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THOR"™

God of Thunder

Fighting: UNEARTHLY (100)
Agility: EXCELLENT (20)
Strength: UNEARTHLY (100)
Endurance: UNEARTHLY (100)
Reason: TYPICAL (6)
Intuition: EXCELLENT (20)
Psyche: AMAZING (50)
Health: 320

Karma: 76

Resources: EXCELLENT
Popularity: 100

Powers:

DENSE FLESH. Asgardians have

tougher skin than mortals. The typical
Asgardian has Good body armor. Thor is
even tougher, having Excellenl body
armor.

MJOLNIR. Thor's hammer is a Unique
Weapon made of magical uru metal, a
Class 1000 material. When using the
hammer, Thor’s Fighting ability becomes
Shift X. and a blow from the hammer
causes Shift X slugfest damage. Odin’s
enchantments have given the hammer
these additional powers®

1. Worthiness. This enchantment pre-
vents the hammer from being used by evil
beings. Only those noble in heart and
spint can wield the hammer. Except for
Thor, a being must have at teast Remark-
able Strength and must spend 1000
Karma earned in doing noble deeds to
wield the hammer. Non-living beings
{such as robots) with Remarkable
Strength can wield the hammer,

2. Weather Control. By tapping the
hammer on the ground, Thor can sum-
mon and control weather at an Unearthly
level. He can create thunderstorms caus-
ing Monstrous damage. Thor can also fire
lightning bolts of Monstrous rank directly
from Mjolnir.

3. Returning. When thrown, Mjolnirwill
automatically return to Thor's hand in the
same round that he throws it. Thor can
throw the hammer a maximum of 10
areas

4. Flight. Thor flies by throwing the
hammer and grasping the thong, allowing
the hammer to pull him along. Thor flies at
Amazing speed and can carry as much
weight in flight as he could normally lift

5. Dimensional Travel. By whirling his
hammer in a predetermined way, Thor
can break through the barriers between
dimensions and enter them, inciuding
Midgard (Earth) and his native Asgard.

6. Shield. By spinning Mjolnir swiftly,
Thor can deflect missile and energy
attacks (including magical energy) of
Remarkable rank or less. The shield aiso
protects anyone standing behind him.

Talents. Thor is a skilled swordsman and
his Fighting abiiity 1s shifted one column
to the right when he uses a sword

Thor’s Story. Thor is the son of Odin, lord
of the dimension of Asgard, and Jord, one
of the guises of the earth goddess Gaea
As a union of Asgard and Earth, Thor 1s far
more powerful than most Asgardians
Thor has had a long association with
Midgard (Earth). In the ninth century AD,
he was worshipped by the Vikings, but for-
sook worship when he learned of atroci-
ties the Vikings committed in his name. In
the Middle Ages, Odin sent Thor to Earth
in mortal form, where his deeds were the
basis for the legends of Siegmund and
Siegfried. In the twentieth century, Odin
sent Thor to Earth in mortal form to teach
him humility. Stripped of his memory and

powers, he became the lame doctor
Donald Blake. After several years, Odin
“inspired’’ Blake to Iravel to Norway. In a
cave Biake found Mijolnir disguised as a
cane. Striking the stick upon the ground,
Blake became Thor. Thor has recently
given up his mortal form, and now uses
the identity of Sigurd Jarlson, construc-
tion worker. He retains his godly might
and power in this new identity.

Thor is a founding member of the
Avengers™, and has been a powerful
opponent of evil on both Midgard and
Asgard.

In a recent battle, Odin fell into the
depths of Muspelheim along with his foe,
the fire-demon Surtur (THOR #353). As
Odin’s heir, Thor has authority in Asgard
during the All-Father’s absence.



LOKI™

God of Mischief

Fighting: REMARKABLE
Agility: EXCELLENT
Strength: AMAZING
Endurance: AMAZING
Reason: EXCELLENT
Intuition: EXCELLENT
Psyche: MONSTROUS
Health: 150

Karma: 115
Resources: EXCELLENT
Popularity: 25

Powers:

DENSE FLESH. Loki is the son of Asgar-
dian giants; this heritage and his sorcer-
ous abilities give him Excellent body
armor.

MAGIC. Loki is a sorcerer of Monstrous
ability. His spells last as long as he con-
centrates on them, although he can create
talismans to hold magic of a permanent
nature. Loki uses personal and universal
energies to work magic; he rarely calls
upon powers or beings from other dimen-
sions.

When Loki attacks, use the Magical
Combat section of the Combat Sequence
Chart to find what form his attack will take.

Loki’sStory. Loki’s father was the king of
the giants of Jotunheim, who was killed in
battle against the forces of Odin. Odin
adopted the god-sized infant giant and
raised him in Asgard. As Loki matured, his
talent for practical jokes earned him the
title ‘God of Mischief”. During childhood,
Loki became jealous of Thor, Odin's true
son, because Thor was dearer to the All-
Father’'s heart. Thor was often the target of
Loki’s mischief, which hardened into true
evil as Loki reached adulthood.

Loki has plotted to destroy Thor and
even Asgard itself many times, through a
variety of means. He has been directly or
indirectly responsible for the creation of
other supet-villains, including the Absorb-
ing Man. Loki's schemes have always met
with defeat, and Odin has subjected him to
a variety of elaborate punishments,
including turning Loki into a tree, banish-
ing him from Asgard, stripping away his
power, and chaining him beneath an acid-
dripping serpent. Despite this, Loki con-
tinues to plot Thor's destruction and the
usurpation of Asgard's throne.

GEIRRODUR™

King of the Rock Trolls

Fighting: REMARKABLE
Agility: TYPICAL
Strength: INCREDIBLE
Endurance: REMARKABLE
Reason: GOOD
Intuition: GOOD

Psyche: TYPICAL
Health: 106

Karma: 26

Resources: AMAZING
Popularity: 5

Powers:

BODY ARMOR. Geirrodur has the same
tough hide that other rock trolls have, pro-
viding him with Good body armor.

INFRAVISION. See Ulik.

TORDENSTOK. Geirrodur forged this uru
spear as a symbol of his power. It is an
unbreakable Class 1000 weapon. It pos-
sesses some enchantments, but none
except Geirrodur know its powers.

LEADERSHIP. Unlike his subjects, the
king of the trolis is not cowardly. However,
he is cunning. He only attacks an enemy if
he thinks he can win. As King of the Rock

Trolls, Geirrodur rules his subjects with
tyrannical authority.

Gelrrodur's Story. Geirrodur has ruled
the rock trolls for thousands of years. He
was originally the master weaponsmith of
the trolls, but Loki helped him usurp the
throne of the troli-kingdom in return for a
favor. Geirrodur is a genius by troll stand-
ards, and is one of the few craftsmen who
can forge indestructible uru metal. He was
once briefly deposed by Ulik, but man-
aged to recover the throne.

ROCK TROLL

Fighting: REMARKABLE
Agility: POOR
Strength: INCREDIBLE
Endurance: REMARKABLE
Reaaon: FEEBLE
Intuition: POOR

Psyche: POOR

Health: 104

Karma: 10

Reaources: FEEBLE
Popularity: 0

Powers:

BODY ARMOR. See Geirrodur.
INFRAVISION. See Ulik.

CLUBS. The rock trolls occasionally carry
granite clubs. The trolls cause 50 points of
slugfest damage per hit with these clubs.

COWARDICE. Trolls will not attack unless
they outnumber an opponent or can take
him by surprise. Their favorite tactic is to
set an ambush for unwary victims or trav-
elers. They are more courageous when
given firm leadership; Geirrodur is the lord
of all trolls in the troll-realm except for
Ulik’s band of outcasts.



ULIK™

Leader of the Lost Trolls

Fighting: MONSTROUS
Agility: GOOD
Strength: UNEARTHLY
Endurance: UNEARTHLY
Reaaon: GOOD
Intuition: EXCELLENT
Psyche: EXCELLENT
Health: 285

Karma: 50
Resources: INCREDIBLE

Popularity:

ED

Powers:

DENSE FLESH. Ulik’s orange hide is even
tougherthan anormaltroll’s, and provides
him with Monstrous body armor.

INFRAVISION. Ulik can see in the dark,
and can see the heat patterns of creatures
or objects.

POUNDERS. These unique weapons are
made of Unearthly metal, and are used
like brass knuckles. They do not raise
Ulik’s fighting ability, but he can cause 150
points of slugfest damage when he hits.
By smashing the pounders together, Ulik
can create an earthquake that causes
Monstrous damage to everything within
three areas of him, and Remarkable dam-
age to everything lour or five areas away.

