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You know, in the beginning Gary Gygax
and his crew at TSR didn't even see the
need for adventures.

They figured it was enough just to write the rules
for the game - figuring out the mechanics and
play-balance — and players and Dungeon Masters
would do all the rest. With an entire world of
imagination at their fingertips, why would any
budding role-player be interested exploring in
somebody else's universe? They as much as
laughed when Bill Owen and Bob Bledslaw —
founders of the Judges Guild - asked for
permission to create supplements for D&D (but
TSR gave them a license anyway and royalty-free
too, because at the time TSR didn't see how there
could be any profit in that business). But as any
Dungeon Master will tell you, writing an
adventure is hard, time-consuming work and
even if he isn't interested in using a pre-written
adventure, he certainly enjoyed reading them for
inspiration. Eventually TSR caught on to the fact
that adventures and source-books were where
the real money was at, and - after tentatively
dipping their toes in with The Temple of the Frog
in the Supplement IlI: Blackmoor (1975), they
released a slew of memorable modules and
campaign material onto the market, starting with
G1 — Steading of the Hill Giant Chief (1978) and
later following up with classics like B7 /In Search of
the the Unknown (1979), S1 Tomb of Horrors
(1978) and T1-4 Temple of Elemental Evil (1985)...
and hundreds more.

But even this torrent of material was not enough
for the insatiable hunger of the players. Thus,
many of TSR's periodicals featured their own
adventures — often sourced from the players
themselves rather than written in-house. The
Dragon Magazine presented its first adventure in
The Dragon #32 (December 1979), and nearly
every other issue featured another. Most were
written for Dungeons & Dragons but there were
also including a smattering of adventure for
Game Designer Workshop's Traveller, as well

TSR's own Boot Hill Top Secret and Marvel
Superheroes games. The Dragon's sister
publication, the Polyhedron Newszine, followed
suit, featuring a full adventure module in issue
#13 and including a new adventure in every issue
for the next eleven vyears. Eventually, TSR
recognized that the market was strong enough to
support a third periodical — Dungeon Magazine —
which was solely dedicated to bringing players
and DMs new adventures every month.

Many of these adventures were written by names
gamers would later become familiar with,
including James Ward and Ed Greenwood. A
number of the adventures published first in
Polyhedron later were re-published as stand-
alone modules distributed by TSR themselves.
However, the vast majority of these stories have
lingered forgotten, unseen by most in ancient
copies of magazines mouldering in closets and
attics since the early '80s. The Lost Adventures is
our attempt to bring these forgotten quests back
into the limelight, if only briefly. We are re-
publishing these old adventures, with only
minimal editing (mostly just to remove the
advertising).

You may notice that this book is labeled “Volume
I". That is because the sheer volume of the
adventures is too much for any single book to
incorporate. This volume includes all the
adventures included in Dragon Magazine issues
#1 - #199. We hope to later release further
volumes with adventures pulled from the
Polyhedron Newszine, and perhaps a final volume
that includes the non-Dungeon & Dragons
adventures and perhaps a selection of the board
games (like the excellent first draft of Snit's
Revenge or Claymania').

In the meantime, enjoy this selection as you
revisit ancient dungeons and forgotten tombs not
opened for over twenty years...
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SPECIAL FIRST ISSUE FEATURE!
SOLO DUNGEON ADVENTURES

by Gary Gygax, with special thanks to George A. Lord
Preliminary testing: Robert Kuntz and Ernest Gygax

Although it has been possible for enthusiasts to play solo games of
DUNGEONS & DRAGONS by means of ?Wilderness Adventures?, there
has been no uniform method of dungeon exploring, for the campaign
referee has heretofor been required to design dungeon levels.
Through the following series of tables (and considerable dice rolling) it
is now possible to adventure alone through endless series of dungeon
mazes! After a time | am certain that there will be some sameness to
this however, and for this reason a system of exchange of sealed
envelopes for special rooms and tricks/traps is urged. These envelopes
can come from any other player and contain monsters and treasure, a
whole complex of rooms (unfolded a bit at a time), ancient artifacts,
and so forth. All the envelope should say is for what level the contents
are for and for what location, i.e. a chamber, room, 20? wide corridor,
etc. Now break out your copy of D & D, your dice, and plenty of graph
paper and have fun |

The upper level above the dungeon in which your solo adventures are
to take place should be completely planned out, and it is a good idea
to use the outdoor encounter matrix to see what lives where (a
staircase discovered later just might lead right into the midst of what-
ever it is). The stairway down to the first level of the dungeon should
be situated in the approximate middle of the upper ruins (or whatever
you have as upper works).

The first level of the dungeon is always begun with a room; that is the
stairway down leads to a room; so you go immediately to TABLE V.
and follow the procedure indicated. Always begin a level in the middle
of the sheet of graph paper.

Save what you develop, for if you decide not to continue each solo
game as part of a campaign, the levels developed in this manner can
often be used in multi-player games. Likewise, keep a side record of all
monsters, treasures, tricks/traps, and whatever. If the opportunity ever
comes (as it most probably will) you will have an ample supply of
dungeon levels and matrices to entertain other players.

Descretion must prevail at all times. For example: if you have decided
that a level is to be but one sheet of paper in size, and the die result
calls for something which goes beyond an edge, amend the result by
rolling until you obtain something which will fit with your
predetermined limits. Common sense will serve. If a room won?t fit, a
smaller one must serve, and any room or chamber which is called for
can be otherwise drawn to suit what you believe to be its best
position- ing. At all times you are serving in two roles, referee and
player, so be sure to keep a fair balance.

Now proceed to the tables which explain all play.

TABLEI.PERIODIC CHECKS:

Die Result
1-3 Continue straight, check again in 60?
4-7 Door (see TABLE 11.)

8-10 Side/Passage (see TABLE lIl.), check again in 30?
14-16 Chamber (see TABLE V.)

17 Stairs (see TABLE VI.)

18 Dead End (walls 1., r. and ahead can be checked
for Secret Doors, see TABLE V., footnote)

19 Trick/Trap (see TABLE VII.), passage continues,

check again in 60'

SOLO DUNGEONS ADVENTURES ©COPYRIGHT 1975 GARY GYGAX



20 Wandering Monster (see Vol. Ill, D&D), check again
immediately to see what lies ahead so direction of
monster's approach may be determined.

TABLE Il. DOORS™*:

Location of

Door: Space Beyond Door Is:
Die Result Die Result
1,4 Left 1,2 Parallel passage or 10'x10' room if

door straight ahead

5,8 Right 3 Passage straight ahead
9,12 Ahead 4 Passage 45 deg. ahead/behind
5 Passage 45 deg. behind/ahead
6-12 Room (go to TABLE V.)

*If no room is beyond a door check again on TABLE I. 30’ after
passing by or through a door.

TABLE Ill. SIDE PASSAGES:
Die Result Passage Width:
1 left 90 degrees Die Result
2 right 90 degrees 1-7 10
3 left 45 degrees ahead 8-10 20’
4 right 45 degrees ahead 1 30’
5 left 45 degrees behind 12 5’
I3 right 45 degrees behind
7 left curve 45 degrees ahead
8 right curve 45 degrees ahead
9 passage “T‘s”
10 passage “Y's”
1 four-way intersection
12 passage “X's” (if present passage
is horizontal or vertical it forms
a fifth passage into the “x”
TABLE IV. TURNS:
Die Result (check on width of passage on TABLE Ill.)
1-4 left 90 degrees
5 left 45 degrees ahead
6 left 45 degrees behind
7-10 right 90 degrees
1 right 45 degrees ahead
12 right 45 degrees behind

TABLE V. CHAMBERS AND ROOMS: (Roll for Shape and Size,
then Exits, then Contents

Shape and Size:

Die Chamber Shape and Area Room Shape and Area

Square, 20’ x 20’ Square, 10’ x 10’
2-4 Square, 20’ x 20’ Square, 20’ x 20’
5 Square, 30' x 30’ Square, 30’ x 30’
[ Square, 40’ x 40’ Square, 40’ x 40’
7 Rectangular, 20' x 30’ Rectangular, 10 x 20’

8,9 Rectangular, 20’ x 30’
10 Rectangular, 30’ x 50’ Rectangular, 20’ x 40’
n Rectangular, 40’ x 60’ Rectangular, 30’ x 40’
12 Unusual Shape and Area, see sub-table below --

Rectangular, 20’ x 30’

Unusual Shape and Size (Roll Separately for Shape and Size):

Die Shape Size

1-3 Circular about 500 sq. ft.

5 Triangular about 900 sq. ft.

7 Trapezoidal about 1,300 sq. ft.

9 Odd-shaped* about 2,000 sq. ft.

0 Oval about 2,700 sq. ft.

1 about 3,400 sq. ft.

roll again and add result to 11 above (if
another 12 repeat the process, doubling 11
above, and so on)

Hexagonal
12 Octagonal

*draw what shape you desire or what will fit the map

Exits: Number, Location, and Direction (Passages in Chambers, Doors

in Rooms)
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Room Area Number of Exits

up to 600’
over 600’
up to 600’
over 600’
up to 600’
over 600’
up to 1200’
over 1200’
up to 1600’
over 1600’
any size 1-4, roll to de-
termine

-
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Die ** Location Direction (If a Door use TABLE Il instead)

1-5 opposite wall
6-8 left wall
9-11 right wall

12 same wall

straight ahead

straight ahead

straight ahead, 20’ wide
45 deg. left/right

* A secret door might exist, and a search may be made if desired. For
every 10’ of wall space checked roll a 12-sided die -- a 1 indicates
a secret door has been found, a 12 indicates a wandering monster has
come in.

** If a passage or door is indicated in a wall where the space immedi-

ately beyond the wall has already been mapped then the exit is either
a secret door (1,2) or a one-way door (3-6).

Chamber or Room Contents:

Die Contents

1-12 empty

13,14 monster only (determine from D&D, Vol. Ill)
15-17 monster and treasure (see table below)

18 special* or empty

19 Trick/Trap (see TABLE VII.)

20 Treasure (see table below)

* insert a sealed envelope indicating room contents which can be
prepared for you by any willing person, and open the envelope when
indicated above.

Treasure:

Die Without Monster With Monster
01-25 1,000 copper pieces/level According to the
26-50 1,000 silver pieces/level type indicated in
51-65 750 electrum pieces/level D&D, Vol. Il for
66-80 250 gold pieces/level “Outdoor Adven-
81-90 100 platinum pieces/level tures” with pro rata
91-94 1-4 gems/level adjustment for rel-
95-97 1 piece jewelry/level ative numbers.

98-00 Magic (roll on D&D table)




TABLE VI. STAIRS:

Die Result

1-5 Down 1 level*

é Down 2 levels**

7 Down 3 levels***

8 Up dead end (1 in six is collapsing chute down 1 level)

9 Down dead end (1 in six to chute down 2 levels)

10 Chimney up 1 level, passage continues, check again in 30’

n Chimney up 2 levels, passage continues, check again in 30’

13 Chimney down 2 levels,passage continues,checkagain in 30’
14-18 Trap door down 1 level,passage continues,checkagain in 30’
19,20 Trap door down 2 levels,passage continues,check again in 30’

* 1 in 12 has a door which closes egress for the day

** 1 in 10 has a door which closes egress for the day
*** 1 in 8 has a door which closes egress for the day

N.B. Check for such doors only after descending steps!

TABLE VII. TRICK/TRAP:

Die Result

1-5 Secret Door unless unlocated: Non-elf locates 1 in 6, elf
locates 2 in 6, magical device locates 5 in é (then see
TABLE Il.) Unlocated secret doors go to die 6,7 below.

6,7 Pit, 10’ deep, 3 in 6 fall in.
8 Pit, 10’ deep with spikes.
9 20" x 20’ elevator room (party has entered door directly

ahead and is in room), descends 1 level and will not ascend
for 30 turns.

10 As 9 above, but room descends 2 levels.

1 As 9 above, but room descends 2-5 levels, 1 upon entering
and 1 additional level each time an unsuccessful attempt at
door opening is made, or until it descends as far as it can.
This will not ascend for 60 turns.

12-14 Wall 10’ behind slides across passage blocking it for from
10-60 turns.

15 Arrow trap, 1-6 arrows, roll for each to see if and score
hits, 1 in é is poison.

16 Spear trap, 1-3 spears, 1 in 12 is poisoned

17,18 Gas, party has detected it, but must breath it to continue

along corridor as it covers 60° ahead. Mark map accord-
ingly regardless of turning back or not. (See Gas Sub-Table
below.)

20 Use a trick/trap from a sealed envelope, make up one of
your own, or roll again until a 1-19 turns up.

Gas Sub-Table:

Die Result

1-5 Only effect is to obscure vision when passing thru.

) Blinds for 1-6 turns after passing through.

7 Fear: run back 120’ unless save vs. Magic is made.

8 Sleep: party sound asleep for 2-12 turns.

9.10 Strength: adds 1-6 points of strength to all fighters in party

for 10-40 turns.
n Sickness: return to surface immediately.
12 Poison: save vs. Poison or dead.

CAVES AND CAVERNS FOR LOWEST LEVELS: You may wish to
have “rough-hewn” and natural tunnels in lower levels, and where
chambers and rooms are indicated substitute Caves and Caverns. Exits
are as above, and there is a 1 in é chance for monsters, 5 in 6 that
the monster has treasure.

TABLE VIII. CAVES & CAVERNS

D_ie Result

1-3 Cave about 40’ x 60’

4 Cave about 50" x 75

5 Double Cave: 20’ x 30’, 60’ x 60’

) Double Cave: 35’ x 50', 80’ x 90'*

7-9 Cavern about 95’ x 125'*

10 Cavern about 120’ x 150’

n Cavern about 150 x 200'*

12 Mammoth cavern about 250'-300" x 350'-400'**

*Roll to see if pool therein
**Roll to see if lake therein

Pools: Lakes:
Die Result Die Result

1-5 No pool 1-5 No lake

6,7 Pool, no monster 6-8 Lake, no monsters
8,9 Pool, monster 9-11 Lake, monsters*

10,11 Pool, monster & treasure 12 Enchanted lake**

12 Magical pool

* 1-4 monsters, 4 in 5 chance of treasure
**enchanted lake leads any who manage to

cross it to another dimension (if special map

is available, otherwise freat as lake

with monsters) -- lake will have from 2-5 monsters

Magic Pools: (In order to find out what they are characters must enter)

Die Result
1-3 Turns gold to platinum (1-3) or lead (4-6), one time only.
4-4 Will on a one-time-only basis add (1-3) or subtract (4-6)
from one characteristic of all who stand within it
1 = strength 4 = dexterity
2 = intelligence 5 = consitution
3 = wisdom 6 = charisma

(add or subtract from 1-3 points, checking for each
character as to addition or subtraction, characteristic,
and amount).

7-9 Talking pool which will grant 1 wish to characters of its
alighnment, damage others from 2-12 points; 1-2 lawful,
3-4 nevutral, 5-6 chaotic. Wish can be withheld for up to

1 day.
10-12 Transporter pool: 1-2 back to surface, 3-4 one level down,
5-6 100 miles away for outdoor adventure.
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THE FELL PASS

Legend and Introduction

Along the caravan routes that tie the
Cities of the West to the Kingdoms of the
East, many tales are told of the mountains
called the Towers of the Sun. One of these
legends concerns a dark road said to be hid-
den among the twisty trails that spiderweb
the mountains. Into the earth the road leads
into and through a series of vast caverns filled
with treacherous traps and cunning mon-
sters. Yet dangerous though the path is,
many a party of adventurers have been
tempted to walk it, for the stories say that the
loot of a hundred lost caravans lies con-
cealed along that evil way.

The dark road is called the FELL PASS.

Tread it carefully, friend.

General Notes

The location of the Fell Pass has been left
vague so that the prospective Dungeon
Master will have no trouble slipping it into his

or her campaign. The legend assumes that it

lies somewhere near established trade
routes, so misleading or enticing players into
the Pass should prove no problem. Indeed, it
is perfectly possible for a party of characters
to enter the Pass without realizing they have
entered a “dungeon.” In fairness, the Dun-
geon Master should “remind” the players of
the legend of the Pass if they should come
upon it, so that they will have some idea of
what they are getting themselves into. Most
parties will want to enter the Pass despite, or
even because of, such warnings. (Heh, heh,
heht)

Although the Fell Pass is described here
in the manner of a dungeon, technically it
may be considered a wilderness area. Thus
Druidic abilities, specifically the usefldetect

Snares and Pitspell, should operate inside ==

the Passexceptin the area of the Dwarf
Diggings, which are not a work of Nature.
The Dungeon Master should become
completely familiar with the contents of the
Fell Pass before conducting an adventure
through it. Much detail is given in the Pass
Key below, and the Dungeon Master is re-

On the north wall there is scratched a message in
dwarvish letters. It reads, “For the love of your ances-

tors, TURN BACK!”

The West End (Map 1)

General: The Fell Pass is a system of geo-
thermal caverns, a fact which will be readily
discernible by dwarves, gnomes or other
characters with a special knowledge of geo-

of the world could travel the mountains in
safety. And, incidentally, this brave act would
also enable the Prince to claim the mountains
as his own territory. This is in accordance
with the dwarf ethic ofloing well while doing
ood.
Prince Huruch, however, did not do well.

logy. There are no stalactites or stalagmites ;g attempt to purge the Fell Pass failed.
here as in a limestone cavern. Unless other- afier a few early victories, word was sent

wise indicated, floor, walls and ceiling are of

from the Pass of a new and terrible power

fairly smooth, grayish-brown stone. Most of ihat had entered the West End. Shortly

the galleries are wide enough and smooth thereafter, all communication with the Prince
enough to allow passage for horses or pack ang his party failed. From that time since,

animals, although not carts or wagons. Ceil-
ing height varies from 12 to 20 feet.
As might be expected in a geothermal

neither the Prince nor any of his followers
has been seen or heard from.
The new power in the West End is Vlog,

cavern, it is warm and humid inside the Pass. ge|f-proclaimed Lord of Ogres, who has
The West End has the highest altitude of the ¢jaimed the Diggings as his lair (see item
three parts of the Pass, so the temperature iS413)

a comfortable, though moist, 72° F.

01: THE PIT OF BONES: This pit is four
feet deep and nearly filled with a variety of

ination of these remains will reveal that half

02: FALLEN ROCK: This entrance to
the Dwarf Diggings is blocked by loose
rubble. Clearing this rock to allow passage

weathered bones. A more than casual exam- Will take 6 turns.

The sound of the passage being clearec

of the bones are those of horses and pack is certain to alert the dwellers in the chamber

animals, while the other half is a mixture of
human, dwarf, orc and centaur bones.

beyond. These are eight giant bats. The bat:
are not terribly bright and will attack any
intruders.

For game purposes, the giant bats may
be treated as giant rats with wings. Note,
however, that bats rely on their keen hearing
and acute sense of smell rather than thei
eyesight, and thus can easily overcome spell
of Darkness, lllusiorand Invisibility.

8 Giant Bats—AC 7; HD ¥%; Move
127/18"; DIA 1-3; HP—1, 3, 3, 3, 1, 2, 4, 4.

The chamber beyond the fallen rock is
empty. On the north wall there is scratched a
message in dwarvish letters. It reads, “For
the love of your ancestors, TURN BACK!"

03: SECRET PORTALS: These three
camouflaged entrances to the Diggings

The bones are just bones, and there is appear to be made of natural stone, but ir

minded not to reveal more to the players nothing dangerous or valuable in the pit. The fact are of a substance similar to self-sealing
than their characters can reasonably per- pit was dug and filled by an earlier band of rubber. A character can, by firmly pressing
ceive for themselves. Divining the rationale adventurers as a warning to travelers entering against the surface of the portal, push
behind bizarre events is a major part of the the Pass. So far, the warning has fallen on through the wall to the other side. The hole
challenge of a good dungeon. blind eyes. made by the character's passage will “heal”
THE DWARF DIGGINGS: Items #02 instantly, as will attempts to cut or chop
through #15 comprise the Dwarf Diggings, through the portal.
all that remains of an outpost pioneered by Horses and pack animals will not
Start: As there are two ends to the Fell Pass, Prince Huruch the Proud, the noble son of a voluntarily pass through these seemingly
a journey through the Pass may begin at powerful southern king. After establishing solid walls.
either the West or the East End. For simplic- this stronghold in the Towers of the Sun,
ity’s sake, the Pass will be described here Prince Huruch had planned to clear the Pass
West to East.

