Stick Figures From Hell
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A mini-RPG about some people and their encounters with the rotten no-good stick figures from Hell.

Introduction:

Once upon a time there were some nice people who thought it would be fun to go on an adventure together
like Bilbo Baggins. So they got their nerve up, bought some equipment, and descended down into a nearby
cave... wow! There is a girl in the mix somewhere, too. Princess type. Go for it.

How to Play:
Use the Elthos RPG Rules (logon and download). Each Player rolls a Character. The GM creates tactical

map(s) and places random numbers of the above Monsters on the map. The Monsters are mini-Characters
and have the minimum stats for running combat. The GM should add appropriate bonuses if the Monsters
are using magic or special weapons. There should be only one BadAss Bunny Character per map.

Distribute treasures and traps liberally. Monsters can stand in fire but the entering water. When Characters
die, they can be resurrected the number of times of their Strength Requisite, but the party must slog back to
the local temple to do so and make a donation of 10 gold pieces. Killing BadAss Bunny saves the world (insert
diabolical plot). Monster weapons are Spiked Clubs, Swords, Whips, and Metal Darts (Range 30’). Monster
spells are Fire Bolt {1 MP}(1d6 damage), and Curse {2 MP}(causes victim -1 AL for 1d6 melees).

Key:

AL = Attack Level, AC = Armor Class. LP = Life Points. DM = Damage Dice + Bonus.
Monster Level = AL. Movement = LP. Experience Gains = AL + AC + LP. ® = Spell Chanter.
Note: Mystical AL and AC = AL and AC . Character Mystic Points = Life Points.


http://elthos.com/MembersArea.aspx

A Hell-Cave(example)

Hell-Cave

Place traps and treasures liberally and randomly around the cave. Monsters above AL 3+ can use Treasures.
For most traps the Difficulty Level for Finding and/or Removing Traps is the same as the AL value in the
description. The traps are triggered if any character activates them. The Trap’s Attack Level is its AL as
found in the description, and the AC is the Character’s Dexterity. So you roll the AL vs the AC to determine if
the trap works. A Critical Hit on any roll (rolling 6 and then another 6) gives a 1d6 multiplier on damage
rolls. Notice that some caves have secret doors marked by a single line. Blue areas are water. Red/Yellow
areas are fires or lava (poison gasses may surround fiery areas). Brown lines are low 3’ walls.



Traps:

1)

2)
3)

4)
5)
6)
7)
8)

9)

Hidden Pit — roll 1d6 damage for falling into the trap. The devils take prisoners to the kitchen to serve
as scullery maids, or as food stock for later consumption. AL: 1

Hidden Pit with Spikes - roll 1d6 for falling into the trap and +1 damage / melee until escape. AL: 1
Hidden Pit with Poison Spikes — roll 1d6 for falling into the trap and +1d6 / melee until escape and
cure poison.

Smashing Logs - roll 1d6 for damage from two logs tethered to ropes from the ceiling that come
crashing together. AL: 2

Poison Bugs Pit — roll 1d6 for falling into the trap and +2 damage / melee until escape. The devils
consider the poison a delicacy and like to eat the prisoners. AL: 1

Flaming Oil — roll 1d6 for stepping onto black oil and triggering a sparking mechanism that ignites the
oil into a sudden burst of flames. The devils like to eat the burning prisoners. AL: 2

Flaming Sticky Oil — roll 1d6 for flaming oil and +2 damage / melee until escape from the sticky oil.
To escape use Character’s Strength Requisite vs. AL, which is the trap’s difficulty. AL: 2

Ice Tray - roll 1d6 damage for stepping onto the wet floor which triggers a frost beam. The devils like
to take frozen victims and use them as ice cubes in large cocktail vats. AL: 2

Whirling Swords - roll 1d6 damage per melee as sharp sword blades magically fly around the room
slashing in all directions. The devils take the remains and use for hamburger. AL: 3

10) Dimension Door - this trap is triggered when touched, and instantly moves anyone who touches the

trigger up to 360’ in any direction, landing them in another room. You can roll 3d6 to randomly select
a room number and locate the character there. Triggers can be objects, or entrances, or spots.

11) Ceiling Crush — roll 1d6 as large rocks fall from the ceiling as the victim’s pass below. AL: 3
12) Exploding Fire Balls Lamp — roll 2d6 for everyone who is standing within a 30’ area of the Lamp if

anyone tries to light it. The devils like this trap because it roasts a lot of victims at once, and they eat
them with BBQ sauce after. AL: 3

13) Acid Mist — roll 1d6 and +2 / melee damage until escape from the yellow acid that sprays out from

holes in the walls. The victims melt and are useless to the devils after that. Least favorite trap, but
one of the most effective. AL: 4

14) Poison Food - roll 2d6 + 1/ melee damage until cure poison for anyone who eats the beautifully

prepared foods on the luxurious table.

Make up more traps like these as you see fit.

Treasures:

1)
2)
3)
4)
5)
6)
7)

8)

9)

Silver and Gold. Spread around liberally in sacks and chests. Note: devils do not like iron.
Magic Chest of Holding. 1’x 2’x 3. Is 10 times larger inside than outside. Always weighs the same
10 pounds no matter how full. If someone is inside and the lid is closed there will be enough air for 1
hour. Worth 100 gold.
Horn of Blasting. Does 3d6 damage per blast in a cone 60’ long by 10’ wide. Can be used three times
per day.
Cask of Sticky Oil. When spread on the ground causes victims to be trapped to it. It can be lit on
fire and does 1d6 +2 / melee damage.
Flute of Sleeping. A silver flute when played correctly that causes victims within 60’ to fall fast
asleep for 1d6 hours. AL: 3
Flaming Dagger. A wavy bladed dagger with a sapphire on the hilt that ignites with a subtle blue fire
and does 1d6+1 damage and gives a +1 AL. By the light of the flames one can see invisible things.
The Accursed Whip. This black leather whip does 1d6 damage, and whenever a hit is scored it lowers
the victim’s Dexterity Requisite by 1 point.
Shield of Chaos. A large and unwieldy irregularly shaped shield with a strap and handle on the back
made of bronze, steel, and blue marble, forming a criss-crossing triangle pattern on its surface. It
gives +2 AC and has a Damage Absorption of 2 point and a Dexterity Modifier of -2. It is very heavy,
however, and reduced movement by 1. Against lawful beings it has a +3 AC, a Damage Absorption of
3 points, and loses its movement and dexterity modifiers.
Cup of Wine. This oddball item is a cup of wine, but when drunk it will do one of three things (roll
1d6):

a. 1-2=-1Strength (2 = 1d6 hours, 1 = permanent).

b. 3 -4 = Polymorph into Toad for 1d6 hours.

c. 5-6=+1 Dexterity (5 = 1d6 hours, 6 = permanent).

10) Vial of Poison Antidote — cures all poisons.

Make up more treasures like these as you see fit.