MINIONS. Ulik commands a band of trolls
who are outcasts from the Kingdom of
Trolls. Ulik’s subjects have the statistics of
normal rock trolls.

Ulik’s Story. Ulik is the largest and strong-
est of the Asgardian rock trolls. Nothing is
known of his life before he became an
enemy of the mighty Thor. Ulik has fought
Thor many times, both in Asgard and
Midgard, but Ulik has always been
defeated. Because of his lust for power,

Ulik was exiled from the troll-realm by King
Geirrodur. Ulik has formed his own tribe
from trolls who are outcasts like himself.

STORM GIANT

Fighting: REMARKABLE
Agility: GOOD
Strength: AMAZING
Endurance: AMAZING
Reason: TYPICAL
Intuition: POOR
Pgyche: POOR
Health: 140
Karma: 14
Resources: POOR
Popularity: 2

Powers:

DENSE FLESH. These huge creature
have tough hides, equivalent to Excellent
body armor.

WEAPON. Most storm giants carry huge
clubs or blunt stone axes. A giant armed
with one of these weapons causes Mon-
strous slugfest damage per hit.

EXECUTIONER™

Skurge, Warlord

Fighting: MONSTROUS
Agility: EXCELLENT
Strength: AMAZING
Endurance: UNEARTHLY
Reason: GOOD
Intuition: TYPICAL
Psyche: EXCELLENT
Health: 245

Karma: 36
Resources: EXCELLENT
Popularity: 5

Powers:

BODY ARMOR. The Executioner's dense
flesh provides him with Remarkable body
armor.

KEEN EYESIGHT. His vision is as sharp
as a falcon’s, giving him Incredible eye-
sight.

RESISTANCES. The Executioner has
Incredible resistance to fire and Excellent
resistance to cold.

MAGICAL AXE. Skurge wields an enor-
mous double-bladed axe that has been
enchanted by Amora the Enchantress.
The axe is a hack-and-slash weapon,

*made of Unearthly metal. Any hit he

scores with it causes Unearthly damage. It
can magically cut a rift into other dimen-
sions. With the axe the Executioner can
transport himself or another person to any
dimension. Cutting a rift into other dimen-
sions allows the energies of those dimen-
sions to come through. For example the
Executioner could open arift into the heart
of a star to let through Unearthly heat or
into outer space to let through Unearthly
cold. The Executioner can choose the
dimension his axe opens.

Executioner’s Story. Skurge is the son of
a storm giant and an Asgardian goddess.
In the past he has fought against both
Asgard and Jotunheim, earning the name
**Executioner” due to the great number of
giants he slew. The Executioner has been
a frequent partner in the schemes of both
the Enchantress (whom he loves) and
Loki.




COMBAT SEQUENCE

3. Find out how far apart Thor and his
opponents are at the beginning of the bat-
tle. This is usually given in the encounter
description. When it is not, assume that
Thor and his opponents start in the same
area if the battle is indoors or if Thor was
not expecting an attack. If Thor is some
distance away from his opponents when
the battle begins, roll one die and divide
the number rolled in half, rounding frac-
tions up. That number is the distance in
areas between Thor and his enemies
when the battle begins.

2. Decide how Thor attacks. Thor can do
any one of the following each round:
Strike with his fists or with Mjolnir; Throw
Mijolnir;, Summon a thunderstorm (Mon-
strous lightning); Fire a Monstrous light-
ning bolt directly from Mjolnir, Grapple;
Charge.

3. Decide whether or not you will use
Karma this round to modify dice rolls.
Remember that when you spend Karma,
you must spend a minimum of 10 points,
The villains never use Karma except to
reduce the effects of a killing blow.

4, If Thor is fighting Loki or some other
sorcerer, use the MAGICAL COMBAT
section for the sorcerer’s attack. If Thor's
opponent is not a sorcerer, roll a die and
consult the PHYSICAL COMBAT TABLE
1o determine what the opponent is going
to do. Roll separately for each opponent.
For each opponent, use the column that
corresponds to the opponent’s highest
physical ability.

S. Roll a die for initiative. Any number
from 1-5 means that the opponents have
initiative and act first. Any number from 6-
0 means that Thor has initiative and acts
first.

6. Roll the combat using the standard

rules of the MARVEL SUPER-HEROES™
Game.

Slugfest. The villain tries to hit you with
his fists or a weapon. If the weapon is
sharp, use the Hack and Slash column
of the Universal Table.

Throw. The villain throws or shoots
something at you. If this is not possible,
roll the die until you get a different
attack resuit.

Grapple. Your opponent tries to grap-
ple you. If heis too far away he charges
instead.

Charge. The villian tries to charge you.
If he is too close, he tries slugfest
instead.

MAGICAL COMBAT

Because this is a solo adventure,
magic is handled somewhat differently
from the system used in the Campaign
Book. Anyone with magical abilities
uses this section to determine his com-
bat actions. The PHYSICAL COMBAT
TABLE is used only if this section deter-
mines that the sorcerer resorts to phys-
ical combat.

The magical effects used in this
module are listed below, along with a
percentage range listed in parenthesis.
When one of Thor’s opponents makes
a magical attack, roll the dice and use
the magical effect that matches the
dice roll.

Unless the effect description says
otherwise, all effects last one round for
each rank of the sorcerer’s Psyche
above Typical. (For example, Loki,
whose Psyche is Monstrous, can cre-
ate effects lasting six rounds.)

Loki is a special case. When he
appears randomly in the adventure
there is a chance that he may teleport
himself out of combat if he is hit. Each
time he is hit, roll a Reason FEAT roll. if
itis yellow or red, Loki's next action is to
teleport away.

Magical Effects

(01-10) Body Armor. The sorcerer
gains body armor equal to his Psyche
rank.

(1 1-12) Duplicate Image. The sorcerer
creates an image of himself. Thor must
make a successful Psyche FEAT to rec-
ognize that the image is false. If the
FEAT roll fails, conduct combat nor-
mally. If Thor is defeated, he is knocked
unconscious. When he revives, he has
the same Health he had before the
fight.

(13-22) Shapeshitt. The sorcerer
becomes a storm giant with full Health
and abilities.

(23-25) Ensnaring Web. Thor is
trapped in a web whose material rank is
equal to the sorcerer’s Psyche rank. It
can be shredded by a Strength FEAT,
as with other materials.

(26-28) Thor’s Abilities Decrease.
Roll a die to determine which ability is
decreased one rank: 1-3 = Fighting, 4-
6 = Strength, 7-9 = Endurance, 0 =
Agility. Recalculate Thor's Health. If the
decrease reduces Thor's Health to
zero, he is unconscious.

PHYSICAL COMBAT TABLE
Highest Ability

Ole
Roll F ghting Agility Strength Endurence
1.2 Slugfest Slugfest Slugfest Slugtast
34 Slugfest Throw Throw Throw
5-6 Throw Throw Grapple Grapple
7-8 Grapple Grapple Grapple Charge
9.10 Charge Charge Charge Charge

(29-43) Mystic Blast. This round, the
sorcerer fires a bolt of magical energy
that causes damage equal to his
Psyche rank. Use the Shooting and
Throwing section of the Universal Table
to resolve the attack.

(44-48) Extra Attack. The sorcerer can
attack twice this round. The second
attack comes after Thor’s attack, even
if the sorcerer won initiative. Roll sepa-
rately on this table for each attack. If
this result is rolled more than once per
round, roll until you get a different
result.

(49-51) Mystic Shield. The sorcerer is
surrounded by a force field equal to his
Psyche rank.

(52-56) Growth. Use the table on page
41 of the Campaign Book to see how
tall the sorcerer becomes. Use his
Psyche rank as his power rank.

(57-61) Ability Increase. One of the
sorcerer’s abilities becomes equal to
his Psyche rank. Roll a die: 1-2 =
Fighting, 3-4 = Agility, 5-7 = Strength,
80 = Endurance. Health increases
accordingly.

(62-63) Animate Troll. The sorcerer
magically transforms a rock into a rock
troll, with fult Health and normal abili-
ties. The troll will defend the sorcerer to
the death.

(64-66) Becomes Invisible. All attacks
against the sorcerer are shifted four
columns to the left on the Universal
Table.

(67-70) Levitation. In a single round,
the sorcerer can rise three areas into
the air (or descend at the same rate).
He can stop in mid-air and use magical
or missile attacks.

(71-74) Hypnosis. This round, make a
Psyche FEAT roll for Thor. If it fails,
Thor is paralyzed and cannot move or
attack this round (next round if he has
already done so this round).

(75-78) Phasing. The sorcerer’s body
becomes unsolid; all attacks this round
pass through him without harming him
(next round if Thor has already
attacked this round).