PASS KEY

04: GUARD ROOM A dwarf-sized table
of its foul denizens so that the good peoples and three chairs occupy the center of thi

M3



Vol. IV, No. 6

The Dragon

room. Shield-sized clay disks, glazed to depict net (position marked by “X” on the map). If goblins. Goblin-bags are visible on the belts

dwarf hunting scenes, hang on the northweststepped into, the net will snap up, suspend- of the goblins. The rank smell of the bear and

and southeast walls. ing 1-2 characters from the ceiling, about 12 its victims is easily discernible outside the
feet above the floor. At the same time, a loud door to this chamber.

05: GUARD ROOM: Two ogre lookouts gong will sound three times. The bear will awaken at any sound louder
sit with their backs to the secret portal, listen- The gong is an alarm, obviously. The than a fingersnap. And even if a party enter-
ing for intruders passing through the galley second turn after the trap is sprung, four ing this room is quiet, there is a 1 in 10
outside. They will detect a party of a chance ogres bearing clubs will come charging in. An chance per turn that the bear will awaken
of 1-4 (d6) or a 100% chance if the party additional ogre will arrive every turn there- anyway. Cave bears are notoriously territor-
stops to examine or search for the secrebfter for six more turns. ial, so the bear is sure to attack any group of
portal. Extricating the character or characters intruders, defending its lair to the death. If the

If the ogres detect a party, they will not caught in the net will require three turns of players choose to jump the bear while it
attack it, but will instead run to chamber #13 cutting with a dagger or sword. A character in sleeps, they will get 1 free melee round and a
and inform Vlog, their leader. Vlog will then the net may attempt to free him or herself if +4 to hit in that round.
organize an ambush which will jump the the character has a dagger handy. No other A search of the goblin-bags will reveal
party in the galley outside of chamber #4 or weapon can be brought to bear by a char-that one is empty, another contains 80 g.p.
#14, depending on the direction the party is acter entangled in the tough, silken strands. and the third contains a vial of dark brown
traveling. Because the ambushers will be  Applying fire to the net will free the liquid that tastes like bad whiskey.

leaping out of a secret portal, the ogres will trapped player or players immediately, but

The liquid is in fact &otion of Fire Resis-

almost certainly (1-5, d6) have the advan- will also ignite the rest of the silk in the room. tance.

tage of surprise over the party.

Since the ogre lookouts are listening for
movement in the galley outside, they can be
easily surprised (double normal chance) by a

party entering through the northeast door of are bundles of sik. Genuine wild spidersilk is

the guard room.
Each of the two ogre lookouts has a bag

with him containing stale bread, some meatg.p. apiece.

of doubtful origin, 2-12 s.p. and 1-6 low
value (10 g.p.) gems.

2 Ogres—AC 5; HD 4+1; Move 9", D/IA
1-10; HP—14,29.

06: DEMENTED GOBLINS: This cham-
ber is littered with smashed crates, broken
barrels and miscellaneous rubbish. In a circle
in the center of the room squat eight heavily
armed goblins, staring at one another.

The goblins are in a cataleptic trance. If
anyone attempts to eavesdrop on their
thoughts (byESP,a Helm of Telepathgr

All persons in the burning room will take 1-8

1 Cave Bear—AC 6; HD 6+6; Move
points of damage every turn that they remain 12”; D/A 1-8/1-8/1-12 (hug on 18+ for
inside. 2-16); HP 46.

The silk-wrapped bundles in the corner

12: WATER HOLES: By the south wall
'of this chamber are two open pits, each 3 feet
in diameter. A lone ogre squats over the
western pit. He is (ahem) making use of the
facilities.

A party bursting into this room has a

rare and valuable and these seven bundles
each weighing 12 pounds, are worth 300

10 Ogres—AC 5; HD 4+1; Move 97
D/A 1-10; HP—23, 26, 17, 15, 18, 15, 18,

12,14, 28. double chance of catching the ogre with his
09: MEETING HALL: Against the west pants down. The ogre has no items of value

wall of this room is a semi-circular table and on him.

behind it are five high-backed chairs. Before The western pit is exactly what it appears

the table are three rows of benches. All ofto be: a bottomless pit. A stone dropped into

these furnishings are dwarf-sized. it will not return an echo. A character
The walls of the room are “decorated” dropped into the pit will not return, either.

with ogre obscenities, scrawled in dung. Warm, humid air rises from the eastern pit.
Otherwise, the room is empty. 32 feet down there is a 3-foot-deep pool of

very hot (210° F.) water. Characters not

10: BARRACKS: This room is littered resistant to heat will suffer 1-4 points of

whatever), he or she must save vs. magic orwith broken beds, tables and chairs. Small, damage every round that they are in contact

fall into a similar insane state for 2-8 game
hours. Upon recovery, the eavesdropper will
only recall a terrifying vision of a burning
darkness in which drift many bright yellow
eyes.

If a party charges into the room, the gob-
lins will turn to look but will not otherwise
react. If attacked, the goblins will merely
blink their big, red eyes and whimper piti-
fully. If interrogated in the goblin tongue,
they will only gibber and whisper something
about, “Eyes! Eyes! Awful, yellow eyes!”

(These goblins have obviously met up
with Xorddanx the Eye Tyrant, master of the
Lower Caverns. See Map 2.)

Each of the goblins wears a goblin-bag
on his belt. Between the eight of them, the
goblins have 32 c.p., 8 g.p. and a brass ring.

07: STORE ROOM: This room is empty,
even of dust.

08: SPIDERSILK SNARE: The floor,
ceiling and walls of this room are festooned

harmless spiders scurry amidst the decay.with the water.

The ancient aroma of death hangs in the air. At the bottom of the pool is a finely
Hidden under the junk in the southwest wrought gold chain, worth 60 g.p.

comer is the carcass of an ogre. The right side 1 Ogre—AC 5; HD 4+1; Move 9”; D/A

of his head is caved in and a truncheon 1-10; HP 22.

The western pit is exactly what it appears to be: A
character dropped into the pit will not return.

stained with dried blood and brains lies
beside him. would-be Ogre Lord. In the center of the

A search of the body will discover room is a roaring, shapping fire. Around the
nothing, but under the body is a concealed fire are 12 ogres and ogresses, laughing,
trapdoor, one foot square. Beneath the door scratching and carrying on. Anyone standing
is a compartment that holds a locked iron outside either of the two entrances to this
chest. In the chest are twelve bottles of amber chamber are certain to hear the ruckus the
liquid. The liquid has a very sour taste, but ogres make.
otherwise appears harmless. Slabs of meat are being roasted on spits

The liquid is spoiled beer. A dwarf kept over the fire. One ogre can be heard to ex-
his private stash here. claim, “I sure hope this bastard tastes better
than he fought!” There is a wineskin in every
hand, except the hand of Vlog.

Slouched in a massive stone chair against

13: VLOG: This is the hall of Vlog,

11: CAVE BEAR'S LAIR: The ogres

with streamers of spidersilk. In the northeast have a pet, a very large (14-foot) white bear.
corner are seven man-sized bundles, alsoThe ogres wrestle with the bear for sport.
covered with silk. Presently it is asleep against the east wall.

Concealed on the floor under the silk is a Around it are the half-eaten remains of three

M4

the south wall is Vlog, an enormous ogre
clad in a white bearskin. Gold and jewels
fairly drip from him. He cradles a peculiar-
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The Dragon

looking two-handed warhammer in his
arms. He does not carouse or laugh as his
followers do. He simply sits and stares into
the fire, apparently fascinated.

Anyone who attempts to eavesdrop on
the Lord of Ogres’ thoughts will discover an
odd thing: Nobody’s home! The only
thoughts that stir sluggishly through the mire
of Vlog's mind are simple reflections of the
ratiocinations of a far more powerful entity.

This entity is Casrac the Mountain-
Splitter, the great warhammer which Vlog
possesses. Casrac is the legendary hell
hammer that sundered the ensorceled portal
of the Fortress of Wizardry and slew the noble
gold dragon, Tlactorilliac. It is intelligent,
aware and thoroughly Chaotic Evil.

For game purposes, Casrac may be
treated in the same manner as an egoistic
magic sword. Its intelligence is 12, its egoism
18. It will always attempt to control its bearer,
even if the bearer is of the same alignment. It
has a +2 hit probability and does 2-16 points
of damage when it strikes. It also has two
extraordinary abilities. The first is a magic
resistance of 25%, and it passes this resis:
tance along to its bearer. The second is the
ability to shatter any normal door with a
single blow and a 25% chance per attempt of
bursting any magically sealed or held door.

Make no mistake, Casrac rules here. The
Dungeon Master is strongly urged to play this
role forcefully. There is something very
unusual about an ogre who covers himself
with treasure in a room full of thieves. Players
who ignore this clue, who ignore Vlog's great
size and obvious strength and who ignore
the odd weapon he carries deserve no mercy.
Vlog will drink their blood.

A party that breaks into this chamber is
certain to be attacked. The followers of Vlog
have great confidence in their puppet-leader
and will not check morale as long as Vlog
lives. Conversely, if Vlog is overcome, the
ogres will immediately check morale and
those who fail the check will bolt.

Casrac has a deep antipathy towards
magic-users which will force Vlog to attack
magic-users before any other target. If the
encounter goes against Vlog, Casrac may
attempt to bargain with the opposing party.
But note that a part of any such bargain will
be the “surrender” of Casrac to the party’s
leading fighter! Casrac will, of course,
immediately attempt to seize control of this
fighter, thus re-establishing itself in a position
of power. Clever Casrac!

Each of the lesser ogres carries a smal
sack containing 4-40 g.p. Vlog himself wears
a jeweled collar and belt, gem-studded
bracers and a gold earring, altogether worth
5,300 g.p.

Vlog—AC 4; HD 7 (+2 to hit, 25%
magic resistance); Move 9”; D/A 2-16, HP
33

12 Ogres—AC 5; HD 4+1; Move 97,
D/A 1-10; HP—24, 21, 15, 18, 13, 19, 16,

19, 14, 22, 17, 18.
‘”09 alld leis *frierd” Gasrac 14: GUARD ROOM: This room is empty

save for two shield-sized clay disks mounted
M5
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Players who ignore Vlog deserve no mercy . . .
Vlog shall drink their blood.

on the east and west walls. These disks are covered with bioluminescerray Ooze.lt
painted to represent dwarf battle scenes. will engulf and attempt to devour the first
person who touches it. If someone prods the
15: THE CRACK: This open shaft drops Ooze with a pole or something first, he or she
40 feet, then turns to become a sloping Will discover that the thing has a soft texture,
passage that leads to the Lower Caverns but this action will not goad the creature into

(Map 2, #l). attacking. Only contact with living flesh will
attract it.
16: SIGN OF BATTLE: Arrowheads, 1 Gray Ooze—AC 8; HD 3+3; Move

sword shards, rivets lost from armor and 1"; D/A 2-16; HP 22.

shields and other telltale signs mark this as a .
place of battle. Yet there are no bodies. 20: MANTICORE DEN: The floor of this
Moreover, there are no indications of cave is covered with fine black sand. A musky the Pass.

obvious enemies or treasures. animal odor hangs in the air. Otherwise, the 3 Griffons—AC 3; HD 7; Move 127/30";
The area appears empty because it is room is featureless. . D/A 1-4/1-4/2-16; HP—36, 32, 28.

empty. This should serve to put players on ~ Under the sand on the north side of the

their guard if the Pit of Bones did not. cave is a deep depression. If the party sifts ~ 22: ILLUSORY ROCK: To the unaided

through the sand in this depression, they will eye, the east wall of this cave is a featureless

17: THE KILLING GROUND: This cave  immediately uncover 12 strings of cheap blank. But, in fact, the eastern wall is an
is marked with battlesigns similar to those in costume jewelry, worth 5 c.p. apiece. After illusion. This illusion cannot be dispelled but
#16, above. But when a party enters this an additional turn of sifting, the party will find likewise it offers no resistance. It can be de-
area, each member will experience a sudden 8 cats-eye gems of fair quality, each worth 35 tected in the same fashion as a secret door.
20° F. drop in temperature. g.p. After three more turns of digging, the

Detect Evil, Detect Goodnd Detect ~ party will discover a horde of electrum  23: THE HAND OF EDURLAG: Beyond
Magic spells will all register positive in this ~ pieces, 1,070 in number. Further searching the lllusory Rock is a passage which leads to
area. If the party is carrying a good light will uncover nothing of value. this chamber. The dominating feature of the
source, there is a 10% chance that someone  While all of this is going on, there isa 1in chamber is an enormous brown hand, 16
in the party will realize that there are some 6 chance per turn of a pair bfanticores  feet across the palm, which thrusts up
shadows on the walls that do not correspond returning to the cave. Since the cave is the through the floor.
to anyone in the party. manticores’ den, the beasts will not be The hand will be motionless until a char-

The strange shadows are Shadows. friendly. acter approaches within 10 feet of it. Then
There are seven of them altogether. If left 2 Manticores—AC 4; HD 6+3; Move the fingers of the hand will begin to writhe
undisturbed they will not attack and they will 12°/18"; D/A 1-3/1-3/1-8 plus 6 volleys of 6  and reach imploringly toward the player.
not leave the Killing Ground. If questioned missiles, 1-6 per hit; HP 22, 19. If anyone has the guts to climb up into
(via Speak with Monsters or similar means), the palm of the hand, a soft glow like starlight
the Shadows will merely say that this is a 21: GRIFFON PERCH: As the party will suddenly suffuse the chamber and a
place of ill omen and that the party would be approaches this point, any horses or pack sweet, feminine voice will speak from the air,
well advised to leave. The Shadows will cer- animals with the party will begin to display saying, in Common,

tainly fight if attacked. signs of nervousness. There is, however, no Know thenthat this was the fate of
These Shadows are the negative material obvious sign of danger. Edurlag, heroic Storm Giant of the

after-images of several men, good, evil and 30 feet above the point, concealed above  Great North, who dared the terrors of

otherwise, who were massacred on this spota projecting ledge, are thr&iffons. If a the Demondance, battled the Legions

by the ogres of the Diggings. In this weird party with animals passes beneath them, the  of the Abyssind rescued Ningillan the
afterlife they exist only to avenge themselves Griffons will pounce upon them and attempt White, Queenf ElvesMagnified to

upon their slayers. If the ogres stage an am-to carry away one or more of the beasts. this wondroussize and imprisoneth
bush here (see item #05 to determine this), If the Griffons have the advantage of sur- the living rock of the Towers of the
the Shadows will leap to the defense of the prise, their attack is automatically successful; Sun, shackledby the awful power of
part_}(. . _ 1-3 horses are lost along with any baggage  She WhdDied, Edurlag yetivesand is

he darkling protectors do not require or they bear. counted blessed by the Elvish people.
expect any gratitude from those whom they Lacking surprise, the Griffons will attack Knowthen that Edurlag shall walk
aid, but a word of thanks from the party the nearest animals with their claws while again. Followers of Evil, beware!
would show some class. defending with their beaks. If, in a single At the conclusion of this speech, any

7 Shadows—AC 7 (+1 or better to hit); melee round, a Griffon is able to hit with both characters of good alignment in the palm of
HD 3+3; Move 12”; D/A 2-5 plus 1 point  claws while sustaining no damage itself, then the hand will receive the benefits offau!
strength drain; HP 22, 15, 14, 18, 13, 26, the Griffon will be assumed to have made it spell. Neutral characters will be unaffected.
11. back into the air with its prize. Evil players will be mercilessly crushed by the

The Griffons will fight until two are dead  giant fingers, each receiving 6-36 points of

18: THE HOLE: Here there is an opening or two get away with food. The other one will damage.

to a down-sloping galley that leads to the then withdraw if possible. The hand will only perform in this man-
Lower Caverns (Map 2, #4). The Griffons will not pursue a partyto ner once per day.
19: ROCK OF PHAGES: Here is a While no shreds of flesh remain on the bones, the

boulder-sized object surrounded by a nim- .
bus of bluishwhite Tght. A sickly-sweet smel marks and breaks in the skeletons suggest that the

pervades the alcove the object rests in. victims were severely beaten and tortured.
This a trap. The object is a boulder
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24: PIT VIPERS: Several holes, each KRR
about 1 foot in diameter, are visible in theg® QNN > N
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north wall of the galley here. NN ) AN S\ 2
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leather bag. This bag contains 800 s.p., 8

mouspPit Viperswill flow from these holes as @ f,A'J R (f’ g TN ',/,;/gé
the party passes. Each snake is mottlefer—g @ RN © /“ /; 1 )‘\5 "
brown in color and about 4 feet long. Recall gV 2 D /4? \\\“_ )
that all Pit Vipers possess natural infravision. A i / \\ \:‘,‘\’ W | /j
A careful search of the snakeholes will be J))) RN A&
rewarded with the discover of an ancient —= % S ./ w&_ %
Potion of Cloud Giant Strengténd three 4((

baby Vipers that will bite the first person to

reach into the bag. One of the Griffons which lurk herein
12 Pit Vipers—AC 5; HD 1+1; Move

12"; DIA 1-2 plus poison; HP 7, 8, 9, 6, 8, 3,

3,4,6,8,7,09. The Lower Caverns (Map 2) diameter, populate this chamber. In the cen-
3 Baby Pit Vipers—AC 6; HD %%; Move GENERAL: The Lower Caverns are the ter of the room is a cairn of boxes, crates and
6”; D/A poison only; HP 1, 1, 2. deepest and gloomiest parts of the Fell Pass. chests.

The temperature is a muggy 96°F. A steamy  The fungi are harmless. Searching

25: MURDERERS MOST FOUL: The mist reduces visibility, even infravision, by through the stacked crates and chests will
terrible stench issuing from this cave half. Throughout the caverns there is an in- take a considerable amount of time (20
announces the presence3ofrolls who lurk cessant cracking-popping sound, as if the turns, if the party applies itself) and for the
here and prey upon luckless passersby. Thestones themselves are restless and uneasy. most part the search will only reveal decayed
Trolls are not particularly alert, so a quiet, goods and sundries cast off by merchant
cautious party should be able to sneak by  01: THE CRACK: The passage down caravans lost long ago: bolts of mildewed
without arousing the monsters. from the West End (Map 1, #15) empties out cloth, rotted silks, moldy herbs and spices, a

The Trolls’ cave contains, in addition to here. child’s coffin (mercifully, unoccupied), a
the Trolls themselves, a great litter of skins case of wine that went to vinegar years ago,
and bones, all covered with a deep blanket of ~ 02: GRAY FUNGUS GLADE: Parasol- and many other such things.
white mold. If the trolls are disposed of and a shaped fungi, varying in height from 1 inch There are two items of special interest.
careful search is made of the cave, nothing of to 15 feet, pack this chamber. The fungi have One is a jewelry case, locked and trapped
any value will be found. a sharp, sweet odor. with a poisoned barb.

