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Background

After Despair’s defeat at the hands of the Prodigy and the Phoenix Knight, the world 
returned to a peaceful state.  Princess Kor’alia of Kot’ar, the Phoenix Knight, enjoyed 
a period of fame as she traveled the nations of Legarren, helping to rebuild and re-
store the land to its former glory.  After several months of this, news came that the 
arch-druidess of Kilwa’a, Ke’ia, had been kidnapped, sending the nation into disarray.  
The arch-druidess’ father sent for Kor’alia to rescue his daughter from her captor.  
She set out immediately, picking up some companions along the way.  They included 
Anuris, a person seemingly cursed to look like a frog, and Takka, a pixie that Kor’alia 
rescued from poachers.  As the unlikely companions entered the lands east of Torn-
wood in search of Ke’ia, they stopped for supplies and rest in the quiet valley town of 
Ridgeside.

Introduction
Welcome to “The Cave of Horrors”, our first-ever one-shot for Critical Fit!  This will 
serve as an introduction to the Second Edition game system as well as a sample of the 
types of adventures we will be releasing in the future.  For the purposes of this adven-
ture, you will play a character at level 3 of either the Fighter or Ranger class and you 
will have a total of 30 hit points.  This simplified system will allow anyone to jump 
right in to the action without needing to create a character or worry about their skill 
level.  These things will factor in to the full version of Critical Fit Second Edition, 
though, so keep that in mind as you play!

What You Will Need

1 20-sided die (d20) and 1 6-sided die (d6).  A dice rolling app for your phone will 
work as well!

You will also need some kind of stopwatch or timer that can count down from 10 
seconds.  Your phone can also come in handy for this!

At the back of the adventure, you will find Sample Playbooks with the movesets for 
the Fighter and Ranger classes.  Feel free to cut the cards out to keep on hand during 
your adventure - you’ll be notified when to use them.



The Adventure Begins...
 You encounter Kor’alia, Anuris and Takka 
in the Emerald Scrivener, a popular tavern and inn 
in Ridgeside.  The tavern is bustling with activity, as 
it is the preferred meeting place for the farmers and 
animal handlers of this rural town after the day’s work 
has ended.  Kor’alia’s group seems quite out of place, 
and they keep to themselves in a corner of the Scriv-
ener.  Some of the townsfolk recognize her, but are too 
polite to say anything. The scene is idyllic until there is 
the sound of shouting outside.
 An average-sized human bursts through the 
door of the tavern, his clothes covered in grass and 
dirt, his skin pale and clammy.  He exclaims “Help!  
Help! Can anyone help me find my Lora?  She’s been 
taken!”
 There is a brief moment of silence before the 
tavern returns to its previous raucous state.  The man 
falls to his knees and holds his head in his hands.  “I 
can’t believe this!  Why will no one help me?”
 He looks up to see Kor’alia and Anuris stand-
ing before him, with Takka resting on Anuris’ shoul-
der.  Kor’alia smiles and helps the man to his feet.  “Sir, 
I understand that you need help?  What can we do?” 
she says.
 The man stammers out, “Oh thank you, miss.  
My dear sweet Lora has been taken from me.  We were 
finishing our roundup of our sheep out by the edges of 
Ridgeside and some kind of creature snatched her up!  
They took her in the direction of the Cave of Hor-
rors!”
 Kor’alia shoots a glance over at Anuris with a 
bemused smile.  “The ‘Cave of Horrors’, huh?”
 Anuris ribbits nervously.  “I don’t know about 
this, Kor.  That sounds pretty bad.”
 Kor’alia rolls her eyes.  “How bad could it be?  
We’ve been walking through farmland for days.  I 
could do with a little excitement.”
 Takka pipes up from Anuris’ shoulder. “Hey 
buddy, where is this cave?” She chirps in her tiny 
voice.
 The man thinks for a second, then points his 
finger in a general direction.  “It’s to the northeast of 
here, I think.  Just outside of town, not too far at all!”
 Kor’alia smacks her leg decisively.  “That settles 
it,” she says. “It’s on our way to save Ke’ia anyway!”  
She puts a hand on the man’s shoulder.  “We will help 
you out.  We’ll get Lora back for you. You don’t have to 

worry.”
 An unsure look spreads across the man’s face as 
he says, “Just the three of you?  The Cave of Horrors is 
nothing to be trifled with!  I would recommend getting 
at least one more person to assist you.”
 Kor’alia scans the room and eventually locks 
eyes with you.  “Hey, you! You look like you can handle 
yourself. Are you up for some adventure?”
 The man clasps his hands together in a begging 
posture.  “Oh please, brave adventurer.  Won’t you help a 
desperate farmer?”
 You soon find yourself tagging behind Kor’alia, 
Anuris, and Takka as you set out on the road to the 
northeast.

