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ñYe  want ed  old school? You got it, smart 

guy!  T his is the old est  school !ò 

 

 
HackMaster was inspired by the original Dungeons & 

Dragons© game by Gary Gygax and Dave Arneson.  This 
adventure, The Basement of Zenopus, is based on the 
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Eric Holmes, 1977.  
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 A Warning to Players  

What the hell do you think you are doing? If you plan on playing this module and participating in the gore and carnage that it offers you, then you should 
damn well stop reading now! What are you thinking? The information in ALL HackMaster modules is strictly for GameMasterõs (GM) eyes only! 

Attempting to glean clues from this adventure will not only spoil the surprises and excitement of the game but itõs unethical. Reading any further will 
result in harsh penalties and possible banishment from the HackMaster Association (HMA). Be a man (or a woman as the case may be) of honor and put 
this module down NOW! Then step away. And should you choose to ignore this friendly warning then a hex on thee, you scoundrel - A GMõs curse on 
your dice! May they fail you and consign you to an endless cycle of untimely player character deaths! May misfortune hound your every step in the game 

until the end of time! What are you even doing still reading this? We told you to stop five sentences ago! 
 

Note: in the event you later receive your GM credentials and thereby qualify to possess the knowledge contained herein, this curse can be removed by 
sending a sincere 1,000 word apology along with a photocopy of your HMGMA membership card and a check for $25.00 processing and handling to the 

HMA offices. Should the HMA, after reviewing the matter decide to reject your apology, no refund shall be given and the curse will remain in effect. 

  



Basement of Zenopus  

2 

 

Using this Module 
 
As introductory material for HackMaster Basic, this module describes 
the 1st level of an underground dungeon stocked with creature 
encounters appropriate for beginning low-level characters, and its 
challenges utilize many of the new rules.  After a couple sessions, if 
the players get curious about the town and its environs, the Game 
Master can expand the playersõ world with action in and around the 
town, such as investigating the graveyard, or chasing after pirates.  
Future expansion of this product will contain maps of the town and 
the surrounding area, as well as Levels 2 (and maybe 3) of the 
dungeon.  Happy Hacking! 
 

Advice to the Game Master 
 
A few words of advice, for Game Masters both brand-spanking wet-
behind-the-ears new, or old, wizened and encrusted with accumulated 
gaming experience like the barnacles on a Portuguese sardine 
trawleré 

 Read the entire module before letting your players go and ruin it.  
Instead of foisting it off on your players unprepared and ending 
up looking foolish, make sure you know the inõs and outõs of the 
different major encounter areas.   This module has been carefully 
designed to support multiple major and minor story lines.  
Check out the sections on Recent History, Rumors & 
Information and Notable Personalities for further details. 

 Know the rules.  Read the HackMaster Basic rulebook. Then 
read it again.  And take notes this time. 

 Donõt give away the game all at once!  Try to maintain some 
sense of mystery and the fog of war by being vague with your 
descriptions.  Remember, these characters are noobs in a freakinõ 
dangerous world, where everything is strange and unknown, and 
quite probably deadly, as well. 

 Eat either before or after the gaming session.  While pizza is a 
time-honored gaming tradition, nothing is a time-waster like 
going out for a 3-topping deep dish in the middle of everything.  
And while munchies supplied by the players are also time-
honored, they should be non-greasy and high in fiber, to 
maximize the time they are seated at the table.1 

 Be organized.  Have extra paper, pencils, and blank HackMaster 
Basic character sheets on hand.  Keep an extra set of dice you 
can loan to a player who has forgotten their own.2 

 Get your players in the mood.  For the best in blood-pumping 
gaming ambiance, play the theme music from Conan the 
Barbarian, Hawk the Slayer, or The Lord of the Rings during combat.  
However, please use standard modern electrical lighting: candles 
dripping wax or guttering torches are great for setting the mood, 
but left unattended, open flames have claimed more gamers than 
marriage and long-term employment combined. 

 Above all, this is a game3, so have fun! 
 
 
 
 

                                                 

 
1 Rather than seated elsewhere, if you know what I mean. 
2 One that wonõt be harmed by a quick rubdown in alcohol after they leave. 
3 Albeit one that is the most realistic ever created and uses the most advanced 
role-playing technologies known to man. 

 
 

Module Notes 
 Since the lethality of this module has been substantially increased 

from the original, this adventure is best embarked upon by a 
large party of 4 to 6 characters.  There are a number of undead 
and plentiful traps, so one or more Thief and Cleric characters 
are probably good classes to include in a well-balanced party. 

 If the adventuring party is stronger or weaker, add or subtract 
the number of opponents or their hit points to restore balance.  
This is especially important when your players encounter the 
goblins in A3, the skeletons in A4, or the ghouls in A8. 

 Each area description corresponds to a room or other place on 
the map.  The text in gray should be read to the players when 
they are able to see the area.  Of course, if events have changed 
what may be observed, i.e. creatures are no longer present, doors 
are open or closed, then the Game Master should alter the text 
to reflect the current situation.  Encounters and Potential Yields 
are handy ways to track the progress of the characters through 
the module without resorting to easily misplaced notes. 

 The Battlesheets for this module are in a separate pdf.  They 
contain detailed stats and hit points for each creature 
encountered for every area on the map.  When an area with an 
encounter is found, use the Battlesheet entries as a reference 
instead of paging back and forth in the book. 

 This module can be converted to Kingdoms of Kalamar by 
placing it on the shore of Renaaria Bay or somewhere on the 
coast of Mendarn. 

 

 