3 Trolls—AC 4; HD 6+6; Move 127" If a party enters the fungus glade, it is The poison on the barb is old and has
D/A 2-5/2-5/2-8; HP 26, 34, 31. certain that one of the giant growths will long since lost its virtue. A character stung

dump a load of spores upon them. The with it will not be harmed, but the wound will

26: THE BREEZEWAY: Warm, wet air  spores have no immediate, obvious effect.  hurt like mad for the rest of the game day.
blows through this opening. Here the galley In fact, the spores are completely harm- Inside the case are six fine gold chains,
slopes downward and leads to the Lower less to living creatures. They will, however, each worth about 75 g.p. Note, however,
Caverns (Map 2, #5). infest and spoil any bread, meat or cheesethat these chains radiate a faint aura of mag-

Just inside the opening is a large, flat rock that the party is carrying. Further, if the party ic, giving away the fact that these chains are
set nearly flush with the floor. Beneath this is has with it the body of a fallen comrade of Fairy Gold, which, as everyone knows,
the secret cache of the robbing Trolls from (keeping it with the intention of resurrecting disappears when exposed to direct sunlight.
#25, above. If the passing party detects this, the character later), the spores will complete- Until this happens, though, it is indistinguish-
it will require a combined strength of 54 to lift ly and thoroughly poison the body, thus able from real gold, even to a dwarf.

the stone. (If the trolls have not yet been eliminating the possibility of a successful re- The other item of interest is a locked

dealt with, the sound of this activity is certain vival (except by avish, of course). strongbox which contains 8 tubes, each 1

to bring them running.) These mushrooms are themselves, inci- foot long and 2 inches in diameter, made of
Under the stone is a hollow space filled dentally, quite edible. waxy black paper. One end of each tube is

with pretty rocks. Rummaging through the marked with a red stripe.

rocks will uncover nothing of value, but if a 03: CHAMBER OF CHAINS: Firmly The tubes are fireworks similar to Roman

party goes to the trouble of clearing the anchored in the ceiling and walls of this cave candles. When the end marked with the
pebbles out of the hollow space, the party are many sets of manacles, forged of stain- stripe is lit, a tube will spew forth a 15-foot
will find a crack in the floor which is lit with an ~ less steel. The skeletons of several men, stream of multicolored flecks of fire. This
eerie glow. In the crack is an oaken chest, a dwarves and elves dangle from them. While pyrotechnic display is harmless, but is im-
sheathed dagger and a gleaming, goldenno shreds of flesh remain on the bones, thepressive enough to frighten most unintelli-

shortsword. marks and breaks in the skeletons suggestgent monsters and to cause creatures of low
The lock on the oaken chest is covered that the victims were severely beaten and or semi intelligence to check morale. One
by aLeomund’s Tragspell. Inside the chest tortured before they were killed. tube will bum for 1 full turn.

is a gem-encrusted goblet of obvious value,
worth about 5,600 g.p. What is not obvious 04: THE HOLE: Here is the opening of 07: TREMBLING ROCK: In the center
is that the goblet is atem of Commanding  a passage which leads down from the West of this galley is a circular area, 20 feet wide,

Water ElementalsPure water must be End (Map 1, #18). which is more darkly colored than the sur-
poured into the goblet to make it perform this rounding stone and streaked with white
function. 05: THE BREEZEWAY: A steady mold. Many tiny plumes of steam vent from

The sheathed dagger is just a common breeze blows into this tunnel which leads up cracks in the floor within the area. A player
dagger, but the golden sword is obviously of to the West End (Map 1, #26). who steps into this sinister circle will sense a
a magical nature. It is @word +1, +2 vs thrumming vibration beneath his or her feet.
magic-users and enchanted monstdisis 06: RED FUNGUS GLADE: Globular, No, this is not a trap. It is merely an
Lawful in alignment and is not intelligent. red-and-white stippled fungi, 1 to 8 feet in interesting phenomenon of the Lower Cav-
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v o sl e e %" Xorddanx the Beholder is old and evil, and it did not

trap. Make them fear what they do not un-  [jve to be old by being stupid. .
derstand (a safe, though ignoble, philgsophy).

09: MIST OF MISDETECTION: This  of this corridor are the dismembered bodies
chamber is filled with a strange purple vapor. Of three elves. Portions of the bodies are
However, a party passing through this fog missing; those parts that remain have obvi-
will suffer noobviousil effects. ously been chewed. . _

The vapor will cause warning and detec- There is a secret door in the wall behind
tion spells and devices to fail. This effect lasts the bodies. This is in the form of a large stone
for 1 game day. Spell-casting characters arethat will require a combined strength rating
allowed a saving throw vs. magic, but magi- Of 36 to move aside. When this has been
cal items always fall under the vapor’s in- done, a cloud of poisoned darts will fly from
fluence. the opening behind the stone, dealing 1-4

hits to each player involved in shifting the

. ) , rock. The hits will do no damage but each
10: STRANGE SNARES: There are five || require a saving throw vs. poison.

1-foot-diameter holes in the north wall of this If the Jackalweres in chamber #11 have

galley. not yet been dealt with, they are 90% likely
It a party approaches or attempts to passty hear the stone being moved. They are

by these holes, 5 Giant Snakes will emerge certain to investigate this, since their looted

and attack. The snakes are venomous bufreasyre is behind the stone. And, being pos-

their venom is peculiar; a character who is segsjve by nature, they are certain to fight to

bitten and fails to make a saving throw vs. yeep it.

poison does not die, but instead becomes |, the space behind the stone are a multi-

noncorporeal! The sn_akes’ venom acts in they,ge of sacks, purses, bags and wallets. Alto-
same manner asration of Gaseous Form,  gether, these items contain some 44,500
rendering the affected player completely in- c.p., 1,600 s.p., 460 g.p., a modest sapphire

substantial for 10 turns. A character in this \,oth 50 finelv crafted ieweled d
PSYCHOPATHIA  GARGOYALIS: form is naturally immune to normal physical wcc))rrth 9509‘&]%’_1613 |Ci:|yo?r?o|grlgse;/v ﬁq%id :r?dg:r

There are a number of groups of Gargoyles attacks, but is also unable to handle normal )

stationed at various points in the Lower Cav- material objects. The character’s clothing, |0C|$hdé lﬂgﬁé t,)r? L{ﬂg k\),?acjkis &olymorph

erns, so, to avoid unnecessary duplication, arms and armor will all fall to the floor. The Potion that will transform the imbiber into a

herewith are a few notes of description and player will have to drift around naked until Gargoyle for 6 plus 1-6 tums.

explanation. the effect wears off. I the brass-bound book is opened, it will
As s true of Gargoyles everywhere, these  n_this connection, note item #11 pe found to be an accounts ledger BUt, con-

denizens of the Fell Pass are winged mon- (pelow). cealed in the inner lining of the biriding’ is a

sters, reptilian in aspect and chalk-white in 5 Giant Snakes — AC 5; HD 4+2; MOVe  Scroll of Protection From Magic

color. They are neither clever nor friendly. 15" D/A 1-3 plus poison; HP 17, 20, 18, 19, gic.

Torturing the weak and the helpless is their 10.

favorite pastime. 13: THE CHAMBER OF XORDDANX:
Each of the Gargoyles of the Lower Cav- 11: THE WAY OF THE JACKAL: 4 At the center of this cavern is a bright pink

erns, however, carries a special mark. EachJackalweres are concealed within this cave.pool of molten metal. Its heat is fierce; the

wears a leather thong about its neck from They have staked out the adjacent passagéemperature in the chamber is 130°F. The

which hangs an irregular yellow crystal. With the intention of robbing and eating hap- ruddy light of the molten pool etches intense

These pendants brand the Gargoyles as théess travelers. shadows on the rough-hewn walls and

slaves of Xorddanx, Eye Tyrant and undis- The Jackalweres know about the ceiling.

Opposite the entrance to the chamber, 5

There are a number of roups of Gargoy/es feet above the uneven floor, there is a wide

i 1 i i shelf of rock. Upon this squat 8 very large
stationed at various ,DOII’)Z'S In the Lower Caverns. . . Gargoyles, Xorddanx's elite guard. They are

Torturing the weak and helpless is their favorite quiet and controlled, confident in their pow-
] er and the power of their master.
p astime. As the party enters or is dragged into the
puted master of the Lower Caverns (see item Strange Snakes (#10). If they hear a party chamber, Xorddanx itself will appear, float-
#13). All of the Gargoyles here are very loyal fighting the snakes (90% likely), they will ~ ing slowly from its place of concealment in
to Xorddanx and none would voluntarily act wait until the battle is over and then confront the cavern ceiling. It will examine the party
against its master. Presently, the Gargoyleswhat remains of the party. If the Jackalweres With its analytical, unpitying gaze. .
are under orders from Xorddanx to capture are not too badly outnumbered, they will ~ Xorddanx theBeholder is old and euvil,
any intruders they see, if possible, or slay attempt to slay the characters who are still and it did not live to be old by being stupid. It
them if necessary. Characters taken prisonermaterial, thumb their noses at the rest, andwill not hesitate to negotiate with a party,
will be brought before Xorddanx for make off with all the loot they can carry. even a lawful one, if the party is strong
questioning. Otherwise, being intelligent creatures, €nough to seriously threaten its safety. But it
the Jackalweres will only challenge a party if iS @ stern and hungry bargainer and is pos-

08: GARGOYLE GUARDS: 3 Gar- the party is not obviously overwhelmingly Sessed of a tremendous will, strong enough
goyles squat near the opening of this cham- powerful. to dominate and organize the normally in-
ber. They are alert and ready to confront any 4 Jackalweres — AC 4 (iron or +1 wea- tractable Gargoyles of the Fell Pass. It will
party that comes within sighting distance. ~ pons to hit); HD 4; Move 12”; D/A 2-8; HP  only accept a deal that accrues it some bene-

3 Gargoyles — AC 4 (+1 or better to hit); 18, 14, 14, 25. fit. Most agreements with Xorddanx will re-
HD 4; Move 97/15"; D/A 1-3/1-3/1-6/1-4, quire the party to sacrifice one or more of its
HP 24, 23, 21. 12: JACKAL'S MEAL: At the very end  members.

M8



December, 1979

////////////////// Y,

%

%

;_,!//////

A

Xorddarx has leis eyes OR You

M9

The Dragon

If a party decides to do battle with Xord-
danx, the Eye Tyrant will withdraw to a point
above the molten pool where it can use its
magic while remaining out of reach of wea-
pons. It will usually employ its eye &leepto
take out low-level types, while concentrating
its eyes ofDeath, Disintegrationand Anti-
magicon the high-level characters. It will
leave physical combat to its guards.

The handling of Xorddanx must be left
mainly in the hands of the Dungeon Master,
but it is intended that Xorddanx be a very
dangerous character, so the referee is en-
couraged to show no mercy. A low-level
party has no business thinking it can take on
a menace as obviously great as Xorddanx.
High-level parties often need to be taken
down a peg. Be strong!

Xorddanx keeps its treasure horde in its
hiding place in the ceiling. Access is through
a Beholder-sized hole which leads up to a
spherical chamber. In the chamber are four
locked and trapped strongboxes.

The first box, bound in iron, will release a
30-foot-diameter cloud of poison gas when
opened. Inside are fifty gold ingots, each of
150 g.p. weight.

The second box, bound in brass, will
launch a volley of siMagic Missilesat the
player who opens it. Inside are three vials of
liquid. These arePotions of Dragon Control,
one each for red, white and blue dragons.

The third box, bound in copper, will do
3-18 hp of electrical damage to whoever
touches it. Within are two tubes. The first
contains a scroll bearing the spellRifby’s
Interposing Hand.The second contains a
scroll with Bigby’s Clenched Fistvritten
thereon.

The fourth box, bound in steel, is coated
with an invisible contact poison. This will
affect all who touch it barehanded. Inside is a
Ring of RegenerationWear it in good
health.

Xorddanx, Beholder — AC 0/2/7; HD 13
(approx.); Move 3"; D/IA 2-8; HP 63.

8 Gargoyles — AC 5 (+1 or better to hit);
HD 4; Move 9"/15"; D/IA 1-3/1-3/1-6/1-4;
HP 31, 27, 30, 26, 32, 29, 31, 32.

14: THE LOCKUP: This chamber has
been sealed with an iron wall. In the wall is a
heavy door, locked and barred on the out-
side.

Imprisoned within are6 Centaurs,who
are being held here for the later amusement
of the Gargoyles. As might be imagined, they
are nearly mad with anxiety and are likely to
trample whomever opens the door of their
prison unless that person is quick to declare
himself or herself a friend.

The Centaurs will offer to join a party that
will agree to take them out of the Pass. While
none of the Centaurs is armed, they can all
kick like mules (so to speak).

6 Centaurs — AC 5; HD 4; Move 18"; D/A
1-6/1-6; HP 22, 15, 25, 14, 19, 16.

15: GARGOYLES AT PLAY: A party
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approaching this chamber is sure to hear the ing, pale toadstools crowd this chamber. Be- THIS BONE, YAPPING DOGS, AND DIS-
loud arguing and sound of fists hitting flesh tween the giant fungi hang sheets of denseTURB ME NO MORE!" So saying, the Djinn
coming from inside. The voices are recogniz- spidersilk, and many.arge Spiderscan be  will hurl a small bag at the party, become
ably those of Gargoyles. seen scuttling about in the shadows. gaseous and vanish into the geyser plume
~ There are 7 of the creatures here, watch- There is an opening in the east wall of the once again. The bag contains 30 pieces of
ing 2 more slug it out for possession of a chamber. The tunnel beyond the opening issilver.
sizable blue diamond worth about 1,400 g.p. a smooth tube that corkscrews upwards and ~ Smart-aleck players may answer the
Since they are all preoccupied, the chances |eads to the East End (Map 3, #l). Djinn’s challenge by saying, “The letter ‘e’
of a party gaining the advantage of surprise The spiders will not bother the party if it comes at the end of life.” This flippant an-
are doubled. _moves quickly through the chamber. But if it swer will enrage the Djinn. “MISERABLE

9 Gargoyles — AC 5 (+1 or better to hit);  lingers, then beginning in the turn after the JESTER!” the Djinn will shout, “LOOK TO
HD 4; Move 97/15"; D/IA 1-3/1-3/1-6/1-4;  party entered, the spiders will begin to attack YOUR HEAD!" The Dijinn will then fly at the

HP 22, 26, 15, 10, 24, 15, 19, 12, 9. at the rate of 1-4 per turn. There are 20 largeoffending player, scimitar swinging. If, as is
. ) spiders altogether. likely, the Djinn slays the wisemouth, the
16: TANGLED WEBS: This galley is Well concealed in the Northwest end of Djinn will indeed take the character’s head,

clotted with 55 feet of spiderwebs. Visible in - the chamber are the bones of a party ofthus preventing any normal attempt to resur-
the midst of this mass of silk are several man- adventurers that did not make it. Their skele-rect the player. Head in hand, the Djinn will
sized bundles wrapped in silk. tons are seen to be clutching a large canvashen disappear into the geyser.

The spiders that spun these webs are pag. Further attempts to rouse the Djinn will
long gone. The danger here lies in the bun- " the bag are 2,600 s.p. and a beautifullyresult in the geyser erupting, delivering 6-36
dles. In this hot, damp environment, the wrought silver web belt worth 1,960 g.p.  ~ points of damage to all within a 20-foot radi-
bodies wrapped inside the bundles have 20 Large Spiders — AC 8: HD 1+1: Move us of the geyser (saving throw allowed).
reached an advanced state of decay and are15”; D/A 1 plus poison (saving throw +2); If the Djinn is defeated in combat, the
ripe with deadly bacteria. If the bundles are {p3 36,2 6,2,3.2,7,7,9,3.5,6,6,4,8,7,5,9. Djinn’s body will vanish but his sword will
poked or prodded in any way, they will remain behind. This is a +&haotic Good
burst, releasing a noxious cloud of germ- 20: GEYSER DJINN: There is a low rise scimitar.
laden vapors that will fill the web-enclosed in the middle of this galley. From the peak of 1 Djinn — AC 4; HD 7+3 (+3 to hit
section of the galley. Fire applied to the this rise vents a plume of steam shot throughprobability); Move 97/24"; DIA 2-16; HP
bundles will destroy them safely. with scintilating white lights. 34.

The players exposed to the bacterial  |f 3 character climbs the rise or if the
cloud must save vs. poison or suffer the ef-

fects of aCause Diseasspell. Naturally, a
Cure Diseasepell will instantly reverse the
progress of the iliness.

21: GARGOYLE GUARDS: In this
chamber are three more members of Xord-
danx’s Gargoyle army. They lurk in the
shadows behind the entrance, ready to

pounce on any intruders who enter or pass
17. THE BREEDING GROUND: A pe-

culiar squawking, chittering sound can be
heard by a party approaching this cave.
Within the cave are 11 Gargoyles who are
keeping close watch over a dozen Gargoyle

eggs.

ggThe Gargoyle eggs rest in a pit on the
south side of the chamber. The pit appears to
be nearly filled with golden sand. In fact, the
“golden sand” is actual gold dust, 4,000 g.p.
worth.

Naturally, the Gargoyles are not going to
let anyone get near the pit of eggs. They will
defend their “nest” to the death.

11 Gargoyles — AC 5 (+1 or better to hit);
HD 4; Move 9"/15"; D/A 1-3/1-3/1-6/1-4;
HP 22, 15, 12, 20, 26, 19, 17, 16, 26, 19,
22.

18: THE RACK: In this chamber is a

by.

y 3 Gargoyles — AC 5 (+1 or better to hit);
HD 4; Move 9"/15"; D/IA 1-3/1-3/1-6/1-4;
HP 16, 21, 17.

22. THE STRANGLING POOL: On top
of this scummy stagnant pool floats a mass of
mottled green-and-brown weeds.

If a character approaches within 5 feet of
the pool, 5Strangle Weettonds will rise up
out of the pool and attempt to grab the char-
acter. If the character is caught and crushed
(as per the Strangled Weed description given
in the Monster Manual), the body will be
dragged into the pool.

If the pool is carefully dredged (and it will
take at least 12 turns to do a thorough job),
the party will uncover the remains of many
former victims of the weed, as well as 12 c.p.,

heavy wooden table equipped with iron Plume of steam is disturbed in any way, a 14 S:p 15 g.p., &1 shieldand 12+1
chains and manacles. The table is coveredMighty Djinn will suddenly materialize out of ~ Magc _arrows. - -
ith dark stai ' the plume. Brandishing a shining, silvery _, 2 Strangle Weeds — AC 6; HD 4; Move
with dark stains. imi NN Wi i i 0"; D/A special;HP 16, 16, 14, 22, 20.
This is the gargoyles’ “playroom,” where scimitar, the Djinn will bellow in a terrible
the monsters break the bodies and spirits of V0ic€, "MORTAL FOOL! KNOW YOU
those unfortunate enough to fall into their WHAT COMES AT THE END OF LIFE? 23: FOG OF FORGETFULNESS: A
clutches. The correct response to this is, of course, curtain of shimmering chartreuse mist hangs
“‘Death comes at the end of life.” To this the across this passage. Characters passing
19.: WHITE FUNGUS GLADE:Tower- Djinn will reply, “EVEN SO! NOW TAKE through this curtain will feel no immediate il
effects.
- The chamber beyond the curtain of fog is
Well concealed in the northwest end of the chamber ~ apparently empty. But if one of the charac-

ters whoentered the chamber is a magic-

are the bones of a party of adventurers that did not e or cleric. and if this character comes

make it ... within 3 feet of the northeast wall, bright
letters of lllusionay Scriptwill suddenly ap-

M10
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pear on the wall. The message of the script is
in Common, and reads,

“Woe to you, brother magicker! For

know you now that the emerald mist

which closes this place is a product of
awful conjury, and shouldst thou
again penetrate yon sinister barrier,
you shalt surely become bereft of
thine eldritch arts and skills, diminish
and become as mortal man. Know
you this and weep, for it is true. So
writes Tygard tiJulian, the once-
wizard.”

In actual fact, this isot true. Tygard
tiJulian was a senile old man who blamed
“terrible, unseen enemies” for his deteriorat-
ing magical abilities. The green mist is com-
pletely harmless. However, there is no way
that the spellworking character can know
this. The spellworker might ask him or her-
self, though, how tiJulian, who apparently
fell victim to this “curse,” was able to etch his
lllusionary Script if he had lost his “eldritch
arts and skills.”

24: THY NAME IS MUD: This chamber
appears normal, except that the floor of the
cave is perfectly level and smooth. In the
center of the floor are several cloaks, coats
and small sacks, tossed together in a heap.

The East End (Map 3)

GENERAL: The mean temperature of
the East End is 85°F. and it is uncomfortably
humid. The floors, walls and ceilings of all of
the corridors and chambers of the East End
are slick with condensation and fuzzy with
grayish-green moss.

