
 

 

Lashings  

of 

Ginger Beer 
 

Roleplaying Mysteries & Adventure in Idyllic England 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Simon Washbourne 

 

 



ii 

 

 

Acknowledgements 
 

Layout & Design:  

Simon Washbourne 

 

Artwork:  

Allan Dotson, Burgess Sharrocks, Jay Forster 

 

Play testers:  

Annette Washbourne, Robert Irwin, Nigel Uzzell, Janine Uzzell, Mark 

George, Alyson George, Robert Watkins, Gary Collett, Leigh Wakefield, Phil 

Chivers, Phil Ratcliffe, 

IWARPUK and many others. 

 

Inspirations for the game: 

All the Famous Five books and Secret Seven books by Enid Blyton, Swallows 

& Amazons by Arthur Ransome and many other similar children’s books. 

Even The Weirdstone of Brisingammen by Alan Garner and the Narnia Books 

by C S Lewis are full of ideas, especially if you want your adventures to go 

beyond Idyllic England. I may write a sourcebook for this type of play at 

some future date. 

 

 

 

Thanks to  

Enid Blyton 

(August 11, 1897 – November 28, 1968) 

 

 

 

 

 

 

 



 

Ginger Beer Recipe 
 

Makes 5 litres (9 pints) 

Lemon -1 large, zest and juice 

Cream of tartar -5 tsp 

Sugar -450g (1 lb) 

Fresh root ginger -25g (1 oz), peeled and bruised 

Boiling water -2.3 litres (4 pints) 

Cold water -2.3 litres (4 pints) 

Fresh yeast -15g (½ oz) 

Toast -1 slice 

 

 

METHOD 

Place the lemon zest, cream of tartar and sugar in a large bowl or plastic 

bucket. Add the bruised ginger. Pour the boiling water over the mix and stir 

until the sugar is dissolved. Add the cold water and lemon juice. Allow to cool 

until the mix is luke-warm. 

Spread the yeast on the toast and float it on the mixture. Cover with a clean 

cloth and leave in a warm place for 24 hours until frothy. Remove any scum 

from the top of the mixture, discard the toast and syphon the beer into steri-

lised bottles, avoiding any sediment. Seal the bottles with screw caps or corks 

secured with wire. Leave for 3 days in a cool place before drinking. Drink 

within the following 3 days or the ginger beer will taste too yeasty. 
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Introduction 
 

What is role-playing? 
 

In role-playing games (RPGs), the action takes place in the imaginations of 

the players rather than on a board as in other types of game. By using a set of 

rules, players construct game characters to act as their alter egos living in the 

world they have created. In essence, the players are creating a story as they go 

and much of this story is simply a verbal interchange between the players. 

 

One of the players takes the role of the gamesmaster (GM). This player has 

the task of creating the adventures, much like an author writing a story. How-

ever, unlike an author, the GM doesn’t always know what the characters will 

do. This is because the other players play the characters. The GM directs the 

flow of the game, describes the things the characters see and hear and speaks 

for the people the characters come across as they progress through the adven-

ture. 

 

Sometimes the outcome of characters actions is not a foregone conclusion and 
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this is where the game rules will help. These rules describe how the GM and 

players can determine the success or otherwise of actions that they take as 

they adventure in the game world. 

 

In Lashings of Ginger Beer (LoGB) the characters are not the heroic types that 

you find in most other rpgs. However, this game does emphasize character 

interaction more than most and should therefore lead to a highly rewarding 

role-playing experience. 

 

What is this game about? 
 

You are a 13-year old kid living in Idyllic England. Idyllic England is an un-

real place, a sort of fantasyland along the lines of those versions of England, 

which appear in such works as The Famous Five, Swallows and Amazons and 

The Secret Seven. In Idyllic England the time period doesn't really matter - 

suffice to say that kids ride bicycles not BMXs, they read books such as ‘Boys 

Own Adventures’ since there is no such thing as Sega or Nintendo and most 

importantly they never swear and are rarely rude to grown ups.  

 

All right, you may ask, but this is a role-playing game so what is there to do? 

Well, there are camping hols a plenty, mysterious smugglers caves to explore, 

ghostly haunted houses to poke around in, secret passages in ruined castles to 

discover, all manner of suspicious villains to report to the police for real (and 

imagined) crimes. Nasty people can of course be spotted a mile off, and every 

circus that comes to town holds its own mystery to solve. And, once solved 

PC Plod is always on hand with his trusty bicycle to arrest the villains of the 

piece, or to clip the kids around the ears for wasting his time (without the pos-

sibility of being hauled before the court!).  
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Creating Your Kid 
 

Attributes 
 

To play in a RPG you need to create a character that is the persona that you 

pretend to be in the game. In LoGB the character you need to create is a nosey 

kid. Kids are initially defined by 4 attributes. These attributes are rated on a 

numeric scale, where the higher the number the better. They help to determine 

how well each kid performs in his or her day-to-day activities, whether they 

are at home, at school or more particularly when they are on an adventure.  

 

The attributes are:  

Tough  

This is a measure of the kid's strength, resilience, build and all round physical 

ability. It is useful in sports, outdoor activities and particularly useful in fights. 

It tends to be higher as kids grow older.  

Deft  

Speed, agility, athleticism and co-ordination are all measured by this attribute. 

This is useful for many outdoor and sporting pursuits. Deft reduces as kids 
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grow older.  

Clever  

A bright kid is an intelligent and quick-witted kid who does well at school-

work and is good at remembering things and working things out. As kids get 

older, they learn more and therefore become cleverer.  

Charm  

Being able to smile sweetly and get away with anything. That is charm. 

Younger kids tend to be more charming.  

Age  

For the most part, it is the age of the kid that you create that decides what the 

initial attribute levels are. The higher the number, the better able your kid is. 

 

To determine your kid’s age, you need to either choose an age from 10 to 15, 

or roll a dice and add 9 to the result. 

 

Write this age on your character sheet. 

  

Initial attribute levels are determined by starting age. Look up your kid’s age 

on the following table and write the numbers for each attribute on your char-

acter sheet. Then add 1 point to any attribute you like. Write down the final 

attribute levels (numbers) on your character sheet. 

 

 

Age Tough Deft Clever Charm 

10 1 3 1 3 

11 2 2 1 3 

12 2 2 1 3 

13 2 2 2 2 

14 2 2 2 2 

15 3 1 3 1 

Grown up 4 1 4 1 
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Kid type 
 

After attributes have been decided, you 

then need to determine the things that your 

kid knows or is good at. This depends on 

the type of kid, which can be a Swot, a 

Truant (Tomboy) or a Good (‘normal’) 

kid. You get to choose.  