(79-88) Physical Combat. The sor-
cerer makes a normal attack. Use the
PHYSICAL COMBAT TABLE to find
how he attacks.

(89-98) Healing. This round, the sor-
cerer recovers Health equal to his
Psyche rank number.

(99-00) Telekinetic Attack. This round,
the sorcerer uses telekinesis to hurl a
rock at Thor. Roll the attack normally,
using the sorcerer’s Psyche rank as if it
were Strength.
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Thunder Over Jotunheim is a MAGIC
VIEWER"™ adventure for the MARVEL
SUPER HEROES™ Game. Since this is a
solo adventure, combat and magic are
handled somewhat differently from the
rutes in the MARVEL SUPER HEROES
Game. The inside cover tells you how to
run combat and magic. Unlike most
adventures for the MARVEL SUPER
HEROES Game, Thunder Over
Jotunheimis not organized into chapters.
Action can occur at any location on the
map, and you have free choice of trails to
follow.

The map shows part of the dimension
of Asgard. Each red hammer is an
encounter location; the locations are con-
nected by trails. To find the numbered
encounter that matches each location,
placethe MAGIC VIEWERscreenover the
hammer. The encounter number is under-
neath.

Unless an encounter says otherwise,
you can always retrace your steps to a
location you have already visited. Since
you will have already been there, ignore
everything but the physical description
and your choices of where to go next. This
option is not written into every encounter,
itis assumed that you can do it.

The encounters list Karma awards
and penalties for some of Thor's actions.
In addition, when he defeats an opponent,
Thor gains a number of Karma points
equal to the rank number of the oppo-
nent’s highest ability score.

Keep track of Thor's Health and
Karma points, which will change as you
play. Each time you move the marker from
one hammer to another, enough game
time passes for Thor to recovers lost
Health equal to his Endurance rank num-
ber (usually 100}).

Each time you are ready to move the
marker from one hammer to another, roll a
die before moving the marker. If the result
is 1, Loki appears and attacks immedi-
ately. The instructions on the inside cover
govern his attacks. Loki is always at full
Health and Karma points when he
appears.

During the adventure you will acquire
magical items, including one of the ones
shown on the map in the chart, KARNIL-
LA'S GIFTS. The magical items, and how
to use them, are described at the back of
the booklet. Read the description when
you want to use the item. In addition to its
use in combat, each of Karnilla’s gifts
establishes a different plot for the adven-
ture. The adventure can be played up to
six times, once for each of the gifts. When
an encounter tells you to look at the chart,
use the line of the chart that matches the
gift you have.

To start the adventure, read Frey's
Tale. Then get a coupte of items to mark
your location on the map. Place one ofthe

markers on the map, at hammer number
1. To travel on the map you must follow the
trails. When you reach a hammer, read the
encounter whose number matches that
under the hammer. After you read a loca-
tion encounter, you may have to turn to
other encounters in the booklet, depend-
ing on the actions of Thor’s opponents or
the choices you make for Thor. Leave the
marker on the hammer until all action at
that location is over, so you will not lose
your place in the adventure.

Frey’s Tale

Frey, the god of the harvest, has
requested to meet with you in Odin’s hall.
You march with princely step to the pal-
ace. The common folk of Asgard, many of
them gods in their own right, whisper
"Thor! He's here at last.” as you pass by.

As you enter the hall, your thoughts
turn to Asgard's current crisis. Odin is
gone, fallen into a fiery abyss, along with
his foe Surtur the fire-demon.” The All-
father’s fate is still a mystery, and of all the
godsin Asgard,* * your heart is the heavi-
est at this loss.

Frey, the god of the harvest, stands
solemnly at the foot of Odin’s throne.
"Thor, my liege, ill times befall Asgard
once again.”" he says. “Your half-brother
Loki is in far-off Jotunheim plotting to seize
Asgard's throne. You are needed to stop
him.”

You begin to speak, wanting to say
that you shall leave this moment for
Jotunheim, land of the storm giants. You
stop in mid-thought, realizing that you
have a duty to Asgard.

Frey begins his tale, "You may
remember the mighty sword | once
owned. It could fly into battle and fight on
its own, cutting a swath of carnage at my
command. With it, | could vanquish arm-
ies, yet | turned this fearsome weapon into
an instrument of peace. | was able to har-
vest an entire field in the blink of an eye,
using my sword.

*“An eon ago whilest Odin was gone
on Midgard, | sat in Hlidskjalf, Odin’s high-
seat. From there, | could see throughout
all the Nine Worlds at my whim. Upon gaz-
ing into Jotunheim | beheld Gerda, the
most beautiful of all women. | was
instantly struck mad with love. For days |
would neither eat nor sleep.

"At last Skirnir, my loyal messenger,
drew from me the secret of my heart.
Skirnir promised to convince Gerda of my
love and bring her to Asgard to be my wife.
In return, he asked for my sword as a
reward. Inflamed with passion, | agreed
without a moment’s hesitation. When
Skirnir brought beautiful Gerda into
Asgard, | gladly rewarded my faithful ser-
vant with the wondrous sword, which he
wore proudly in my service.

"Recently, Skirnir vanished from the
halls of Asgard and not even all-seeing
Heimdall could find him. Yesterday,
Skirner returned to the city, wounded and
perilously close to death. He told a tale of
losing his sword to Loki the ftrickster.
Rather than admit his foolishness to all the
gods of Asgard, Skirner undertook to
retrieve the sword himself. He met only
with failure and pain.

"Brave Skirnir discovered that Loki
intends to raise all of Jotunheim against
Asgard to gain the throne. To ensure his
success, he stole my sword.”

You cry out, "But only thee, Frey, can
use the sword'’s magic!"”

Frey nods, “'True, but with Odin gone
and our ranks reduced by the war with
Surtur, wemay need the sword ifweare to
save the golden realm from the fury of the
storm giants.

**So confident have the giants
become that they boast openly of
Skirner’s defeat and Loki’s cunning. All of
Asgard's enemies exult over our coming
doom.

"l long to avenge Skirner myself, but
Loki’s foul scheme threatens allthe gods. |
cannotaskyoutoslay him, forhe is Odin’s
son, but | beg you to stop him. Do not bring
him back to Asgard, for no god here will
call him friend. Bring back the sword or
discredit Loki. The giants will not follow
him if he is beaten.”

Gripping Mjolnir tightly you say "I
shall do thy bidding, Frey. Many are the
times in my youth that thou lent me thy aid
and counsel.”

* A heroic sacrifice made in THOR 353—
Ed.

**This adventure takes place after the
Asgardians return from their stay on
Midgard—Ed.




THE SEARCH FOR FREY'S SWORD
A Gift in the Night

The day is coming to an end. Swift as a
eagle you flew across the realm of the
storm giants as mighty Mjolnir carried you
ever onward. You set down to rest for the
night. As you fall asleep you begin io
dream. From the night mist, a dark-robed
woman steps silently forth...

“Sleep, Thor,” whispers the mysteri-
ous visitor. ‘‘Thine eyes remain heavy and
shut, but thy mind is ever sharp and
watchful.

“l am Karnilla, Queen of the Norns."
The name makes you wary and uneasy—
Karnilla has done both good and evil in the
past.
Karnilla whispers, "l can aid thy
quest, prince, and be revenged on Loki for
past wrongs he has done me.” She ges-
tures, and suddenly six objects appear in
mid-air. “Before you are six items of magi-
cal power: the ring of fire, the boots of vel-
vet moss, a belt of maiden’s hair, a locket
of my own hair, a candle of darkness, and
a vial of babe's breath. Choose one as a
gift from the Norn Queen. Choose...and
farewell.”

When you awaken, the dream of
Karnilla is still vivid in your mind. Examin-
ing the campsite, thereis no trace of her to
be found. Only the magical gift you chose
proves that she was ever there.

On the map there is a chart with pic-
tures of Karnilla's gifts along one side.
Place a marker on the item you choose.
When you want to use the item, read the
description of the item in the back of the
booklet.

Certain encounters tell you to look at
the chant. Across the top of the chart are
the letters A through L. Find the spot
where the row of your item intersects the
column that matches the letter in the
encounter description. Use the MAGIC
VIEWER screen to find your next
encounter.

Encounters

1. A giant wolf springs out of the woods
and goes for your throat. Go to the combat
tables. If you win, continue your journey. If
you lose, go to encounter 140.