THE TREADMILL: On the map there is
marked with stars an elliptical route. This is
the Treadmill. If a party crosses or travels
along this route for any distance, roll for a
wandering monster encounter. Tirst such
encounter indicated will be a meeting with
Sister Felicity Grace, High Priestess of the
Church Militant of Uldra and prisoner of the
Treadmill.

Sister Felicity is a charming, fortyish
woman, wise in clerical magic and strong in
battle. She is Neutrally aligned. As she will
freely explain to any party she meets, she is
on a pilgrimage for her goddess, and while
seeking a safe route through the Towers of
the Sun she accidentally wandered into the

Fell Pass. She is eager to find a way out and

would be glad to join a party with a similar
interest.
Given her alignment, her high charisma

and her useful clerical skills, the Dungeon

Some years ago, a passing druid used aMaster should consider it likely that the party

Transmute Rock to Muspell on the floor of

this chamber, and in so doing was able to

eliminate the monster that once dwelt here.
But, due to the unusual heat and humidity of
the Lower Caverns, the mud never entirely
dried. So, should a player enter this cham-
ber, the floor will give way under the player's
weight and the player will be hip-deep in
hungry brown ooze. The player will sink and
suffocate in 1 turn unless he or she can fly or

will accept Sister Felicity as a traveling com-
panion, even if this is against the party’s usu-

al practice. If she has to, she can even offer a

bribe of diamonds (up to 12, each worth 500
g.p.) to the party, although she will only do
this as the very last resort.

Sister Felicity has an excellent reason to
want out of the Pass. She is, to borrow Fritz
Leiber's elegant phrase, “under the thumbs

of the gods.” For ten years now she has been

levitate, or someone outside of the chamber doomed to circle around and around the

throws the player a rope.

The heap of cloaks, coats and sacks con-

tain nothing of value. They are just the visible
remains of an earlier party of adventurers
who were trapped by the mud.

25: THE LOW ROAD: Beyond this
opening is a gallery which climbs upwards to
the caverns of the East End (Map 3, #2).

26-27: THE LOOP: Due to a peculiar
space-distortion effect, the tunnel that con-

path of the Treadmill, unable to leave it be-

cause of a curse that prevents her from
seeing the true path. She hopes to escape

this fate by following a party that can see the
way out, not realizing that by joining this
party,she extends her curse to them.

What this means is that as long as Sister
Felicity accompanies the party, the party can
only follow the starred route of the Treadmill.
Furthermore, the illusion/confusion com-
ponent of the curse will prevent the players
from realizing that they are traveling in cir-

nects these openings seems to slope upwarcC!es: They will instead think themselves lost
regardless of the direction of travel. A party [N an infinite, subterranean labyrinth.

passing through the Loop will think it has
climbed fifty or sixty feet, when in fact it has
remained on the level of the Lower Caverns.

\ W

The only way to escape this trap is to

Thurast Dwarfslayer

The Dragon

abandon, drive off or kill Sister Felicity. Only
after this has been done will the party be able
to see the way off the Treadmill other
methods of escape must fail.

(And this, you see, is the true nature of
Sister Felicity’s curse. She is condemned for
life to be cast out or attacked by those she
befriends. Perhaps one day whatever gods
there be will take pity on her and free her.
But do not stand on one foot waiting for this
to happen.)

Sister Felicity wears+3 enchanted
chainmailand carries 12 500 g.p. gems in
her belt (as mentioned above).

Sister Felicity Grace, High Priestess — AC
2 (+3 chainmail); HD 9+2 (10th level);
Move 12; D/A 2-7 (mace); Str 14; Int 13; Wis
15; Con 12; Dex 12; Cha 18; HP 44. She wil
hold these spells when encounter€dre
Light Wounds (2), Command, Protection
from Evil, Hold Person (2), Speak with Ani-
mals, Silence, Continual Light, Cure Dis-
ease, Dispel Magic, Cure Serious Wounds
(2), Neutralize Poison, Flame Strike (2).

01: THE TUBE: Through this opening is a
smooth, round tunnel that spirals down to
the Lower Caverns (Map 2, #19).

02: THE LOW ROAD: This gallery
leads down to the Lower Caverns (Map 2,
#25). As the party passes through the open-
ing, the sound of ringing, maniacal laughter
will reverberate throughout the chamber. It
will seem to come from every direction and
has no apparent source.

03: THE INVADERS: An orc raiding
party is bivouaced in this cave, preparing
itself for a sortie into the Lower Caverns.
Guards, alert, armed and ready, flank the
entrance. There is no possibility of surprising
these guards unless some form of invisibility
is used.

The leader of this troop is Thurast Dwarf-
slayer, a cunning orc who is far more danger-
ous than he appears. Thurast keeps four
largeDire Wolvesat his side at all times, and
he controls these brutes with Hng of
Animal Control,which he keeps hidden be-
neath his right gauntlet. His armor +1 plate
and he carries a +2 scimitar. These extraor-
dinary aids have made Thurast mighty in
battle, and thus his followers are exception-
ally loyal (for orcs).
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The followers of Thurast wear chainmalil
and bear normal scimitars.

Each of the orc regulars has 2-12 g.p.
stashed in his field pack. Thurast himself has
190 g.p.

Thurast Dwarfslayer — AC 1; HD 2 (+2 to
hit); Move 9”; D/A 1-8; HP 16.

4 Dire Wolves — AC 6; HD 4+4; Move
18"; D/A 2-8; HP 26, 27, 28, 25.

16 Orcs —AC 5; HD 1; Move 9”; D/A 1-8;
HP—3,5,1,2,5,7,5,2,7,8,5,6,2,6,6, 3.

04: THE SWORD IN THE STONE: A
broadsword is sunk to the hilt in the north-
west wall of this alcove. Strange runes and
glyphs are visible on the swords grip. The
sword radiates a clear aura of magic.

If a fighter of level 4 or greater grasps the
sword, both the fighter and the sword will
abruptly vanish, teleporting to the Circle of
Skulls (#05A, below). If any other type of
character or more than one character grasps
the sword, the offending player or players
will receive 2-12 points of electrical damage
(%2 saving throw allowed).

05A: THE CIRCLE OF SKULLS: The
fighter will find himself or herself deposited
here, sword still in hand, in a dimly lit cham-
ber whose walls are lined with the skulls of
creatures of a dozen human and inhuman
races. The skulls are all whispering to each
other, and chanting aloud, “No escape but
death .. .no escape but death . . . no escape
but death . . . .”

Through a low archway in the northeast
wall can be seen a short passageway leading
to a brightly illuminated room.

05B: THE CIRCLE OF CONFLICT: A
raised dais 10 feet in diameter is the only
object in this room. The dais is seemingly
made of fine, white marble, yet it shines with
a brilliant white light.

When the fighter steps onto the dais,
three things will occur simultaneously:

The fighter and the Sword from the
Stone will instantly shrink until the fighter is
but 6 inches tall. From the fighter’'s frame of
reference, it will appear that the dais sudden-
ly expanded into an arena 120 feet in dia-
meter. The fighter’'s clothes and regular
equipment will likewise seem to grow to out-
landish size. On this scale, only the Sword
from the Stone will be usable as a weapon.

Secondly, a dome of the same material
as the dais will clamp down over the arena,
thus preventing the fighter from leaving the
area.

And finally, aFlesh Golembearing a
sword identical to that of the fighter will ap-
pear in the arena. Wordlessly, the monster
will advance on the fighter and engage
combat.

This fight has been rigged. The fighter's
sword, though magical, will not be able to
harm the Golem. Nor can the Golem be hurt
by its own sword. The only possible outcome
of this combat is the death of the fighter,
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hacked to pieces by a monster against which==
the fighter is helpless.

But this death is not final. The death is
real, yes, but the power that built this trap can
also raise the dead. After his or her defeat in
the arena, the fighter will reappear back at
the alcove of the Sword in the Stone (#4),
physically fit but mentally in shock. There is a
50% chance that the terrible “death experi-
ence” that the fighter just endured will so
unnerve the fighter that he or she will re-
nounce the profession forever and take up
some other class. Modify this probability
downward 5% for every level the fighter has
achieved above the 4th. Subtract 10% for

every time the fighter has been previously passage slopes sharply down and then upwill also accept sacrifices of valuables or

resurrected. again, creating a basin which is filled with a
(The trap of the Sword in the Stone was viscous, brown liquid.
constructed ages ago by a mighty wizard  The liquid is identical td@il of Slipperi-

The only possible outcome of this combat is the
death of the fighter, hacked to pieces by a monster
against which the fighter is helpless . . .

magic items, but in this case her response will
only be a convincing lie.

The sphere that holds the old woman is
completely resistant to physical and magical
attack. The old woman cannot be threatened
or harmed, but neither can she harm the
players, except through her lies and deceit.

10: EYES OF DARKNESS: Hidden in

who despised fighters. The rationale is that, ness.Characters who step into the puddle this chamber, concealed among the cracks
having experienced the terror of falling be- will not be able to keep their footing unless and irregularities of the ceiling, are many tiny
fore a warrior's blade, the fighter will be un- they are equipped with crampons, spiked Bats.They are timid creatures but are attract-
able to inflict the same terror upon others. Of boots or similar footgear. Without such €d by any sort of fire. If a character bearing a
course, long experience in battle will make a equipment, the puddle can only be crossedtorch, lantern or the like enters this chamber,

fighter less susceptible to this sort of condi- at a slow crawl, 3" per turn.
tioning.)

Flesh Golem — AC invulnerable; HD 9;
Move 8”; D/IA 2-8 (by sword only); HP ef-
fectively infinite.

06: THE POOL OF SOULS: A slow but
steady tink-tink-tink of dripping water
echoes through this chamber. A pool of
black liquid covers the northeast half of the 09: THE STAIRWAY TO ELSE-
cave. Wisps of steam dance across the sur-WHERE: A series of hand- and foot-holds
face of the pool. are cut into the southeast wall of this cham-

If the pool is disturbed in any way, 4 ber. They lead up to the ceiling and stop,
Wraiths will rise from the pool and attack the apparently going nowhere.
party. Characters that become Wraiths will If a character climbs this ladder to the top,
be spiritually bound to the pool, as their new he or she will abruptly vanish. The effect is
“masters” are. very similar to a rope trick, for there is an

The inky liquid of the pool is completely invisible extra-dimensional space at tiog@
opaque, but if players grope around in the of the ladder. Characters can move from the
pool for two turns, they will discover 18L space to the ladder and back at will.
magic arrowsadagger +2 vs man-sized The space at the top of the ladder is a
opponents, +3 vs orcs, goblins and kobolds, circular room, 30 feet in diametewith
750 g.p., 460 s.p., andStarabs of Death. greenish, glowing walls. Hovering in the cen-

4 Wraiths — AC 4 (silver or magic wea- ter of the room is a crystalline sphere, 4 feet
pons to hit); HD 5+3; Move 12"/24”; D/A  in diameter, which contains the wizened
1-6 plus drain 1 life energy level; HP 22, 24, body of a very, very old woman.

30, 27. If a character comes within touchidg-

the bats will immediately swarm around the
character. The little creatures will not attack,
but they will flap about and obscure the
player’s vision, and they will follow the play-
er until they are killed or driven off.

30 Bats — AC 7; HD ¥; Move 3"/18";
D/A 0; HP (any hit will kill).

11: THE HOWLERS: 12 skinny adoles-
cents lounge around a small fire in the mid-
dle of this cave. They all carry swords but
wear no armor.

If approached by a party, the teenagers
will prove to be arrogant and nasty. They will
refuse to answer any questions about them-
selves or about the Pass, and will rudely
advise the party to “shove off, or else!”

If attacked or threatened, the adolescents
will revert to their true Werewolf forms. Being
young and stupid, they will attempt to take
on any party, regardless of its size and
strength, but they will retreat if they sustain
more than 25% casualties.

Each of the Werewolves has 2-20 g.p.
stashed away in his or her backpack.

12 Werewolves — AC 5 (silver or +1 or
better to hit); HD 4+3; Move 15"; D/A 2-8;

tance of the sphere, the old woman'’s eyes Hp 17, 18, 22, 30, 12, 20, 25, 26, 20, 21, 22, 20.

07: BLACK FOG: This area is choked will open. “Ah, my pretty,” she will say in a
by an oily black mist. Characters passing voice dripping with ancient evil, “have ye
through this noisome fog will experience come to give old Gran’ a present? What is it,
coughing fits, dizziness and nausea. now? What will you give me?” A sly, hungry

Aside from the effects described above, look will cross her time-ravaged face. “For
the black fog is harmless. Note, however, the gift of a life, old Gran’ can tell ye a
that this unpleasant and sinister encounter issecret.”
sure to weaken the morale of the non-player  For a blood sacrifice, the woman in the
characters accompanying the party (-2 onsphere will answer one question. Accuracy
all morale checks for the next 20 turns) and completeness of the answer will be near

total. (Human sacrifice is not necessary; an

08: PUDDLE OF SLIPPERINESS: This animal will do.) The woman in the sphere

M13

12: THE TERRACE: This area is outside
of the Fell Pass, but there is no way down
from here except by flight or a hazardous
climb down a 600-foot, sheer cliff face. Non-
thieves and non-monks will very probably
die if they attempt the climb; Dungeon
Master discretion is advised.

13. CURRENT EVENT: At the rear of
this cavern is a dull, black monolith. Close
examination will reveal that the block is of
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. . The eyes belong to a pack of normal wild
AS the party passes between them, the glants will Rats. The rats are not a threat and will retreat

leap out of hiding and begin raining stones upon the i i3 G Gl U LM [ ETFTaieetlys)
party. This is a Hill Giant’s idea of fun. . . Tl o o

. . . . of rocks collected in the north and south
iron and that it is completely unmarked and what appears to be a collection of rare silver gn4s of this area. Concealed behind each of

featureless. coins, worth some 5,000 g.p. to a collector. e two rockpiles is a young, prankistill
This is a trap. The monolith is electrically In fact, these coins are inexpensive replicas giant. As the party passes between them, the
charged, and a player who touches it will of the actual coins, and are really silver-plat- giants will leap out of hiding and begin rain-
receive 1-4 points of damage per turn that he ed copper, altogether worth 50 s.p. Only a ing stones upon the party. This is a Hill
or she is in contact with it. Note that the dwarf or an expert numismatist will recognize gianrs idea of fun.
electrical current will cause the character's the coins as fakes (as will any collector that
muscles to lock, paralyzing the character. A the players try to pawn the coins off on).
second character touching the first will also 2 Wyverns — AC 3; HD 7+7; Move 6"-
be paralyzed, as will a third, a fourth, and so /24"; D/A 2-16/1-6 plus poison; HP 28, 26.
on. These trapped characters can only be

The giants are not serious enemies, and
will retreat from a forceful attack. They will
not pursue a fleeing party. They will, how-
ever, laugh uproariously and shout obsceni-
ties at the retreating adventurers.

freed by someone using a non-conductor 2 Hill Giants —AC 4: HD 8+1: Move 12”;
(like a pole or a rope) to push or pull the 15 THE LONG STEP: The tunnel p/a 2-16, also hurl rocks for 2-16 hp; HP 20,
characters out of contact with the block. down from the wyvern’'s lair ends suddenly o4

with a sheer, 600-foot drop into a rocky,

14: WYVERN LAIR: A mated pair of pine-strewn wilderness. Flight is the only safe
Wyvernsguard the opening in the northeast means of descent from here. Only thieves
wall of this cavern. As one of the beasts is and monks have any chance at all of surviv-
always awake at any time, they are difficult to ing a climb down from this height.
surprise. In a circle around them are the skins 19: LAST WORDS: Carved here in the
and bones of many earlier kills, as well as 16: RAT HOLES: Several ominous- letters of the Common tongue are the words,
several large bags and chests. looking holes, each 1 foot in diameter, are “I'D TURN BACK IF | WERE YOU!

Three of the bags contain gold dust, each dug into the west wall here. From within the A trail of dried blood leads from this in-
500 s.p. worth. One of the chests contains holes peep dozens of tiny, red eyes. scription to the edge of the cliff.

ABOUT THE AUTHOR

The author is one of those rare birds,
_.f a native Californian, born, raised and

/ 'E{W. happily residing in San Diego. He be-
. (\ @ came enamoured of fantasy and science
(

) u@ fiction at an early age; the first books he
checked out of a public library were
%‘ %Y. Eager'sHalf Magic and Heinlein’sThe
R 2 N N Rolling Stones. _ _

' ey He was initiated into the mysteries of
Dungeons &Dragonén college. Glanc-

18: EXIT: Here the Fell Pass opens. The
trail proceeds south down the mountainside.
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R e ing through a friend's notebook, he in-
il -~ ' nocently inquired as to what a “Ring of
Karl Merris and Friend Regeneration"could possibly be. The

answer astounded him. In the years

since he has done his best to remain astounded and to spread his astonishment to others.

He prefers refereeing to adventuring. This, he explains, is because he enjoys devoting hours to desigr
maps, traps and monsters even if his players smash them to pieces in a few minutes. He denies th:
preference is due to the absurdly high mortality rate among his own player-characters. (He had a chare
that reached the eighth levaice.)

When not weaving the destiny of his private cosmos, the author is a systems programmer for a comp
consulting firm.

He sincerely hopes that everyone enjoys fighting for his life in the Fell Pass.
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February, 1980 The Ilngm

The Second Official AD&D Masters Tournament

PRELIMINARY BRIEFING
FOR PLAYERS

Before you is a door. The remainder of the
room is basically plain and bare. The ceiling
is 15’ high and is made of huge blocks of
stone, as is the floor. The left wall has been

Note: Special instructions on how to con-
duct adventures in this dungeon are printed
on page M7. It is suggested that prospective

: DMs turn to that page and read those instruc- - - o
turous wanderers. You have journeyed to a LS 3 heavily plastered and on the right wall, in its
far-off land in search of the fabIeRIOyCK tions before continuing with the actual text. center, is what appears to be a magical
OF AGES, a mighty artifact which is writing.
rumored to confer everlasting youth, locations of theROCK OF AGES. After the ((a = an illusion on the ceiling which
strength and health to its possessor. You adventure is over, you will be requested to conceals a crawlway leading to the adjacent
have determined that it is somewhere in this write down the place where you believe the passage. b = a secret door which can only be
vast land, but the legends place it in at least a ROCK OF AGES is located, based on the detected on a1 or a 1-2 by an elf. ¢ = here

The three of you are a group of adven-

dozen different places. clues you have uncovered. You will not be the plaster can be smashed through to get to
However, you are certain that the dun- allowed to consult with your teammates on the adjacent passage. d = if a Read Magic is
geons of an ancient castBOOMKEEP, this and you will score bonus points if you used on the writing, a door will open here.
hold vital clues to the exact location of the select the proper location. e = if aDetect Magids cast anywhere in the
artifact. You are before the castle, and have room (spell only), a door will open here. f =
decided to enter it in search of not only the THE ADVENTURE BEGINS here is a shifting wall section which can be
information it contains, but also for the START. The only entrance you can find found only on a1 or a 1-2 by a dwarf. g = a

chance of obtaining valuable treasure: ais a door slanting down into the earth. You normal secret door. ))
thought which is near and dear to your open the door and find a short earthen ramp 2. ((The circular corridor.))
hearts. The only entrance into the castle is aleading to a dark spiral staircase. After the door is opened, you find your-
door leading to a passageway down into the 1. You follow the staircase down about selves looking down, not across, at the
ground below the walls. 50. It ends in a room which measures 50’x farther wall of a passage.

You will receive a map showing the land 50°. You are standing 10’ from one wall ((The players will have to drop into the
of this portion of the world and the possible ahead and 10' from a wall to your left. corridor, and standing upright, they will find
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the entrance door above their heads. They i ! ] v i '
are now standing parallel to the normal i ‘
plane of the dungeon. )) R S - C
The passage is filled with a mist which |
limits your sight to 40’ in either direction. r
|

(@@, b, c, and d are rooms, and a and c are
empty. Rooms b and d contain the guards; in —-
room b are @.izard Men,AC 4, 10HP each,
armed with shields and 4 javelins each (72 - ;-
points each), and room d containgzéblins,
ACB6, 4HP each, armed with short bows and
daggers (12 points each).