 After a short travel, you find a cave just off the 
northeastern road, its entrance wreathed in fog and 
spiderwebs.  Kor’alia smirks and says, “So this is prob-
ably it, right?”  After a quick glance to her companions, 
she steps toward the entrance to the cave.  As she does, a 
trio of large wolves spring from the cave and attack! You 
and your new companions draw weapons and join the 
fray.

WORKOUT
Fight off the wolves!

Perform as many reps as 
possible in 5 minutes of:

10 air squats
8 sit-ups

6 push-ups
4 pull-ups



 You manage to defeat the wolves and enter the 
cave.  Takka shines brightly, acting as a torch to light 
your way into the cave.  Fog appears to roll down the 
edges of the walls, collecting on the floor in a thick 
blanket, and your ears are met with an eerie silence. 
Your party keeps quiet, save for the odd nervous ribbit 
from Anuris.  
 After a short walk, the corridor opens up into 
a larger chamber that appears to be empty, save for a 
skeleton in the corner.  As your party walks past it, it 
rattles to life and moves toward you!
 Kor’alia raises her sword and shouts an incan-
tation that wraps her blade in a holy light.  Just as she 
is about to bring it down on the skeleton, you hear a 
voice come out from the skull. “Woah, woah, WOAH!  
You don’t have to do that!” 
 Kor’alia is stopped in her tracks and her sword 
dims back to normal.  “Uh… what now?” she says, 
eyebrows raised.  The skeleton holds its hands up in a 
non-threatening posture.

 “No need for violence, milady knight!  My name 
is Francis.” The skeleton bows deeply with much flair.  “I 
guard the cavern on Tuesdays and Thursdays.  I’ve been 
lobbying for more hours, but you take what you can get, 
I guess.  What brings you to our fine cave this evening?”
 The lady knight sheathes her sword and puts 
her hands on her hips.  “Uh, nice to meet you, Francis.  
We’re here looking for a farmer’s daughter, named Lora.  
Have you seen her?”
 The skeleton somehow looks confused, despite 
not having facial features.  “Can’t say that I have.  Most 
humans don’t make it this far into the CAVE OF HOR-
RORS!” It shakes its bones in a faux-terrified manner.  
 “Tell ya what.  I’ll walk you a little deeper into 
the cave and see if the master knows anything about 
this.  Follow me!”
 Francis leads you through the maze of corridors, 
past dripping acid, a sentient ooze, and a number of foul 
creatures.  Soon you arrive at a door with two torches 
set on either side.  Francis gestures to the door and says, 

“The master should be in here.  I’m 
gonna get back to my post.  Have 
a great day and thanks for visiting 
the cave!” It waves goodbye and 
clacks away back down the corri-
dor.  
 Anuris watches Francis depart, 
then turns to Kor’alia and says 
“OK, what was THAT about?” 
 Takka chirps, “Yeah, that was 
weird.  Anyways, are you guys 
ready to save this girl or what?”
 You look around at everybody, 
then press the door open with both 
hands…

 You are met with the particular 
stench of rotting flesh as another 
wave of fog rolls out of the now-
open door.  The room is lit by a 
number of wax candles, large drips 
running down their sides.  Along 
the walls are a number of shelves 
filled with various bottles and jars, 
their contents appearing to be of 
dark origin. In the far corner of the 
room is a robed figure hunched 
over a small desk, a shrunken head 
in its hand.  The figure turns slowly 
to reveal a face covered in a skull 



