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Introduction 

 
Designed for characters levelled 2 to 4, Truelife 

Gift is made for the basic and advanced versions 

of the world’s most popular fantasy role-playing 

game. Game masters inspired by the ideas but 

not the rules are encouraged to liberally adapt 

with a preferred system.  

 

Taking place on a ruined half of an ancient 

pleasure barge, this module can easily be 

dropped onto any water-side location in your 

game. Ideas for continuing the story found within 

are listed at end of this document. 

 

The authors were motivated to create Truelife 

Gift thanks to a contest by Bryce Lynch over at 

www.tenfootpole.org (see the review about 

Wavestone Keep). We have enjoyed 

collaborating to make this module. We hope you 

enjoy reading it, and find something to spark 

ideas. 

   Big Budgie Press 

 

The Premise 

 

A druid once decided that the easiest way to 

ensure balance between life and death is to 

walk that line himself. He created the Truelife 

Tree, an enchanted tree bearing crystal fruits that 

grant eternal life. A caveat: Those who eat the 

fruit would be spiritually bound to the druid, their 

vigor siphoned off for use in his secret schemes. 

To complete the ritual to grow the tree, he would 

entomb himself inside the tree, and continue to 

spread his influence in the astral world. 

 

Where to plant the Truelife Tree? As the center of 

his astral web, the druid chose to a mobile vessel: 

an opulent pleasure barge. The largest in the 

world, The Gift was a luxury among luxuries. 

Boasting every conceivable hedonistic delight, 

The Gift attracted wealthy and eccentric 

passengers from around the world. On its maiden 

voyage, the druid completed his ritual, and 

capped off the wonders on board with a verdant 

tree bearing rainbow crystal fruit. With all the 

diversions The Gift offered, no one looked for one 

little magic user. 

 

A thousand years have passed. The druid-turned-

lich resides inside the Truelife Tree, sitting like a 

spider at the center of a web, feeding on the 

souls aboard The Gift. Word of a floating tree 

spreads from time to time, but there is a curse: 

Those who eat the Truelife Fruit of the is bound to 

the ship on which it takes root. One step off the 

boat undoes the curse of eternal life, and the 

escaping magical energies disintigrate the fragile 

bodies of the fruit eaters. Further, consuming the 

crystal fruit suppress memories or knowledge of 

time passing outside the boat. All of The Gift’s 

sybarite passengers are insane batteries for the 

lich’s unfathomable machinations! 

The Fruit Table 
 

Roll on this table any time a character needs to 

know what fruit is growing on the tree. Any 

unpicked fruits fall and wither at dawn, and 

brand new fruit grow in their place. 
d10 flavor texture color fruit 

1 spicy crunchy vermillion apple 

2 sour bubbly azure yuzu 

3 sweet crumbly burnt fig 

4 salty soft lavender grape bunch 

5 pain chewy ochre pomegranate 

6 rotten crisp opalescent watermelon 

7 curry creamy verdant banana 

8 tumeric gelatinous bone pummelo 

9 umami bursting speckled cherry 

10 saccharine like glass translucent straberry 

 

Once per day, eating a fruit heals 2d8 hp and 

grants the following cumulative benefits: 
1st day +1 con 

2nd day +1 con, -1 wis 

3rd day +1 con, -1 wis, lose memroies from before you 

last boarded the ship 

4th day 

(point of 

no return) 

+1 con, -1 wis, regenerate 1d8 hp per round, 

lose sense of time passing, cursed with 

immortality. If you leave the boat you 

disintegrate. 

 

These effects dispel if you leave the boat before 

the “point of no return,” and the released magic 

deals 1d4 con damage for each day you ate 

fruit. Otherwise, you disintegrate.  

 

These effects can also be removed with a 

“remove curse” spell. Removing a passenger’s 

curse will cause them to disintigrate into fine, 

wine-scented powder. 

 

Fruit taken off the boat turns to stone and 

bestows no effects if eaten. 

 

Encounters aboard The Gift 
 

Roll on this table once when the party boards the 

ship, and once again when you determine a 

random encounter (1 in 6 should keep the party 

from feeling bored). Roll 1d6. 