Good (‘Normal’)  

Good kids -these make up the vast majori-

ty of kids in Idyllic England. They have a 

father who works in the bank or in insur-

ance a mother who is a housewife (as all 

mothers in Idyllic England should be -no such thing as the women’s move-

ment here) probably an older brother or sister and a family pet. 

 

A Good Kid They will live in a suburban semi detached house with ample 

room at the end of the garden for a tree house or den. Father will have a Rover 

car or maybe a Wolsey or Morris which he uses for work and at weekends to 

take the family on outings or drop the kids off at the train station, when they 

go off to see auntie Mable. 

  

Good kids will go on to become bank managers, 

solicitors, doctors, accountants or politicians. Girls 

will of course get married and become housewives.  

Swots (Bookworms)  

Swots are from backgrounds similar to those of 

good kids but could be, for example, an only child 

and therefore molly-coddled by mummy & daddy. 

They are not good at sporty things (too rough) but 

at their lessons they excel. 

  

Swots prefer to spend leisure time in the library or 

in their rooms with their noses stuck in their books. 
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There will rarely be more than one Swot in any 

gang.  

 

Swots will go on to become Professors, scien-

tists, inventors and train spotters.  

Truants (Tomboys)  

These kids are the naughtier kids of Idyllic 

England. They tend to be the opposite of Swots; 

that is good at sports but poor at their studies. 

They may even use strong words or phrases like 

‘damn it’ and ‘blast’ or even on occasion 

‘bloody hell!’ (as long as no grown-ups are 

nearby).  

 

Truants are fond of games and pranks that lead 

other kids astray, such as cherry knocking and 

apple 

scrump-

ing but 

because 

they are better at these things, they do 

not usually get caught. By present day 

standards Truants are not bad kids by 

any means and they do not get into 

trouble with the police -they are simply 

naughty by Idyllic England standards.  

 

 

There will rarely be more than one 

Truant in a gang.  

 

Truants go on to become footballers, 

racing drivers and game designers. 
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What is my kid good at? 
These are called skills, abilities, feats or traits in other rpgs. They are learned 

or taught skills and knowledge. All player character kids in Idyllic England 

are adventurous and resourceful. They see things that grown-ups and most 

other kids do not see. Accordingly all your kid is automatically good at two 

things -Hide and Snoop. These are already written onto the character sheet 

and you have a level of 2 in each. You can spend points to improve them from 

your point allocation detailed below.  

 

The other things a kid is good at depend upon the type of kid she is. You have 

8 points to split amongst them. Simply assign some of your 8 points to each 

thing.  

 

If you want to choose things that are not a 

part of your kid type, you need to assign a 

greater number of your points. Swots get 

Truant skills at three times the cost. Truants 

get Swot skills at three times the cost. They 

both buy Good kid skills at double the cost. 

Good kids buy any non-good kid skills at 

double the cost. So a Swot could, for example 

put one point into each of his 6 listed skills, 

and then put two points into Act Innocently 

(effectively making that skill level 1 too).  

 

Any player can choose to increase Hide or 

Snoop for one point per point of increase. 

Things kids are good at 

Good Kid 

Act Innocently  

Camping  

Hobbies  

Sports  

Ride Bicycle  

Spot Nasty People  
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Swot  

Sciences  

History  

Geography  

Languages  

Music  

Useless Facts  

 

Truant  

Fighting  

Wriggle (from Grasp)  

Climb Trees & Walls  

Catapult  

Throwing Things  

Lie Convincingly 

Example of creating a kid  

I grab a character sheet and roll a dice, which comes up 5. My kid is therefore 

14 (I could have chosen his age had I wanted to). I write this on my character 

sheet. I also come up with a name for him at this stage Daniel (Danny).  

 

Looking up the attributes on the table for a kid of 14, I see that all four attrib-

utes will be rated at 2. I have an extra point to add, so I increase Deft to 3.  

 

Next, I decide that my kid will be a Good Kid. With the 8 points, I put one 

point in each of the things listed, except for Act Innocently. I decide my kid is 

not going to be good at pretending. I write the selected things down on my 

character sheet, with a ‘1’ alongside each. This leaves 3 points. I want my kid 

to be especially good at snooping, so I add a point to Snoop skill, bringing it 

up to 3. I also want my kid to be good at climbing, so I can assign a level of 1 

to Climb Trees & Walls (this costs both points that were left over, because it 

is from the Truant list). I add this to my character sheet too.  

 

Danny is now nearly ready to go and solve a few mysteries. But I still need to 

know what he is able to do with the things he is good at. There are also a cou-

ple more things I need to know about Danny before he is ready for adventure. 



 

 

 

 

 

 

 

 

 

9 

3 

 

Doing Things 
 

Overview 
 

These are the skills of the kids in Idyllic England. They represent he things 

that kids will try to do, when they are out searching for clues to the mysteries 

that they come across every time they go on a weekend biking expedition, or a 

visit to their Aunt’s house. 

 

Act Innocently  

The ability of the kid to make whatever he is doing look like he is just ‘being 

a kid’. Useful for covering up what your character is doing, when spotted by 

grown-ups. Usually used with Charm.  

 

Camping  

This represents the knowledge that the kid has of outdoor-type things – the 

way to pitch a tent, make a campfire and so on. Normally based on the Clever 

attribute.  

 

Catapult  

The skill of the kid at making and firing a catapult (a short, strong ‘y’ shaped 

stick with a strong length of rubber-band strung between the forks). For mak-

ing a good one it is based on Clever, for accurately firing it use Deft.  
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Climb trees & walls  

The ability of the kid to scramble over 

high walls and up trees. Usually used 

with Deft.  

 

Fighting  

How good a kid is in a scrap. There are 

no martial arts and no fancy moves. It 

is simply rough and tumble wrestling 

and maybe a punch or two. Used along-

side Tough.  

 

Lie Convincingly  

The ability of the kid to tell tales and to 

persuade grown-ups that they are not 

doing anything they shouldn’t be doing. 

Used with Charm.  

 

Geography  

Knowing where places are, local 

knowledge and map reading. Used with 

Clever. 

 

Hide  

The skill of the kid at finding somewhere to secrete herself when she might 

otherwise be spotted. Under a bush, behind a tree, in a ditch, under the stairs 

or just in the shadows - they are all likely hiding places for resourceful kids. 

Can be based on Clever or Deft.  

 

History  

Knowing things about people, places and events. If the kids find an old castle, 

history might tell the kid about the castle. It is used with Clever.  

 

Hobbies  

The kid might have a hobby – it can be anything like stamp collecting, model 

railways, needlework, kite flying, cookery, mechanics and so on. You get to 

choose one. Normally used with Clever, it could be Deft based.  
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Languages  

Your character has a particular knack for French and German (those normally 

taught in schools in Idyllic England). Normally used with Clever.  

