
Skeleton in secretary's 
clothes, payment receipts 

(very old), stamps of various noble 
houses, A Loaded Revolver in a 
drawer. 

Magic Runes on the edge of the 
trench. Light up when approached. 
When "Kalhun is Great" is uttered, a 
bridge appears over the ravine.

Southern stone block is 
completely destroyed.

Two Automatrons on the left. 
Awaken if someone leaves room 
without a guard ring.

Several Lockers (Table Guards), 
sitting area in east, rusty grate be-
hind, Two Skeletons in card game 
pose; wearing guard clothes, carry 
Bridge Password on a slip.

Bored Skeleton sits on the 
corner chair. Wears guard 
clothes.

Rusty Grate in the west. 
A Cage With A Basilisk 

hangs from the ceiling, too high to 
look inside. The cage is automatical-
ly lowered when the alarm goes off.

Runes light up when ap-
proached. When a piece of 

metal is moved through the gate, 
the alarm goes off. In the bowl lies 
a handful of coins.

Speaking Tube on the left. 
If the door stones are moved 

and there is someone in the room, 
they lock in the lowered position 
and must be released from (8). In 
addition, The Room Becomes Hot.

Piles of coins, deposit boxes 
on the walls.    
All in all, a Large Fortune. 

Runes light up when ap-
proached. They block all 

Sounds coming from (9).  
Noises inside trigger the Flame-
throwers on the walls. Speaking 
Tube at the top.

Gigantic Automatron.   
Protects (8). Threatens  
anyone without a guard ring. 

Lever locks gears to keep 
stone blocks in upper positi-

on. Alarm can be shut off at the con-
sole. Speaking Tube on the right. 

Speaking Tube on the side, 
connected to all other tubes 

in the bank.

When the lever is pressed, the 
water moves the gears. It takes a 
short time, then all the stone blocks 
raise or lower. At the beginning all 
marked with (A) are open and tho-
se marked (B) are closed.

The inflow has dried up. The reser-
voir is enough to move the door 
block position 8 Times. After that 
the alarm is triggered.

1 [S] Revolver or [L] Skewer

2 [T] Guard Ring (Gold)

3 [S] Gossip magazine

4 [S] metal Lunch box, empty

5 [T] sachet gold powder

6 Loose Change

The Great Kalhun, smallest wizard of all time, created a powerful banking 
company eons ago that protected the wealth of clients from all corners of the 
world. To do this, dozens of vaults were built deep underground.

A week ago, strange gears and complicated mechanisms were discovered in 
a once unassuming ravine. Promptly, an entrance was excavated. Who will be 
the first to explore the facility and unearth the treasures stashed there?
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Table Guards - Roll 1D6
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Moldy Magazines, an 
empty umbrella stand, and 

a Skeleton in fine clothing and Ma-
gical Bowler Hat. Allows telepathic 
communication with other bowler 
hat wearers.
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