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Let me tell 

you about 
Chromas… 

Chromas isn’t much of a wizard, but you’ll never 
hear him say that. He’s vain, condescending, smug 

and preening. He wheedles his way into high society 
functions, but is never a welcome sight. His business is 
spying, blackmail, and burglary of better wizards. 

WIZARD 3, 8HP. 1/day each: Ventriloquism, Detect Magic, Invisibility  
Chromas wears the Amulet of Three Disguises. The amulet stores up 
to three “disguises”, which can be used at will to alter the user’s 
appearance and clothing to the chosen disguise. A new disguise 
can be stored with an hour’s work. A disguise of a specific person 
requires a reference image and a successful Intelligence check. 
The appearance of the amulet is never disguised. 

Meeting Chromas 
When you first meet Chromas, he’ll be disguised as… 
1. A suave butler in handsome livery 
2. The shop-girl, giggling in a low-cut dress 
3. A rich merchant with an outrageous accent 
In fact Chromas is a lanky man of middle years, with thinning hair  
and a horrible goatee. Once he’s finished eavesdropping he will 
dramatically drop his magical disguise. 

Chromas never gets tired of this prank. 
You might meet Chromas as part of one of the following schemes: 
• Chromas hires the party to rob a rival wizard 
• Rival adventurers employ Chromas to get dirt on the party 
• A wealthy merchant is being blackmailed by Chromas 

Chromas’ House 
Chromas maintains a modest home in an 
unfashionable part of town, where he 
meets clients. His favourite trick is to 
disguise himself as the butler and 
make them wait in the office, 
hoping to overhear 
revealing comments. 

1. Shop 
Chromas sells dubiously magical charms, trinkets and 

decoctions from a shop in the front of his house. He keeps 
irregular hours, minding the desk disguised as the shop girl. Other 

times the front door is locked, and a Magic Mouth spell cast on the 
inner door threatens would-be robbers with the awesome powers 
of Chromas. It triggers when the inner door is touched.

2. Hall 
The stairs creak horribly. A secret compartment under the hearth 
conceals a lock-box with 1,200gp.

3. Master Bedroom 
Enchanted paintings on the wall depict local notables. They effusively 
praise anyone who comes near them. A magical mirror in the 
wardrobe reflects people as they imagine themselves to be (including 
invisible and disguised people). One of the over-embroidered gowns in 
the wardrobe has ash on its sleeves.

4. Workroom 
A mess of scrawled pages, upset inkwells, half-read tomes and half-
eaten meals. Tedious sifting will discover notes on the locations of 
other wizards’ residences, presumed ripe for robbery, and the spells 
Ventriloquism, Invisibility, Detect Magic, Magic Mouth, Color Spray. A 
cursed scroll appears to be written in gibberish. It renders all text 
unintelligible to the reader for 1d6 days. 

5. Office 
Where Chromas meets with wealthy clients. The cabinet is stocked 
with fine liquor worth 50gp. Under the rug is a hidden trapdoor. 

6. Undercroft 
Items looted from former colleagues’ homes. The front door is barred. 
There’s barely room to walk among rusted weapons, a barrel of wine, 
stored food, jars of questionable liquids, rolled-up carpets, scrolls of 
nonsense, and more. The valuable or dangerous items are: 
A brass head which begins speaking VERY LOUDLY as soon as it sees 
anyone. Asked a question, it will talk for 1d10 x 1d12 minutes, finally 
answering with vague inanities (1-5) or accurately (6). 
A levitating chair. A button on the side rapidly raises it to 20’ off the 
ground (2d6 damage if slammed against the ceiling). 
A rare book is actually a baby mimic (1HD, bite 1d4). If its first attack 
hits, the victim must save or lose a finger for each point of damage. 
An animated broom attacks if disturbed (4hp, sweep attack 1d2). It 
can be commanded with a successful Charisma check. 

“Fools! It was me, Chromas, all along!”
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• Use Ventriloquism to make it 
sound like guards are coming 

• Disguise himself as a wealthy 
hostage, begging for rescue 

• Disguised as the shop girl, 
accuse himself of outrages 

• Go Invisible and fetch the 
authorities 

Defensive stratagems 
When he finds intruders in his house, Chromas will…

Do the guards 
arrive?

Check one for every loud 
noise, and one per turn if 
the alarm is raised.

Does  
Chromas  
come home?
If he’s out during the day, he 
returns on a 1-in-6 each turn. 
At night, 2-in-6.


	Do the guards arrive?
	Does
	Chromas
	come home?
	Let me tell you about Chromas…
	Chromas’ House