mask. A man’s voice whispers, “Who… are you?  What 
are you doing here?”
 Anuris croaks, “We’re here to find a girl named 
Lora.  Her father is worried about her, and mentioned 
a creature took her to this cave.  Would you know 
anything about that?”
 You are unable to tell if there is any expression 
behind the mask. He replies, “I know not of any Lora.  
You are mistaken.”
Takka glows with a faint green magical light, and yells 
“He’s lying!  I can sense it!” 
 Kor’alia steps up ahead of you, draws her 
sword and says, “We are here to return Lora to her fa-
ther!  Give her back, or face the wrath of the Phoenix 
Knight!”
 The masked figure stands and holds out his 
hand, producing a dark purple flame.  “You dare to 
enter the home of Hainan the Necromancer and throw 
out threats?  I don’t think you know who you are deal-
ing with…”
 Dark energy swirls out of the walls of the cave 
and large skeletal arms restrain your three traveling 
companions.  You manage to escape the grasp of 
another pair of arms before facing down Hainan.  He 
chuckles and says, “This will be easier than I thought.” 

 Once you have dealt enough damage to de-
plete Hainan’s HP, he will fall to one knee and the spell 
holding your companions will end. 
 
 Kor’alia places her sword against Hainan’s 
throat and growls through gritted teeth.  “Where. Is. 
Lora?”
 Hainan points to the corner of the cave and 
mutters, “There.  She’s chained up over there.”
 Kor’alia looks at you and nods her head toward 
the corner.  Catching her drift, you walk over and find 
a post with an attached chain that leads into a smaller 
darkened chamber.  You call to Lora and are greeted 
with none other than a cheerful bark.
 A border collie leaps out from the chamber 
and takes you down to the ground with it.  It licks 
your face excitedly as Kor’alia lets out an enraged gasp.

Combat Rules
Roll a d20 twice, once for yourself and once for 
Hainan.  Whoever has the higher number goes 

first. 

On his turn, Hainan will attack by rolling a 
d20. On a 10 or lower, he will MISS with his 
attack and end his turn. On an 11-20, he will 
HIT and deal 1 d6 damage to your character.

On your turn, you may use any of the Moves 
listed in your Sample Playbook that corre-

sponds with your class.  

Follow the rules listed on the Move.  For ex-
ample, if a Move says that you can only use it 

once per session, you should choose an oppor-
tune time to use it!

Hainan
Human Necromancer

HP: 50



 “What did you do to that poor girl, wizard!?” she yells, pressing her blade into his throat.
 Hainan leans even further back.  “I don’t know what you’re talking about!”
 Takka flies directly up to his face.  “Sure, that’s what they all say!”
 As they are squabbling, you notice that the border collie has a collar around its neck. The golden tag reads 
LORA.

 Anuris notices this as well, and ribbits loudly at your other two companions.  “Guys!  It looks like this is 
Lora after all!”
 Kor’alia groans.  “We did all this for a dog?”  She looks angrily at Hainan.  “You stole a man’s dog?”
 Hainan sighs and says “Yes.  Years ago, I was ostracized from Ridgeside’s community for practicing dark 
magic.  Other than Francis and the sentient ooze, there’s no one here to talk to.  And I can’t even afford to keep 
Francis here every day!  Necromancy doesn’t pay what it used to. So I stole the man’s dog to have a companion.  
Just someone to share my time with.  Is that too much to ask?”
 The Phoenix Knight sheaths her sword and pulls Hainan to his feet.  “I haven’t decided what I’m going to 
do with you yet.  But regardless, this dog is going back to her master.”
 You put Lora on a makeshift leash and your party exits the Cave of Horrors with Hainan in tow.

 A tearful reunion is had by the farmer and his faithful dog, and he expresses his gratitude to your party 
by feeding you and giving you a place to stay for the evening.  The next morning, Kor’alia asks the farmer for a 
special favor for Hainan.



 The farmer helps locate a puppy that Kor’alia gives to Hainan the Necromancer to keep him company 
during his dark work.  Hainan is delighted, and even takes the farmer up on an invitation to have a weekly din-
ner so that he can enjoy some community for the first time in years.
 Back out on the road leading northeast, you bid goodbye to Kor’alia, Anuris, and Takka. As they walk off 
into the distance, you look to the opposite direction, and set off in search of more adventure.



The End



Fighter Sample Playbook
Cut these cards out to help you during your adventure.



Ranger Sample Playbook
Cut these cards out to help you during your adventure.


