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FOREWORD
by Sean Punch

I’m the designer of  the Dungeon Fantasy Roleplaying 
game, so it should come as no surprise that when 
the game got the green light on January 18, 2016, 
I was thrilled! Steve Jackson Games kept the 
project largely under wraps at first. Still, we knew 
we’d need our loyal freelancers onside to create 
supporting content, so we let them in on the secret 
almost at once.

The first author to express an interest in boosting 
the signal—within the week, in fact—was Douglas 
Cole, mastermind of  Gaming Ballistic. He proposed 
interviewing SJ Games staff  about the game on 
Gaming Ballistic’s “Firing Squad.” We agreed, and 
Doug interviewed CEO Phil Reed on August 31, 
2016, and Yours Truly on September 7, 2016.

Doug also put his money where his mouth was, 
backing the Dungeon Fantasy Roleplaying game 
Kickstarter at the “Private Game Session at Gen 
Con 2017” level. That was the opposite of  cheap—
especially because it meant Doug had to travel to 
and attend Gen Con in August 2017. There, he and 
I discussed the possibility of  future support for the 
game, but SJ Games wanted to see how the game did 
before committing to anything.

Doug remained a high-profile supporter as 
summer became autumn became winter. Then in 
January 2018, discussion began in earnest between 
SJ Games and Gaming Ballistic: Doug proposed 
adapting lost Hall oF tyR as Hall oF JuDgment, a 
licensed mini-setting and scenario for the Dungeon 
Fantasy Roleplaying game.

At SJ Games, we don’t issue many third-party 
licenses for our games because we have exacting 
standards. We agree to partnerships only with 
people we know and trust. As it happens, Doug was 
known to us as a longtime playtester, as a regular 
contributor to our ‘zine, Pyramid, and as the author 
of  guRps maRtial aRts: tecHnical gRappling. He 
earned our trust by doing a great job, being on time 
and organized, and always keeping us posted on the 
progress of  his projects.

Thus, when the people who make decisions asked 
those who work on games, “Is this a risk worth 
taking?”, our answer was, “Yes!” That didn’t settle 
the question, but it improved already-good odds: 
We owed Doug for all the support he had given 
us over the years—in particular for being one of  
the loudest unpaid voices promoting the Dungeon 
Fantasy Roleplaying game—and we knew he was 
someone who could deliver.

Which brings us to where we are today: Hall 
oF JuDgment, designed by Douglas H. Cole and 
crowdfunded by you. And by backing this project, 
you’ve done something else: You’ve sent a message 
to SJ Games that there are lots of  gamers willing 
to buy third-party content for the Dungeon Fantasy 
Roleplaying game.

So what does that actually mean?

For one thing, it bodes well for Doug. tHe Hall oF 
JuDgment Kickstarter was fully funded on opening 
day and is past the 400% mark as I write this. 
Nothing succeeds like success, so odds are that 
if  Gaming Ballistic asks SJ Games for a license to 
publish more Dungeon Fantasy Roleplaying game 
content, we’ll agree. Enthusiastically.

For another, it bodes well for Dungeon Fantasy 
Roleplaying game fans and fans of  SJ Games products 
in general. We now have evidence that licensing 
third-party publishers to crowdfund content for 
our games pays off. That isn’t a guarantee we’ll agree 
to every proposal—our standards remain exacting, 
and we still prefer people we know and trust—but it 
means we’ll listen. Intently.

But here’s the final and most important test: Do you 
like Hall oF JuDgment? I think it’s cool, and I hope 
you’ll agree!

Sean Punch,
GURPS Line Editor,

Steve Jackson Games
July 9, 2018
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PREFacE

PREFacE
I wrote lost Hall oF tyR for GenCon 2017 to showcase 
the rules in Dungeon gRappling (released in 2016). 
Dungeon gRappling is an OGL product for several 
versions of  the lead fantasy RPG. It makes grappling as 
important, exciting, and enjoyable as it has appeared 
since the first stories told by humans, all the way up to 
pulp action and onto the silver screen. It is also based 
on my prior work for Steve Jackson Games—guRps 
maRtial aRts: tecHnical gRappling. While that book 
is conceptually solid, repeated noodling and play 
experience allowed me to improve it, though not for 
guRps or poweReD by guRps. At least not yet.