Giant Wolf
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2, Loki bellows out, ‘To arms, fellow
giants!”, while floating up to the ceiling.
The doors behind you burst open and four
armed storm giants enter. Loki's laugh
fades as he disappears through the ceil-
ing. He is gone. The giants rush to attack

you. Turn to the combat tables. If you win,
continue your journey. If you [ose, go to
encounter 52.
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4. The huge diamond in the center of the
room begins to melt, reshaping itself into a
crystal lion. Gotothecombat tables. If you

win, go to encounter 139. If you lose, goto
encounter 50.

Crystal Lion
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5. As you approach, you notice that it is a
huge sunfiower. It appears to be a gentle
creature, unlike the fanged flesh eaters of
the rest of the forest. As you approach, it
begins to glow as bright as the sun itself!
Suddenly, the flower emits a blazing beam
of light that barely misses you! Go to the
attack tables. If you win, go to encounter
105. If you lose, go to encounter 140.
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6. Thisis encounter H. Use the KARNIL-
LA'S GIFT chart to find your next
encounter.

7. The old woman says, ‘Do notsaywhat
it is you seek. Others may hear. You want
me to tell you where itis. Itis...” A thunder
clap resounds in the hut. When the smoke
clears, the old woman lies dying on the
floor. As you bend over you hear her say,
*“...not in Jotunheim..." Her breath fails.
She is dead.

8. Geirrodur brandishes his mystical
spear Tordenstok through the air, forming
a spell. A shimmering image takes shape
before your eyes. You see a sword with
flames licking all around it. The troll-king
says *“Tordenstok has shown thy heart's
desire. Make of if what you will. Now you
must leave my kingdom.” Continue your
journey.

9. This is a three-way intersection of tun-
nels. To one side is a level tunnel (go to
82). Another tunnel leads down at a slight
slant(go to 55). The last tunnelleads down
at a steep slant (go to 134).

10. A mystic wind rises; Loki drifts away
like a wisp of smoke. He calls out, “A
present for you, brother..” A giant spider
now crouches where he stood. Go to the
combat tables. If you win, continue your
search; if you lose, go to 52.

Giant Spider
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11. Gisla the witch lies defeated in her
hut. As you stare at her, she ages before
your very eyes until she is a harmless wrin-
kled old hag. Her amulet becomes dust.

12. Plants with spike-like thorns ring
entrance. This cannot hinder the god of
thunder! You hurl Mjolnir at the spiky bar-
rier. By Hermod's feet! The hartimer
returns to your hand, leaving the plants
unscathed. You can continue your journey
or try to enter the cave; if you try to enter,
go to encounter 65.

13. The heat blisters your flesh; every
breath brings searing pain. Despite this,
you press on. Upon reaching the bottom
you find a river of molten rock. There is a
narrow shore of safe ground beside the
river. Smoke totally obscure the far side.
You hear a noise behind you. Turning...By
Sif's ebon tresses! Three creatures of mol-
ten rock have just climbed out of the river.
Do you attack or do you try to talk to them?

Attack
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14. The mouth slams shut behind you.
Ahead is a dim red glow. You march
onward fearlessly, as befits the son of
Odin. The tunnel widens to reveal a huge
cavern, filled with hundreds of laboring
rock trolls. Geirrodur, their king, sits on a
crude throne in their midst, the mystical
spear Tordenstok in his hand. If you
attack, go to encounter 20. If you talk with
the trolls, go to 23.

15. "You are kind, to save me, god of
thunder."” Gisla says. She offers you some
food and drink, which you accept. As you
tell your tale of the sword of Frey, you find
yourself getting drowsy. Gisla says nastily,

“You'll never find the sword, Thor. It is hid-
Thanks to that

den in the forest.
enchanted mead you shall be mythrall for-
ever!”

Make a Psyche FEAT roll. If it is suc-

cessful, go to encounter 102. If not, go to

encounter 51.

16. The walls and gate are formidable,
and guarded by watchful giants. If you
wantto enter, you can fly into the city or try
the front gate.

Fly into the city

The = m chill around you as Mjolnir
carries you over the cty Overhead a
storm is brewing None of the guards
see you. After all. who 1s expecting
Thor the god of thunder here? You
land on the roof of the central palace
amid crude gargoyle statues They
seem to leer at you from the shadows
One of them suddenly stirs its eyes
glowing red in the dark Go to the com-
bat tables If you win go to encounter
37 If you lose, go to encounter 52

Stone Gargoyle
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17. The flame wings lie defeated all
around you. You see others cowering in
the huts, staring at you. A deep sense of
shame fills your heart for attacking crea-
tures much weaker than yourself. Return
to encounter 128.

18. Leaping across the moat, you shatter
the chains that confine the woman. She
collapses into your arms, sobbing grate-
fully. She finally manages to say, ‘‘Loki set
me here as bait for you, mighty thunder
god. You must flee. | do notknow his plan,
butitis surely evil."

Before you can answer her there is a
rumbling. The statue of Loki is shaking.
The stone crumbles and there stands a
storm giant. It rumbles, “Finally | can
repay the god of lies for my freedom by
destroying his arch enemy Thor!*'

Gotothecombat tables. If you win, go
to 99. If you lose go to 140.

19. The Swamps of Endless Flame are
evil and treacherous. Every living thing,
plant or animal, seems to burn endlessly.
The hot, putrid waters randomly spout
geysers of fire. In the distance you see a
house made entirely of flame. It glows with
an evil radiance that is more than flames.
You can continue your journey or
approach the house.

Approach the house
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The house cannotbe harmed by non-mag-
ical weapons and it has Monstrous body
armor against blows from enchanted
weapons.

20. Wave afterwave of trolls swarm over
you. Heroically, you fell scores of them.
Your immortal battle cry "For Asgard!"
rings out in the cavern, freezing the blood
of most trolls. It is not enough. Despite
your deeds, you are battered senseless.
Go to encounter 93.

21. The troll hag cries out “Spare me,
god of thunder! | only sought to save my
lands and sons from your hands."

Do you spare her or do you attack
her?

Spare the hag

She weeps with gratitude and gives
you a small silver harp saying. “Play
this when you are in penl It may save
you The bharp Is a magical item like
Karnillas gift To use the harp in com
bat read the descnption of it in the
back of the booklet You gain 25 Karma
points

Attack the hag
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23. Your voice breaks the shocked
silence of the Rock Trolls, *‘My mission is
peaceful, King Geirrodur. Thou needst not
send thy subjects to their deaths this day."

The troll-king listens in grim silence,
When you finish, he laughs harshly. "I,
Geirrodur, care not for Asgard, nor do |
care much for Loki’s feeble plot. Bytrollish
law you must defeat our champion com-
bat. Only then will we grant you a boon. If
you are defeated, you remain our prisoner.
Now turn and face your challenger.”

From the shadows lumbers Ulik, most
powerful of all trolls! A worthy opponent
indeed. Go to the combat tables. If you win
go to encounter 121. If you lose, go to
encounter 20.

24. This trickery leaves you in a dark fury.
Grimly, you continue on.

25. There is a large cave entrance here.
You can enter the cave or go on your way.
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Enter the cave

26. The giant cavern troll whispers, *'Loki
promised me power if | could destroy you,
foul Asgardian! Now he sits in Jotunheim
laughing at me!"

27. The wise woman says, ''You seek a
magic of great power. | knoweth not where
it is; a thunder cloud hides it. | can tell thee
thatthe cloud does not lie over mountains
or forest. Seek not the magic in those
places.”

The old woman slumps forward on
the table. She is unconscious and can not
be roused.

28. A bizarre scene lies before you. On
top of a large flat rock, four storm giants
are preparing to slay a woman bound to a
stake. Do you attack or do nothing?

Attack

Do Nothing

29. Life fades from Maurglon’s eyes. Yet
his jaw moves and a voice that was never
his speaks. “Through the dead | can
speak to you. Nameless | am, yet | know
what thou seekest. Search the fires of
Asgard for the sword.”

30. You free the woman, who falls at your
feet, sobbing, thanking you for saving her.
*1 am Theyra, apprentice to the wise
woman of my village. | know you to be the
god of thunder. Know that though | am a
giant, | oppose Loki. His war against
Asgard will mean death for my people.
Come with me to my village. The wise
woman may be able to aid your quest.

If you travel with her, head east along
the line to encounter 98. When you get
there skip immediately to the “Enter the
Hut"' section.

31. You come to a wide, shallow chasm
spanned by a wooden bridge. A weeping
giantess is chained to the railing, near the
middle of the bridge. Her sobs become
more piteous as you approach. Do you
free her or go away?

Free the Giantess

32, Skrog inviles yvou 19 journEy Across
the chasm with flum. You step imla the
granite boat and he poles out into the lava.
When smoke from the river hides both
shores, Skrog turns and hits you with the
pole! Make an Agility FEAT roll; if you fait
you fall into the lava river. If you fall, go to
encounter 140.