A missile cast an at enemy goes on for a
full 24" during the first melee round, return-
ing to its point of origin. The next melee
round it will move another 24", and so on.
The Goblins and Lizard Men have learned to
dodge their own missiles as they come
around behind them, so do not roll for the #7
missiles to hit them. A missile will only stop
when it has struck a target, or when the
thrower catches it (which the Goblins and
Lizard Men have learned to do). The players
will become aware of the curving floor only if

a dwarf is in their party, as the floor is magic- Watch your step in this room! o
ally made to appear as if it will not curve and has magical writings on it. It can only be result in the trespasser's being hit by a bolt of
straight down just ahead. opened by smashing it, usingR@ad Magic  energy for 2d6 damage. The proper way to

There are two normal pits marked, and or Read Languagesr aDispel Magicor by a  cross the board is as follows:
these will drop a player 10’ (for 1 die damage Thief using his ability to pick locks. The paper Fighters—Must enter room on a knight's
on a 1-2). There is also a special pit in the has written on it the words: “The key to life is square and move as a knight (either two
passage. It is 70’ deep. From the corridor, between the mountains.” The writing will forward and one sideways or one forward

the players will see: )) fade away within 10 seconds after the tube isand one diagonal is OK).
There is a pit 10" across blocking the opened.)) Clerics—Must enter on a bishop’s
entire passage. There is no cover on it and its 3. ((Chessboard Room.)) square and move as a bishop.

depth is beyond the range for you to deter-  After opening the door, you see a large, Magic-Users—Must enter on the
mine clearly, but you think that you can see a well-lit room, 80" x 80". Each 10’ section of queen’s square (white) and move as a
bottom. floor is either ivory white or ebony black, queen.
((The pit has an invisible floor covering it.  with the colors alternating in a checkerboard =~ Thieves—Must enter on a rooks square
It is perfectly safe to walk on, even for a fashion. You are standing before a (white or and move as a rook.
heavily laden player. The covering can be black) square. On the far side of the room, an ~ Monks—Move as clerics.
broken through fairly easily, and can be archway opens over the middle two squares.  Sub-classes—Move as the parent class.
passed through by means oKaockspell, A room can be seen through the archway,  Multi-class—May move as any appli-
Dispel Magic, Passwalletc. If the players go  and in the room is a very large chest and acable class.
into the bottom of the pit, they will see the feline creature about 7' tall. The feline stands Only a character who is actually a king
following: )) on its hind legs, is jet black with blue spots may enter the king’s square (black) and
There is a small chest on the floor, with a and has a triangular head with three eyes onmove as a king. Only the actual act of a
small box and a tube next to it. each side. person moving across a space will set off a
((The chest contains 1200 gp. The small ((The creature is &liner, AC6, 4 dice, bolt, not the movement of poles or spikes.
box contains an item which appears to be a 18HP. It attacks twice per round with its Those who are able to move across the
portable hole; in reality it is ®ortable claws only for 1-6. If it dies, is charmed or board without touching the floor will not be
Manhole (value 3000). The extradimen- otherwise magicked so that it is not in control hit by a bolt. ))
sional warp of the portable manhole only of itself it will collapse and “die.” It will re- ((Written on the bottom of the chest is a
affects three of the four dimensions, with the main dead for 2 melee rounds and then True Clue(value 1200): “The key to life
effect that anything which goes into the man- come back to life. This will occur even if it is reposes where man once dwelt.” Inside the
hole will be considered as falling until the teleported or disintegrated, and it will reap- chest is 2,400 gp and thtand Mirror of
next time the manhole is opened. If this delay pear at the spot where it died. It can die 8 Hoping. The hand mirror (value 4,500
is longer than 15 seconds, the object will times in this manner. After it has come back points) is a 3” circular mirror mounted on a
have reached terminal velocity and the ob- to life the eighth time, it will die permanently, green jade handle. It is activated by pointing
ject will suffer 10d6 damage when the man- (value 165 points) but only if it is actually the mirror surface at something and wishing
hole is opened and the item comes hurtling killed and not just charmed, etc. The Niner for something to happen (any expression of
out. If the manhole is spread on the floor, the has a mouth, but it feeds by drawing blood desire, whatever for, is sufficient). Each time
item will fall up; if on a wall, it will fall toward ~ through its claws as the claws contact flesh. the mirror is used the referee will randomly
the opposite side of the area. Even magic The Niner will not enter the checkerboard roll a d10 to see what happens:
items must save versus crushing blows when area, but will attack anyone entering its 1. A Death Ray emerges (normal saving
they come out. If something falling from the room. throw allowed).
manhole strikes a living being, damage to the The checkerboard room is actually a 2. A 5-die fireball explodes 32’ away
being will be 10HP if the object is at terminal  magical chessboard. It can only be moved from the mirror.
velocity. across by a player using a certain move ofa 3. A twin of the object pointed at
Inside the tube is @rue Clue(value chess piece. Assume the players represengppears and aids the object pointed at (if
1,200) written on paper. The tube is sealed white pieces. Using an incorrect method will possible).
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4. 27 Blackbirds fly out of the mirror and
confuse (saving throw allowed vs. spell)
everyone in the area for 2 melee rounds.

5. The object pointed at is sucked into
the mirror, never to return.

6. The object pointed at turns into a
Type | Demon which attacks the holder of
the mirror.

7. A 6-die lightning bolt shoots out 60’
from the mirror.

8. A Cure Critical Woundsspell is
emitted at the thing pointed at.

9. A mist appears which obscures all
vision in a 20’ x 20’ area (treat this as a
Confusionspell if melee occurs in the mist).

10. Poison gas fills an area 30" x 30’
(+2 on s.1).))

4. A pair of simple wooden doors open
into an area that appears to be dimly lit by
candles in holders on the floor. The walls are
concealed by black velvet draperies except
for the center of the wall directly ahead, 40’
away. The walls to the immediate right and
left are angled off at 45° from the 20" wide
double door until the room is 40’ wide. The
wall ahead is lined with an array of portraits
depicting various victories of good over evil.

((The diagonal curtains to immediate
right and left will part, if checked, to reveal
modest bathing facilities. Two bath basins,
a shelf of clean linen garments and a partially
filled trunk of soiled clothing can be found in
each area. There is nothing of value here. ))

((The portraits have no intrinsic value as
the quality is rather crude. ))

In the center of the room are four rows
of narrow benches.

((The draperies at the right and left on
the far wall will open to reveal passages if
checked. If the players pass through, they
will see: ))

You have entered another chamber,
which is also lit by candles. It is 60" wide and
80’ long. Roughly in the center are two rows
of church pews. On the right and left walls

The Dragon

images of a number of warriors battling evil
creatures, demons especially. speak from within the portal and say:

((The chest is not locked and is filled with “Behold the Portal of Eternal Life” . . .
many sets of clothing and leather armor, bits “You stand upon the threshold of the un-
of metal armor, old weapons, remnants of dying lands. Those with strong will and great
food and religious items. There isa 1 in 6 courage may reap the rewards of never-
chance per person searching through thisending life. Lay down your implements of
stuff (per turn) of findingThe Staff and Boots mortal man and witness that neverending
of the Earth Lord(value 4,800). life is possible to those who believe . . .

The staff is an unbreakable cylinder of Welcome.”
rock 6' long and streaked through with veins A scene will appear with the portal por-
of platinum and gold. It has a circular hollow traying a handsome elven lord dressed in silk
spot at its tip. In a leather bag tied to the staff robes. He holds out his hand. He then turns
by a thong are a 600 gp ruby and a pair of to reveal a lush, fruit-laden valley with ankle-
soft leather boots. high grasses and a narrow brook. An ir-

If the ruby (or any other ruby of the same regularly shaped metallic object with a rough
size) is wedged into the hollow of the staff surface can be seen behind the stream. Six
and its tip is struck on any surface solid elven maidens and three elven gentlemen
enough to support a man, the ruby will turn can be seen cavorting in the grasses. The
to dust and a rough-sided circular pit, 16’ elven lord walks away from the portal and
across and 40’ deep, will come silently into joins the group.
existence. This scene fades, the colors reappear,

However, an illusion makes it appear and the candles brighten.
that the surface is still solid, and the sudden If anyone approaches the portal to enter
appearance of the pit will go unnoticed, it, the lord will reappear, lead the character
even to someone watching the transforma- down a path to the valley and join the elven
tion. The illusion will last for three full turns  group in conversation. The picture then
but the pit is permanent. The staff may be fades again. ))
used a maximum of once per day. ((A dwarf will definitely not trust this

The boots will allow the wearer to walk elven scene and will say as much to anyone
across the illusionary surface of the pit for as present. ))
long as the illusion lasts. )) ((This portal is actually a disintegration

((If the pews are inspected, a scrap of chamber with a sophisticated, programmed
paper will be found, neatly folded, which illusion used to create the scenes. The illu-
has the following written on it (this is a false sion will be believed unlessetect Illusion
clue): “Seek the old Ones.")) spell is used.))

The far wall is dominated by a large, Standing in the far corner is a strange,
donut-like structure set on a dais. Above the metallic statue. It is about 8' tall and 15’ long.
structure is a brass plate which reads “Portal It has a large central body, and extending
of Eternal Life” in large letters. The structure out in front of it are 8 razor-sharp discs. The
appears to be made of living plant life, bear- discs are about 3’ in diameter and are
ing bright green leaves, red and white berries mounted across a 10’ rod. Coming out of the
and a strange-looking, deep orange-colored rear of the body is a large cylinder of some

A deep, melodic voice will appear to

fruit.
((If eaten, the fruit and berries taste good,

kind. It has two feelers extending from its top.
((This is aHarrow; AC -3, 9 dice,

beside the pews are 5' x 20’ tables, each but the berries will cause a deep, comatose 40HP, value 2,400. It is a creature from

holding two 4'-high candelabras.

((Each is made of mithril and plated with
brass; they weight 30# each and are worth
600 gp each. ))

These are very thin and delicate appear-
ing, and the candles in them are the only
source of illumination. At the near and far
ends of the room are a pair of daises. At the
top of the near one is a 20’ x 10’ ebony and
teak chest which is ornately carved with

sleep within 3 turns if a save versus poison another universe which is composed entirely
is not made. No ill effects will be noticed of ferrous metal. Its life force and mode of

immediately.))
Within the plant structure a rainbow of
color is visible.

movement are of magnetic origin, and it is
surrounded by a strong magnetic field which
gives it a magic resistance of 50%. It feeds by

((If a character steps onto the dais, the absorbing the magnetic auras of dying crea-

following will occur:

The candles will dim.

The color pattern of the portal will in-
crease in intensity.

tures and by ingesting iron and steel directly
into its central body. It can attack twice per
turn, once with its discs at all targets in a
10'-wide space for 3-12; if it misses, a second

The Staff of the Earth Lord can be a real jewel to possess.
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attack is allowed by the massive rear drive One holds a false clue in the form of a paper dagger. You will say nothing of this to your
cylinder on the same targets for 4-16. The which reads: “Search to the east.” One friends if you wish your soul to survive.

two feelers are sensors which detect the mag- holds a 600 gp ruby. Two hold slips of parch- ((The Black Box of the Inverted Soul
netic auras of living creatures. The Harrow is ment inscribed with exploding runes (for 1-6 (value 3,900) is focused through a tiny hole
unaffected by paralyzation and all mind- HP in a 5' radius). Two hold white powder in the secret door. It is operated by depress-
influencing attacks, and cold attacks do half which explodes upon contact with the air in a ing a small lever. Instantly (unless the target
or no damage. When it is killed, all of a bright flash, causing blindness for 3 turns. makes a save versus magic at -3), part of the
Harrow’s parts freeze up and are immov- Two are empty. Roll randomly for which  soul and psyche of the target (in the form of a
able. The Harrow will not attack unless shells are opened first, unless the playerstiny human replica) is sucked into the box,

Vol. IV, No. 8

attacked, or if any person who has stepped have a way of testing them.))

up on either dais leaves the dais. ))

5. ((Opening the secret door reveals the
following: ))

You see a well-furnished room, 20’ x
20', extending to your right and ahead. The
room is obviously the study of a wealthy

((Smashing the nuts open will destroy
the pearls.))

There are bookshelves on the far wall.

((There is nothing of value in the
books.))

Near the door is a cabinet.

((It is an illusion which can be seen but

man. There are three small tables, fournot touched; it does nothing.))

chairs, and an assortment of rugs and wall

stone urns full of dirt, which apparently once
also held plants. There is a rice-paper ceiling.

height of 30'.))

turned upside down and affixed to a wet
sheet of paper at the inside rear of the box.
Co-Dacc can communicate telepathically
with the soul-psyche and the player. The
player can function normally, except that he
or she will not remember his/her name and
will not recognize it if addressed. If Co-Dacc
opens the box and lets light fall on the tiny
human, it will be destroyed, resulting in a

: . . On each side of the cabinet are 3 carved system shock check for the player. If the
hangings. On either side of the door are large wooden wall hangings.

((They are valued at 24 gp each.))

check is made, the character will be coma-
tose for 10 turns, and if it is not made, he/she

Al ((Concealed behind one hanging is a Wwill also lose 2-8 points from both Intelli-
((The ceiling conceals the room’s true hoele 6 inches in diameter and 18 inches gence and Wisdom. If the missing piece is

deep. There is nothing in the hole, but any-

brought back and slipped under the door,

Facing the huge stone fireplace which thing that is stuck into the hole will be cut off Co-Dacc will open the box in a dark area and
dominates the right wall is a massive, padded by a heavy guillotine blade which will work  pass out the paper in an envelope which the
wooden chair and table on which are placed repeatedly.))

wine, cheese, bread and a large bowl of

scales.
((This is aThesaurusAC 6, 6 Dice,

player must eat to regain his/her soul. Co-

: ov ((One of the rugs is an expensive beaver Dacc, the black box and the machine will
walnuts in the shell. Next to the chair is a skin, value 1,200 gp and it conceals a trap then immediately disappear into another
6'-long lizard with huge eyes and violet door (false). Pulling the ring on the false door universe.

releases a number of spiked balls from the

ceiling, which will fall, missing the furniture,

Co-Dacc is AC10, 2 dice, 10HP and has
a magic resistance of 75%. He is value 300.

20HP, value 900. It is 90% magic-resistant, and have a 2 in 6 chance of hitting each The players cannot figure out how to repair

of genius-level intelligence, and has such
tremendously quick mental reflexes that it
always gains the initiative in every combat
round. It gets a single attack which will affect
every creature within 60’. To attack, the
Thesaurus will utter a single word. If any

player for 4HP. ))

6. ((As the players walk down this corri-
dor they will notice a bright light coming from
somewhere up ahead.))

((As they turn the corner they will come

the machine at all, even with the missing
part. Co-Dacc also hasvdand of Feamwith
20 charges (value 30).))

((If the players progress past “A”, they
will see the following at “B™))

Ahead there is a set of stairs leading

player states aloud the definition of the word, upon a tremendous light, so bright that it is down, and before it is a shadowy figure.

all who could understand the definition are

impossible to look at it. The purpose of this

((The shadowy figure is Zombie ACS,

safe. If none say the definition, or some do intense light is to disguise the secret door at 8HP, value 30. It is a normal Zombie except
not hear it, each receives three points of “A”. The light was created by the occupant that it cannot be turned (It may be destroyed
damage and is stunned for the remainder ofof room A—one Co-Dacc, a being from an- by a Cleric of 6th or higher level.). It has a

the round, forfeiting the chance to attack or other universe who was stranded here whensmall sack containing Potions of
take other action. The words the Thesaurus his universal transporter apparatus had aGaseous Forngvalue 0 if used, value 300 if
part stolen from it by a demon. He has been saved) which are so labeled.))

will use are (in order):
Epigram—a terse, witty, pointed state-
ment;
Kith—friends, acquaintances;
Nostrum—a quack medicine;
Vacuity—emptiness (or inanity);
Kismet—fate, destiny;
Coalesce—to unite into a single body or
group;
Avarice—greed for money;
Apropos—opportune (or relevant);
Dory—a small boat with high sides used
for fishing;
Peeve—to become annoyed, an
annoyance;

here for 217 days, and each day he has cast a

Continual Lightspell on that spot; thus, a
Dispel Magicor Darknessspell would only
remove 1/217th of the light The light defi-
nitely prevents any kind of visual detection of
the secret door (including by @em of
Seeing).))

((If the players pass the light at “A”, se-
lect one of them at random until one fails to

((The stairs are 20’ long, and if the play-
ers reach the bottom at landing “C”, they
will see some stairs up and will automatically
trigger a pressure plate which will cause the
entire stone ceiling above the stairs to lower
quickly in an attempt to crush them. The
ceiling matches exactly the configuration of
the stairs, but the party will only notice
this if they specifically say that they are exam-

make a saving throw vs. magic at -3. Then ing the ceiling above the stairs. The ceil-
take that player aside and read him or her theing will descend at such a rate that the

following:))
You suddenly feel that something is very
wrong with you, as if part of your psyche is

players can only run out if they use any of
the following spells:Haste, Speed, Fly,
or one with a similar effect. There is time

Stipple—to paint, draw or engrave in missing. Suddenly you hear a voice in your to Teleportor Dimension DoorThere is
mind say that your soul-psyche has beenalso time to drink the potions of gaseous

The exact definition need not be given, stolen and placed in the Black Box of the form, but this will result in all equipment
just enough to convey the sense. If the Inverted Soul, and that the owner of the of the player(s) being left behind. Anyone
Thesaurus runs through all of these words, it voice has only to open the box and let light in caught on the stairs or the landing will be
to destroy the soul-psyche. The voice sayskilled, but equipment will not be de-

((Treasure is concealed inside some of that you can regain your soul by proceeding stroyed. The ceiling will close fully in 2 seg-
the walnut shells. There are 20 shells. Twelve down the corridor to a room and obtaining a ments.))

small dots.

will mysteriously vanish (it can teleport).))

hold single black pearls worth 900 gp each. small metal part that looks like the tip of a

M4
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Potions of Gaseous Forifvalue 0 if used,
value 300 each if saved).))

7. ((Both doors to this room are as
follows:))

You see before you a standard-size door
which is extremely old, worn, cracked and
discolored. Above the door is a message
written in common. One of you reads it
aloud for the others, and it says:

“Room of magical and wealthy treasures,

But you must act fast, or it won't be yours.

The money you get is yours forever,

The people | get are my only treasure.”

((The door will not open unless this mes-
sage is read aloud one more time. It cannot
be broken down or magically opened. If the
door is touched, thErackseanmwill attack.
The Krackseam is a leech-like creature which

~ W
What does he see?

appears as a discolored seam or crack on thecures 2-12HP for one holder once per day,

door. It is AC10, 5 dice, 24 HP, value 90. It is

a perfect chameleon, and will not be noticed
until it attaches itself to someone. When at-
tached, it bites and drains blood at 3HP per
turn,

(2 hen the door opens, it opens by it-
self, and the players will see))

You see a room 40’ square with a door in
the opposite wall.

((There is an illusion covering the floor to
make it seem that the floor is actually flat and
level; in reality, there is a funnel-like depres-
sion in the centerTrue seeingetc. will reveal
the funnel, which slopes down 10’ and ends
in a black hole. There is a 3'-wide walkway
around the funnel. The walls of the funnel
are very slippery, and the first person to ap-
proach the center of the room will fall in and
disappear into the hole in 1 round unless he

value 2,400; a ruby, value 3,000gp; a dia-
mond, value 4,500gp; a green stone which
explodes on contact with someone or some-
thing for 2-8HP. Each ball has a fine seam
around it, and can be gently pulled apart to
reveal a hollowed-out opening. The first ball
is empty, but all others except the healing
stone and the exploding stone have a small
parchment inside which is Brue Clue(value
1,200) and reads!The key to life lies
underground.”))

8. You see a room which is 40’ deep
and 20’ wide. There is an alcove at the far
end along the right-side wall which is 10’
deep and 20’ wide. At every comer and
positioned along the walls at 10" intervals at a
height of 6, are fist-sized glass bulbs contain-
ing glowing objects.