A Modest ProPosAl
I mentioned to Steve himself  that I thought the project 
I was working on—an adventure for my DRagon HeResy 
game—would work well for the Dungeon Fantasy 
Roleplaying game. He seemed interested, and I filed 
that under “ask again later.”
Then the Dungeon Fantasy Roleplaying game hit the 
streets. The boxed set was beautiful and playable. It 
had great production values. Sales, on the other hand, 
didn’t show the breakout behavior that demands 
follow-up print runs. The PDFs, on the other hand, 

are available and support in the form of  pyRamiD full 
issues and articles continues.
I decided to ask for a license to convert lost Hall oF 
tyR into a Dungeon Fantasy Roleplaying game product, 
and ultimately Steve Jackson Games was interested 
enough to allow a proposal. My pitch was “I have a 
published book that was a 2-4 hour one-shot; I’d like 
to turn this into explicit Dungeon Fantasy Roleplaying 
game support and expand it to provide more options, 
more agency, and more awesome.”
Then I waited. Patiently, I swear. Much to my 
amazement, they said yes, and we agreed April 1 
was a delightfully horrible date to announce third-
party support for a core RPG product, in this case, 
the Dungeon Fantasy Roleplaying game boxed set. 
The responses were at times extremely colorful, but 
ultimately folks were pleased at the development.
I spent a lot of  frantic time putting the DRagon HeResy 
Rpg into its finished state. I sent it to the printers on 
June 18, launching the Hall oF JuDgment Kickstarter 
on June 19: the very next day. The response to Hall oF 
JuDgment blew me away—thanks for that!
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revisiting the hAll
The expansion of  the adventure enabled me to revisit 
some of  the concepts of  lost Hall oF tyR. It would 
get an expansion and mini-setting. I loved Dungeon 
Fantasy: caveRntown and “Town” in this game got the 
same treatment.
The journey to the Hall was now a core adventure 
segment. This encouraged me to ask Glynn Seal if  he’d 
do cartography (he said yes). Now there’s an amazing 
map the players can consult to figure out how to get 
from A to B…plus four more!
More agency! Less Linear! That required reworking 
plot devices, plus I tossed in three mini-dungeons. Yay, 
content.
The main adventure got a rework for geography, and 
the magic in the Dungeon Fantasy Roleplaying game 
enables different things than the original work. That 
was actually strongly beneficial.

of lengi lAs ekki
That’s “too long, did not read” in Icelandic.
The adventure is in several parts:
Town (called Isfjall). Whether the players are locals 
or visitors, Isfjall has something for you. Having the 
party wander into town in the middle of  a festival 
was a great introductory device. There’s always 
something important going on culturally. That also 
allows the collection of  rumors, and there’s some key 
information that should fall into the player’s hands in 
the table for RumoRs: mission CRitiCal.
Travel. The journey to the Hall is long, and 

reaches into the Frostharrow, a stronghold of  the 
winter faerie. Random encounters by terrain type, and 
a wilderness survival section that is fast and simple to 
resolve, but makes “man vs. nature” a real thing. You’ll 
be glad for your barbarian or scout. And a cleric or 
druid with Purify Food and Purify Water.
Explore the Ruins. Easily bypassed…but if  the 
players come to Logiheimli, there’s great info to be had 
there as to why rediscovering and opening the Hall is 
important to Norðlond itself. Maybe the whole world, 
because “that’s always the story.” (tHe mummy RetuRns, 
2001)
The Dómstóllinn. More Icelandic. Dómstóllinn is 
pretty much literally “seat, hall, or throne of  judgment” 
in that language, and it’s a magical place. Why would 
the God of  Law come down to the mortal realm to chat 
with even his favorite priests? The Hall oF JuDgment is 
actually in the realm of  the gods itself. And somehow, 
a demon got in. So the Law God, with help from the 
God of  Thunder, and the Lord of  Warding (and yeah: 
that’s Tyr, Thor, and Heimdallr with the serial numbers 
lightly etched off  for portability) sealed off  this vital 
conduit to their people, and Norðlond has suffered 
ever since. If  the players can redress the balance, the 
reward will be…well, more well than you can imagine.
(Say it with me: “I don’t know: I can imagine quite 
a lot!”)