Keep your feet

I3, The buildng erupts in lames! A< you
look around for a way to escape, you
glance upward and see the sword of Frey!
You leap for it, but your hand merely
passes through. itis an illusion! You whirl
Mjolnir to cause a wind to put out the
flames. It doesn’t work. Taking agulpof air
you crash through the burning walls. Turn-
ing to watch the building, you see that it is
whole and unburnt. The fire was an illu-
sion.

34. Thisis athreeway intersection of tun-
nels. To one side is a level tunnel (go to
82). Another tunnel leads down at a slight
slant (go to 55). The last tunnel also leads
down at a steep slant (go to 68).

35. Before you lkes a walled city. The
shadows are gathering as night falls. You
can see small lights on the walls. If you
wish to enter, go to encounter 16. If not,
continue your journey.

36. Theold woman says ‘I know what itis
thine eyes search for. Your half-brother
has hidden it where none but you may
retrieve it. Look for it under the earth. |
know no more."

The old woman becomes a wraith of
smoke and drifts away on the wind.

37. A small tower is near at hand. Using
Mjolnir, you enter cautiously through an
upper-story window, landing on a balcony.
With your uru hammer at the ready you lis-
ten to the sounds of revelry below. Peering
over the balcony, you see a table at which
seven giants are seated. Each is wearing
a different helmet. Six of the giants are
unarmed, but the one at the head of the
table carries a golden mace. Behind him,
slouched on a crude throne sits Loki,
brooding. You can attack now or wait,

Attack

Wait

38. You wrap yourself in one af tha
guard’s cloaks. You loathe having to do
such things. Imagine Thor, son of Odin,
skulking about in the city of the storm
giants! It must be tolerated.

Wandering the streets, you are
ignored by the city’s huge inhabitants.
They think you are a child. Making your
way to the palace, you duck into an alley
and throw off the cloak. With a mighty oath
you set Mjolnir whirling. It catapults you up
onto the roof. Go to encounter 37.

39. The lizard is defeated. You free the
child. In moments, its innocent appear-
ance fades, as the child becomes a mis-
shapen monster with leathery skin, long
claws, and burning eyes. It charges you,
screaming “‘Let me repay your kindness,
fool—with death!”

Gotothe combat tables. If youwin, go
to encounter 92. If you lose, go to
encounter 107.

Monster of the Sphere



40. Thisis encounter |. Use the KARNIL-
LA'S GIFTS chart to find your next
encounter.

41. The cavern is barren. At one time
there may have been a small village here.

42. You stand upon the brink of the flam-
ing chasm. It is a mile-wide crack in the
earth, filled with mystical flames. As you
stand on the edge, you know that to fly
across it here is death. In Asgard, such
raging flames can kill even the god of
thunder! However, theredoes seem to be
apathdown the canyon wall. You canturn
back or take the canyon path. If you take
the path into the flaming chasm, go to
encounter 13.

43. A transparent silver sphere with an
old womaniin it floats over the center of the
bridge. She whispers "Fire forged the
sword of Frey, and fire guards it. | can say
no more.”

44. A night-black raven lands on your
shoulder. It's Muninn, who once served as
Odin’'s messenger. Muninn whispers that
you are searching on the wrong side of the
flaming chasm. The raven then flies away
toward Asgard.

45. Theflame wing says, ""What you seek
is on the east side of this chasm.”

If you use the boat to cross the river,
go to encounter 74. If you climb the can-
yon walls and stay on this side, go to
encounter 42.

46. A transparent silver sphere with a old
woman in it floats over the center of the
bridge. She cackles ‘“‘Journey north,
young Thor. There you shall find your
heart's desire.”

47. On the sloping hillside are five Rock
Trolls. Floating above them is an old troll
hag. Her shrill voice cries, “'An Asgardian!
Death to the godling!" The five Rock Trolls
race to attack you. Go to the combat
tables. If you win, go to encounter 21. If
you lose, go to encounter 93.

48. Geirrodur signals for a young troll to
approach him. Catching the cub about the
neck, the king holds the squirming body
high above the floor. Geirrodur waves his
mystical spear Tordenstok over the young
trol's head. The small troll ceases to
struggle and Geirrodur sets him down. Ina
smaltpiping voice, the troll intones, “What
you seek lies in the land of storm giants.”
On the last syllable the young troll crum-
ples to the ground, unconscious.

The king of trolls says, “I have given
you a prophecy. Now leave our domain."”

49. The large brass doors open reluc-
tantly. A tunnel leads down into the bowels
of the earth. Itis obviously of trollish make.
If you go down the tunnel, go to encounter
82. If not, return to 58.

51.

53. You climb toward one of the two high
peaks of this mountain range. On reach-
ing the top, you see that the summit of the
mountain has been leveled. In the center
of the flat peak is a ragged hole in the
ground. If you enter the hole, go to
encounter 125. If not, climb down and con-
tinue your journey.
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54. Geirrodur turns and marches out of
the chamber in a rage. His guards trot to
keep up with him. As soon as they are out
of sight, Ulik attacks, calling four rock
trolls to help him. He growls “Loki will
greatly reward me for your head."” Go to
the combat tables. The other trolls will
reach you on the second round of combat.
if you win, return to encounter 58. If you
lose, go to encounter 93.

55. This is a five-way intersection of tun-
nels. One leads sharply up (go to 82), two
go slightly up (go to 34 or 9). Another is
level (go to 68) while the last leads down
(go to 134).

56. You break through the tangted wilds
of the nightmare forest to find a garden of
unsurpassed beauty and calm. It is a
tempting relief fromthe constantly warring
plants that have tried to consume your
godly flesh. You can enter the garden or
continue your journey.

Enter the garden

57. Gisla turns toward you and casts a
enchantment to control your mind. Make a
Psyche FEAT roll. You may spend Karma if
you wish. If the FEAT roll fails, go to
encounter 51. If it succeeds, go to
encounter 102.

58. After many days of traveling in the
mountains of the troll-realm, you find a set
of large brass doors in the side of a moun-
tain. If you enter them, go to encounter 49;
it not, continue your journey.



59. Thereis asmallvillage of granite huts
here. As you get closer you notice that the
inhabitants are living creatures of flame!
One approaches youand says, "What is a
god of Asgard doing wandering our
lands?’ Do you attack or talk to him?

Attack

Flame Wing
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A flame wing cannot be hurt by physical
blows. Its breath attack only affects tar-
gets in the same area. A flame wing flies at
Typical speed.

Talk

60. The three-foot-long spiked plants
resemble swords, hence the name of the
valley below. As you climb the mountain,
the plants are fewer in number. You reach
a cave opening high in the mountain. If
you explore the cave, go to encounter 12;
otherwise climb down and continue your
journey.

61. The Forest of Nightmare Plants is
well-named. Every plant here thirsts for
blood—your blood. As you make your way
through this hideous grove, you use
Mjolnir to destroy the most vicious pilants.
Up ahead you see a young maiden weep-
ing in the middle of a patch of barren
earth. You can ignore her or help her.

Help the maiden

62. As you enter, you realize that some
strange sorcery has shaped this cavern.
Stalactites hang from the ceiling and even
cover the walls themselves. The floor is
translucent, like a layer of ice on a lake. A
bright white light shines from underneath
the crystalline rock. You hear a low rum-
ble, which rises to a roar as the crystal
floor shatterst A glowing crystal serpent,
its hide covered with cruel spikes, rises
from below. Go to the combat tables. If you
win, go to encounter 80. If you lose, go to
encounter 91,

Crystal serpent

63. The landscape is harsh and forbid-
ding, covered with plants whose tough,
narrow leaves point to the sky like uplifted
blades. Truly this is the Valley of the
Swords. As you slowly make your way
across the valley, a leafless tree lashes
out, barely missing you. The branches of
the tree are tipped with long, sharp thorns.
Go to the combat tables. If you win, go to
encounter 131. If you lose, go to
encounter 91.

Thorn Giant

64. The thorn-walled structure is empty.
As you glance around, vines slither out
from the wall, weaving the dooiway shut.
Other thorny vines begin to lash out at
you! Go to the combat tables. if you win,
go to encounter 72. If you lose, go to
encounter 91.

Thorn Trap

65. As you approach the entrance,
Mjolnir pulls you back. Obviously, it can
not enter the cave. The entrance must be
ensorcelled to repel enchanted items or
even Mjolnir itself. You can turn away from
the cave or leave Mjolnir behind and enter.