 

1 
A passenger is wandering towards the Truelife Tree to 

pick some fruit. They will stop to chat about the 

party’s dress. 

2 

2d4 lizardmen raiders board the ship, making a 

racket. AC: as chain, HD: 2 (8 hp), Attacks: 1 bite or 

spear + 1 net, +3 to hit, Damage: 1d6 +1 (bite/spear), 

Special (net): entangle the target, reducing move 

speed to 0’, AL: chaotic, XP: 25, carries 1d6 sp and 

dried meat 

3 
The nearest light source grows and bursts in a shower 

of candy-colored sparks, illuminating everything in a 

30’ radius before extinguishing itself 

4 
An escaped prisoner from B3F is running towards an 

exit. If they step off the ship, they disintigrate into dust. 

5 

A woman dressed for a party in rotting finery and 

bedecked with pearl jewelry (worth 150 gp) accosts 

the party, demanding they deliver fresh-squeezed 

fruit juice. 

6 

The party disturbs 1d6 swarms of crabs, who scuttle 

towards the fresh meat. AC: as leather +1, HD: 1 (6 

hp), Attacks: 1 pinch, +1 to hit, Damage: 1d4, AL: 

neutral, XP: 10 

  

http://www.tenfootpole.org/


The Gift 
 

The Gift is a ruined half of a ship beached and 

listing on the water’s edge. The rotting hull is 

sheeted in red painted, peeling lead. The 

topdeck boasts chipped and crumbling marble 

blocks stacked in a chest high wall surrounding a 

noble tree laden with crystalline fruits that glint in 

the light.  

 

How did you find out about this wreck? 

 

1. The scholar in your party has read about a 

floating tree that grants immortality, jealously 

guarded by deathless wraiths inside a grounded 

ship far from civilization. 

 

2. A musician in your party is looking for Rathgar 

the Marvelous, a legendary bard that went 

missing long ago. Legend tells that he departed 

on an ill-fated luxury cruise an age ago, with his 

mastercraft violin and a tome bursting with songs.  

 

3. Plated in silver, fluted with gold, and carrying 

the ancient world’s wealthiest voluptuaries, the 

largest pleasure barge ever constructed was 

never salvaged. If only you found it, you could 

loot the countless riches, or even raise it and call 

it your own. 

 

---Roleplaying the passengers--- 

 

Passengers aboard The Gift are in thrall to the 

druid lich entombed in the Truelife Tree. Most are 

self-absorbed and concerned only with smoking, 

gossip, and drinking fruit juice. The buildup of fruit 

in their blood acts as a serum, granting 1d8 hp 

regeneration per round and persists even through 

lethal damage. They are uninterested in the 

world outside the boat – in fact, they ignore any 

mention of anything not contained in the ship’s 

wrecked timber. 

 

While mostly placid, passengers can be raised to 

action by: 

 Taking their stuff. They respond with 

violence, and use their immortality to 

overwhelm aggressors, who they try to throw 

in the hold in B3F. 

 Attempting to harm the Truelife Tree. As one, 

the entire body of passengers (20 ~ 25) 

moves to subdue and imprison ill-doers in 

the hold in B3F. 

 Damaging the ship. Anyone who sees a 

character cause damage to the ship will try 

to stop them. 

 

You can create your own high class party 

people, or use the ones below: 

 

Winnefred de Flagstaff. Rotund woman with 

pleated red hair, smokes like a chimney, in love 

with jewelry and fashion. “That shirt is so last 

season.” 

 

Chauncy Alison Mumsworth. Baby-faced man 

with a black widow’s peak, knows everything 

about exotic animals. “Do you know how much a 

baby owlbear weighs?” 

 

Lady Addlebottom of Tiderock Manor. Squat 

woman with platinum hair piled to the ceiling, 

she is concerned wholly with philathropism. 

“Won’t somebody think of the children?” 

 

Benedict Royce of the Valley Royces. Gangly 

gentlemen with a high nose and winestained 

mustache, he lives for drink. “Charmed, I’m sure. 

What’s that swill you’re drinking?”  