More Where this CAMe froM
As one might imagine, this isn’t my only idea, nor my 
only adventure set in Norðlond. If  it continues to do 
well for me and for Steve Jackson Games, I hope to 
do more. In fact, I hope that it does so well for both 

that the demand for such things is insatiable, at 
least insatiable by only me. A rising tide lifts all 
longships, so grab your axe and come on board. 

There’s raiding to be done!



12121212

Hall of Judgment
 Snow War (January). Another holiday unique to 
Isfjall, held one month aft er the Winter Solstice. The 
town divides randomly into two teams, designated by 
colored cloth given to each ( purple or  green). Each day 
for three days, teams will meet on the fi elds of  battle, 
armed with a padded wooden buckler and a snowball 
launcher. As the “fields of  battle” can be nearly 
anywhere, visitors must be cautious lest they fi nd 
themselves in a swirling but merry snowball fi ght. The 
victors of  the three-day war are given a copper farthing 
stamped with the runic symbol R; no one is quite sure 
why. The farthings from repeat 
victories are typically strung 
onto a necklace and worn as 
casual adornment.

 Husband’s Day (January). 
The culmination of  the Snow 
War ends with “Husband’s 
Day,” a tradition where wives 
will pamper their husbands 
with a special meal, an 
evening on the town, or other 
kindnesses. For the unmarried, 
a small weaving or carving 
might be given to a prospective 
partner, indicating interest 
or favor.

 Valiblot (February). Also 
known as the festival of  
love, this is celebrated with 
a cold meal washed down 
only with water: cups of  ale 
or mead are fi lled, then poured out in sacrifi ce. The 
gatherings are usually very small, with only immediate 
family present. A toast is off ered to lost love and 
companions. Each member of  a family is expected to 
state grievances and insults that have been suff ered, 
and pledge to let one go unremarked and unavenged, 
and to attempt peaceful redress for another. The day 
honors the Queen of  the World.

 Wives’ Day (February). The weekend following 
Valiblot is Wives’ day. Husbands and prospective 
partners will gift  their wives or love interests with 
fl owers and hand-made craft  pieces of  little practical 
value, but of  great artistic and personal worth.

 Winter Games (February). An entire week, starting 
one month before the equinox is spent in riotous 
competition. Nearly anything that can be competed 

against, or for, will occur, with extensive wagering 
and trash-talk occurring all week. The fi nal day of  the 
games is celebrated with a famous boat race, beginning 
in Wodenheim and ending at the docks of  Isfjall. The 
victorious team is richly rewarded by the hajarl…and 
hotly sought aft er in the next season’s summer raids!

GOODS TO BUY AND SELL
The Norðlonders are top-shelf  mercantilists. They 
journey, buy, sell, and trade all over the world, using 

surprisingly fi t deep-hulled ships (called knarr) to 
voyage over long distances.

The price lists, rules for used and new items, and 
which items available are as listed in CHAPTER 7 of  

ADVENTURERS, with the following notes.

 WEAR YOUR WEALTH

Norðlonders love their bling. Golden torcs, weapons 
engraved with runes or embellished with non-
functional silver inlay, and fi ne clothes with precious 
metals or gems sewn into them as ornamentation, or 
as jewelry, are ostentatiously worn and appreciated.

Frugal adventurers will be given a gimlet eye; wearing 
“serviceable” gear while a bulging purse belies your 
status is frowned upon.
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As such, while “serviceable” items of  basic cost and 
quality are of  course available in every shop that 
sells such, adventures will fi nd Ornate items much 
more commonly off ered. It is legitimately fi ne work. 
Weapons and armor of  high quality and great beauty 
are quite common. The trick can be fi nding basic gear, 
especially if  one is looking for cheap items.