 

Ride Bicycle  

This is exactly as it suggests. Most kids can ride – this is doing it well. Most 

often Deft-based. 

 

Sciences  

The kid knows something of physics, chemistry and biology. Probably some 

first aid too. Used with Clever. 

 

Snoop  

This is the ability of the kid to get facts and evidence, be it getting up close to 

the villains and listening in to their conversations and plans without being 

spotted, or to find clues and evidence at the scene when the villains are gone 

or to spot ‘peculiar goings on’. All kids in Idyllic England can do this, to some 

degree. This is Clever based.  

 

Sports  

The kid is generally very sporty – it could be football, cricket, rugby, horse 

riding, hockey, swimming, canoeing, archery and so on. Normally based on 

Tough or Deft.  

 

Spot Nasty People  

This is the almost innate ability of the kid to know that a grown-up is a villain, 

or is up to no good. A good skill for the GM to get the kids hooked into an 

adventure. This skill is most often used alongside Clever.  

 

Throwing things  

The kid is adept at throwing sticks or stones (or boomerangs). Used with Deft 

for accuracy or Tough for power and range.  

 

Useless facts  

The sort of odd facts that a kid might know from reading a wide range of 

books or from the news and so on. It is another useful tool for the GM to give 

the players a clue about something to help move a game along if they are 

stuck. It is usually combined with Clever. 
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Wriggle (from grasp)  

The kid is good at crawling into or out of small gaps or tunnels. It is also use-

ful for getting out of a firm grip. The thing your kid needs to get away from 

nasty people or bullies and so on. This is most often a Deft-based skill. 

Rolling dice 
 

In Lashings of Ginger Beer, the dice used are the ordinary six-sided dice that 

you find in board games like Monopoly. In most cases when you roll dice to 

determine whether your kid succeeded when trying to do something he or she 

is good at, you need at least one five or six to come up. Often you will roll 

more than one dice. Where these rules are different (for example rolling on 

the Useful Items Table, the rules will explain how the dice work).  

 

Sometimes rolling dice can break up the flow of the game. It breaks up the 

thrill of the chase, or simply gets in the way of good role-playing. So, there is 

a rule of play for LoGB and that is to roll dice only when there is a real need 

to do so – i.e. where the game situation means that it would be more exciting 

to do so. If it would get in the way of a good story, don’t do it.  

 

Where a kid is trying to do something that he or she has a skill in, the player 

rolls dice equal to the skill level plus the most appropriate attribute for what 

he is trying to do.  

 

For example Tommy, a Truant, is firing his catapult at an open window to try 

to get a message into the room where villains are holding his friends captive 

(he has wrapped a note around the stone). If he has a 2 in catapult and 2 in 

Deft, then the player gets four dice to roll. If a kid has no appropriate skill, the 

player simply rolls a number of dice equal to his character’s most appropriate 

attribute.  

 

At least one five or six is required in order to succeed. Where more than one 5 

or 6 is rolled, the result of the action is even more spectacular than the charac-

ter wanted. 

 

Modifiers  
Sometimes the GM will decide that the task is especially easy. If this is the 

case, you will require fours, fives and sixes to succeed a task. 
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If the GM decides what you are doing is especially difficult, you may succeed 

only if you roll at least one six. 

 

The GM usually tells you in advance whether the task is easier or harder than 

normal so that you know what you need to roll. 

 

Contested rolls  
Sometimes a player will want his kid to do something that is being opposed 

by another kid or a grown-up -say a race or a ‘scrap’ or similar. In these cases, 

both players or the player and the GM roll the appropriate number of dice.  

 

The one who gets the most fives and sixes is the 'winner'. Where the result of 

a contested roll is a ’draw’ -i.e. both ’contestants’ rolled the same number of 

sixes, this means they were equal for that part of the action.  

 

If for example, it is a fight, neither side got in a telling blow—it is a kind of 

standoff and a chance to reassess the situation. If it is a race then they are run-

ning side by side, or in a 

chase the chaser has 

gained no ground on the 

other. 

 

Fighting 
In a fight, the loser suf-

fers a one-point 

reduction in their Tough 

attribute. This repre-

sents tiredness, being 

'roughed up' and general 

wear and tear. It does 

not represent wounding 

as such -although it 

could represent a bloody 

nose or black eye etc. 

When Tough is reduced 

to 0, the kid is out of the 

fray -either he is ex-
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hausted or demoralised or on his rump crying. Either way, he has been beaten.   

 

You will see that there is no strict ‘round-by-round’ combat system in LoGB 

like there is in other rpgs. This is because combat is not really a feature of the 

game. It is really more a case of dealing with the whole ‘scene’ based upon 

the result of the dice roll. You can break the action up a little if you need to or 

if you feel it important for a particular set piece.  

 

Something else to bear in mind is that kids do not fight with grown ups. They 

can use the skill ‘wriggle from grasp’ to get away, or can fight them, simply to 

shove them away or something, but cannot stay in a prolonged fight with 

them. 

Narrative play  
 

In LoGB, you are creating a story in Idyllic England. To help do this, narra-

tive control is passes to the players when their kid’s succeed at doing things.  

 

Using Tommy as our example again, Tommy’s player rolls 4 dice. One of 

them comes up a six, so he say’s “right, I pull back the rubber band, line up 

the open window and let loose the stone. It flies straight and true through the 

opening”.  

 

The more fives and sixes rolled the more impressive the result and the more 

narrative control the GM can give to the player, within reason and within 

keeping with the Idyllic England style.  

 

Going back to Tommy, if he had rolled two sixes the player could add, for 

example, “the stone lands perfectly on the lap of Sammy, who was tied to the 

chair against the far wall of the room”.  

 

Where the players fail their character’s rolls (i.e. they don’t get a five or six) 

the GM can narrate their failure if he wants to. Alternatively, the GM may 

want to pass responsibility to the players to narrate both successes and fail-

ures.  

 

The GM can overrule anything that seems ‘out of place’, or if a player tries to 

narrate a failure into some sort of a success. 
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Getting better at doing things  
The kids in LoGB are at that age where they can learn new things very quick-

ly. In game terms, this means that at the end of each adventure, the kids have 

an additional point to add to any one of the things they are good at or to gain a 

new one. The GM may award an additional point to any of the players for 

good role-play, within keeping with Idyllic England. These points are ‘spent’ 

in the same way as when creating a kid. 
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Idyllic England 
 

Mysteries galore! 
 

Idyllic England is not a real place. It is a place that exists only in fiction. The 

kids are too clever, too nice and altogether too goody-goody to be true. The 

villains on the other hand are generally a bit stupid and always have that ‘up 

to no good’ look about them. They are always frightening or of dubious char-

acter to the kids but not really that nasty when measured by today’s standards.  