Leave Mjolnir
and enter the cave

66. The Forest of Nightmare Plants
would be a harrowing experience for a
lesser warrior. For you it is only another
battlefield. The only difference is that
these foes are plants and not creatures.
Using your invincible hammer, you smash
your way through the lethal forest.

Your path leads you to a blackened
patch of ground 100 yards in diameter.
There is a large green object in the middle
of the patch. You can approach it, or pass
by it and continue your journey.

Approach the green object

68. This is athreeway intersection of tun-
nels. To one side is a level tunnel (go to
55). Another tunnel leads down at a slight
slant (go to 134). The lasttunnelleads up
at a steep slant (go to 34).

69. Geirrodur orders his seer to scry the
location of the sword. A wizened old troll
steps out from behind the throne. Spilting
on the ground before you, he says, “Oh
vile Asgardian, were it not for my king’s
command | would sooner run you through.
All 1 can tell you is to seek the sword
among others of its kind."

Geirrodur says ‘“Leave our lands
now, god of thunder, for we have not what
you seek.”



70. Geirrodur speaks, '‘There willcome a
time of choosing, lord of lightning. | can
see this by the belt of maiden's hair that
you wear. Choose not that which is fair and
pleasant, but rather that which is foul to
behold. | can tell you no more because of
unbreakable oaths to your half-brother
Loki. Go now and find your way in
Jotunheim.”

71. The mountains are cold and dry. Only
your Asgardian durability permits you to
survive here. As you travel through a nar-
row pass, five strange creatures emerge
from behind the rock ahead of you. These
beings have a vague resemblance to
trolls, yet are unlike any trolls you have
ever seen. You can attack them or attempt
to talk to them.

Attack

Hali-Trolls

Talk

tables If you win, continue you# jour
ey If youlose. go 1o encouriter 93

72. The thorn trap is defeated. From the
center of the deadly plant blooms a smali
but beautiful flower. The flower transforms
into a green-skinned maiden six inches
tall. She says, "My curse has been lifted.
In return, | shall give you a clue that may
lead you to your heart's desire. Journey in
the mountains to the south, mighty thun-
der god.”
The maiden transforms into a rose.

73. You are in a large cavern. The drum-
ming of hammers becomes louder as you
proceed. You can see troll metalsmiths
working in small alcoves in one side of the
cavern. Geirrodur, king of the trolls, sits on
a throne in the center of the cavern, the
magical spear Tordenstok in his hand. The
king is arguing with Ulik, leader of the lost
trolls. From somewhere a troll screams in
terror, “THOR!”. All eyes turn to you and
silence falls. You can attack the trolls or
talk to them.

Attack

74. The boat takes you safely across the
molten river. Continue your journey on the
other side of the flaming chasm.

75. The sword fades into nothingness as
you reach for it. You hear the mad, mock-
ing laughter of Loki all around you. This is
encounter G. Use the KARNILLA'S GIFTS
chartto find your next encounter.

76. “You will never find the sword!’ Loki
cries. ‘I have hidden it far from
Jotunheim.” He stands ready for battle.

Go to the combat tables. If you win,
Lokiis humiliated before the giants. At that
point you can stop, or continue and try to
find the sword of Frey.

77. Within the crystal building is a huge
diamond as tall as a man. There is a long
crack in one side of the gem. A diamond
shard lies near the diamond, on the glass
floor. It looks like the shard would fit the
crack in the gem. You can fit the shard into
the crack or leave the building.

Fit the shard into the crack

Award yourself 15 Karma points - The !
diamond begins to glow weirdly By

Sil's ebon kesses! A soft voice speaks |
insid your head, saying Many |
thanks for making me whole. god |
thunder | can see in your mind thaj you |
seek a sword Remamber that which |
hix# thas n

Leave the building

You turn to go and find that the door has |
vanished! A dark voice speaks In your
head, "Insolent godling! You shall die
for your act of carelessness." Go to
encounter 4

78. The inside of the building is filled with
roses, the fragrance is overpowering.
Make a Psyche FEAT roll. If it is yellow or
red, go to encounter 151. If it is white or
green, go to encounter 124.

79. A transparent golden sphere floats
above the peak of this mountain. Inside
the sphere is a small child. A huge lizard
crouches atop the sphere. The lizard
regards you with baleful eyes. Its fangs
drip venom as it hisses, “| mean thee no
harm, traveler.”” You can attack the lizard,
break the sphere, talk to the lizard, or con-
tinue your journey.

Attack the lizard

Go to the combat tables If you win, go
to encounter 39 If you lose go to
encounter 107

Lizard

F A S E R | P
Gd Rm Rm Rm Gd Ex Rm

Health: 100

The lizard can spit venom, and does so
whenever it can. If it gets a "Bull's Eye”
combat result, the venom enters your
eyes blinding you for 1d10 rounds
your Fighting and Agility are shifted
four columns to the left when you
attack The corrosive venom causes
Amazing damage which your body
armor reduces to Remarkable

Body armor. Incr

Break the sphere

You hurl the mighty uru mallet, which
shatters the sphere at a single blow
The lizard and the chid fall to the
grouind. but the lizard strikes swiftly
swallowing the child n a s:ngle gulp!
You can either talk to the lizard or
attack 1. Read the appropriate para-
graph



Talk to the lizard

80. You can return to encounter 60. How-
ever, you must make a successful Agility
FEAT roll to pass safely through the
spikes. See encounter 65 for details.

81. A mirror as tall as yourself stands in
the middle of the bridge, spanning it from
side to side. This is a magical glass, for it
shows not a reflection of yourself, but
rather a view of the land of storm giants.
As you step up to the mirror, it intones, ‘“To
each | show his destination. Let me be thy
gateway hence.”

If you step into the mirror, go to
encounter 146. If not, leave the cavern
and continue your journey.

82. This is a four-way intersection of tun-
nels. To either side are level tunnels (go to
9 or 34). There is one leading down (go to
55) and one leading up (go to 49}.

83. Gisla says, '"You must be quick, Thor.
| can not hold off my curse much longer. |
know of the sword you seek. It is in lands
on the other side of the flaming chasm.
Go! Now! Beforeitistoolate!’ She falls to
the floor and writhes in agony. You can
stay to help her, or leave.

Stay to help Gisla
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85. This is the Vale of Avalanches, where
the slightest sound may bring disaster.
You are silent as a ghost as you walk the
valley. The air above you begins to shim-
mer. Your evil half-brother Loki appears,
sitting crosslegged in the air. He whispers,
“And now, hated brother, something to
keep you busy.” With a great shout he
starts an avalanche. Go to the combat
tables. Five huge boulders come rumbling
down the slope atyou. They are upon you
before you can use Mjolnir to fly away. You
have one chance to hit each rock with your
hammer before it strikes you. If you suc-
ceed, the rock is pulverized. If you fail, the
rock hits you, causing Amazing slugfest
damage.

86. Inside the structure you find a mur-
dered hermit sprawled across a crystal
table, a dagger still in his back. The sight
of this cowardly crime makes your blood
boil. The hermit's dead hand lies upon a
map of Jotunheim, the index finger point-
ing to the mountains south of the Forest of
Nightmare Plants.

87. While crossing a high pass between
two mountains, you see a flash of light on
one of the peaks. Do you climb the moun-
tain? If not, continue your journey.



Climb the mountain

88. The flame wingsays, “What you seek
is not in the lands of flame. Search beyond
them.”

If you use the boat to cross the river,
go to encounter 74. if you climb the can-
yon walls and stay on this side, go to
encounter 42.

89. A woman of unsurpassed beauty is
bound and dangling from a flaming tree.
Her tears hiss as they hit the scorched
ground. She is silent because a leather
thong gags her mouth. On the ground is a
stone with these words inscribed, “Gisla
the witch. Let this be a warning to all who
would cast evil enchantments.” You can
free her or ignore her and continue on your
journey.

Free the woman

90. The creature of flame says, “You
need not venture east of this perilous
chasm of flame, Mighty Thor. What you
seek lies west of here.”

If you use the boat, go to encounter
74. Otherwise, return to encounter 42.

a

92. You find a partially hidden cave
entrance nearby that you had not noticed
before. To enter the cave, go to encounter
123.

93.

This advanture

94. The flaming chasm lies balore you. s
fires and fumes rise too high for you to fly
over them and escape their effects. Yet
you must either brave the flames or
remain on this side.

Fly over

95. As you round a bend in the trail, you
hear the challenge of a powerful warrior
who stands in your way. His helmet hides
his face. The warrior hefts an axe and
snarls, "Any who travel this path must
defeatme first!"”

You can fight him or try to talk to him.