Shopping Notes:  Status-implying items such 
as weapons, armor, clothes, and adornments 
on display have an additional cost factor of  
1d-1 in common stores, and 2d-2 in high-
end ones. This will be a combination of  
Balanced (+4 CF), Dwarven (+4 CF), Fine 
(+2, +3 for swords and fencing weapons, +9 
for other cutting or melee weapons). The 
Ornate modifi er is extremely common. 
It’s cheaper to get “blinged-out” weapons 
and armor in Isfjall and Norðlond than in 
other places: apply a 15% price reduction 
to mundane items with the modifiers 
above; this does not affect value (for 
example, its capacity as a Power Item).
Silver-Coated (+2 CF) weapons are 
common, but the silver is deeply inlaid in 
knotwork and other patterns rather than a 
uniform coating.

THIS IS A SHIELD!

Most shields in Norðlond are made with a buckler 
grip rather than strapped to the arm. They tend to be 
round or kite-shaped, with an iron boss, and a handle 
or leather straps used as a handle. The fi ghting style is 
very distinctive.

The Norðlonders take great pride in their shield-
making, and will discuss the particulars of  diff erent 
types of  wood, methods of  craft ing, which animal skin 
makes the best facing and edging, handle shape, and 
can very easily drone on and on about the ins and outs 
of  the craft  with an alarming regularity.

Shopping Notes: Regular strapped shields cost 
100% more and are available by special order.

 Norðlond Battle Shield. The typical Norðlond 
shield is very light and very well made, with 
thin plies of  wood butted together with 
animal or milk glue, tapered at the edge, and 
faced, backed, and edged with parchment-
thick animal hide. They are very light and 
very expensive. Treat it as a Fine Medium 
Shield: $600; 8 lbs.

A PLACE LIKE ANY OTHER
The notes under GOODS TO BUY AND SELL are 
designed to add cultural fl avor to the place by 
making some items rarer than others, along 
with some bargains to be had. They’re based 
on a vaguely Viking-ish sense of what was 
used and what wasn’t, with a dose of fantasy 
and “could have been” mixed in. This means a 
lot of embellished weapons and armor, very 
little plate, and remarkably few two-handed 
swords, for starters.

If that’s not what you want or need, just use 
the price lists and availability from ADVENTURERS 
unmodifi ed and get on with the game!

Regardless, do not apply any price changes to 
the cost of starting gear!
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LogiheimLi Ruins

LogiheimLi Ruins
Sitting against the first significant line of  hills on the 
western border of  Norðlond, at the very edge of  the 
Vsturham range, lies the ruins of  a village and fortress. 
Hundreds of  years of  erosion, weathering, and neglect 
have reduced the once sturdy settlement into a shadow 
of  its former self. A shadow haunted by the walking 
dead. The area is sparsely forested, but low shrubs 
and other wild growth have covered what was once 
one of  the principal holy sites in Norðlond…and is 
now a wasted ruin.

The ForTress and Barrows
There are two important areas around Logiheimli: the 
fortified village itself, and the nearby barrow complex 
made for those that left on quest for the Lost Hall, and 
never returned. Not every building holds danger or a 
surprise, but some do.

Approaching the ruins, the most prominent feature 
is the eroded low wall. The ruins are vaguely oval 
in shape, but hundreds of  years of  erosion and 
weathering have left relatively few distinct “men built 
this” signs. One sees the wall itself, the stone pillars 
that held the gates, and the classic ditch structure.

When the ruin was thriving, it would have been a 
formidable barrier; now, only remnants of  trails (less 
vegetation and bramble) remain, plus those features 
that water, wind, and time could not destroy.

Challenge. The ruins are infested with undead, 
including ghouls. The skeletons and zombies are 
powered by the force of  evil runes that were carved 
into three obelisks by demon cultists. The ghouls and 
skeletons will try and kill any living creature that 
gets too close; ghouls in particular long to feast on 
human flesh.

wandering Bones
The dead at Logiheimli are rather more active than 
they should be. This “danger zone” extends to 1.5 
miles for each hour of darkness: roughly 12 miles 
during the height of summer, and 24 miles from the 
ruins in winter. Roll every night for an encounter: the 
party will encounter a group of 1d skeletons on a roll 
of 8 or less on 3d. 
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FANTASTIC DUNGEON GRAPPLING
Grappling is a core function of  both armed and unarmed combat, and nearly every combat style employs 
techniques to manipulate your foe. Animals and monsters are particularly fond of  grappling, as it is a 
necessary part of  eating your face.