 

The boys in Idyllic England wear shorts, except the older ones of 15 who 

might wear long trousers almost as a badge of seniority. The girls wear pretty 

dresses unless they can get out in their shorts without their parents seeing 

them. The tomboys tend to wear dungarees or shorts, like the boys, in the 

summer.  

 

In Idyllic England things are always measured by the kids’ perspectives. 

Summers are always long and hot, adventure is everywhere the kids look and 

most other kids are stupid, because they are not in their gang. 

 

There are numerous camping holidays, cycling weekends, visits to long lost 

aunts and uncles, but mysteries and adventures are always never far behind.  
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The Gang  
The kids always form them-

selves into a gang and give 

their gang a name. Choose 

(or select by a random meth-

od) an adjective from the first 

list and add it to something 

from the second list. This is 

the name of the gang. 

 

Gang name, list 1  

Admirable, Adventurous, Courageous, Dauntless, Dynamic, Fabulous, Fa-

mous, Fantastic, Fearless, Gallant, Glorious, Honourable, Legendary, 

Magnificent, Mysterious, Resolute, Secret, Terrific. 

 

Gang name, list 2  

Club, Crew, Gang, Dozen, Patrol, Squad, Trio, Troop, Duo, Trio, Quartet, 

Three, Four, Five, Six, Seven.... etc 

 

Language  
In Idyllic England, the swear words that exist are not as they are today and the 

language used is much more quaint and old fashioned. Try to bear this in mind 

when playing the game. Here are a few words to help you: 

  

Beastly  

Chums  

Corking  

Darn it!  

Dash it  

Dastardly  

Frightful  

Fuddy-duddy  

Higgledy-piggledy  

I declare  

I say  

Jolly jape  

Prank  

Rotten luck  
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Rotter  

Smashing  

Spiffing  

Super  

Wheeze 

Wizard!  

 

Useful stuff 
The following is a list of items that kids in Idyllic England might need on their 

adventures. They are listed in approximate order of importance to kid’s in 

Idyllic England, with Lashings of Ginger Beer coming top of the list, of 

course.  

 

You can choose one item from the list. You automatically have this item. It is 

yours. It was a birthday present off mum and dad or you bought it with saved-

up pocket money or whatever. So if your kid could choose to have a bicycle, 

or if your kid has a Hobby, Photography, then he could choose to have a cam-

era.  

 

Once you have chosen your ‘free’ item, you can choose two more. Choose 

something you want your kid to have and roll a dice. If the dice comes up with 

a number that is equal 

to or higher than the 

number in brackets 

alongside the item 

then your kid has the 

item.  

 

If the number on the 

dice is higher, then 

your kid does not have 

it. Keep on rolling 

until your kid has a 

total of three items 

from the list. You 

cannot roll for the 

same thing twice. 
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Useful stuff list 

Ginger Beer (2) 

Bicycle (3) 

Two-man tent (4) 

Sleeping Bag (3) 

Bumper Boys Own Adventure Stories* (2) 

Scruffy Dog (4) 

Torch (2) 

Penknife (2) 

Wristwatch (2) 

Binoculars** (3) 

Camera (4) 

Sketchpad & pencils (2) 

Bag of Marbles (2) 

Bullseyes (sweets) (2) 

Aniseed Balls (sweets) (2) 

Ice Cream (2) 

Gobstoppers (sweets) (2) 

Buns & pop in a cafe (3) 

Big chocolate bar (2) 

Kids cinema ticket (2) 

Canoe & paddles (5) 

Rope (4) 

Fishing rod, hooks & gear (3) 

Cricket bat, pads, ball & stumps (3) 

Hockey Stick, ball and kit (3) 

Football boots and kit (3) 

Drums (5) 

Guitar (5) 

Trumpet (3) 

Violin (4) 

Milk, pint (2) 

Bread, loaf (2) 

Eggs, dozen (2) 

Bacon, 1lb (2) 

 

* Swots would have the ‘Big Book of Science’ or 

‘1000 Amazing Facts’ instead.  

* Girls would have ‘Girls own Romantic Adven-

ture Stories’ instead.  

** Swots may prefer to have a microscope 
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A note about currency  

Idyllic England uses pre-decimal currency, that is Pounds, Shillings & Pence. 

In LoGB it is best to avoid getting into this sort of detail - assume the kids 

always have a few shillings handy. 

 

Birthdays & Christmas  
These are not particularly important in Idyllic England. There is a kind of 

timelessness about the place. No matter how many adventures, mysteries and 

scrapes the kids get themselves into, they do not seem to get any older. Sum-

mer hols come and go, Easter breaks seem to occur with fantastic regularity 

and school seems to be something talked of in passing, but never encountered, 

like a thing of myth.  

 

As time does not really matter, neither do birthdays. An adventure or game 

session might involve a birthday once in a while (often somebody else’s, like 

one of the player character’s brother or cousin) but do not worry about them.  

 

Likewise Christmas is occasionally talked about (usually as a chance for some 

snowbound adventure) but otherwise it is just another holiday. You can let all 

kids take a free roll on the Useful Items table for Christmas, if you wish.  

 

Ignore ageing completely and simply play all the kids through all of their ad-

ventures as if time is not passing. For the most part time is irrelevant in Idyllic 

England, so why worry that your kids do not seem to grow up? 

 

Pocket Money  
This is vital to kids. However it often gets spent on rubbish. Rather than slav-

ishly keep track of money, the following rule applies. Kids must roll the 

number or less on the table at the beginning of each new adventure to see if 

they have saved enough pocket money to get any item they want. This as-

sumes there are at least a few weeks between adventures. 

 

Brothers & Sisters  
A kid’s brothers and sisters are important because it can mean extra birthday 

and Christmas presents. A bigger brother can also provide the means with 

which to threaten the local bully. 

 

A younger brother or sister can be a big disadvantage -you might have to put 
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up with looking after them once in a while and the kid will always tell tales on 

you unless you bribe them. 

 

To determine how many you have, roll a d6 and subtract one from the result. 

This gives 0 to 5 brothers and sisters. 

 

Roll a dice for each - odd being a brother even being a sister. Then roll again 

for each - odd being older, even being younger. Roll another dice for each, 

being the age difference (from 1 to 6 years older or younger). 

 

Scruffy Dogs  
As a rule there will be only one scruffy dog in a gang. The kid who has a 

scruffy dog can train it. For each point of Clever the kid has, he can teach the 

dog to obey a one-word 

command plus two free 

commands. So a kid with 

a Clever attribute of 2 can 

teach his dog four one-

word commands. One of 

these must be to come 

when his name is called -

so the dog must have a 

name.  

 

Example commands are: 

Sit, Worry, Chase, At-

tack, Guard, Lie, Fetch, Bark, Still, Beg, Heel and so on. 