1

Attack the warrior

Talk to the warrior

96. You are near the edge of the flaming
chasm. A thick fog covers the land. Flying
is too dangerous, so you walk. Four
shapes loom out of the fog—four storm
giants! Two of them see you and rush in to
fight. You can attack or summon a storm to
clear away the fog.

Attack

You face two storm giants. Go to the com-
bat tables. If you lose, go to encounter 52.

Summon a storm




97. The defeated green fire burns low.
You tap the handle of your uru mallet on
the ground, calling a storm to douse its
evil forever. The flame hisses, “Not rain! |
will do anything youask solong as you do
not call the rain! | am a seer! | can see
events happening anywhere in Asgard!
Let me live!"

Do you summon the rain or listen to
the flame?

Summon the rain

Listen to the flame

98. A small village of storm giants lies
before you. The crude stone houses are in
bad repair. Every now and then you hear
the bellow of an angry giant, followed by
the crash of breaking furniture.

A well-kept hut stands a short dis-
tance away from the village, smoke curl-
ing from its chimney. Do you want to enter
the hut or go down into the village?

Enter the hut

Enter the village

99. The woman escaped while you were
battling the storm giant. She is nowhere to
be found. Return to the encounter 143
map position.

100. You say to the flame wing, “My
questisofgreatimport. | seek the sword of
Frey. Can you aid me?"

The flame wing responds, ‘Loki
forced us to hide the sword for him. It lies
in a cave of the chasm many miles north of
here. You must return to upper grounds
andtravelalong the chasm until you come
to the grand stair. Descend there and you
will find the sword.

If you climb back up to the lands of
Asgard, go to encounter 42. If you use the
boat, go to encounter 74.

101.

102. Cursing, she snatches a strange
object from her mantle. This is her magical
amulet. Go to the combat tables, including
the magical combat section. If you win, go
to encounter 11. If you lose, go to
encounter 51.

Gisla

103. The Rock Troll cowers in fear. You
extend your hospitality as a prince of
Asgard, even though this is a lowly troll.
The troll is relieved. He darts toward the
trees. Just before he makes it there he
turns and says, “Trust Geirrodur, but not
Ulik, in the Domain of Trolls."”

104. The mountains of the troll-realm
loom over you, but you are undaunted.
You are the Mighty Thor, son of Odin,
prince of Asgard! As you round the cliff-
side you stop short and stare at a crude
50-foot tall statue of a Rock Troll. To enter
orleavethe valley, you must pass between
its parted feet.

105. The flower has been uprooted. It
rapidly wilts before your very eyes.
106. Tl i

107.

108. You question the Executioner when
he regains consciousness. Unfortunately,
he does not tell you anything new. You
leave him where he lies and continue your
journey.
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109. The old woman says *“You seek that
which was stolen. Great magic is protect-
ing it. | can only see that it is not where fire
lies.”

You question her more, but she can
tell you nothing else. Weary and wiser, you
leave the hut.

110. Ulik looks as if he wants to argue,
but Geirrodur's guard is too menacing.
The troll-king leads you through a side tun-
nel. After spending several days under-
ground you arrive at a troll city. On the map
you are now four encounter areas south of
where you were (the new site is marked
with a single star). Turn to encounter 121.
On the trip, Geirrodur tells you that Ulik is
Loki's lackey.

111. You enter the home of an ancient
hermit, who is seated at a table, gazing
into a crystal ball. Before you can say any-
thing hewheezes "Seek it...in the land...of
fire..."

He falls face first onto the crystal ball,
dead. Atrolldagger is in his back. Examin-
ing him and the crystal ball reveals noth-
ing else.

112. You come upon two storm giants
beating a Rock Troll senseless. The troll is
crying out for help. You can attack his tor-
mentors or go away.

Attack the giants

i voursglf 10 Ksrma noints and oo

113. The outside of the plant wall was all
thorns, but the interior is full of roses. An
ordinary-looking man sits at a low table
here. You state your royal mission. He
nods and says, “Thou art known to me,
son of Odin, as is thy mission. Thou hast
journeyed far, but in vain. Seek thy goal in
far-off Jotunheim, not here. | bid you
leave, for haste is of the essence.”

114. In gratitude for your heroic rescue,
Gisla casts a spell over a strange-looking
amulet. Rising from her work, she says,
“What you seek is south of here, Mighty
Thor. Go now before the terrible forces
protecting it find you."

115. A small man stumbles out of the
woods, screaming, ‘‘Beware, man,
Groknir the giant shall grind your bones."
He waves a small sword in your direction.
You can attack or try to talk to him.

Attack



Talk

116.

117. Agreen flame burns in the center of
the barren circle. As you approach, a
tongue of green flamelicksoutatyou, and
burns a plant on the edge of the circle. A
hissing voice says, ""You are bold, man of
flesh, to come so close to me. For that ¢
shall give you the choice of a fast or a slow
death.” Go to the combat tables. If you
win, go to encounter 97. If you lose, go to
encounter 140.

Living Fire
A S =

118. The little crystal house has a mam-
moth interior, as big as Odin’s hall in
Asgard. A crystal giant armed with Frey’s
sword stands in the middle of the hall. Go
to the combat tables. If you win, go to
encounter 116. If you lose, go to
encounter 50.

Crystal Giant

119. Only Loki and you remain standing
in the room. This is encounter A. Use the
KARNILLA’S GIFTS chart to find your next
encounter.

120. Geirrodur commands, ‘“‘Ulik!
Reveal the hiding place of the sword of
Frey.” Ulik snarls and gnashes his teeth
but finally relents. He says, "It is in the
mountains notth of here. It can be found
by the gleam of its protector.”

The king of trolls says, “Seek the
weapon in the north and do not bother my
kingdom again.”

121. Geirrodur says, “l will grant you a
boon, but of my choosing, not yours.”

This is encounter D. Use the KARNIL-
LA’'S GIFTS chart to find your next
encounter.

122. You are in the foothills of the moun-
tains. All of barren Skornheim lies to the
south. A shadow falls across your face.
Looking up, you see an enormous bird
swooping to attack you. Before you can
hurl Mjolnir the bird is upon you and
attempts to grapple you. Go to the combat
tables. If you win, continue your journey. If
you lose, go to encounter 107.

Giant Vulture

123. The tunnel winds like a serpent’s
body through the bowels of the mountain.
Aftera long walk down the tunnel, you see
light at the end of it. The tunnel opens high
on the wall of a huge cavern. The cavernis
spanned by a bridge that extends from
your tunnel to the other side. This is
encounter J. Use the KARNILLA’S GIFTS
chart on the map to find your next
encounter.
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124. Your head swims and you fall
asleep, dreaming of a garden filled with
beautiful flowers. The peaceful scene is
suddenly broken as two tumbling, wres-
tling rock trolls crash through the flowers.
Itis Ulik and Geirrodur, fighting for posses-
sion of a glowing sword. You awaken to
find yourself on the floor of the rose build-
ing.
125. Flying down into the hole you find
yourself in alarge cavern, its floor covered
with stalagmites. The hole in the high ceil-
ing is the only source of light. From the
shadows, a powerful figure leaps savagely
to the attack. He cries, ""Last time we met,
you bested me! Now Maurglon the cavern
troll shall gain revenge at last!

Go to the combat tables. If you win, go
to encounter 40. If you lose, go to
encounter 144.

Maurglon the Cavern Trofl

126. You find three storm giants camped
in a small clearing. They are roasting a
wild pig on a spit over a fire and do not
notice you. The giants are armed with
blunt stone axes. You can attack them or
spy on them.

Attack

Spy

127. The old woman says, "Speak not
the name of what you seek. | already know
ofit. I can tell you only this, look not for it in
the mountains.”

Someone taps you on the shoulder.
You whirl to see who it is, but nobody is
there. When you look back into the hut the
old woman has disappeared.

128. A crystal house sits perched upon
the mountain top. Its door stands ajar. Do
you enter? If not, go to encounter 87.

Enter the crystal house



129. Thewayis easy. Your way is lighted
by a glowing river of lava that flows at the
bottom of the chasm. The banks of the
river are narrow ledges of rock, which con-
nect the stair and the canyon wall. As you
round a switchback on the stair, you see a
yawning cave in the side of the chasm.
You can enter the cave or continue down
to the lava river bank?

Enter the cave

Continue down the stair

130. You decide to trust the lizard’s judg-
ment. You ask it for news of the sword of
Frey. It says, “Go into the mountains.
There thy question may be answered, at
least in part.”

It shows you a partially hidden cave
entrance that you had not seen before. |f
you enter the cave, goto encounter 123. If
not, continue your journey.