This section enhances grappling combat within the dungeon fantasy Rpg. The rules follow a few basic 
principles, and the first and most important is that grappling uses the same kinds of  die rolls and 
mechanics as primary weapons, notably including the damage roll. These rules replace those for grappling 
found  in exploits pp. 40-41.

GraPPliNG attacKs
If  you have an empty hand or a suitable weapon, you 
can grab foes or their equipment. You must be able to 
reach your foe to grapple!

Each attempt requires an Attack, All-Out Attack, or 
Move and Attack maneuver, and is considered an 
attack where that matters. If  your opponent is lying 
down, kneeling, or sitting, you must kneel or lie down 
unless your rival’s Size Modifier is two or more greater 
than yours or you have grappled one of  their limbs. You 
may crouch, kneel, or lie down as the step (exploits, p. 
33) component of  any flavor of  maneuver that allows 
a step.

Unarmed Grappling Attack. Roll against DX or a 
grappling skill—Judo, Sumo Wrestling, or Wrestling—
to hit. There are no hit location penalties to develop an 
already-established grapple.

Armed Grappling Attack. Roll against DX-2 or an 
appropriate Melee Weapon Skill-2 to hit. The weapon 
must have a suitable hook or grappling feature in order 
to retain control in the face of  a retreating foe.
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dx iQ htst

Damage

Basic Lift

 HP

Will

Per

Ground Move

Water Move

Basic  Speed

Basic Move

 FP

Parry Dodge Block

Control Thresholds 

1/10 1/3 2/3 CM >CM

DR

Bandit
Mundane (SM: 0)

Bandits rove in gangs and are sometimes led by much more 
capable miscreants.

Not all bandits are strictly and selfishly evil. Oppression, 
drought, disease, or famine can often drive otherwise honest 
folk to a life of  banditry. Some grow to love it, though—and 
they are evil, with traits like Bloodlust, Callous, and Sadism 
being common.

While the fighting itself  is not considered dishonorable 
so long as the victims are slain in battle, bandits are the 
universal targets of  vengeance pacts, and while not strictly 
in the same class as thralls, are usually killed on sight 
if  possible.

Attack-[Skill] Damage Reach Notes

Axe-12 1d+4 cut 1 Parry-9U*

Spear-12 1d+1 imp 1 Parry-9*

Short Bow-12 1d-1 imp/ 1d-1 
pi(2)

180/240 Acc 1; Shots 
1(2); Bulk -6

Punch-12 1d-2 cr C Parry-9*

Kick-10 1d-1 cr C,1 No parry

Grapple-11 1d-1 ctrl C 2H Parry-8

Attacks

• Axe/Mace, Bow, or 
Spear-12

• Brawling-12
• Intimidation-9
• Knife-12
• Scrounging-10 

• Shield (Buckler)-12
• Stealth-10
• Streetwise-9
• Survival (Mountain)-10
• Survival (Woodlands)-10
• Wrestling-11

Skills

• Bad Temper (12) 
• Bloodlust (12)

• Bully (12) 
• Code of Honor (Outlaw’s) 

Traits

12 111011

9U* 2107*

1 4 13128 1112

5.5

58

81d-1/1d+1

29

4 (light enc)

1

Item Value Weight

Heavy Leather Armor $450 36 lbs

Pick one of

   Axe or $50 4 lbs

   Spear and $40 2 lbs

   Small Buckler $40 8 lbs

  or

   Shortbow and $40 1.5 lbs

    Quiver + 20 Arrows $55 3.5 lbs

Equipment and Treasure
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Basic Move
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Parry Dodge Block

Control Thresholds 

1/10 1/3 2/3 CM >CM

DR

Bandit chief
Mundane (SM: 0)

Through misfortune or malfeasance, the bandit has been 
labeled an outcast by society and must live by preying on it. 
This is well beyond the normal “I went raiding this summer” 
behavior common and accepted by all Norðlonders; they 
did something wrong.