 

 

 

 

 

 

  



Outside The Gift 
 

A path leads out of the surrounding jungle to a deserted beach 

on a cove ringed by large moss-covered rocks. The salt breeze 

dances playfully over the vivid green ocean, and the steady 

sound of the surf is accompanied by the chirping of birds. The 

back section of the largest boat you've ever seen is listing here. 

 

The Gift is 60 ft across and the hull is 40 ft tall at its highest. Only 

the aft remains, the rest of the ship having torn asunder some 

time ago. The gaping hole points to the ocean. An 

adventurous party can climb to the topdeck or swim around 

and enter any of the decks from the back, although B1F’s back 

wall is in tact. 

 

Topdeck Garden 

A thousand-year old fruit tree spreads its laden branches over 

the listing deck of the wreck. A chest-high carved marble wall 

fences in the elaborate courtyard. The tree's crystalline fruits 

glimmer over a cracked fountain dribbling water onto smeared 

and shattered mosaic tiles. 

 

 

 Fruit tree. The Truelife Tree. Six feet in diameter and 30 

feet tall with a green canopy, branches heavy with fruit. 

 Crystalline fruit. As jewels. Roll on the Fruit Table (p.2) to 

determine what is growing today. 

 Cracked fountain. Some enchantment lingers on this 

cracked fountain, causing the brackish water to 

continually pump and sputter onto the mosaic. 

 Tiles. Weather worn, smeared with detritus from the 

elemtents, and mostly shattered to expose rotten wood 

beneath, these gilded copper tiles once formed the 

image of an olive tree. Some are still in tact and coule be 

salvaged and sold as artifacts to specialists. 

 

Loots: 1d10 1ft x 1ft gilded copper tiles, brackish but potable 

water, onyx earring carved to resemble an anchor (50gp) 

 

Access: Stairs to B1F, climbing over the walls 

 

B1F: Guest rooms and the Study 
 
---Empty Guest Room--- 

 

A fine sheen of dust coats the two beds and floors in this guest 

room. It would appear that no one has been here in a very 

long time. A small shelf houses a collection of richly-bound 

antique books. A locked traveler's chest sits in one corner. 

 

 An old book. The book is beautifully decorated and 

appears to be an encyclopedia of rare and rumoured 

magics. A bookmark in the middle flips open to an entry 

about a ritual: a fruit tree containing a living sacrifice that 

grants immortality. 

 In the chest. Successfully opening the lock reveals a pile 

of rotting clothes, a blackpearl necklace (worth 200 gp), 

and an unsealed parchment letter. Among the faded 

and worn lettering, it's possible to make out this text: 

Congratulations on becoming one of the few chosen to 

recieve The Gift... pleasure and excitement beyond all 

imagining.... building something together that will surpass 

lifetimes....as you prepare to embrace your new family.... 

 

Access: Door on B1F, porthole window 

 

---Rathgar’s Room--- 

 

Inside the guest room a foppish young man sulks quietly on the 

decaying four-poster bed, nursing a tumbler of fruit juice. 

Bolted to the floor are a traveler's chest, a mirror and sink, and 

a glassless window that looks out on the sea.  

 

 Rathgar the Marvelous. Rathgar wears a flamboyant red 

hat festooned with a cardinal’s feather, and a white shirt 

with billowing sleeves over a burgundy and gold floral 

pattern vest. He laments that his genius is not more 

appreciated among patrons on the boat. 

 A whiny prodigal youth, going on about his sublime 

melodies being lost on the chattel downstairs. “No 

one understands me. No one appreciates my 

genius.” 

 He wants the party to help him get the 

appreciation he deserves from the other patrons 

on board. If the party helps him to perform and 

gain his commensurate acclaim, he will reward 

them by telling them about a rare cask of Plumbb 

Estates wine in the hold, worth 500 gp to anyone 

who knows about wine. He will also teach anyone 

in the party his “Canto por la forza,” which grants 

all who listen +2 to hit and damage on all attacks. 

 Chest. Inlaid with decorative brass shaped into music 

notes, the chest sits at the foot of the bed. Rathgar's 

mastercraft violin and tattered music book are tucked 

carefully inside. 