((They are fire beetle glands in formal-

The Dragon

The far wall from the door is lined with a
huge bookcase.

((There are 432 books, or 108 per shelf;
most deal with chemistry or pharmacy. A
Detect Magicwill reveal one that is magical. It
is a Tome of Clear Thoughif value 6,000.))

Seen immediately to the left of the door
upon entering the room are 3 soiled lab coats
hanging on pegs.

((In the left pocket of the center coat is an
old rag with a green contact poison on it;
Save versus poison at +1 or die in 4
segments.))

On the wall to the right of the door is a
table with chair. A parchment lies on the
table.

((1t reads in common, “All beings are to
immediately evacuate the Fortress. Any item
of value which cannot be taken along must
be destroyed.”)

At the far end of the room, in front of the
book shelves, stands a fountain. It appears to
be flowing with a clear, fruity-smelling wine.

((One person, at random, will have an
undeniable desire to taste it at least once, and
any player that mentions that he would like
to taste it will surely do so. It is richly refresh-
ing and has an exhilarating flavor, and the
drinker will have an overwhelming desire to
drink again unless a save versus spell is made
at -2. Dwarves do not gain their Constitu-
tion bonus on this save. If a player drinks a
second time, he will also drink a third time
unless he makes a normal save versus spell.
After three drinks, the person will have no
desire to drink further. Non-players (or play-
ers who are charmed, etc.) will drink 3 times

is pulled out or a spell is cast. The hole in the dehyde, value 300 each; there are 14 ofand cannot be prevented from doing so,

center is a disintegration chamber and is 3’ in
diameter, but this is not obvious; it will seem
as if things fall into the hole and drop out of
sight. The illusion disappears only when a
person falls into the funnel.))

((When the illusion disappears, the play-
ers will seel))

Five segments later, from a point on the
wall of the funnel, a small sphere shoots out

them.))

Each casts an eerie red illumination.

((If one is broken, its light will go out.))

There is a 3'-wide table running the
length of the left wall. There is much trash
and broken glass on the table.

((A casual search will find 5 unbroken
bottles; one has a pink antibiotic which will
prevent the drinker from getting any disease

since all such beings are fascinated by the
fountain. After one full turn, anyone who
tasted the wine will begin to show signs of
moderate intoxication: vision becomes
blurred, speech slurred, and they stumble
and attack at -2. After another full turn,
anyone who drank twice becomes absolute-
ly drunk. They sing and shout and rave,
falling over themselves and fighting at -4.

and starts spiraling toward the bottom of the for 48 hours (value 300); the second has a They have a 50% chance of failing to cast
clear rubbing alcohol; the third has a yellow- SPells. After another full turn, anyone who
((The balls weigh 200gp each and are white solution of sodium pentathol which ~drank three times will fall into a drunken

funnel.

highly magical. They can't be stopped unless

will, if drunk, seem to feel as if it heals

stupor for 10 turns. (Treat this as 5 minutes of

one is within 5’ of them, even with a spell. It wounds, but does not and will cause the actual stopwatch time if the players wait for

takes 12 segments for the first ball to reach

drinker to answer questions truthfully for 1

them to recover). There is no hangover. The

the bottom and drop into the hole. When the hour (value 300); the fourth has pale yellow Wine will detect as magic, but not as a trap or

first ball is caught or falls into the hole, an-

nitroglycerin, save vs. poison if drunk, will

poison, and it is not eviNeutralize Poison,

other will come out. There are 10 balls, and explode for 3-18HP if jostled strongly (value Cure Wounds, Purify Food and Watar
each one takes one less segment of time taB00); the last has thick, white sodium bicar- Remove Cursgplus other high-level spells
reach the bottom. Once a ball is caught, it is bonate, which will give a +5 on any poison ©f similar nature) will remove the effects.))

not possible to catch another ball using the

saving throw for 1 hour if drunk (value

((If the players find and enter the secret

same method. For example, someone sticks 30gp). None register as magic. None are door, they will find a 5-wide corridor. If they

his foot in front of the first ball and stops it;

following balls would be immune to that and
would continue past, breaking the foot and
causing 5HP.))

((The balls will emerge in this order:
Copper, value 24gp; silver, value 45gp; elec-
trum (silvey), value 105gp; gold, value
210gp; platinum, value 1,200gp; fool's gold
of no value; a grayHealing Stonewhich

labeled.))
Under the table is more trash and broken

glass.

((This is all of no value.)?

In the alcove is a small coal furnace. A
bucket of coal sits at its side and a pair of
forge tongs hangs at its other side. The fur-
nace is cold.

((There is nothing in the ashes.))

M5

follow it and enter the next door, they will
seel))

You see a room of 15'x15'. At each cor-
ner is another glowing bulb. In the far left
comer is a bed.

é(ln the mattress is a 300gp gem.))

etween the bed and the door is a small
table with a wash basin on it. Under the table
is a cask of water. A dresser sits against the
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center of the far wall. On top of the dresser is done once per day and only takes effect afterthe way. Monsters will return to the original
a small silver mirror (value 30gp). 1-4 rounds). If the left arm band is rubbed location if they run into a wall (even they
((The drawers contain clothing and the Thief or Monk will, for 10 turns, be auto- don’t know where the walls are).))
food.)) matically successful at any of the thieving ((The players see the following:))
In the far right-hand comer of the room is abilities (rubbing can only be done once per (At "A")
a desk and a wooden chair. day, and only takes effect after 1-4 rounds). Ahead and slightly to the left isGave
((Inside the desk are paper, quills, a small If he rubs the neck band, for the next 10 turns Bear.
vial filled with black powder (dried ink), 3  an invisible aura is in existence around the ((It is AC®, 6 dice, 30HP, attacks 3 times
empty bottles, a balance scale, measuringwearer and acts asCloak of Protection-3 for 1-8/1-8/1-12, value 600.))
beakers, and old clothes. Taped to the back(he can only be detected by a gem of seeing, ~ Next to the bear is a chest.
of the center drawer are tfidree Body etc; this can only be formed once per day ((This contains 6,000ep and has been
Bands of Talfelon(see below).)) and takes effect only after 1-4 rounds). If he trapped with the spefiOberon’s Faerie
On the bed is a horrid creature. It has a rubs the two armbands together, he will be Fire.” This spell, when the chest is opened,
stubby, rectangular body 4’ long and 2’ shielded, for the next 10 turns, from magic as will bask all objects within 1" in ger-
wide. It is 1%’ tall. It has two 4'-long “feel-  with a 60% resistance and as a cloak of manent orange faerie fire. Thus, the person
ers” projecting from its front and dozens of protection +2. Activating this shield causes who opened the chest will forever glow in the
short legs. the wearer to take 5HP of damage; this can dark (and so will anyone else who was near-
((This is anElectric Crawler.lt is AC -2, be done as often as desired by the weareiby). The spell can only be removed by a
4 dice, 20HP, value 900. It feeds off light and and takes effect immediately. Activating any Dispel Magic, Limited Wish, Alter Reality
heat energy (including magical emanations). function of the bands will cancel any previ- Remove Curser by washing with a strong
There is a 10% chance per “+” (or a 1% ously activated function (if still active) im-  acid (10HP).))
chance per charge) that it will absorb the mediately. The band can be removed only (At "B™))

magic from any magic item which strikes it or after the death of the Thief or Monk.)) Ahead and slightly to the right you see a
it touches. It can do this only once per day, ((Taped to the back of the right-hand troll.
and it is not selective about it.)) drawer is the followingrrue Clue,value ((It is AC4, 7 dice, 35HP, attacks 3 times

((When it is attacking, it hits for 1-10 pts.  1,200: “Seek the mazes for the key to life.”)) for 2-5/2-5/2-8, value 750. It has a leather
of electrical damage; if it misses, add 5 to the 9. ((Caution: The Players are in a Trans- bag containing 1,200gp and one 600gp
“to hit” roll for the next attempt and if a hit parent MazeAll interior walls are invisible, gem_R
results with the new number, it arcs an elec- making it appear to the players that they are = ((At “C™))
tric charge from itself to a target for 1-8HP. in a large open area. They will be able to see  Near the wall on the right and some dis-
Each time an opponent is hit, he must save all of the possible encounters in the area tance from the front wall is a small, hunch-
vs. paralyzation or be stunned for one round since the room is brightly lighted, but the backed man.
from electrical shock. An arc will only occur if  walls distort distance, so do not give them ((He is lost, has no value, AC10, 1 HP,
the person is carrying metal of at least the numbers.)) and cannot attack. If led from the maze, he
mass of a dagger. The Electric Crawleris  You see a well lit, large open area ex- will give the players the followingrue Clue
75% resistant to magic except for the follow- tending forward and then dog-legging to the (value 1,200) which he has committed to
ing: Polymorphadds 5HP for 1 dayight- right. At the far end of the dog-leg, you see a memory: “The key to life is north of the

ning Boltincreases hit points to 3Bjsinte- single door. There are a number of things in woods.” He knows nothing else of this area
grate has no save or resistance, it always the area which you can see. of the rock of ages.))
works; Charmalways works, but each turn ((No mark can be made on the walls, and (At “D™))

there is a 25% chance that it will absorb the nothing will adhere to them. The players and Beyond the Troll you see a Green Dra-
magic from one of its master's magic items. monsters can see each other, and the mongon sitting on a pile of treasure.
The beast has 360-degree radar and carsters will charge on a straight line when the ((Itis AC2, 7 dice, 28HP, value 2,100. It
communicate telepathically, but under- players get within 30', even if there is a wall in (Turn to page M11)
stands only the tongue of Lizard Men.))
((The Body Bands of Talfelorvalue
3,000: These are three small, leather bands,
one of which is obviously to be worn as a
collar, and the other two as wristbands. A
keen eye will detect many undecipherable
marks and runes and a faint metallic trim.
The bands cannot be cut or marked in any
way. If a Fighter-class or Magic-User-class
player puts on the bands, he will immediately
lose 1 experience level and take 1-12HP. If a
Cleric-class player puts them on, he will lose
2 levels and 1-10HP. If a Thief or Monk (or a
multi-class player who is part Thief) puts the
bands on, they will fit perfectly and become
nonremovable. Damage sustained by the
other classes will occur each day until the
bands are removed. A Thief or Monk wear-
ing the body bands will have his Dexterity
increased to 18, with the appropriate in-
crease in thieving abilities, and gains the ad-
vantage of using the matrix for Fighters when
attempting to hit in combat. There are other
special abilities. If the Thief or Monk rubs the
right arm band, he will, for the next 10 turns,
be 75% magic resistant (rubbing can only be The dragon is awesome, but so is its treasure.
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Information for the DM’s Eyes Only!

The Second Official Invitational AD&D  resurrectable at end of adventure). when a player demonstrates quick, smart or
Masters Tournament is written up and pre- +1,200—Finding a True Clue. decisive action.
sented in a way which makes it easy for the For slaying monsters, points are awarded Players who die are still eligible for their
DM to reveal the details of the dungeon to as per the values listed for those monstersportion of Shared points, and can still incur a
players as they make their way through it. along with their descriptions in the text. penalty in points for the deatl other team-
In the text, all material inside double paren- -1 per hit point—Deducted for unheal- mates. No points are awarded for finding
theses and printed in black is not meant to be ed damage to a player at the end of the false clues.
revealed to the players until they actually adventure. Other points of information for DMs are
begin or resolve an encounter. Material not -50—Deducted for death of player as follows:
inside the double parentheses, printed in (each occasion). There is no surprise during the adventure.
red, should be read aloud to players when -100—Deducted for player who is Do not read directions as “north-south” for
they are in the section of the dungeon to dead but resurrectable at end of adventure. players; use “left” and “right” instead.
which the text applies. This system spells out -1,000—Deducted for player who is Players must enter a room or area before
exactly what the players are entitled to know, dead and not resurrectable at end of ad-they will be able to see what it contains,
and separates that from information which venture. unless they cast some kind of light spell. Even
they must discover through intelligence and -10—Deducted for death of teammate the most powerful torch or lantern will only
ingenuity. (each occasion). allow them to see living creatures as shad-
The scoring system used in the Second -50—Deducted for each teammate ows. Similarly, in corridors the players will
Official Invitational AD&D Masters Tourna-  dead but resurrectable at end of adventure. not see doors or other features until they are
ment was complex and very demanding of -1,000—Deducted for each team- upon them, because of the effect of shad-
the judges who oversaw the action. Objec- mate dead and not resurrectable at end ofows. Even infravision will not change this.
tive points were awarded to a player or team adventure. All intrinsic magic in the area (such as
at the completion or achievement of a certain held doors) was placed by the equivalent of
action or goal. Subjective points were Objective points, Shared: an 18th-level Magic-User.
awarded at the discretion of the judges, +12,000—Gaining possession of Rock There are no wandering monsters.
when the judges determined that the re- of Ages (even without knowing what it is). Spell-casting characters may prepare
quirements for a player or players obtaining For gaining possession of magic items, such things as @ontinual Lightwand by
those points had been fulfilled. In the Masters points are awarded as per the values listedselecting a Continual Light spell for the ad-
Tournament, there were two judges for each for those items along with their descriptions venture and using it on a stick. Other such

team’s excursion, and both judges were per- in the text. combinations are possible, but must be
mitted to award subjective points (without made using spells selected for the adventure;
the other's knowledge) if they both ruled that Subjective points, Individual: none of these types of things can have been

such points were deserved. Objective points  For determining the correct use of a mag- prepared “on the previous day.” A Magic-
were only tabulated once, and were kept ic item, a player receives points eqtalts User may select &ind Familiar spell if he
track of by one of the two judges. value as listed in the text. wishes a familiar, but the normal procedure
Points for a certain accomplishment may -1,000—Deducted for causing the must be used to see if he actually obtains
be shared by all the players who contributed death of a teammate by stupidity. one.
to that accomplishment, or they may be -500—Deducted for causing the death The DM must be able to see any dice rolls
awarded to an individual who achieves a of a teammate by accident made by the players. All damage rolls should
certain goal. -2,000—Deducted for purposely caus- be made by the DM in any case. Players may
Points were scored as follows: ing the death of a teammate. be permitted to roll for initiative, to hit and
-1 to -10—Deducted on each occa- saving throws.
Objective points, Individual: sion when a player demonstrates stupidity, Players do not score points for treasure
+10,000—Choosing correct location of slowness, or other undesirable qualities. or magic items used up, destroyed or dis-
Rock of Ages (only if individual is alive or +1 to +10—Added on each occasion carded before the end of the adventure.

Here’s What the Masters Had to Start With

People who played in the Second Official Invitational AD&D Mas- ic-User, a dwarven 6th-level Fighter/7th-level Thief, a half-elven 7th-
ters Tournament at GenCon XII were grouped in three-member teartes/el Magic-User/5th-level Cleric, and a half-orc 4th-level Cleric/6th-
for their trip through the dungeon. Each team was allowed to pick threlevel Thief.
player-characters from a list of 14 characters, and each team had three.Each character was allowed to begin the adventure with certain
hours of real time to adventure. basic equipment, and players were permitted to add to that equipment

Any Dungeon Master who wants to run a group of players throughnything which is listed in thBlayers Handboolon the equipment list.
the Masters Tournament module can, of course, alter any of thay requests for special equipment were handled at the discretion of
preconditions as he or she sees fit. This information is presented the judge.
those who might want to pattern their adventure along the same lines, Spell-casting characters selected their own spells. Each player also
and for those who are interested in knowing the details of how theceived a “shopping list” of magic items (not reprodueadin),and
tournament was set up. each player was given 100 “points” to spend on items from that list.

The only information available to the players before they madelayers on the same team were allowed to pool their points or transfer
their character selections was the class, race and level of each of thettidm freely from one character to another before making their selec-
available characters. They were as follows: 8th-level human Cleritipns of items.
10th-level human Druid, 8th-level human Fighter, 7th-level human The three-hour time limit included all the time necessary for each
Paladin, 7th-level human Ranger, 9th-level human Magic-User, 8theam to set up their characters, so it was important for each team to
level human lllusionist, 9th-level human Thief, 8th-level human Assassutfit its members and record their possessions as quickly as possible,
sin, 7th-level human Monk, an elven 6th-level Fighter/7th-level Magleaving as much time as they could for actual adventuring.
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How the Masters Did

Robin Hostetter of Augusta, Ga. was perchegthe standings also included Ralph Williams of TSR Hobbies and The Dragon’s own
when the search for the Rock of Ages ended at GenCon XIl onug. Gary (Jake) Jaquet, who placed sixth and seventh.

1979. As the top individual finisher in the Second Official Advanced ~ The highest finisher among those who also played in “Masters I”
Dungeons & Dragons Masters Tournament, he received a trophy cugas Jim Ward of Prairie du Chien, Wis. He was 13th in the first
from TSR Hobbies, Inc., which sponsored the tournament. tournament and moved up to fifth in the second one.

Robin was one of 36 players in “Masters II,” 24 of whom had not  The top five finishers from the first tournament found out that fame
played in the First Invitational. New players took 10 of the first 13 placesn AD&D, as in life, can be fleeting. The team of Bob Blake, Len
in the second tournament, indicating that as AD&D becomes moréakofka and Mark Mulkins was dispatched shortly after starting its
popular, the number of players of “master” ability increases. adventure, and the three of them finished at the bottom of the stand-

John Baillie of Nottingham, England, and Brian Price of Green-ngs. Amazingly, those three players pladest, secondand fifih in the
dale, Wis., received plaques for placing second and third, respectivelfirst tournament. John Harshman and Loren Wiseman, both carrying
Lawrence Schick, a member of the TSR Hobbies Design Departmelite standard of Game Designers’ Workshop, plummeted to 18th and
and another first-time player, finished fourth. He was the leading playe?4th respectively after placing third and fourth in the first tournament.
of Team 11, which won the award for most effective team. The team The order of finish in the Second Invitational is as follows. Persons
who also played in the First Invitational are indicated with their placings
in parentheses.

1. Robin Hostetter, Augusta, GA, Team 5
2. John Baillie, Nottingham, England, Team 4
3. Brian Price, Greendale, WI, Team 12
4. Lawrence Schick, TSR Hobbies, Team 11
5. Jim Ward, Prairie du Chien, WI, Team 3 (13th)
6. Ralph Wiliams, TSR Hobbies, Team 11 (11th)
7. Gary Jaquet, TSR Periodicals, Team 11 (15th)
8. Kathy Bullinger, Morgantown, WV, Team 9
9. Rob Kuntz, TSR Hobbies, Team 9
10. Herb Petersen, West Allis, WI, Team 5
11. Gary Peyre-Ferry, Media, PA, Team 9
12. Charles Sagui, Boaz, KY, Team 10
13. J. Eric Holmes, Los Angeles, CA, Team 7
14. Will Niebling, TSR Hobbies, Team 7 (12th)
15. Al Hammack, TSR Hobbies, Team 3 (tie for 8th)
16. Gary Gygax, TSR Hobbies, Team 7 (10th)
17. Troy Conner, Rockville, MD, Team 5
18. John Harshman, GDW, Team 3 (3rd)
19. Tony Appleby, Woodbridge, VA, Team 1
20. Greg Rihn, Wisconsin Dells, WI, Team 1
21. Rob Pritschet, Minneapolis, MN, Team 1
22. Bob Stiegel, Greendale, WI, Team 4 (tie for 8th)
23. Joe Jungbluth, Sussex, WI, Team 12
24. Loren Wiseman, GDW, Team 4 (4th)
25. Steve Kingsley, Northport, NY, Team 12
26. Dave Griggs, Fort Worth, TX, Team 2
27. Tom Towns, Baytown, TX, Team 10
28. Bob Bledsaw, Judges Guild, Team 2
29. John Muse, Roanoke, VA, Team 10
30. Tom Zarbock, San Juan Capistrano, CA, Team 2
31. Jamie Smith, Roanoke, VA, Team 6
32. Steve Zagieboylo, Norfolk, MA, Team 6
33. Mike Pautler, Ashton, MO, Team 6
34. Len Lakofka, Chicago, IL, Team 8 (2nd)
35. Mark Mulkins, Kenosha, WI, Team 8 (5th)
36. Bob Blake, Valparaiso, IN, Team 8 (1st)

Other persons who were invited to play but were unable to do so
included David Frick, Conrad Froehlich, Henry Veldenz, Bruce Stew-

QY i ‘ I, \! art, Steve Bradcovich, Gary Norton, Mike Mayeau, Roger Lawter,
Qi (w -\ ) Abraham Stone arithe Dragon’seditor, Tim Kask.
\\’ § \ 0, ﬁ 0 The tournament was designed by Brian Blume of TSR Hobbies,
\\\Q v \ who also acted as head referee. The dungeon was constructed from

rooms,or parts of roomssubmitted to Brian by thoséo were invited

to playin the tournament. Acting as referees for the tournament were
Tom Wham, Dave Sutherland and Kevin Blume. Playtesters, also from
the TSR Hobbies staff, included Mike Carr, Jeff Leason, Harold John-
son, Jean Wells, Dave Cook and Erol Otus.
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DOOMKEEP

(Continued from page M6)

has 6,000cp, 2,000sp, 600pp, 6x100gp
gems.))