 

Playing the game  
The aim of the game is to have a bit of fun. The rules are there as guidelines 

only as a bit of a framework upon which to base events. They may be ignored 

or tailored to suit individual gaming styles or simply to suit the situation. The 

rules are by no means realistic but they do help to set the style of role-playing 

in Idyllic England. 
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5 

 

Adventures 
 

The Big Top Adventure 

Introduction  
It is early in the summer holidays and Harry Zane's Circus has come to Brim-

chester (or wherever the game is set). The kids are full of anticipation and 

excitement. They saw the circus posters advertising the event weeks ago and 

have been saving their pocket money diligently in order that they can go. 

Some of them have even had to do extra chores around the house to be able to 

save up enough money for a ticket. 

 

GM's Information  
Harry Zane is not only a Circus Owner, Showman and Ringmaster, but also an 

international criminal and dealer in stolen antiques and art treasures. The Big 

Top is a perfect cover for his nefarious activities, which take him all over Eu-

rope.  

 

Three of the stars of the Circus are also in on Harry's shady activities. These 

are Hercules the Strongman, the Trapeze Artist Marco the Magnificent and 

Mr. Big the Midget Clown.  

 

What has brought Harry’s Circus to town is that the Brimchester Art Gallery 
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and Museum are currently putting on a special display of work from the well-

known artist Victor Moylan. A while ago an American collector, Elmer West, 

approached Harry and commissioned him to obtain a ‘Moylan’ or two. 

  

Enter the kids  

The kids will be waiting in the queue to get their tickets to see the early even-

ing show. From where they are standing they can see the hustle and bustle of 
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the show/people wandering around amongst the tents and caravans -clowns on 

tall stilts, fire breathers in spangled clothes, possibly even an elephant or the 

lion cages at the back! How jolly exciting!  

 

When the kids are about to get their tickets, one of them gets jostled out of the 

way by a large sweating man in a pale suit and hat. The man (Elmer West) 

bursts through them shouting 'Out of my way you kids (I say, how rude!) and 

carries on through to the caravans and tents beyond.  

 

A ‘Spot Nasty Person’ roll will determine that he was not a pleasant type, and 

will also enable the kid to see exactly which caravan the man was heading for 

(Harry Zane’s). A ‘Useless Facts’ roll would determine that the man had an 

American accent.  

 

The kids will get great seats right near to the front of the ringside so there is 

plenty of scope for the GM to get the kids involved in one or two of the acts. 

Perhaps one of the kids could be dragged out by the clowns and have a custard 

pie shoved in his face (or do the same to one of the clowns) or maybe a kid is 

made to stand against the target for the knife thrower who will surround the 

kid with well aimed knives (unless he or she moves!).  

 

The main purpose of this part of the adventure is to ensure the kids see Hercu-

les the Strongman, Marco the Magnificent Trapeze Artist and Mr. Big the 

Midget Clown. Their acts should be described enough that the players take the 

hint but not overdone. Certainly other acts should receive attention too (Lion 

Tamers, Tightrope Walkers, Trampolinists and so on).  

 

Once the show is over and the crowd begins to disperse, the kids will notice 

the ‘Man in the Pale Suit’ approaching the Ringmaster (Harry Zane) and the 

two of them will be talking in hushed whispers and definitely acting suspi-

ciously. Any kid that can sneak close enough will overhead snippets of the 

conversation, along the lines of  

 

Ringmaster: “Yes, yes of course we'll get them tonight, don't worry”  

 

Man in Pale Suit: “Good I'll be bringing the money tomorrow night, you'd 

better have the goods” 

 

Ringmaster: “We're professionals, Mr. West, do not concern yourself, just 
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have the right money with you, £2000, agreed?”  

 

Man in Pale Suit: “Yes, that's right, see you tomorrow and don't damage 

them”.  

 

The Ringmaster will then return to his caravan, where Mr. Big, Hercules and 

Marco are waiting in readiness for the robbery, which will be going ahead 

tonight.  

 

Any kids found snooping around the site after the show will be told to leave 

and if they do not take the hint they will be forcibly ejected. What rotten luck!  

 

The Robbery  
Harry Zane, Mr. Big, Marco and Hercules leave the Showground at the dead 

of night, in Harry Zane’s Jaguar motorcar, and drive into Brimchester and 

park in the alleyway at the back of the Brimchester Museum & Art Gallery. 

Then Marco scales the wall to the third floor window of the old building tak-

ing a rope ladder with him, which he fixes to the bars of the window. He then 

climbs down and Hercules climbs up the ladder, who forces open the window 

and bends the bars enough for Mr. Big to squeeze through. Mr. Big then en-

ters the Gallery and takes the paintings, passing them to Hercules who takes 

them down to Harry who puts them in the boot of his car. When Hercules and 

Mr. Big have done their bit, Marco again climbs the rope ladder, removes it 

and climbs back down the wall of the building.  

 

Note: In Idyllic England there are no sophisticated security devices, valuables 

are protected by simple locks and bars. Besides that there are very few real 

criminals in Idyllic England, which is not surprising with so many smart-alec 

kids about!  

 

The Brimchester Chronicle  
The burglary makes front-page news in the local newspaper. The kids will be 

able to read their parents copies, or will see the newspaper when they visit the 

shops to buy their bullseyes.  

 

The article mentions the forced window and bent bars, and the fact that no-

body could possibly have climbed up the wall and besides there is no-one so 

small as to be able to get through the bent bars; it has the local police force 
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completely baffled!  

 

The kids should have ideas of their own, of course. There would be little point 

going to the police without further proof of their suspicions though. A further 

visit to the circus would seem to be in order.  

 

Hoorah! 

 

To the Circus Again!  
The kids will have to find a way back into the Showground. Some may have 

enough money saved up to get tickets, but others may have to sneak in 

through one of the many gaps in the hedges surrounding the field, where the 

Big Top is sited.  

 

The action doesn't take place until after the show, so if the kids watch the acts 

again don't forget to mention the great strength of Hercules, the agility of 

Marco and the diminutive size of Mr. Big. By now the kids should be certain 

of who the robbers are.  

 

If the kids do not watch the show again, they will have to wait around until 

after the show and when the audience has departed.  

 

Sneaking around amongst the caravans is likely to be a hair-raising experi-

ence. There are all manner of show people wandering around, lions roar from 

their cages as the kids pass by, leashed dogs bark at them and so on.  

 

However, eventually the kids will find Harry Zane’s caravan. Standing on 

guard with his huge arms folded across his barrel-chest, is Hercules, still in his 

leopard-skin costume. The kids may be able to sneak to a window round the 

back, where they will be able to see The Man in the Pale Suit talking with 

Harry. On the table next to them is an open case with lots of money inside, 

and next to it are two large, flat, well-wrapped parcels!  