 

Access: Door on B1F, porthole window 

 

---Study--- 

 

Decoration straight out of a hunter’s lodge, complete with 

mahogany walls, plush carpets, and a mounted buck’s head. 

The air is redolent with spiced tobacco and leather, and well-

dressed gentlemen lounge about conversing, some playing 

cards or dice. Old maps, various weapons in disrepair, and 

other knicknacks are strewn about haphazardly on the desk 

and end tables. Across one wall is a surreal tapestry depicting 

an apple eating a woman. 

 

 Buck’s head. Hangs majestically on the aft wall. its eyes 

still contain the last vestiges of defiance. 

 Map. A tattered paper depicts a forested coastline and 

a description written in a florid hand. Much of the text is 

faded or missing, but closer inspection reveals that this is 

probably a treasure map (to a different adventure). 

 Tapestry. Woven with vibrant colors and cloth-of-gold, 

the tapestry is in excellent condition. A rotund monster 

that resembles an apple is eating a woman while 

villagers stare out blankly at the viewer. Worth 300 gp. 

 Lord Richard of the Hunt. A portly gentleman with ruddy 

cheeks and bushy walrus moustache. He takes his 

attention from the crossbow he is cleaning in his lap and 

regards the party with interest. “Blimey! If that’s not a 

proper rib-tickler, I don’t know what is! You with Lord 

Wendish’s lot, then? We hunters stick together and 

there’ll be good sport tonight, eh!” If any of the party are 

of a non-standard race, instead he looks delighted. 

“Bloody biscuits, you’ve brought the hunt to me! Much 

obliged!” He aims the crossbow and prepares to fire.  

 

Access: Staircase leading up from B2F’s saloon 

 

 

 

 

 

 

 

 

 

  



B2F: Saloon 

---Outside the Saloon--- 

 

A faded red runner carpet lays in front of a pair of double 

doors, beyond which can be heard a low hum of conversation  

punctuated by the occasional clink of glassware or polite 

laughter. A pair of intricately carved marble lions keep watch 

over the entryway, their eyes glittering an invitation. 

 

 Marble lions. Chips of sapphire for eyes, each pair worth 

100gp. Anyone seeing someone fiddling with the eyes will 

question them before consdiering them to be thieves 

trying to damage the ship. 

 Passenger. Roll 1d6. On a result of 1 or 2, a random 

passenger is hanging out, “taking the air.” 

 

---Saloon--- 

 

The double doors open up into a large, high-ceilinged parlor. 

Soft prismatic lamp light illuminates opulent furniture and 

expensive-looking wall hangings. Perfectly coiffed and outfitted 

patrons smoke and drink listlessly at small tables, each adorned 

with a bowl of fresh fruit. The low din of their conversation 

permeates the room and quiet music lilts from a jazz quartet 

playing the same four bars over and over again. They stand 

upon a stage near stairs leading up. Behind a modest bar, 

cracked timbers at the far side of the room reveal the ocean 

beyond – there is no wall, but no one else seems to notice. 

 

 Patrons. Sleek debutantes and dandies are hobnobbing 

around the room at tables and at the bar. Some are 

bedecked in impeccably tailored finery, others in tatters 

of once-colorful fabrics faded by age. All exude a 

haughty ennui. Telling each other trite stories that never 

seem to end, they drink rich red wine, blow smoke rings 

from cigars, and indulgently partake of fruit from the 

laden baskets on each table. 

 Bowls of fruit. A bowl on each table is piled high with the 

fruit of the day (see fruit table). 

 Jazz quartet. Four glassy eyed musicians steadily attend 

to their instruments on a small stage. 

 Bar. A bartender listens politely to the patrons seated on 

stools at the bar, occasionally coming out to refill glasses 

or replenish the baskets of fruit on the tables. 

 

Access: Padded double doors leading in, porthole in the right-

side wall, stairs leading to the Study (B1F), back end of the boat 

 

B3F: Cargo, Hold 
 

---Cargo--- 

 

Decaying food crates, barrels, and jugs are stacked 

haphazardly around this room. Inside are all sorts of victuals, 

including rock-hard biscuits, salt cod, pickled beets, and moldy 

artichokes. Baskets laden with fresh fruit adorn a table to the 

right of the door. Casks labelled wine, ale, and rum are 

stacked neatly in the far corner. 