(At "E")

Straight ahead, beyond the Cave Bear
and the Troll, is a 5-tall humanoid. It is
hairless, but has a thick orange skin. There is
a red patch on the head.

((This is aMagicker.AC4, 5 Dice, 24HP,
value 3,000. It has a 95% magic resistance,
saves as a level-5 fighter +6, and damage is
half or none. It can “catch” spells and “solid-
ify” them. For instance, a fireball becomes a
small red globe. These are tucked into a sack
and may be cast at an opponent with the
same effect as the original spell. This Magick-
er has in his bag the following spells which he
will use in this order, if it is favorable for him
to cast themMagic Missile(in the form of a
small arrow),Web(a wad of thread)Hold
Person(a silver ball),Sleep(cotton), and
Magic Missile(a small arrow). He will auto-
matically catch and throw back anything
which he resists or saves against which the
players have thrown at him. In melee (within
10", the Magicker attacks twice for
1-10/1-10. If both attacks hit the same per-
son, all magic items carried by that person
permanently lose their magic. A Magicker
may not be struck by any kind of magic
weapon. Normal weapons hit normally, sil-
ver weapons do +3 damage, and wooden
weapons (such as a staff) hit at +2. If the

2 et

i N 5
{’AZ}’SE %S'Q tnh(ft S,f‘;'ﬁ;eth&yemf‘yjlj’ssteégi(fﬁggs The parchment floats, but can it be retrieved?
their “solid” appearance).)) afire with oil and burned to destroy it. When ((Anyone figuring out how to get the
(At “F™)) it is feeding, it will glow and quiver. It is very parchment out gets 600 points for clever-
To the right of that creature is a group of light. If a magic item gets within 10’, the ness.))
6 Troglodytes. sponge will be drawn to the item like a filing 11. ((As the party reaches the doors,

((They are AC5, 2 Dice, 7HP each, value to a magnet. When contact with an item is they will see:))
45 each, attack once for 1-8. The leader hasmade, it takes the sponge one melee round There are three doors on your right, and
the fabledKey of Danokyalue 2,400. Itis  per “+” (or per 20 charges) to completely you can see a very large Black Pudding (f) up
made of brass and looks like an ordinary drain an item. It can partially drain an item. ahead.
skeleton key. When the key is placed in any The sponge can only be pulled off an item ((The Black Pudding is AC6, 10 dice,
non-magical lock, it will fit perfectly and work = which is still magical by a person with 18 60HP, value 1,800. It will chase the players
such a lock on the first try 100% of the time. If strength. The sponge will seek the most pow- when it can. It will advance to the door of any
the lock mechanism has a physical trap, how- erful magic item if more than one is within room which the players appear in. The room
ever, the key will fail to turn. If the lock is  10'.)) complex has four teleporters; “a”, “b”, “c”,
magical (as a “held” door) or magically 10. You are inside a room which is *“d". “a” teleports to“c”, “b” to “d”, “c” to
trapped, the key will glow a pale green and 20'x20’. There are two doors. In the center“a”, and “d” to “b” whenever one of those
will negate such locking spells at a chance of of the room is a pedestal, intricately carved, rooms is entered. The doors to the rooms
100% minus 3% per level of the spell caster Which is about 5" high and 3" in diameter at automatically slam shut and remain closed
(e.g., 97% to open if the spell was placed by a the top. From the top, a beam of blue light for one round in all rooms. “e” is the treasure
1st-level spell caster.). If the key does not rises to the ceiling and enters a similarly room; in it, the players will see:))

negate the spell, it will refuse to tumn.)) carved fixture. Suspended in the blue beam  You see a 20'x20’ room. In it is a 2'-tall,
((At “G":)S) is a folded piece of parchment, apparently man-shaped creature with a wet, black ap-
Around the dog-leg some distance away floating with no support. pearance.

is a Hellhound. ((Anything touching the beam (with one ((This is aTar Babyor Asphalt Kobold,
((It is AC4, 6 Dice, 32HP, value 450.)) exception) will disintegrate. The entire affair AC10, 5 dice, 40HP, value 600. It is made of
((At “H™)) is closely surrounded by an anti-magic field. a sticky bitumen, and any object which hits it
Near the far door is a large, lava-like The pedestal is immovable and unbreak- will cause half of its normal damage only

stone. able. The only way to get the parchment out (except magical attack) and will stay stuck to
((This is aMagic Spongelt is very por- is to reach in with a naked arm (a sleeve or it for 1-10 melee rounds (a character with

ous and will sop up the magic of any en- armor will disintegrate with no damage to Strength of 16 or more can halve the time he
chanted item that comes within 20" (it will not wearer), grasp the parchment and pull it out. or an object is stuck). The Tar Baby, if it hits,
work through the walls). It will also make On the parchment is a false clue which reads: will wrap itself around the target and immo-
spell casters feel nauseous. It can be easily set“Seek the sands of time.”)) bilize him by sticking various parts of itself to
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A monster and a chamber designed to take your breath away.

the floor (its feet are covered with sand to ceiling above each screw. Written on a plate cure normally, but have the side effect of
allow it to walk). The victim will be smothered above each screw is the following message: causing the drinker to glow in the dark for 1
in 2-4 rounds unless the Tar Baby is killed “To leave this room, a being must risk death full day. This effect can be removed by a
and scraped away from his face. If the Tarand turn the screw all the way.” Remove Curse, Limited Wish, Dispel Magic
Baby is set on fire, it will burn wildly and will ((As the players enter the room, two slid- (which also removes the healing effects
hurl itself at the nearest opponent, a hit caus- ing walls (at the arrows back down the corri- gained), or any similar spell.))
ing 2-12HP.)) dor) close off the passage and will not ((Turning screw“a” even the slightest
((In the room, scattered on the floor, are open.)) amount will cause a flow of fool's gold to
several items. There is a tube, requirRgad You also see a floating form in the cham- enter by the faucet above it. The screw can-
Magic to open, which gives false directions ber which gives off a continual emanation of not be turned back. The room will fill in 4
leading out of the maze (“wing it” to lead the light and energy. hours with a slight opening of the screw, and
players in circles). There is also a thick blue ((This is anAura Energy Monstenalue  in 1 hour with a maximum opening. Screw
and gold colored tube with a point on the 600. It is AC10, 3 Dice, 10HP. When at- “d” lets sand into the room at the same rate
end; actually aVizard Penyalue 4,500. It  tacked, it reacts as if in pain, but it is actually and cannot be turned back once started.
works as a normal pen, except that if the user absorbing the energy of the attack. On theScrew “c” lets in a crude oil at the same rate
writes the words “I desire . . .” the pen will next round, it will return the energy in the and cannot be turned back, torches will ig-
grant the wish. The pen has 100 charges.form of flames, striking at any one creature nite the oil if care is not taken, and the fire will
When a wish is granted, a number from with a +5. This creature can only be harmed fry the entire group. Screw “b” lets in water
1-100 is rolled and that is the number of by cold attacks. It is insubstantial, and cannot at the same rate, but this screw can be

charges used for that wish. When the chargesharm those who do not attack it.)) turned back; this screw will only allow the
needed exceed the charges remaining, one  The monster is resting above an opaqueroom to fill with water to one-fourth full,
wish will be prorated.)) vial. though (this will take only 4 minutes if all 4

((There is a third tube which opens easily ((In the vial is a piece of paper containing screws are turned on at full blast), and then
and has &rue Clue,value 1,200, which  a True Clue,value 1,200, and a 1,200gp screw “b” will automatically swing out of the

reads, “The key to life is to the east.”)) emerald. The clue reads: “The key to life is to room, revealing a passage behind it which
12. ((The players step into the chamber the west.")) provides the means of escape.))

and see)) . Also under the monster are three bottles. 13. ((When the players enter, they will
You see a chamber which is 30x30'. ((They are labeled “potion of cure light see

. ) , :
Each of the 4 walls has a huge screw partially wounds.” These are actually potions of cure Qou see a 20'x20’ room with a single
imbedded in it, and there is a spout on the “light” wounds (value 600 if saved); they door on the far wall. In the room is a pile of
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platinum-appearing pieces. On the right wall

The Dragon

((Under the pile of platinum is a tube clue) and will suffer the loss of one point from

is a strange-looking sign with a huge red (opens easily) which contains a paper with a one of his prime requisites, randomly.))

button underneath it. The sign reads: “You True Cluevalue 1,200, which reads: “The
have TEN seconds.” key to life lies in the south.”))
((The doors to the room automatically 14. ((The players are in a corridor which

((A Dispel Magicor Remove Curswill
reverse this effect.))
17. ((When the players enter this area

lock when the players enter the room. As the
players watch, the sign mystically changes to
read, “You have NINE seconds,” and con-
tinues to count down. Count down the sign
slowly for the players. Pressing the red but-
ton resets the sign to “TEN” and begins the
countdown over. If the sign ever reaches
“ZERO,” the doors unlock and can be
opened normally.))

((The pile of platinum is 600pp; it also
contains 6Coin Ticks,value 0. They are

AC2, 1HP, and are about the same size and pull them off (roll % dice for the strength %

have the same color as the platinum pieces. If
a coin tick is casually scooped up with trea-
sure or pickedip, it is indistinguishable from
a normal coinlt will not register as a trap or
as magic. It has a 5% magic resistance. If any

coins are casually inspected, there is a 1% additional effect is that the smell of the glue

chance per coin inspected that one will be a
Coin Tick. If a Coin Tick is inspected, it will
be immediately seen that it has a slight bulge

goes completely around this room. There arethey will see:))

no normal entrances to the room. On the  You have entered a 30'x30’ chamber.

walls around the concealed room are theThere is a pool which is 20’ in diameter in the

words “TREASURE ROOM” in fifty differ-  center of the chamber. The surface of the
ent languages. The only way to get into the pool is covered with green gunk. There is a
room is to say out loud “Goodbye”, “Fare- passage leading from the room through the
well”, “Au Revoir” or some other such word far wall.

or phrase. The only way to get out of the ((The water is covered with algae and is
room is to say “Hello”, “Hail” or some other harmless. It is about 4’ deep. If the players
greeting.Passwall, Teleporetc. will also  walk around or past the pool, a magical di-
work to get into or out of the room.)) mension is created. The only way to get out

((Once inside the room, the players will of this tiny dimension (without teleporting,
see:)) etc.) is to touch the water and then either go

You are inside a 20'’x20' room with no through the pool or over the water and then
apparent exits. The room is empty except for out the far door. Any other attempt to leave
some litter and a small, cube-shaped stonethe chamber will find the player entering
stool, very smooth and very worn. It is about another identical pool chamber. This pro-
2' on a side. cess will repeat itself until the proper way of

((This stone is the fableBlock of Ages,  exiting is used. If a pool is marked or a cham-
value 12,000 (but no bonus for determining ber is marked in any way, the mark will re-
what it is). The rock renders the owner im- main only so long as the players stay within
mune to disease, curses and poison. Theone pool chamber of the mark.
owner will never age. The owner’s Constitu- 18. ((For 30" down the wall of this corri-
tion and Strength will go to the maximum dor is a large silver mirror. As the players
possible. The rock is covered with a micro- walk past, their reflections will come to life,
scopic bacteria which will interact with a per- possessing all the attributes of the originals,
son’s perspiration and form an incredibly and attack them; if they are hindered from
potent glue. This will cause anything the per- attacking their original, they will attack the
son touches to stick to his hands, and only a hinderer. The players always get the initia-
person with greater than 18 Strength can tive. If a mirror double is injured, the original
will be magically injured the same way, tak-
ing half the damage the reflection takes (this
does not work the other way, though). There
are several ways to get out of this:))

((a— Kill the double. This has the ad-
vantage of causing much damage to the
original.))
arouses Ochre Jellies, Gray Ooze, Green  ((b— Douse the lights. If there is no
Slime, Gelatinous Cubes and Black Pud- light, there is no reflection and no double.))

score over 18). The only way to remove the
bacteria is with &ure Diseaséthe rock
won't help for this one, though), lamited
Wish, a Wish, or by immersion in acid (which
won't hurt the rock if it is immersed). An

dings to mating frenzy.))

c— Bash the mirror. 25HP damage

on top and 6 legs and a tiny head on the  15. ((This is a series of teleporting doors per & " section of mirror will dent that section
bottom. For each player who handles or which yields unusual results. The first door is to the point where it will be useless, and the
scoops up any of the platinum, there is a a normal door from one side and a secretdoubles will disappear.))

50% chance that a Coin Tick will come into door from the other. The other doane ((d— Another mirror, if flashed in the
contact with his skin, and if that occurs, the special. They are swinging doors with no face of a double, will create a double of the
Coin Tick will secrete a sticky gel that will  knobs. They must be pushed open. Whendouble; the two of them will fight to the
pass into the skin unnoticed in 1 round. This one is pushed in a clockwise direction, it will death, causing no further damage to the orig-

gel will infest the body, and the body wiill
begin to feel stiff in 1 turn if a save vs. paraly-
zation is not made. Also, Dexterity will de-

crease at the rate of 1 per turn unless the saveample, if the party is in room “10” and tries

is made, until Dexterity reaches “0” and total
paralyzation sets in. Dexterity loss will be
noticeable as soon as it first occudgutral-

ize Poison, Cure Disease, Heal, Cure Seri-

ous Woundgwhich does not give back any
HP in this case) will divest the character of
the poison. Cure Light Wounds will get rid of
the poison 60% of the time or will give back
1-8 points of dexterity. Once a figure is para-
lyzed, the ticks will burrow into the body and
lay eggs, which, when they hatch, will con-
sume the body. The tick’s gel will also pene-

open into the adjacent room. When it is inal in any event.))

pushed counterclockwise, it will open into ((Players gain no points for killing any of
the room beyond the adjacent one. (For ex- the doubles, and may lose points for killing
or causing the death of a companion. The
doubles will be instantly recognizable as
such.))

((A player can gain 600 points for figur-
ing a way past the mirror, but only if the
player takes no damage in so doing.))

19. ((Here the players will see a pit cov-
ering the entire 10’x10’ section of floor. If

to go into room “a”, they will succeed. If they
are in room “b” and try to go into room “a”,
they will end up in room “10”. The door
closes automatically after a room is
entered.))

16. ((The players will see:))

You have entered a room of 20'x20

with two doors on the opposite wall. There is
a clear pool in the center of the room with a

they look closely, they will also notice that
the pit extends up into the ceiling. The pit

bronze plate nearby which reads: “Ask and goes down 10’ into the floor and up 10’ into

ye shall receive.”
((Any player (not charmed beings, etc.)

the ceiling, for a total length of 32". At the top
and bottom of the pit are teleporter fields.

trate cloth or hemp, but not leather or any who stands in the pool and says anything will Something which falls to the bottom will be
hear a voice say: “Seek a mountain” (a false transported to the top and will continue to

kind of metal.))
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fall over and over, gaining speed at 16’ per the paint. The paint here is the color of the paralysis. Pa_ral_ysi_s will last for 5-20 rounds
second. Eventually, the object will reach stone floor. Behind the secret door is a small unless the victim is eaten by the crawler be-
terminal velocity; a person will be unable to pot of this paint with a small brush attached. forehand.))

breathe and will die. What the players will It has a value of 900.)) 23. You see an area which is misty, and
not notice is that there are about 5 small __ 21. ((In this area are twBlentz,one at  your vision is reduced to only 2" into it.
objects falling at terminal velocity in the pit  “@” and one at “b". If the party comes from ((The mist is completely harmless, and

already, but they will hear a faint whistling room 4, they will try to trap the group be- thereis nothing in the room.))

noise. Any person leaning over or moving tween them. They are AC7, 4 dice, 20HP, 54 vy enter an area and seeGiant

over the pit has a 50% chance of being struck 25% magic resistant, value 600 each. They p

by one of these objects for 10HP.)) resemble large 4dark brown pillows, ((These are AC7. 4HP each. value 9
20. ((As players walk across this part of sprouting dozens of mobile, rope-like tenta- 40 They attack once each for 1-3 HP. As

the corridor, there is a 20% chance per per- cles. Each of these ends in an eye/beak comge niavers crawl from the tunnel, the rats wil

son that they will notice that the floor is  bination which is capable of piercing armor. - 4~in"15 on their attacks))

sticky. They have actually walked dcho ~ They are 90% resistant to normal fire. If hit 25 (I thi . a: ion Crawl

Paint. The paint will cling to the boots of by fire, they will take 2-12HP once per dose , 5> (35 %-Cés fgﬁ%'s alaren%gO ﬁ?w er. t

those who walk on it, and alter 1-4 rounds Of burning oil, 1-6hp per torch. They can 124" . Ice, rn f val . ean al-

will begin to produce mute echoes as if attack 6 times on each side per turn for 2HP 12 Parg}‘? Per“ ﬁ"”t ?r ‘3532""6’9 verzus pallray-

someone were walking behind at a distance per attack. They communicate telepathi- frl]sé victin¥| ilg \gélte?qsbot[hé crerlt\)/\lljlgrsbg?oig?

of 100’ or more. The echoing effect will last cally.)) _ _ _ hand Y

until the paint dries (in 1 day) and then the _ 22. ((This room contains &arrion ~ Nand.))

echoing will cease. Holy water, warming with Crawler, AC3/7, 3 Dice, 15HP, value 600. It _ _ _

a torch or even the use of soap will remove can attack 8 times per turn for a save versus ~ ((Theoretical Maximum Points: 100,000.))

Exterior Map: For Players’ Information

North End The Great Sea
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A Dark Forest A 4 Anclents
’ The DustPit % Doomkeep 44 /&AA A A4 A
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N Aﬂ/\ 14

Lokheim Mis. A }\;L A A A TheLostLake The Gray Woods 4
A/\ Aﬁ AA A Eagle Crag

*
A Lokheim Mines Dzantis Forest

Everglade Mound

Eagle River

This map should be given to players before they begin their adverplayers will search for clues.
ture. It shows the general terrain and important features of the area THE DUST PIT is an area of vast sands, dust devils, whirlwinds and
which contains the possible locations of the Rock of Ages. Some of tliemysterious sand “drain.”

highlights of the map are further described below: CITY OF THE DEAD is an ancient city of the old race, now
NORTH END is a forgotten, sandy beach-cave complex. deserted.
KANG'S TOMB is the final resting place of the first Master of ~ THE GRAY WOODS is a dead grove of ancient trees.

Flowers. It is located in a mountainous area. THE LOST LAKE is hidden in a mountain valley. There are rumors
PENDULUM POINT is a barren jumble of rocks, boulders andof an underwater city.

caves. EAGLE CRAG is a tall, solitary mountain honeycombed with
THE BLASTED PLAIN is a vast plain of ash with a single oak tree in caves.

its center. LOKHEIM MINES are deep, cavernous labyrinths in the Lokheim
DEVIL GATE is an ancient altar in a cavern found just off a hidden Mountains.

canyon. EVERGLADE MOUND is a tomb of the Ancient Ones. It is in a

DOOMKEEP is the deserted (?) castle/dungeon complex where forest and is rumored to have an underground complex.
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BARTHENOUS THE BOLD
+1 to Activate (in some cases)
No Magic allowed

An old military leader, Barthenous will Activate
any kingdom at +1 whenever another player’s
units have crossed its border.