131. The thorn giant topples, felled by
your godly might. As you stand gazing at
your weird foe, a crack appears in its
trunk, widening into a large cavity. A con-
fused and terrified dwarf climbs out. He
begs and pleads for mercy. Do you attack
or give him mercy?

Attack

Give the dwarf mercy

132. Looking down you see a green
plant. Atfirstyou think nothingof it. Thenit
occurs to you that nothing green grows in
the Swamps of Endless Flame. it isindeed
a puzzle. Mayhapit’s a clue of some sort?

133. Maurglon lies defeated at your feet.
You leave the savage cavern troll and con-
tinue your journey.

134. Thisis a four-way intersection of tun-
nels. To either side are tunnels slanting up
(goto 9 or 68). There is one leading down
(go to 73) and one leading sharply up (go
to 55).

135. The giantess cries, “Forgive me,
prince! They captured me unawares and
threatened toeatme unless | acted as bait
for unwary travelers such as yourself.”

After you free her she hands you an
egg and says, “If you burst this eldritch
egg on an enemy, he shall be van-
quished.” She walks off into the trees.

The egg is magical, like Karnilla's gift.
When you use the egg in combat, turn to
the back of the booklet and read the egg's
description to find the resuits.

136. The outside of the plant wall was all
thorns, but the interior is filled with shriv-
eled roses. A green-skinned man sits on a
gnarled black tree stump and looks at you
cheerfully. In his hand is the sword of Frey!
You demand that it be returned to you for
Asgard. He laughs and says, “Be it known
that of all the gods, only Loki has ever
seen fit to recognize my existence. | am
his ward against those who would steal
the sword.” He rises to his feet, ready for
battle.

Gotothecombattables. If youwin, go
to encounter 67. if you lose, go to
encounter 107.

The Nightmare Witherer
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137. Your godly might has driven the mol-
tens back into the river. Looking around,
you see nothing of interest. Deciding
quickly, you walk along the bank search-
ing for a way across the chasm. Shortly
the fumes part and reveal an astounding
sight. An orange-skinned giant with living
flame for hair is landing a boat made of
solid rock on the beacht

You hail him and he turns and greets
you. “l am Skrog, the boatman.”

You tell him that you are seeking pas-
sage across the chasm. Before he can
respond, a creature of living flame flies out
of the fumes and screeches, "“Base liar!
You would throw him into the river at the
first chance!™

Skrog replies “ltis you, foul flame
wing, who would see the noble Asgardian
burn!”

You can attack the flame wing or
attack Skrog?

Attack Skrog

Attack the flame wing

138. A low hedge surrounds a pool of
green water. The hedge appears harm-
less. The pool's surface is smooth. As you
look at it, the surface begins to ripple. You
see a scene of Ulik and Geirrodur, both
trolls, in an underground cavern. Between
them is the sword of Frey. The water is
now too troubled to read. It begins to boil
and the plants to wither. You fall back a few
steps and the pool and hedge disappearin
a cloud of steam. When the steam clears it
is as if the pool and hedge never existed.
You are standing in the middle of the
charred circle.

139. Asyourlast blow hits the crystallion,
thecreature shatters. Thesound reverber-
ates through the crystal building, rising to
a horrificshriek, finally shattering the crys-
tal walls. You are free to continue your
journey.



140.; Flame sears and

blisters your

141. Searching the cavern, you find only
one thing ofinterest. Alarge plant grows in
a spotwhere sunlight canreach it through
acleftin the cavernroof. This plant lashes
out frantically, trying futilely to reach you.
This loathesome thing could only have
come from the Forest of Nightmare Plants.

142. Loki's voice taunts you, "Why don’t
you light your foolish candle of darkness,
brother? You could not do worse if you
were blind! Ha! Hal Hal...”

You can light the candle or continue
your journey. If you have already used the
candle, go to encounter 150.

Light the candle
r you I i w

143. The flaming chasm smolders before
you, its deadly flames and fumes rising
high into the air—so high that even mighty
Mjolnir can not safely carry you across.
Nearby there is a set of crude stairs
descending into the flaming chasm. If you
descend, go to encounter 129. Otherwise
continue your journey on this side of the
CRaSm.

144, Your = i LA V-
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145. Inside the crystal building is a large
throne carved from a single diamond.
Slouched on this magnificent throne is
Loki, god of mischief. "Welcome, brother.
Welcome to my house of mirrors. 1 hope
you like it here, it may be the last place you
ever see. Ha-ha-ha...”

Loki sinks into the ground like a
ghost. As you turn to leave, you find the
doorisnotthere! All the walls show reflec-
tions of yourself. Go to encounter 4.

146. You are transported to encounter
96. It is on the southern portion of the map
justwest of the flaming chasm, at the ham-
mer marked with two stars.

147. In the center of the cavern is a large
rock. The sword of Frey is embedded to its
hilt in the stone. A ring of lava surrounds
the stone. “An easily surmounted obsta-
cle,”” you think. You whirl your uru mallet
over your head and {et it carry you over the
lavamoat. As you step forward to draw the
sword from its granite sheath, the rock
moves. It is a living creature! Go to the
combat tables. f you win, go to 22. If you
lose, go to 140.

Granite Guardian

148. Loki stands insolently before you.
Go to the combat tables. If you lose, go to
encounter 52. If you win, Loki will lose.the
respect of the giants and can no longer
lead them. The giants will amply punish
Loki for his failure, while you are free to
return triumphantly to Asgard or continue
the search for the sword.

149. In the center of the charred spotis a
garden. Something about it strikes you as
unusual. Of course! It is shaped like a
sword. The blade of the sword points to
the southwest. As you watch, the piants
wither and blacken.




150. You pull out the burned stub of a
candle. You think, “Why would Loki refer
to the candle?” You begin a careful
search for anything suspicious. A wisp of
foul mist solidifies and Loki is standing
there. The sword that faded is back again.
Lokisays, “'Since {was unable to convince
you to leave, half-brother, | shall have to
force you. As you can see, the sword was
here all along, merely invisible.”

Go to the combat tables. If you win, go
to encounter 3. If you lose, go fo encounter
52.

151. You fight off the insidious effects of
the fragrance and walk outside to get
some fresh air. You may continue your
journey or re-enter the thorn building
(return to encounter 78).

152. Gisla says, "It is true that | am a
witch, though | am notevil as other dwell-
ers of this swamp thought. | shall help you
in your quest, son of Odin. The object of
your search lies somewhere in the regions
of fire. More than that | can not say.”

153. A beautiful woman sits in the center
of the cavern, chained to a rock carven in
the image of evil Loki. A ring of molten
rock surrounds her small island. it looks
easy enough to cross. As you prepare to
leap over it, four creatures of molten rock
emerge from the moat. Go to the combat
tables. If you win, go to encounter 18. If
you lose, go to encounter 140.

Moltens

154,

By THE SOLDEN

155. A hooded figurein a dark green robe
floats in the air above the cavern floor. It
speaks with a woman’s voice. 'You may
remember Volla the prophetess, prince
Thor. My prophecy is that thy search must
be in vast Jotunheim, not in these sorry
tands." She turns and walks through the
wall.

156. You say, “Thou hast acted nobly,
creature of fire."

The flame wing responds, ‘I have
heard of your quest, Mighty Thor. | have
been waiting for you."

This is encounter E. Use the KARNIL-
LA'S GIFTS chart to find your next
encounter.

KARNILLA’S GIFTS Locket of Karnilla's Hair Other Magical ltems
Ring of Fire _— Egg of the Giantess
Boots of Velvet Moss 1 L

Candle of Darkness
Silver Harp

Belt of Maiden's Hair ,5
Vial of Babe's Breath ‘
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= - ] y H h the 8attle BeGINs. column that corresponds to the oppo-

— = il = ?II e nent’s highest physical asility.

——— = 2. Oecide how Thor attacks. Thor can 0o
@ — 4 f - ; - any one. of the following each round: 5. Rotl a O1€ fOR IMNLIATIVE. ANV NUMBER
— : 3 = Strike with his {Ists OR with Mjolnir; fRoIN 1-5 IN€ans that the opponents have
== = Throw MYolmir; Summon a thunder- IMITIATIVE and aCt fIRST. ANy NUINBER fROM
=, storm (Monstrous lightning); fire a 6-10 means that Thor has miative and

; MONSTROUS 1:GhTNING BOlT JIRECTIV fROM ACTS [IRST.
- Mjolnir; Grapple; Charge.

6. Roll thecomsatusiigthe standard Rules
3. Oecwe whether OR not you will use of the MARVEL SUPER-NEROES™ Game.

Karma this round to modify dice Rolls,

the valley
of
SWOROS

the vale
Of

= avalanches
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