 

What the kids possibly do not realise, is that Mr. Big and Marco are patrolling 

nearby to ensure that Harry and Elmer are not disturbed.  

 

It is inevitable that one of the kids will be spotted by either Harry Zane (whilst 

they are peering through the window) using his ‘Spot Nosey Kids’ skill or by 

one of the other criminals outside. This could develop as a chase amongst the 
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tents and caravans outside as the kids scatter. Or Mr. Big could try to win one 

of the kids over with his ‘Makes Kids Laugh’ skill, and then nab one of them. 

 

Captives!  
Eventually most of the kids will probably get caught. They will be rounded up 

and ushered into a spare tent where they will be tied up and gagged (try doing 

that to a kid these days!), whilst Elmer gets away and Harry decides what to 

do with them.  

 

If one of the kids gets away, he or she could go to the police. The police will 

take their time, question the kid very deliberately in a disbelieving fashion and 

pretending to take notes. They will constantly ask the kid if he/she wants 

some orange squash or ginger beer and biscuits. They listen attentively and 

repeat whatever the kid says “Oh, the Midget, I see” and “Aha, so the Circus 

people did it, did they?” and so on.  

 

Escape!  
Back at the Showground one of the kids could try to work loose the bonds. If 

one of them succeeds they could untie the others. Then they must buy time for 

the police to arrive, or one of them could go to get help on his/her bicycle.  

The ones that stay around will see Harry Zane heading towards his car with 

the parcels under his arm. The kids may try to get the parcels from him. Or 

they could go to Harry Zane’s caravan and try to get the suitcase full of mon-

ey. Basically the GM should let the players try anything which is a good idea 

and within the spirit of the Idyllic England setting. 

 

Either way, the police can arrive just in the nick of time (provided at least one 

kid actually went for help), and after a chase and brief, not-too-violent strug-

gle, arrest all of the villains and recover the paintings.  

 

The kids will be rewarded and of course get their pictures in the next edition 

of The Brimchester Chronicle.  

 

GM Notes  
There are some additional ‘abilities’ in this scenario, especially for grown-

ups. These are:  

 

Spot Nosey Kids: Works in a similar way to the kids skill of Spot Nasty Per-



LASHINGS OF GINGER BEER 

 

 

 

28 

son. This is the ability to spot the sort of kids that are likely to report the vil-

lain to the police.  

 

Shout Loudly: Enables grown-ups to stop kids in their tracks, whatever it is 

they are doing.  

 

Make Kids Laugh: The skill of the clown to get the kids ‘on their side’ so 

that the Grown-up appears non-threatening.  

 

Firm Grip: Opposes the kids Wriggle from Grasp ability.  

 

The Villains Described  
Elmer West, Art collector  

Tough 4, Deft 1, Clever 5, Charm 1.  

No skills of note  

 

Harry Zane, Showman & Criminal  

Tough 5, Deft 2, Clever 4, Charm 2.Shout  

Loudly 2, Spot Nosey Kids 2, Whip 2  

Hercules, Circus Strongman  

Tough 6, Deft 1, Clever 2, Charm 2.  

Bend Iron Bars 3, Firm Grip 3.  

 

Mr. Big, Midget & Circus Clown  

Tough 4, Deft 3, Clever 2, Charm 3. 

Make Kids Laugh 3, Wriggle from grasp 2. 

 

Marco, Acrobat  

Tough 4, Deft 4, Clever 3, Charm 1 

Acrobatics 4, Firm Grip 2  

 

The skills listed are not the only skills these villains have, but they are the 

more important ones that may be used in the scenario. 
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The Mystery of the Haunted Castle 
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GM’s information  
Four crooks have robbed the local branch of the Mid Counties Bank and after 

a car chase have thrown off their police pursuers. They have found their way 

to the ruins of Brimchester Castle (in the dead of night) and have stashed the 

loot to be picked up in a few days, when the heat is off.  

 

Involving the kids  
Of course, the kids are camping in the woods at the foot of the hill upon which 

the castle is situated. At the dead of night, one of the pc’s will awaken to the 

strange sounds and eerie lights coming from up at the castle. It is very spooky.  

 

The GM should play this bit up as much as possible. If the kids try to investi-

gate at night, have owls hoot in the woods, have the kids getting scratched on 

thorns and thistles, have branches of trees snag in their hair like bony fingers 

grasping at them.  

 

It would be best if the crooks have already gone by the time the kids get there 

and there will not be much to see until daylight in any event.  

 

However, when the kids start to search the castle, they will find tyre marks 

from the crooks’ vehicle and one of the more Clever kids may also find a 

piece of herringbone cloth torn from the jacket of one of the crooks.  

 

In the morning, or when the kids are next in town, they will see the report of 

the bank robbery in the local newspaper (the Brimchester Chronicle). They 

will also learn that there is a £100 reward for information leading to the re-

covery of the money. Later on in the day one of the kids could spot a ‘nasty 

person’ town with a torn herringbone jacket...  

 

The kids should not attempt to tackle these dangerous criminals themselves 

but should carry out sufficient investigations and obtain enough clues and 

evidence to be able to convince the police of what they are saying. Maybe the 

kids could even find the loot at the same time that the crooks return to pick it 

up, possibly resulting in foot and bicycle/car chases down the hill into town. 

There are many other ways this basic plotline can be developed.  
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The Mysterious Manor 

Introduction  
One of the kids has an aunt and uncle who live on a farm in the Summerswold 

Hills, and who have invited their nephew/niece and his or her friends to stay 

on the farm with them for a week of the summer (or Easter) holidays. 

 

This is abso-

lutely 

smashing, be-

cause near to 

the farm are 

some hills to 

go hiking and 

climbing, and 

some woods to 

explore and no 

doubt adven-

tures to be 

found! Uncle 

Fred and Aunt 

Mavis are also 

wonderful, 

because they 

make some 

great dinners 

and teas and 

they will let 

you stay up 

really late. 

And you get to 

see all the an-

imals on the 

farm!  
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Gm’s Information  
In the woods near the farm is the old Gresham Manor, which is reputed to be 

haunted. This reputation generally keeps people away from the place, which 

has been deserted for 20 years or more.  

 

However, it is this reputation that makes Gresham Manor such an ideal place 

for a bunch of crooks to set up their printing presses, in the disused cellar of 

the house, and to go about their criminal business of forging banknotes.  

It is of course intended that the kids somehow stumble across this activity and 

once again save the day! Just what would Idyllic England do without them, 

huh? 

 

The Train Journey  
The Summerswold Hills are about 2 hours away by train. As train journeys 

themselves are such fun, this in itself should prove to be a great day. 

