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FOREWORD

This adventure was designed around the Shitlord: The Triggering rules. Those rules can be 
found at: http://www.lulu.com/shop/e-reagan-wright/shitlord-the-triggering/ebook/product-
22870269.html 

or if you want the physical copy:

http://www.lulu.com/shop/e-reagan-wright/shitlord-the-triggering/paperback/product-
22864222.html

However, with a little work, you could convert it to your favorite OSR system. Shitlord: The 
Triggering is based somewhat on Swords & Wizardry, so I will be included ascending and 
descending Armor Class (AC) for the new monsters. Any pre-existing monsters from Shit:T 
will be referenced by placing the name of the monster in bold with the page number from 
Shit:T next to it. For example:

You slowly open the iron door and find 6 fishmouths (66) coloring their hair. They turn and 
and scowl at you, their beady eyes full of hate.

INTRODUCTION

The Bronze Emperor will rise! That thought is what keeps you going in your quest to rid the 
Starfield Republic of the evil of the Cult of the Blood Moon. You are looking for allies to assist 
you with your quest to awaken the Bronze Emperor. You have heard of an incredibly wealthy 
group called the “Review of Nations” that supposedly opposes the Cult of the Blood Moon. 
However, you have also heard that they oppose the Bronze Emperor. You are going to their 
headquarters to find out the truth. You have decided that the great wealth of the Review will 
serve the Bronze Emperor one way or the other...

NOTE FOR THE GM

If, when running this adventure, you find that the combat is too easy, consider throwing in a 
horde of cuckers (62) as allies to whatever the party is fighting.



Each square is 10 feet by 10 feet

RANDOM ENCOUNTERS (roll 1D8 every 10 minutes in game)

1. 2D4 cuckers (62). They attack on sight, gibbering about protecting their wife's son. They shriek and fight 
among themselves so much that no one will investigate the sounds of a fight.

2. 1D6 goblins (67). They are cleaning the walls / floors (poorly) and will ignore the players, unless the players
speak to them first. If each goblin is paid a gold piece, they will give accurate information about a nearby room. 
Otherwise, they lie. They flee to G if attacked.

3. 1D4 zombies (80). The re-animated remains of former contributors to the Review. They attack on sight. If 
the fight occurs with 20 feet of a room entrance, the beings in the room investigate with 1D4 rounds.

4. 1D2 lizardmen (71). They are trying to fully subvert the Review to be 100% pro-Cult of the Blood Moon. 
They are easily fooled, if the party nods and agrees with them, they will leave peacefully.

5. 2D6 beetles, giant (60). The Review is behind on their exterminator payments. Bringing proof of their 
demise to an occupant of a room and it will improve their attitude toward you.

6 & 7. No Encounter.

8. 1 Golem, Cheese Puff. There is only one of these monstrosities. Once it is dealt with, treat a roll of 8 on this 
“Random Encounters” chart as “No Encounter”.



ROOM DESCRIPTIONS

This entire building has stone floors, wooden doors, 
and 10 foot high ceilings (unless otherwise specified). 
The rooms are well lit with plenty of torches on the 
wall, but the hallways are dimly lit. You might want to 
bring your own light sources, folks!

A. This is the entrance to the headquarters of the 
Review of Nations. The iron door is unguarded and 
swings open silently. A simple push on the door fully 
opens it, even though the size of the door suggests 
that it should be more difficult to open. A strange 
orange dust covers the floor just inside the door. If 
someone tastes it, they find it delicious.

B. The door is locked. If the players are unsuccessful 
in their initial attempt to open the door (whether by 
picking the lock or kicking the door down), the 
inhabitant, Charlie the Hammer pulls the door open 
and welcomes the party in. If an Acolyte of Harambe 
speaks up too much about Harambe, Charlie the 
Hammer's opinion of the party goes down and he may
attack. If the party can convince him that the Bronze 
Emperor will not only be good for the Starfield 
Republic, but also the tiny nation from which Charlie 
hails, he will disarm the trap and give them half the 
wealth found in room C. The walls of this room look 
like a giant war drum. If Charlie attacks the party and 
is near the wall, and his hammer attack misses, he will
hit the wall. The sound will (((echo))) throughout the 
room and cause 1 hp damage to everyone in the 
room, including Charlie, unless they are unable to 
hear.

C. The door to this room is looks like the door to a 
bank vault. Strange arcane symbols appear all around 
the door. There is a pressure plate right in front of the 
door. If the trap is not disarmed, the character that 
steps on the pressure plate is shot with arrows that 
come out of small holes in the arcane symbols. On a 
failed saving throw, the character takes 2D6 damage 
from the arrows. The entire room is decorated with 
ceremonial weapons and images of war, yet 
everything is immaculately clean. No dust or blood 
anywhere. Within the room are two Rubies, each 
shaped like a giant droplet of blood, sitting on a solid 
gold altar. If you take both the rubies, together they 
are worth 300 gp. If you only take one, it is worth 150
gp.