The bandit chief  has assembled a motley gang of  followers. 
Some troops are only a few individuals; larger troops of  
up to 20 are possible (that’s the crew of  a medium-sized 
longship) but unusual.

The chief  himself  is going to be a canny, vicious individual 
with limited scruples and a vast sense of  greed. They are 
capable, tactically wise (or else they’d be dead already), and  
have a keen sense of  survival.

The bandit chief  presented here is has a mix of  mundane 
and magical abilities, just to shake things up. The spells are 
mostly survival-oriented rather than combative; they help 
the troop deal with food, water, and warmth. Plus Wizard 
Eye for recon.

Attack-[Skill] Damage Reach Notes

Axe-16 2d+2 cut 1 Parry-12U*

Knife-13 (thr/sw) 1d imp/ 
2d-1 sw C, 1 Parry-9F*

Spear-16 1d+2 imp 1 Parry-12*

Punch-14 1d-1 cr C Parry-11*

Kick-12 1d cr C,1 No parry

Grapple-13 1d ctrl C 2H Parry-10

Thrown Axe-15 2d+2 cut 14/21 Acc 2; Bulk -3

Attacks

• Armoury (Melee 
Weapons)-13

• Axe/Mace-16
• Brawling-14
• Intimidation-11
• Leadership-12
• Main Gauche-13 
• Observation-11
• Scrounging-12

• Shield (Buckler)-15
• Spear-16
• Stealth-12
• Streetwise-11
• Survival (Mountain)-12
• Survival (Woodlands)-12
• Tactics-11
• Thrown Weapon (Axe)-15
• Wrestling-13

Skills

Monster Notes: Bandit Chief

The bandit chief is wearing brigandine on the torso, but only heavy cloth (DR 2) on the 
legs, but a DR 6 plate helm for a total DR 8 on the skull. His axe has a lanyard and he 
will start with spear and shield at range, and if things get dicey, will drop the spear and 
Ready the axe.
*The Norðond Battle Shield adds +2 DB to this active defense when readied.

If more variety is sought, the bandit chief was built on 200 points…anything goes!

• Combat Reflexes
• Magery 1
• Bad Temper (12) 

• Bloodlust (12)
• Bully (12) 
• Code of Honor (Outlaw’s) 

Traits

14 121213

12U* 5139*

1 4 15149 1214

6.25

613

131d/2d

39

4 (light enc)

1

Monster Notes: Bandit

The bandit is meant to be a solid “mookish” threat, mostly dangerous in ambushes and 
in large numbers. Weak bandits simply die in the wastes of Norðlond. For more variety, 
use any 50-point humanoid character as a basic bandit.

The bandits are usually patrolling or marauding in groups of 2d individuals, and they 
take much care to hit and run where real warriors cannot find them. The bandits here 
represent those raiding farmers; a successful hit on a small group of warriors might 
yield a few more shields, a mail shirt or three, and better weapons.

*The Small Buckler adds its +1 DB to this active defense when readied.

• Apportation-11
• Create Fire-11 
• Decay-11 
• Ignite Fire-11 
• Keen Vision-11 

• Purify Food-11 
• Purify Water-11 
• Seek Water-11 
• Test Food-11 
• Wizard Eye-11

Spells

Item Value Weight

Brigandine (DR5) $1,890 21 lbs

Heavy Cloth (Legs; DR 2) $112 9 lbs

Plate Helmet (Head; DR 6) $625 5 lbs

Norðlond Battle Shield (Buckler; DB +2) $600 8 lbs

Axe $50 4 lbs

Spear $40 4 lbs

Short seax (Long Knife) $120 1.5 lbs

Equipment and Treasure
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1/10 1/3 2/3 CM >CM

DR

14 1014

raGnar raGnarSonSSon
245-point Dwarf Knight

Ragnar Ragnarsonsson (his grandfather was also Ragnar) 
is not a proper dwarf. He’s bald, which is normal enough, 
but also doesn’t have a beard (though bringing this fact up 
is a good way to start a brawl). He doesn’t like ale. And he’s 
greedy—not just in the usual grasping dwarven way, but 
so greedy that the other dwarves felt that lad had a bit of  a 
problem. He’s no fan of  mining, either, despite a great talent 
for it. There’s really only one thing for an unpopular, most-
undwarflike Dwarf  to do: take up a life of  adventuring.