 

 Food. Closer inspection reveals the biscuits and salt cod 

are petrified, the water fetid and brown. These have 

been down here for a very long time. 

 Cask. Ringed with rusty iron, this oak cask has a fraying 

false label on top, “Golden Grape Vineyards.” Stamped 

beneath the label is PLUMBB ESTATES. 

 

Access: Unlocked wood door leading to hall from stairs to B2F 

or back of ship 

 

---Hold--- 

 

Outside this room is a key on a rusty hook. It opens the door to 

the hold, which is oak reinforced with rusty iron bands at the 

top and bottom. Inside, the humid miasma of unwashed bodies 

and decaying corpses mingles with the stale salt of the sea. A 

single lamp is suspended from the low wooden ceiling and 

emits a pale ghostly flame. Amongst the shadows are three 

emaciated lizardmen manacled to the floor. They flinch and 

cower from the intrusion. Dead bodies in various states of 

decay are piled around the sides of the hold. Some are still 

manacled in their places. 

 

 Corpses. Piles of corpses line the walls of the hold. 

Distended lizardmen-that-were and other species lie 

upon beds of skeletons and bone dust. Anything of value 

has been salvaged by the passengers. 

 Lizardmen. Would-be opportunists captured by their 

immortal jailers. Exhausted, terrified, and starving. They do 

not speak common, and vehemently refuse any fruit. If 

released, they will diffuse any altercation with raiding 

lizardmen (from a random encounter) before swimming 

away through the back of the ship. 

 

Access: Locked, banded door leading to hall from stairs to B2F 

or back of ship 

 

---Inaccessible (?) Treasure Hold--- 

 

Waterlogged and open to the sea, this broken room contains a 

burned skeleton in rictus tangled in ropes holding some 

cracked but heavy chests spilling with tarnished gold. Worth a 

fortune, if the party can get by a family of electric eels that 

have taken up residence here. 

 

 Chests. Stores from the passengers. 1300 tarnished, 

ancient gold coins. Worth at least 1300gp, more to a 

collector or historian. 

 3 electric eels. AC: as leather, HD: 2 (6 hp), Attacks: 1 

bite, +1 to hit, Damage: 1d6, AL: neutral, XP: 65, Special: 

15’ electric discharge, deals 3d8 electric damage to 

adjacent targets, 1d8 outside otherwise, recharge in one 

hour, Immune: electricity 

 

Access: The open hole that is the back of the ship 

 



Continuing the Adventure 
 The druid-lich in the tree will entice another magic user in 

the party to perform another Truelife ritual. Choose your 

next location and start gathering followers. 

 The treasure map in the study (B2F) can lead to another 

adventure you have purchased or designed. 

 Raising and repairing the ship is possible for an 

enterprising party. They need only tools, supplies, and 

someone who can stter a ship. 

 

Legal 
 

OO is done under version 1.0a of the Open Game License, 

below, by permission or Wizards of the Coast, Inc. 

 

Notice of Open Game Content: This product contains Open 

Game Content, as defined in the Open Game License below. 

Open Game Content may only be used under the terms of the 

Open Game License. 

Designation of Open Game Content: All text containing rules-

related content within this module is hereby deisgnated as 

Open Game Content, subject to the Product Identity 

designation below. 

Designation of Product Identity: The following are hereby 

designated Product Identity, as per section 1(e) of the Open 

Game License: All artwork, illustrations, maps and other visual 

references, plot elements, fictional characters, descriptions of 

geographical features or areas, and all text not specifically 

designated as Open Game Content, or data derived from OGL 

licensed material. 

 

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, nonexclusive 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 1.0a Copyright 2000, Wizards of the 

Coast, LLC.  

System Reference Document 5.1 Copyright 2016, Wizards of the 

Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris 

Perkins, Rodney Thompson, Peter Lee, James Wyatt, Robert J. 

Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, 

based on original material by E. Gary Gygax and Dave 

Arneson.  

Truelife Gift Copyright 2022, Big Budgie Press. All righrs reserved. 
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