He keeps himself clean 
shaven.
FORZA INFERNIS / OTHER POWERS: None

NAME: Nina Simone
RACE: Human
CLASS/LEVEL: Occultist 3
ABILITIES: Str 14 (+1) Dex 16 (+2) Con 15 (+1) Int 16 
(+2) Wis 14 (+1) Cha 17 (+2)
PRIMES: Dexterity, Intelligence, Charisma
AC: 17
HIT DICE: 3d6
HIT POINTS: 16
BTH: +1
MOVE: 30ft
CLASS ABILITIES: Arcane Bolt (2 bolts for 1d4 damage), 
Spells, Knowledge: Arcana (+3 to arcana-related SIEGE 
checks), Knowledge: Hell Lore (+3 to SIEGE checks related to 
his knowledge of Hell, its history, peoples, etc.)
GEAR: 357 magnum (d12), heavy boots, clothing, whiskey 
flask with some Tennessee Blend in it.
APPEARANCE: Short cropped gray hair. She wears leggings 
and a one knee pad. A purple mini-skirt is held up by a heavy 
gun belt. She has tattooed a blue glyph around her eye.
FORZA INFERNIS / OTHER POWERS: None
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