He was going to get right on that one of  these decades, 
too, but then his relatives dug a little too deep and a giant 
demon lord laid waste to his ancestral home. The big bugger 
also snapped Ragnar’s leg, a wound that has never quite 
healed properly, and he’s vowed revenge. He took up his 
grandfather’s axe, and some provisions, and scrounged up 
a bunch of  useful tools, and some pieces of  armor that the 
Home Guard didn’t need anymore, and a right big shield, 
and a wheelbarrow to carry it all, and took off  for fortune 
and glory.

But mostly fortune.

[40] [0][80]

(Axe)

14*

• Armor Mastery [5]
• Born War-Leader 2 [10]
• Combat Reflexes [15]
• Tough Skin 1 [3]
• Dwarven Gear [1]
• High Pain Threshold [10]
• Lifting ST 2 [6]
• Night Vision 5 [5]
• Penetrating Voice [1]

• Pickaxe Penchant 4 [20]
• Rallying Cry [5]
• Resistant to Poison 6 [6]
• Sacrificial Block [1]
• Sacrificial Parry [1]
• Shield-Wall Training [1]
• Trademark Move [1]
• Weapon Master 

(Axe and Shield) [25]

Advantages
• Code of Honor (Soldier’s) 

[-10]
• Compulsive Carousing (12) 

[-5]
• Greed (6) [-30]
• Obsession (Slay Demons) 

(12) [-5]

• Overconfidence (12) [-5]
• Sense of Duty (Adventuring 

companions) [-5]
• Stubbornness [-5]
• Wounded [-5]

Disadvantages

• “A *proper* Dwarf would have <insert wild exaggeration here>” [-1]
• Bald as an egg and can’t grow a beard.. [-1]
• ..and will absolutely get all in your face if you bring it up. [-1]
• Doesn’t Like Ale (prefers wine) [-1]
• Over-prepares for any expedition [-1]

Quirks

• Armoury (Body Armor)-11 [4]
• Axe/Mace-19† [4]
• Brawling-15 [2]
• Carousing-14 [1]
• Climbing-13 [1]
• Connoisseur (Weapons)-12* 

[2] 
• Fast-Draw (Knife)-15** [1]
• Forced Entry-18† [1]
• Hiking-13 [1]
• Knife-14 [1]

• Leadership-12* [2]
• Prospecting-14† [2]
• Shield (Shield)-16 [4]
• Strategy (Land)-11* [2]
• Tactics-11* [2]
• Thrown Weapon (Axe/Mace)-

19† [2]
• Two-Handed Axe/Mace-19† 

[4]
• Wrestling-15 [4]

*Includes: +2 from ‘Born War-Leader’
**Includes: +1 from ‘Combat Reflexes
†Includes: +4 from ‘Pickaxe Penchant’

Skills

Attack-[Skill] Damage Reach Notes
Punch-15 1d-1 cr C Parry-11*

Kick-13 1d cr C, 1 —

Wrestling-15 1d+2 ctrl C Parry-11

Axe (1H)-20 2d+8 cut 1 Parry-14*

Axe (2H)-20 2d+9 cut 1 Parry-14

Shield Bash-16 1d+2 cr 1 —

Shield Rush-16 slam+5 cr C —

Attacks

12*
(light enc)

10*

1 1711514

1d+2/3d-1

51 lbs

4 (light enc.)

