
A Word About Caverns
If you are like me you have never given caverns
their due in your game. To help you make caverns
unique and exciting (and different from your
dungeons), we have included two articles that can
assist in familiarizing you with caverns and how
to explore them. It also might be worth your while
to read about climbing and falling in the rules of
the gaming system you are using because they
will show up a lot here. Falling is the number one
accident cavers have and the Bits reflect some of
this danger. However, we have designed Bits of
Darkness: Caverns to be a �Buy it Today, Play it
Tonight� product and you don't have to spend a
lot of time reading the articles before you play.
They are there in case you want them, as a resource
for you!

If you expect to have a lot of caverns, it might be
fun to plan a trip to a nearby cavern as a group.
We had fun with that prior to doing this project.
However, even today caves can be places of great
danger and you should only enter into their
mysteries in the company of an experienced caver.
Therefore, keep your players and yourself safe by
limiting your expeditions to caves that have already
been explored and offer tours for you to enjoy in
safety. If you don't have time for �field trips,� you
could also have your players gather around a
computer and oooh and aaah over the spectacular
images at the highly-inspirational Virtual Cave
(www.goodearthgraphics.com/virtcave.html). It
would be a good visual prelude for what their
characters might see.

If you are familiar with Bits of Darkness: Dungeons,
you will find the introduction to this product
substantially similar. A couple of observations have
been made since we introduced our first product,
however, and you may find those of interest. If you
are new to the Bits of Darkness series then we
hope this introduction is useful to you.

� The Overlord
The Harried Game Master

Have you ever lamented not having the time you
want to spend on your game? Have you had friends
call up when you didn't have anything ready and
say, "Hey, let's play tonight. I had a rough day
and I want to kill something"? Welcome to Tabletop
Adventures� line of products for the Harried Game
Master. These Shards and Bits are created for
your convenience, as a time-saving but game-
enhancing device. It seems that the more rushed

or frazzled the GM becomes, the more mechanical
the game tends to be. With these Shards and Bits,
you can focus on the crunch. We provide the fluff
and atmosphere, giving you the best of both worlds
even in a pinch.

One thing we had noted in some games and
modules was that if a room in a dungeon or a
chamber in a cavern was merely empty, it often
had very little description. If the GM or module
actually described something, it was usually
significant to the story. This occasionally produces
interchanges like: �You see a broken arrow lying
on the floor.� �We draw our swords and fan out!�
�Why?� asks the GM. �Uh, we have a psychic
premonition that something important is
happening?�

While experienced gamers may not be so obvious
about their reactions, they still tend to have a
general knowledge that something important is
about to happen and their demeanor changes
accordingly. Now, instead of saying "There�s nothing
here," a GM can whip out one of our descriptions
and say, "Lying near the side wall is a backpack
that has been slashed to ribbons by a set of sharp
objects set parallel to each other [claws]. There
are stains on the pack, and if you look closely you
can see an old, faded smear leading from that spot
to the opposite entry [blood]." There is still effectively
nothing there, but it's a little more exciting for the
players and keeps up their level of interest. It is
no longer just �another empty room.�

Description is also a very important part of
adventuring in caverns. In a cave, nothing is ever
�just an empty room.� Every location has some
natural feature that makes it unique. It�s difficult
to give the feel of a cavern without some kind of
description for each place, and that�s where our
product comes in.

What Are Shards and Bits?
Shards and Bits should be viewed as small pieces
of an adventure. Bits are tiny pieces of description
that can be thrown in anywhere to provide �color�
or add a little excitement to what might otherwise
be a dull spot. Shards are longer and more
elaborate, meant to be selected rather than added
randomly. They can describe a specific place or
set a feel for an area.

This tool provides the GM with a way to stimulate



the characters� senses and the players� imaginations
without having to use game-changing information.
The descriptions can give players a �feel� for a
situation, a better image of what is happening or
what their characters are experiencing without all
of those experiences leading directly to combat or
treasure. While these bits are not intended as
occasions for combat, they can enhance role-
playing by encouraging character building, reaction,
and interaction.

How to Use this Resource
Bold print is to be read to the players; light
print is for the GM. One thing to remember in the
use of this product is that the Bits are here to add
drama. Therefore, delivery is important. When you
are reading the Bits they will be much more effective
if read as a storyteller might tell them. The way
you choose to deliver the Bits of Darkness can
make all the difference in the world.

In addition, most of these Bits assume that
someone in your party has normal or low-light
vision and requires the use of lighting. The Cavern
Bits are written as if the adventurers have a light
source with them. If your entire party has
darkvision and no one is using a light, you should
be aware that some of the Bits may need
adjustments.

As with our previous product, these Bits of
Darkness have been numbered so that a GM can
roll percentile dice and randomly generate a dash
of description to put into an adventure. Indexes
are provided in case a Bit is needed to fit a
particular situation.

These descriptions need not be followed verbatim.
The GM should feel free to adapt them however
he or she needs in order to use them to greatest
effect. For instance, if a body of a fallen adventurer
is described, the GM could add to the description
of the body so that it fit into the story that was
being played out. Similarly, there may be
�whisperings� that are heard by adventurers. (Or
are their ears just playing tricks on them?) In this
case the whisperer could be the spirit of someone
who has fallen to a monster ahead. The spirit
could even re-appear with a personality if the GM
wanted to add it to the story. If the GM has set
an orcs� lair in a cavern and drums are heard in
the deep, when the orcs are finally discovered
perhaps there are drums in their lair. Even that
is not necessary. These Bits are for whatever you

want! If a piece sparks your imagination (or that
of your players) and you want to build on it, then
go for it.

Another consideration is that, while most Bits do
not add encounters, in some situations a minor
encounter is possible if the GM allows it. In these
cases you will find the information you need for
an encounter in the printed text of the work or in
the Appendix. This is for your convenience so you
do not have to be suddenly scrambling for a book.
These statistics are written using material from
the System Reference Document but they can be
modified relatively easily to other systems and
their use is totally optional.

These pages can be printed out on regular paper.
However, the final pages are formatted to be printed
on card stock. As cards they can be shuffled and
drawn randomly during play or sorted ahead of
time, with the GM selecting certain Bits for use
and placing them with the appropriate map or
other materials. If you don�t want to work with
cards, you can roll randomly and read the
description to the players, or write the appropriate
number in the room or hallway of the GM's map
and refer to it when the party arrives there.

We have taken care so that the descriptions can
be used to enhance most settings without
�clashing� with your existing campaign or
information. Some mechanics are offered for your
convenience in places, but you should feel free to
adapt them to either the circumstances or game
system as needed. Similarly, if you should roll or
draw a �bit� that doesn�t seem to fit your game or
the situation, simply roll or draw again and use
another. These are made for you, to ease the lives
of Harried Game Masters everywhere.

I would be happy to hear any comments or
suggestions you may have. Please send them to
me at overlord@tabletopadventures.com. If you
have problems or complaints, on the other hand,
please contact our Complaint Department at
executioner@tabletopadventures.com.
Thank you.

Enjoy, have fun, and create fun for others!

The Evil Overlord and his minions
�er�I mean,

the good people at Tabletop Adventures
www.tabletopadventures.com