  

Whilst on the train, have the players make Spot Nasty Person rolls to see a 

thin-faced weasely looking man in a pin-striped suit and carrying a briefcase, 

glaring at them. A little later the man will leave his seat and one of the kids 

will notice that he has dropped a piece of paper. The piece of paper turns out 

to be a crisp £1 note. Any kid studying it closely may notice that it looks a 

little ‘odd’, especially if he/she has another to compare it against.  

 

Chasing after the man to return the note is possible. If the kid catches up with 

the Thin Man and returns the note, the man will snatch the money back and, 

without a word of thanks turn and stride away.  

 

This will probably soon be forgotten as the kids arrive in Summerswold Sta-

tion, where they will be met by Uncle Fred in his old farm truck and driven 

the few miles along winding country lanes, up into the hills to the farm.  

 

Aunt Mavis has prepared a super tea of hot buttered crumpets and jam with 

huge wedges of fruitcake (and of course lashings of ginger beer). The kids 

will have a little time after tea to look around the farm, and watch Uncle Fred 

fetching the cows in before they are ready for bed.  

 

Into The Witchwoods  
In the morning the kids will most likely want to explore their surroundings 
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and a good place to start would seem to be the woods, which can be seen 

growing over the hills about half a mile away. Uncle Fred is already out work-

ing, but after breakfast Aunt Mavis will ask the kids where they are going. 

When they mention the Woods, she will tell them that the woods are called 

The Witchwoods and that they are to be careful. She will also pack them some 

sandwiches so that they do not need to come back for lunch. She will however 

tell them that tea will be at six o'clock.  

 

Whilst the kids are wandering around in the woods, they will eventually come 

across the Manor. How you deal with this depends on what the kids do, and 

how you want to play it. The kids may explore the Manor getting in through a 

broken window or whatever and find the printing press in the basement, with 

the building empty. Of course, the forgers could return, while the kids are 

snooping around..  

 

Or the kids could hear strange sounds from within (the presses going) and 

move closer to see what is going on….  

 

Or they could see a man they recognize (from the train) going into the 

house….  

 

From here play it as you see appropriate but make sure that it is an exciting 

adventure!  
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The Kid Nap Caper 

GM’s information  
This is the only adventure in this book where there are actually no villains and 

no nefarious deeds taking place. The kids are supposed to assume there is 

something going on and it is your job to make sure they get hooked into the 

mystery.  

 

The kids are meant to believe that there has been a kidnap. In actual fact, the 

’kidnappers’ are the boys’ uncle and aunt. They are looking after Thomas 

whilst his parents are away on a business trip. They do not actually mistreat 

the boy, but having no children of their own, they have very little patience 

with him. It doesn't help that he is such a spoiled brat.  

Introduction  
Whilst cycling 

through the 

centre of Brim-

chester (or the 

main town of 

your stories), 

one of the kids 

hears a plea for 

help from a car 

just passing by. 

In the car is a 

young boy who 

has obviously 

been crying, 

and is now ap-

parently 

struggling with 

a woman in the 

back seat of the 

speeding car. 

The driver of 

the car (a black 

Wolsey) has 

shifty eyes and 
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could be spotted as a ‘nasty person’.  

 

The kids can easily follow the car out of Brimchester on their bicycles, to a 

large house a mile or so into the country. The house is hidden behind a large 

gate, high wall and thick bushes. If the kids wriggle through the bushes or 

watch from the gate, they will see the boy, still struggling and being led to the 

house by the two grown-ups. 

 

Surveillance 
By now the kids should be hooked. If they attempt to watch the house they 

will see that one or other of the adults is with the boy at all times when play-

ing in the garden.  

 

At some point, when the boy is in his room (upstairs, and visible from the 

bushes) he will have seen the kids watching the house and will throw a hastily 

scrawled note out of the window which says that his name is Thomas and that 

he has been kidnapped by these nasty people, and they must rescue him.  

 

The Rescue 
If things go the right way, the kids will plan a daring rescue or they may try to 

tell the police. In the former case they will need to get rope or a ladder (there 

is one round the back of the house) to help get the boy out of his room (under 

the cover of darkness).  

 

They will then discover what a brat the boy is and when he has had enough of 

the game he will demand that he is taken back to his aunt and uncle.  

 

In the latter case, the police will require more than just the kids suspicions that 

Thomas has been kidnapped, to bring them round to the house. However, if 

the kids do convince the police, they will be in real hot water when the truth 

of the affair becomes clear! 
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Camp Raids 
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GMs information  
This short scenario can be introduced to another adventure as a kind of sub-

plot or, can be used as a short stand-alone session on its own.  

 

The idea is that a gang of kids local to Bassett Wood often camp near to the 

stream during their summer hols. They are very territorial and will not like it 

if another bunch of kids camp nearby. The action takes place when the PCs 

also decide to camp in the woods downstream from the local gang.  

 

Rumble in the woods  
The kids are on their camping hols and Bassett Wood looks like an ideal place 

to pitch their tents. They pitch their tents about half a mile from the other 

gangs’ camp.  

 

The kids will first know of it when they return to their camp site having had a 

days adventure in the nearby town or on the beach or up at the castle, and find 

all their tents pulled down, their camping gear strewn around the place, up 

trees, hidden in bushes and so on. It will take hours to sort out.  

 

Nothing is seriously damaged or broken kids in Idyllic England do not do that 

sort of thing, but it should be enough for the kids to want revenge.  

 

How that revenge is taken is up to the player characters. They might sneak to 

the ‘enemy’ camp and do the same with their tents. Or they might set a trap 

and ambush the enemy gang. There are plenty of ways they can get their own 

back.  

 

The enemy gang will have the same number of kids in it as the player charac-

ters. 
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The Secret of Demon Rocks 
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Introduction  
The uncle of one of the kids has written to the kid’s parents recently. In his 

letter he mentions that he has recently inherited an old disused lighthouse 

from his old great-aunt. How she came by it is a mystery to him, but he says 

in his letter that he has been there to look it over and it is a solid-built affair, 

near to the village of Shoremouth, on the south Cornish coast. What he hasn’t 

yet decided is what to do with his wonderful lighthouse!  

 

However, he is thinking of doing it up and using it for holiday lettings. In the 

meantime (his letter goes on to say), “if little ……….. (the kid’s name) and 

his friends want to have somewhere exciting to stay for the holidays, he would 

happily let them be the first to try out the lighthouse”!  

 

He says that he has left a key with old Jeremiah Boodle in the village, if the 

kids are allowed to go and he will let Mr. Boodle know when the kids are 

coming to stay so they can get the key from him. Directions to Mr. Boodle’s 

cottage are included.  

 

A lighthouse! What an adventure!  

 

Mr. Jeremiah Boodle  
After the train and taxi journey, the kids will find Jeremiah Boodle’s cottage 

in Shoremouth. Outside the cottage on a small hand-painted board is a sign 

that reads “Captain J Boodle. The only real guide to the Wrecker’s Caves. 

