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See the Appendix in 
the back of this book 

for additional maps that
show the nearby village,

an overhead view 
of Castle Ward, and 

the entrance to

Dungeon of the Bear.
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New maps, a small village and 
additional information about the geography 

surrounding the Dungeon of the Bear.

DUNGEON OF THE BEAR
APPENDIX
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hough the journey to the Dungeon of
the Bear is not an easy one, the rewards

are tempting for many adventurers who
have heard the stories of its riches and the
glory of meeting its dangers.

The Dungeon is located in the western
midlands of Rrr’lff.  From Knor, take a week
long journey on a barge along the Khosht
River to Khosht itself.

From Khosht, journey northeast, deep into
the Forest of Shankinar and look for the tiny
village of Wood’s Town. Once there, follow
the trail north of town towards the foothills.
Find the abandoned Castle Ward. and you’ll
have found the Dungeon of the Bear.

Good luck and don’t travel alone!

Rrr’lff - the western midlands
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Trail to 
Dungeon of

the Bear

Roads End
Tavern

Witches Hut

Barn

Shed

Pond

Barn
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10 Wood’s Town
Population 52

Approx. 5 miles south of Castle Ward

Location #
1 Tavern - Bar owner, 2 serving girls
2 Farm House - Farmer & Wife
3 Farm House - Farmer & Wife, 2 sons, 
4 Farm House - Farmer & Wife, 2 sons, 

1 daughter
5 Weaver’s House - Widow and 3 daughters
6 Blacksmith’s - Old man, wife, 2 sons and wives 
7 Hunter/Trappers - 2 men (bachelors)
8 Village bozo - Male (bachelor)
9 Farm House - Farmer & Wife, 2 sons, 

(hounds in shed)
10 Woodsman's House - Man, Wife & baby
11 Witch’s Hut - Old woman
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CASTLE
WARD

DoB
Entrance

1

2
2

3

6

6

4
5 5

Entrance to Dungeon of the Bear
Approx. 5 miles North of Woods Town

Location #
1 Castle Ward - Abandoned fortress
2 Ruins of watchtowers
3  Main entrance to the Dungeon of the Bear
4 Rough trail from Woods Town
5  Tangled woods
6  Cliff face (solid rock)

”I never really envisioned Dungeon of
the Bear having a Castle in front of it,

that was Mike’s idea.  But if you want to
put them together, here’s how they

might look.”
- Jim “Bear” Peters

layers must travel north along the trail from
Wood’s Town towards the high cliffs in the

foothills.  After a five mile journey, they’ll see the
abandoned Castle Ward against the cliffs.   They
can go into the castle to look for treasure or take
the side trail that will take them straight to the
Dungeon of the Bear.

The entrance is against the cliff face between
two ruined watchtowers that are slowly decay-
ing into piles of rotting lumber. There’s nothing
of any value to to be found among the wreck-
age, save perhaps some old rope. 

Refer to the Level 1 section of this book for
details on the entrance and how to proceed into
the Dungeon of the Bear.
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The Continent of Rrr’lff
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he oldest dungeon designed for
Tunnels & TrollsTM anywhere, The

Complete Dungeon of the Bear is now
available for use by any T&T Game
Master.  Previously published in three
separate booklets, this one book
contains all the traditions, traps, tricks
and monsters found in the original, plus
Michael Stackpole’s Castle Ward, the
ruined edifice that stood over the
entrance to the Dungeon of the Bear.
The complex becomes increasingly
dangerous the deeper it is delved, and
characters of some experience should
be able to find their own level of
challenge within.

This is a Game Master’s scenario
adventure for Tunnels & Trolls.
You will need the Tunnels & Trolls
rules, paper, pencils, some six-
sided dice, and a few friends to
play this game.
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INCLUDES ALL THREE LEVELS PLUS CASTLE WARD