D. Dozens of yellow smiling faces adorn the walls of 
this room. Sitting at a desk surrounded by hundreds 
of noisy pneumatic tubes is Gold Jonahburg. He is 
constantly writing and putting the finished papers in 
the tubes that are disseminated all across the Starfield
Republic. He will greet the characters cautiously, but 
will call the Cheese Puff Golem if the characters 
threaten or attempt any violence. If the players can 
convince him to support the Bronze Emperor, he will 
support the Bronze Emperor (cautiously) in his future 

writings. If the characters attack him, use the stats for
a Human, Sergeant-at-Arms (70). Under his desk is
a dingo, (use the stats for a wolf (80) to represent 
the dingo) that will fight to the death for Gold 
Jonahburg. The dingo only attacks if Gold Jonahburg 
orders it. Otherwise, it is friendly. Maybe too friendly. 
If Gold Jonahburg is killed, the tubes become silent 
and cease functioning.

E. This is the Cheese Puff Golem storage room. Upon 
entering the room, roll on the “Random Encounter” 
table. If not already dealt with, the Cheese Puff Golem
comes up on a roll of “No Encounter” or an 8. The 
walls and floor are covered in orange dust. An orange 
dust encrusted sack sits in a corner of the room that 
contains 777 gp. Each piece is covered in orange dust,
so a thorough cleaning will need to be done until any 
merchants will accept the gold.

F. The bodies of former contributors are stored here, 
in case the Review of Nations needs any guards. The 
stench of death is thick here and after being in this 
room for more than 30 seconds, the characters must 
succeed at a saving throw or vomit. Burning the 
bodies or giving them a proper Harambian burial will 
prevent any more zombies (80) from being 
encountered, turning a roll of 3 on the “Random 
Encounters” chart into a “No Encounter”.

G. Lou Richly sits upon a golden throne within this 
room, with 1D4 cuckers (62) bowing down and 
worshipping him. All the walls and floors are pure 
gold. If goblins (67) make it here and warn Lou of 
the attackers, he will prepare for battle. If is alerted in
any other way, he will still prepare for battle. The first 
change will be that if any “No Encounter” roll becomes
a roll of 1 or 3; GM's choice. Secondly, the door will be
locked. Finally, as soon as the door is opened, Lou and
the cuckers (62) charges the characters with no 
warning. No quarter will be offered or given. 
Otherwise, the door is unlocked. Upon entering, Lou 
will speak to the characters politely. If he realizes that 
they are pro-Bronze Emperor, he will ask them to 
disavow the Bronze Emperor or leave. If the 
characters refuse, he attacks. He cannot be converted 
to be pro-Bronze Emperor. If brought to less than 25%
hit points, he will surrender. Upon capturing him, he 
will tell them the secrets of areas H & I if they promise
to take the items and leave forever. If killed or 
searched, he has 3 random Bullshitter scrolls of 2nd 
Level on his body. He will not willingly give them to 
the characters or even mention that they exist.

H. A large sign hangs in front of this intersection 
declaring the anything beyond it is “Off Limits”. Only 
Lou Richly and cleaning goblins knows what lies 
beyond the sign. There is a pit trap that is 15 feet 
deep just behind the sign. If the trap is not detected, 
on a failed saving throw, the character falls in and 



takes 1D6 damage from the fall. Each door between H
and I is locked and trapped spikes that come out of 
the wall next to the door when stepping on a pressure 
plate in front of the door. The spikes do 1D6 damage 
and take a full minute to reset. A party could trigger 
the trap with a ten foot pole and then go through the 
door safely, as long as it is within the reset time.

I. Upon gaining entrance to this room, there are three
ornate chests that are locked, and trapped. The trap is
a poisoned needle on the lock that is save or die. 
Within each chest is an item and 500 gold. The three 
items are Derby's Shire, the Birch Staff, and Ann's 
Coat.