1

10

10

14
[40]

(See Notes)

8

17

 6 [-5]

7.00

[9]18
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Item Quantity Weight Value

Heavy Leather Armor (DR 2, 
Full Suit) 1 36 $450 

Segmented Plate Breastplate 
(DR 4 Body, Front Only) 1 12.6 $473 

Segmented Plate Gauntlets 
(DR 4, Hands Only) 1 2.4 $90 

Segmented Plate Helmet (DR 4, 
Skull Only) 1 6 $225 

   Helmet Lamp 1 2 $100 

    Oil (per pint) 1 1 $2 

Segmented Plate Sollerets (DR 
4, Feet Only) 1 8.4 $315 

Axe (Fine, Balanced, Dwarven) 1 4 $810 

Hatchet 1 2 $40 

Large Shield 1 25 $90 

Pouch (1.52 lbs, $183) 1 0.2 $10 

   Copper Coin 8 0.16 $8 

   Personal Basics 1 1 $5 

   Silver Farthing 8 0.16 $160 

Wheelbarrow (165 lbs, $722) 1 18 $60 

   Backpack, Frame (33 lbs, 
$355) 1 10 $100 

    Elven Rations 9 4.5 $135 

    Oil (per pint) 1 1 $2 

    Rations 9 4.5 $18 

    Sleeping Fur 1 8 $50 

    Tent, 1-Man 1 5 $50 

   Barrel (60 lbs, $65) 1 20 $65 

    Water (per gallon) 5 40 $0 

   Crowbar 1 3 $20 

   Group Basics 1 20 $50 

   Pickaxe 1 8 $15 

   Rope, 3/4" (10 yds) 1 5 $25 

   Sack 4 12 $120 

   Shovel 1 6 $12 

Equipment [265.92 lbs, $3500 (Medium Enc*)]

Designer’s Notes

Ragnar hasn’t spent as many points on weapon skills as the Knight template normally 
allows; instead he’s put those point into Pickaxe Penchant, raising multiple skills more 
efficiently—he’s still just as skilled as you might expect a Knight to be. His five quirk 
points were all spent on gear; he’s got very impressive armor for a starting Delver 
(enhanced by his Armor Mastery advantage) and is well-equipped for carrying loot 
out of a dungeon. Greed is his overriding personality trait; this is a Dwarf who will only 
ever pass up an opportunity for coin if it means betraying a companion (something he’ll 
never do).

Ragnar’s armor is somewhat complicated. He has Tough Skin (DR 1) as a base. Then 
wears layered Heavy Leather (DR 2), and segmented plate (DR 4) on the front of his body, 
his head, hands, and feet. Armor Mastery adds +1 DR to that. His net DR is 8 on the front 
of the torso, hands, and feet, and DR 4 everywhere else but his head, which benefits 
from the extra DR 2 of the skull. 

Ragnar’s Encumbrance levels reflect only the gear he is wearing; see WHeelbArroW, 
Adventurers p.112.

*The large shield adds +3 DB to this active defense when readied.
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Deep in the glacial peaks northwest of  Isfjall, past the 
northwest border of  the realm, a band of  adventurers 
is deceived and nearly destroyed by a powerful Alfar 
sorceress as they pursue raiding stóralfs. Through 
bravery and sacrifice, they retrieve and return a lost 
holy relic. The Tiwstakn: key to finding the legendary 
Hall of  Judgment.

With most of  the hajarl’s warriors and freeholders 
out trying to restore order to Norðlond, a priest of  the 
God of  Law calls for stalwart thegns to venture into 
the Frostharrow, rediscover the Lost Hall, and return 
balance to the land. They must journey into the wilds, 
guided only by their wits, old legends, and a warning:

Strength and Sacrifice from those  
who seek the Domstollinn

Hall of Judgment is an adventure designed 
for the Dungeon Fantasy Roleplaying Game 
by Steve Jackson Games. Within the book you 
will find:

• the toWn of isfJAll, its CustoMs, Culture, And of 
Course, things to Buy And sell

• rules for Wilderness survivAl And A long Journey 
to find the hAll

• the Adventure to find the hAll, inCluding full-
Color MAPs for nAvigAtion And enCounters

• fantastic dungeon gRappling, A griPPing 
rules QuiCk-stArt

• 16 sAMPle ChArACters And A BestiAry With 30 
CoMPlete CreAtures

Survive the journey
Vanquish your foes

Rediscover the Lost Hall
Claim your reward

a challeNGiNG adveNture For 4 to 6 250-PoiNt characters

THE WAY TO
THE LOST HALL

IS FOUND
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