Tours start here daily”.  

 

He is an old man, at least a hundred (the kids will reckon). As he hands them 

the keys to the lighthouse he says “Of course, it’s on the Demon Rocks, you 

know. Them’s awful dangerous when it whips up a storm. That’s why the 

lighthouse was built. Course, that put paid to the Wreckers too.”  

 

If the kids press him, Jeremiah will tell them more. “The Wreckers was livin’ 

in the village. There was three of ‘em. Dangerous fellows they was. They 

made a livin’ steerin’ ships into the rocks and then takin’ the stuff the ship 

was carryin’. Then the lighthouse was built, so the Wreckers made one last 

haul. They heard of a treasure ship that was due by, and so they snuck into the 

lighthouse, clobbered the keeper and turned out the light. They then put a light 

further along the shore, so that the ship thought it was missin’ the Demon 
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Rocks, but it crashed right into ‘em. Wrecked it were. Then, as they was down 

at the rocks picking up the treasure, the keeper awoke and sounded the alarm. 

Well, them Wreckers was eventually caught, and put in prison, where they 

rotted, but the treasure was never found, to this day.”  

 

Jeremiah goes on “There’s plenty of caves down there, the place is riddled 

with ‘em. People thinks the Wreckers managed to hide the treasure, but de-

spite all the searchin’ it ain’t never been found.”  

 

He then asks “I s’pose you kids would like to see the caves, wouldn’t you?”  

 

Assuming the kids say yes, arrangements can be made for the following day.  

 

The Lighthouse  
A half a mile out of the village along a track through some rough terrain, the 

kids will find some cliffs overlooking the sea. Set in the cliffs are some steps 

leading down a little way to a causeway.  

 

At the other end of the causeway is a little rocky island with dangerous rocks 

all around it atop which sits the lighthouse. The fact there is a causeway may 

not be lost on the kids -the island will be cut off from time to time. (A kid who 

makes a Clever roll, plus any appropriate skill, maybe Geography will realise 

this).  

 

Anyway, at the moment the causeway is clear and the kids can go across to 

the lighthouse, which isn’t that large and has an old look about it. Kids can 

make a Snoop roll to spot that above the door is a date (1850) indicating when 

it was built.  

 

The lighthouse is arranged on 3 floors-the entrance floor includes a small 

kitchen area, the next floor is the bathroom and separate wc and the upstairs 

room is a small bedroom. In the bedroom is a metal ladder fitted to the wall, 

which leads up to a trapdoor in the ceiling, opening out to the outside and a 

balcony running around the whole upper area, which houses the oil-powered 

light in the middle. There is also a large bell up here.  

 

Looking out across the sea, the village of Shoremouth can be seen as can an-

other larger, more modern, lighthouse across the other side of the bay.  
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The kids can settle down and explore the island (such as it is) from here. They 

can also see some caves in the cliffs, probably the ones that they are going to 

see tomorrow with Mr. Boodle. (If a player suggests that his kid wants to go 

to the caves now, remind them of the tiring journey, the need to get them-

selves sorted out and fed and so on. After tea and suchlike, it gets darker, it 

begins to rain and the sea starts to get up a bit, beginning to cover the cause-

way).  

 

The Wreckers Caves  
This bit of the adventure is designed to allow the GM to give his players more 

information and leads if he feels they need them to resolve the mystery of the 

whereabouts of the treasure later. Mr. Boodle tells them that the cliffs are rid-

dled with caves, which is why the treasure, if there ever was any, hasn’t been 

found yet. It doesn’t stop people looking though! He even mentions that there 

are rumoured to be caves under the lighthouse.  

 

Partway round their tour, the group will have a run-in with two shifty looking 

characters Albert Sloop and Barney Gribbens. One of the kids will spot them 

trailing them and listening in on what Jeremiah and the kids are saying.  

 

The men, when spotted will come out and sneer at Jeremiah, telling him to 

stay away, the caves are theirs and they run the tours around here and such 

like. It becomes very nasty and Jeremiah will take the kids away from the men 

who threaten him and tell him not to come back or it will be the worse for 

him.  

 

Jeremiah will explain to the kids as they are leaving the caves that these two 

scoundrels have been looking for the treasure for years, since they came to the 

area from ’up north’. As they haven’t found the loot, they are trying to take 

Jeremiah’s trade away from him and have been taking tours through the caves 

themselves, whilst keeping an eye on anyone who comes and goes, in case 

they find anything. He says they’ve even threatened him with harm from time 

to time, as a measure of how dangerous they are!  

 

What next?  
From here there are many ways to go with this adventure. The kids will prob-

ably want to explore the caves on their own (in fact this would be a good idea 

-if they don’t suggest it themselves, you could steer them towards it).  
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In the caves, they would then need to find more evidence of a cave under their 

lighthouse -a very small passage leading off in the right direction that only a 

little kid (good at Wriggle from grasp) can get through, to see a small cave 

beyond, which even he cannot get into. Or perhaps the scruffy dog runs off 

and comes back minutes later with a gold coin in his mouth.  

 



ADVENTURES 

 

 

 

43 

The villains have suspected that there is a cave under the lighthouse for a long 

while and overhearing the kids in the tunnels convinces them. They decide to 

go to the lighthouse itself to explore.  

 

The kids will not all be able to get down the passage, but their lighthouse 

might hold a clue. They might think to go back and search it. If they do, under 

an old reed mat on the ground floor is a rusty iron trapdoor. After a struggle 

they can get it open and will see (with the aid of lamps or torches) a cave be-

low, with an iron ladder fixed to the wall leading into the darkness.  

 

A thorough search below will reveal a cave with cracks and crevices and hid-

den in a crevice is a sack with gold coins inside, some spilling out as the sack 

has rotted. However, as they search, Sloop and Gribble come to get the treas-

ure. They will get it off the kids and shut them in! They are hopeful that this 

will buy them time to get far away from here long before the kids are found. 

However, they haven’t bargained for these kids! 

 

Getting Away! 
There must be a way for the kids to escape. Go with anything reasonable - the 

trapdoor hinges snap or one of the kids can wriggle through a gap or whatev-

er. When they do get out though, they see the tide is in and the causeway is 

covered. They can see the villains just clambering up the cliff steps with the 

gold coins.  

 

If they don’t think about it, you might need to help the players here. The light 

in the lighthouse still works. So does the bell. It would make a great alarm!  

 

The local police will soon round up Sloop and Gribbens and the kids will be 

able to claim treasure trove and receive a handsome amount of money for 

their trouble. 
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who must protect their homes against the Vermi-

nous Rats and Weasels that pour down from the 

Murkenhills, intent on pillage and plunder. Dan-

ger and adventure awaits - are you brave enough 

to put your sword to the defence of The Alder 

Vale? 
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