NEW MONSTERS

Golem, Cheese Puff

Hit Dice: 2 HD + 10 hp
Armor Class: 6 [13]
Attacks: 1 slam attack (1D6+1)
Saving Throw: 16
Special: Can be hit/damaged normally with non-
magical weapons and most magical attacks, but is 
unaffected by mind-altering spells. If a creature 
attacks it with a bite attack, the Cheese Puff Golem 
takes double damage from the bite. 
Move: 6
Alignment: Neutrality
Challenge Level/XP: 2 / 30

The strange person-shaped being is created of curved 
cylinders and is covered in an orange dust that falls off
as it moves. It has no discernible fingers on its arms, 
so it attacks by slamming its “arm” on its opponent. 
The strongest concentration of the dust is where its 
face would be. It appears to be constantly crying, but 
the dust covers up the tears in a never-ending cycle. 
It is at the beck and call of the inhabitants of the 
Review. If the party is fighting a named denizen of the
Review, the denizen may call upon the Cheese Puff 
Golem. If they do (and it has not already been dealt 
with), it will arrive in 1D4 rounds.

If a player tasted the orange dust at area A of the 
map (or anywhere else), they instinctively recognize 
that the orange dust came from this creature. The 
character must make a saving throw or be consumed 
with a desire to eat the Cheese Puff Golem. That 
desire manifests in the character directing all attacks 
at the Cheese Puff Golem and they will not flee from 

the Cheese Puff Golem. Once defeated, that character 
will spend a minute devouring part of the corpse. This 
will sate the desire. Despite being filling, the dust is 
not healthy. If the character takes “some for the road”
and eats nothing but the dust for 3 days straight, they
take 1 hp of damage (as if starving) each day until 
they eat “real food” again.

Charlie the Hammer

Hit Dice: 3 HD
Armor Class: 5 [14]
Attacks: Weapon (1d12+2)
Saving Throw: 14
Special: -4 penalty to resisting effects that stun or 
paralyze him.
Move: 3
Alignment: Neutrality
Challenge Level/XP: 3 / 60

This large man moves slowly and carries a massive 
two-handed warhammer. It is called, rather creatively,
Charlie's Hammer. If a character flees, he will not give 
chase.

Lou Richly

Hit Dice: 3 HD + 9
Armor Class: 5 [14]
Attacks: Weapon (1d8)
Saving Throw: 14
Special: Can cast Sleep as a 1st Level Bullshitter once.
Move: 6
Alignment: Chaos
Challenge Level/XP: 3 / 60

MAGIC ITEMS

CHARLIE'S HAMMER: If Charlie the Hammer defeated, a Dickpuncher can attempt to wield Charlie's Hammer, 
if they has a Strength of 16 or higher. Even though it is a blunt weapon, Acolytes of Harambe cannot use 
Charlie's Hammer, even if their Strength is 16 or higher. In the hands of the Dickpuncher, Charlie's Hammer is a 
+1 warhammer that does 1d12+2 damage and must be wielded with two hands. Additionally, at will, Charlie's 
Hammer automatically detects traps (like the spell Detect Traps) on any container that contains treasure. If the 
character uses this power and receives a “no traps” response, they do not know if the container has no traps, or
if the container has a trap, but no treasure inside. Usable only by a Dickpuncher with 16 or higher Strength.

DERBY OF SHIRE: This hat grants the character the ability to speak an uncomfortable truth to a member of 
the Cult of the Blood Moon that stuns them for 1 round as they just can't even. This ability may be used up to 3 
times a day, but only once per combat. Usable by all non-Chaotic characters.



THE BIRCH STAFF: This +1 two-handed staff can detect Chaotic-aligned creatures within 50 feet 5 times a 
day. Once detected, the wielder of The Birch Staff sees them as a shade of red, rather than their normal color. 
On a successful hit against a detected Chaotic-aligned creature, the staff inflicts 2 additional damage on top of 
the normal damage. If the creature is Chaotic, but was not detected by The Birch Staff, the extra damage is not 
dealt. Usable by Bullshitters.

ANN'S COAT: This coat cannot worn over armor (except Leather Armor). While worn, the coat gives a -1 [+1] 
bonus to AC. For the purposes of determining the Maximum Number of Special Hirelings (from page 8 of 
Shit:T), as long as this coat is worn, consider the character's Charisma score to 3 points higher than normal 
(Maximum 18). Usable by all characters.

FINAL NOTES

“Converting” any member of the Review of Nations to be pro-Bronze Emperor, their alignment changes to Law. 
If they survive, Charlie the Hammer and Gold Jonahburg can appear elsewhere in your campaign as offering 
some assistance from time to time. If Lou Richly still lives, their support is going to be covert. If Lou is killed, 
their support will be more overt. In this case, the Cult of the Blood Moon may do their own assault on the 
Review of Nations!

Also, if no lizardmen (71) were killed, they will continue to try to influence the Review of Nations. Warning any 
survivors of this threat will remove the threat. Otherwise, the Review of Nations may start opposing the Bronze 
Emperor and his supporters again. If any were killed, they will leave the Review of Nations alone and go after 
the party with a vengeance.
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