He will never use Magic, nor will he try to acti-
vate the same kingdom twice in a row.

ABATOR OF MANY RODS

-1 on all Diplomacy cards

It is said of Abator that he keeps a hot fire in
which are the “irons” of his dealings. He can, at
times, perform two diplomatic functions at once:
When he draws a Special Mercenary card he may
play it, as well as attempt to raise a Barbarian
army. No one trusts this wheeler-dealer, and he
gets -1 on all cards.

AFILITH THE HALF-ELVEN
+2 to Activate Elfland
+1 to Activate any other non-human kingdom
-1 in all dealings with Barbarians

He has a natural affinity for non-humans, but
Afilith is hated by Barbarians. He will be killed on a
1 or 2 when trying to recruit them.

BAZORA OF THE ROCKS
+1 on Threats and Blackmails
-1 on Marriages and Long Orations

Bazora first appeared as a madman from the
Banished Lands. He may only recruit Barbarians
in the Banished Lands. After each time he does
so, he will vanish on a roll of 1.

LASIMBA THE FEARED
+1 (optional) on Threats, Blackmails, Bribes

Lasimba, a strong-willed man, can use his +1
at any time. But if he uses it and fails, he is
banished from the kingdom as after an attempted
assassination.

KREMOI THE DECREPIT
+2 on all Orations
-1 on all other cards

This ancient ambassador is no more than a
talker—but a good one. It is said that thieves once
caught Kremoi on the road at night. But he was
able to convince them it was day, and they ran off
in fear of what they thought was a great wizard.

WILLFO THE WINDBAG
-1 on Threats +1 on Long Orations

Willfo is said to have talked Hamahara out of
his wings—though quite temporarily—after 48
hours of debate.

But he cannot handle threats at all, for even the
mention of violence starts his plump fingers to
quivering.

EGROAR THE RIOTOUS

Egroar's nature makes him almost unbearable.
If he tries and fails to Activate a monarch, he gets
banished from that kingdom for 1-6 turns.

But his riotous nature causes mercenaries to
flock to him. Any time Egroar fails to activate a
kingdom he gains 1 mercenary unit at any friendly
port or castle.

ELFAYEON THE WISE
+1 on White Magic and Long Orations
-1 on all Bribes and Threats
No Black Magic allowed

Elfayeon can never use Black Magic, but any
kingdom he Activates with White Magic can never
be Deactivated with Black Magic.

HEROS THE BLUNT
+1 on Threats -1 on all other cards
+1 in all dealings with Barbarians

Heros is reputed to be the result of an ill-
advised mating between a hill giant and a dwarf
maiden.

He seems to always convey a rough message
well and is well liked by most Barbarians.

SIR WILLIAM WAGINGTONGUE
+1 on Marriages
-1 on any Magic attempts

This great romantic is said to have arranged the
marriage of a terribly ugly princess of Hothior with
an unknown deity. The deity’s vengeance causes
his minus on Magic attempts.

SSISATOR THE SCALY ONE
+2 on Bribes to coastal kingdoms
+1 on other Bribes
-1 on raising Barbarians

Ssisator claims to have found the great jewel of
Simolious, which controls the waters. He gets the
advantage of Bribes by promising kingdoms the
aid of the great jewel.
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THE PIT oF THE ORACLE

INTRODUCTION who rides the road on the nights when the moon is but a pale sliver in
the night sky, or the werewolf ghost of Kevin O’'Korr, or the will-o-
The Pit of The Oracle is a game module designed for use with theiisps which dart here and there among the treacherous bogs (which,
rules of Advanced Dungeons & Dragons. It can be used by itself as some claim, cause the strange glows which can be seen on the moor
self-contained campaign (or as a springboard to a larger campaignt nights) or even the dreaded banshee who howls her loneliness on
or it can be easily incorporated into an existing campaign. cold nights. Whether these rumors have a basis in fact or not, the
Many non-essential specifics have been left out, enough so th&loor can certainly be a treacherous place to wander in unguided,
each Dungeon Master can flesh out the area to his/her taste, or for there are dreadful mires which seem to appear from nowhere and
conform to the setting of an existing world. This “incompleteness,”suck unwary wanderers to their deaths in the peat far below.
while making the module more adaptable, also insures that no two Other moor legends speak of a fell race of darkling beings who
campaigns in and around The Pit of The Oracle will ever be alikelive somewhere, perhaps in tunnels beneath the bog’s surface.
This enables a DM to be a player in someone else’s campaigBome few insist that the bog is the home of the Lurkers in Darkness,
without having too much advance knowledge of what the campaignvho are generally accepted as coming from the Shunned Hills. And
world is like. to complete the assemblage of moor legends, there is even a story of
The openness of construction does not mean that The Pit of Tha wizard throwing a curse on the finest farmland in the area, causing
Oracle is not ready to play as it is. It can be used exactly as presenteit,to die and become a bog festering with evil.
providing that the material is read thoroughly before starting to play,
so that the many interrelationships between parts of the module cdhHE JARKUNG LANDS
be fully understood. If one were to follow the Moor Road northeast from Narrion for
many miles through the Moor and past the end of that desolate bog,
one would eventually come to the Edge of The Wild and the Jarkung
Map A—Narrion and the Land Surrounding Lands. Little is known about this area by the people of Narrion, for
few ever venture to the Edge of The Wild and fewer still return from
The small town of Narrion is located precariously on the verythat direction. It is known that beyond the Moor lies a vast, desert-
edge of the wild country, and as such is often a stopping place fdike land full of boulders and strange rock formations and sand. It is
adventurers going from one area to the other. There is not terriblyiere that there is said to exist a half-devil race whom men call
much trouble in wandering by day down the small roads through thgarkung. Not much is known of them but they are generally very
large expanses of untended grasslands which extend southeastwaigktile toward mankind, and the villagers are very afraid of them and
between Narrion and the next nearest town (except for an occahankful of their remoteness. To talk of the Jarkung will bring a
sional bandit or two)—but the legends of the blasphemous thingserious look to most any face in Narrion, for they are generally
that roam the deserted plains by night are numerous and particularccepted as existing—even if they are not exactly what they're
horrible (at least, to the pale-hearted folk of the town). reputed to be.

LOCH LAKAN GREENWOODS

To the north and west of the town lie the cold, dark waters of Loch  To the west of Narrion, between Loch Lakan and the Narrion
Lakan, an unremarkable fresh water lake in all respects except fdRoad, are situated two small patches of forest called the
the fact that local legend makes it out to be the home of a horriblGreenwoods. Most folk generally agree that there is nothing remark-
monster. The creature is actually a very large Plesiosaurus (160 HBble about these two patches of trees, but there are a few who insist
who differs from the normal beasts (aside from its size) in the fact thathat the wood was once part of a great forest which, upon being
it swallows its prey alive on a roll of 10% (+2) over what it normally cursed by a wizard, withered and died.
needs to hit, or on a roll of 20 in any case. On a roll of 1 on a d6, the
beast will notice anything moving in or on the lake and try to make #FHE ORACLE
snack of the intruder. Because of this creature, none of the locals fish Southwest of Narrion, in the mound that has come to bear his
or swim in the lake—though about once a year some foolhardy childame, dwells the far-famed Oracle of Narrion. This aged seer has
will take it into his/her head to defy the town elders and take a quickived in the pit below the Rock of the Oracle longer than anyone in
dip. About once out of every 10 times the child returns, usually vernNarrion would even venture to guess. The townsfolk are grateful for
shaken up. his presence, both because of the travelers that come to the small

How the creature came to be in the lake is a disputed matter iown to pay homage to the seer and for the most fabulous predic-
local legend. Some insist that long ago a black-hearted star fell fromions that he makes on their behalf—especially concerning the
the sky into the center of the lake and spawned the thing. Other taleftead Stalker. An amazing number of the Oracle’'s predictions have
insist that the monster is the result of a witch’'s or wizard’'s (thecome true, especially concerning when the monster will strike. He
legends vary) curse upon the lake and the lost fishermen of Narriodoes not always speak of the question asked but sometimes refers to
(whose cries, some insist, can still be heard at night). Still others insighore important events in the near future. The townsfolk have not
that there have never been fishermen in Narrion because the maiways understood his cryptic messages in time to do anything
ster has always been in the lake. And a final faction insists that whesbout the portents. (In fact, there have been few times when the
the Stalker first came to Narrion it brought the creature with it as itsvarnings have not made any difference at all, but to the people this
pet. There are many other such tales, but they are all variations afoesn’t seem to matter, for hetieir oracle and they will speak no il

these themes. of him.)
To consult the Oracle, one goes to his mound and enters the
THE MOOR large rock on the summit through the cave opening on the north

To the northeast of the town lies the Moor (often called “Theside. In the dimly lit, rough-walled cavern a small black hole can be
Haunted Moor” by the old wives of the town), through which theseen in the center of the room. One must approach the 5-diameter
Moor Road runs on its way to the Jarkung Lands and the edge of thmle with utmost reverence and drop a sacrifice (gold, food, etc.)
wild. There are numerous legends about the Moor, most of therdown the shaft to where the Oracle dwells below. One question may
concerning spirits of one type or another, such as the headless bangt asked of the seer.

M2



May 1980 The Dragon

THE SHUNNED HILLS

These bleak hills are generally accepted to be the place from
which the dread Lurkers in Shadow originate. It is said that the
obscene creatures lurk and breed in caverns deep in the bowels of
the hills, and only venture forth at night when the moon is dark to
garner human captives for their unholy rites. The people fear these
beings second only to the Stalker himself. It is said that the Lurkers’
tunnels honeycomb the entire length of the Shunned Hills. Some
even suggest that they reach underground into the very heart of
Narrion, and that the Lurkers and the Stalker are one and the same.
But not many souls believe this premise, for it is said that quite some
years ago a mighty hero killed one of the Lurkers and displayed its
body for a long time in the public square, but the attacks of the
Stalker did not stop. (The small, lizard-like body of the Lurker has
since either been lost or was thrown away because of the legendary
stench of the carcass.)

In actuality the Lurkers are a large band of troglodytes who live in
a series of honeycombed mazes beneath the Shunned Hills. They
generally live up to most of what is attributed to them.

NARRION

Narrion is an unremarkable town situated not far from the edge
of the wilderness. Being so close to the wild country, the town has
found it necessary to have a large (30’) wooden wall (with a small
parapet) constructed around its perimeter in order to keep certain
undesirable types from raiding the town after dusk. To this end there
are also guard platforms on the northernmost and southernmost
corners of the wall. The town’s two gates, the great Front Gate and
smaller Moor Gate, are closed promptly at dusk and are not
reopened for ANY reason until dawn.

The shops of the town are usually open for an hour or two after
sunset, but the proprietors can usually be called to business at any
hour by a sharp rap on the door. It is recommended, however, that
anyone doing so have just cause, or face the wrath of a very dis-
gruntled shopkeeper.

The taverns are generally open until two or three in the morning,
but can be persuaded to stay open longer if there's a profit to be
made. The inns are normally open all night (or at least can be
“opened” with a good shout), to take care of the few who are always
straggling in from the bars at odd hours, and also because it's a sort
of tradition for inns to be open all night (after all, no one legally
enters town after dark). You can usually get a drink at any time of
night at any inn (though if you wake someone up just for a drink, it
may cost you dearly).

Then the wait begins. The Oracle has been known to ponder for The laws of Narrion are basically common-courtesy rules. If
nearly a day before answering some questions put to him. If a dagomeone doesn't like the way you are acting in his place of business,
and a night pass and the question has not been answered, then he has the right to throw you out. If you give a shopkeeper any
answer will be received, either because the sacrifice was to small drouble, he will call the town guard (and the town guard does not like
because the ways of the Oracle are strange. In any case, one shotitd be disturbed, being basically lazy in regards to working), and the
then retire and wait at least a day before trying to consult the Oraclguard will throw you out. If you're caught stealing the offended party
again. can either demand that you pay for the item (and they may not give

If one gets an answer, it will usually be fathomable in proportionyou the item), throw you out on your ear, or bring you to public trial,
to the sacrifice given: the more valuable the sacrifice, the more plaiwhich is also what happens if you have committed a gross offense of
the answer. This, however, is not always the case. Once one answame kind or another.
is given a second question may be asked, but it must be on another Public trial consists of bringing the accused party before an
subject in order to have a chance of it receiving an answer, foassembly of the entire population of the town (usually at noon, but it
oracles are loath to explain their cryptic remarks. (A second sacrificean be in the middle of the night if the case is urgent) at the town

for a second question at this point wouldn't hurt, either.) gallows. The accuser presents his case before the assemblage. The
The Oracle usually answers in riddles or rhymes or combinationsgown then decides the fate of the accused and, if he is found guilty,
thereof. the punishment. (Remember how carried away large groups of
people can get, especially if they have been awakened from a sound
THE BLACK FOREST sleep.)

This dark, dense mass of trees stretches from just past the Mound The accused cannot speak in his own defense, but another may
of the Oracle far to the southeast of the land beyond Narrion. No onspeak for him, or the accused may challenge the accuser to trial by
knows what lurks at the center of the Black Forest, though it iscombat. Dueling is legal in Narrion; however, the person challenged
generally agreed to be either a very ancient castle, or a dragon, g@ets to choose the terms on which he fights. A duel in Narrion could
both. A few people think that this is where the Lurkers in Shadowbe between an armed man and an unarmed challenger, and would
originate from, and the wood has been said to contain nearly everstill be legal. That is why town inhabitants will almost never choose
other type of abomination as well. As is often the case among the folkial by combat.
of Narrion, some insist that the forest has been twisted and cursed by People traveling through the town may be charged a Visitors Tax
an evil wizard, and perhaps even this is true. of 1 g.p. by the innkeepers for the first night of their stay in town. This
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small surcharge is to help defray the cost of maintaining the town'tevel, with only a few exceptional people standing between the
guard. Expenses not covered by the tax are taken care of in any waywn and its downfall to the forces of the outside world.
the town can come up with such as fines for crimes, etc. The Not only would a town full of super-characters take away the
innkeepers and shop owners usually make generous donations tawn’s atmosphere, it would also destroy the threat of the Stalker,
the guard as well. which is supposed to be what the players will conquer. If they
defeat the monster then they may certainly populate the town with
THE STALKER whatever they like, providing that they do not fall under the “Angry
This is the horrible monster that keeps the town of Narrion in aVillagers” section given later.
constant state of fear. It strikes mercilessly and without respect
for age, sex, or social prominence, in a seemingly random faShNARRION DETAIL MAP A
ion. Numerous attempts have been made to capture and destroy
the beast, and despite the help of the Oracle's prophesies, all 1) (F/2)
attempts have met with unmitigated failure, though once or twice 2) (MF/2)
a number of men have managed to meet the thing head-on. 3) (F/2)
For a horror that is so familiar to the townspeople, the descrip- 4) (U/1)
tion of the “Stalker” (which some unmemorable person dubbed 5) The Blue Gill Tavern(T/1)—Hangout for local riffraff and
the creature hundreds of years past) is still much disputed. Thieoods is known locally for its cheap booze and frequent fights. It is
most accepted version of what the Stalker looks like is a hugea good place to make underworld connections but is not terribly
hulking shadow-like thing, 9' tall, with many eyes, or insect eyes,good for picking up rumors or information. Both management and
and a monstrous, gaping maw lined with razor-sharp, six-inchpatrons tend to be tight-lipped. The Bartender is untrustworthy
long teeth. and a prolific liar on any subject when properly tipped.
Other descriptions are a lion-headed creature with huge, 6) (S/2)
leathery bat-wings; a man-frog with the legs of a bull and tail of a  7) (S/2)
dragon an amorphous blob, with a scaly hide which can grow 8) (S/2)
limbs and mouths at will, a demon or a devil; or any one of a 9) (S/2)
number of equally dissimilar creatures or combinations. 10) The Narrion Inn (1/2)—This inn features a warm
In actuality, if anyone could ever see through the darknesstmosphere, good food and drink. comfy rooms, a jovial, rotund
(night, not a spell) and their own fear (which is unlikely) the Innkeeper/Barman, and fetching, but moral, serving girls. Many
creature they would see would be a huge, shambling, mottledf the less sleazy locals spend time here after dark, having a
green toad-thing with 2-inch-long claws and a maw like a beadrink, exchanging stories, and playing a competitive but friendly
trap. It stands 8' tall at its massive shoulders (its head is segame of darts. A good spot for rumors but not as flashy as the
slightly lower) and atop its froggy head are two sets of red andsreen Dragon Tavern (below).
black liquid eyes, the larger ones set where they would normally 11) The Hut of The Witch llsgSH/2)—The Witch lives on
be and the small ones above them on the monster’s foreheathe second floor of this building and runs a curio shop on the first
Men who have seen these grossly inhuman eyes have bedioor. She is a third-level Magic-User who is constantly followed
known to lose all courage and run from battle, and these men wilby a black cat which acts as her familiar.
never be able to give an even remotely correct description of the llsa has Str-8, Int-16, Wis-12, Con-10, Dex-13 and Cha-6. Her
monster. (Note that this fear is not due to any ability that thealignment is Neutral (tending toward Evil). She looks very aged,
Stalker has but is merely a factor of the inhuman and unfamiliabut her age is not actually known. She walks with a cane (actually
way it moves and fights. Check morale often if NPCs confront thea Staff of Withering).lt is whispered that almost anything can be
beast. It is extremely terrifying.) It often laughs in a dry, croakingbought in her shop. It is also whispered that she is responsible for
voice. the occasional disappearances in the town, generally attributed
to the Stalker (this may be partially true), but the more sensible
THE TOWN people of the town take no stock in these rumors. (It is also
The following outline of the town of Narrion provides only the rumored that she uses her victims to restore her youth in some
barest description of the town's houses, stores and inns, and ttecane manner, but this is even less widely believed.)
people who run the stores and inns, as well as a few of the town's 12) (S/2)
other more exceptional citizens. The remainder of the details 13) (U/2)
have been left for individual DM's to fill in. This adds a unique 14) (S/2)
touch to each “Narrion” so that no two will probably ever be alike, 15) (S/2)
thus creating the possibility that one DM may run in another DM's ~ 16) The Temple of ApathyCH/1)—This temple houses the
world even if both are familiar with Narrion as presented here. main religion of the people of Narrion. The religion preaches that
In general, most of the townspeople should be of very lowonly through the ignoring of day-to-day events can a true state of

KEY TO BUILDING DESCRIPTIONS except that it houses more than one family in separate living
Each building in the town of Narrion is described by a areas.

letter-number code which provides the type of structure it is S = Slum—a very run-down family-type dwelling, usually

and the number of floors it has. For instance, MF/2 means at least two stories high and usually a multi-family home.

two-story, multi-family dwelling. SH = Shop/House—a building with space for a shop or
Building types are as follows: store along with living space which is partitioned off or located
CH = Church or Temple—a place of worship, usually on a separate floor. There is usually a description before the

attended by a priest or priestess. designation describing what kind of combination structure the
Bk = Barracks—a one-room building which houses a building is.

large number of men such as the town guard. U = Uninhabited—a building which is unoccupied, but

| = Inn or Tavern-a building which can house travelers which usually has a particular designated function. The “U”
which usually contains a restaurant/bar area and stables fashould be followed by a second designation to indicate this

mounts and other animals. function, as in “U/F/2” to stand for an uninhabited, two-floor
F = Family—an average single-family dwelling, a multi- family dwelling. The type of each uninhabited house has been
room structure, usually not particularly expensive. left up to the DM’s determination. designations can be de-

MF = Multi-family—essentially similar to an “F" dwelling, veloped using the above guidelines.
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oneness with God be reached. An often-quoted passage from the a guest who asked too many questions or appeared to know too
holy scriptures is, “God created the world in three days and themmuch.

left it alone because it no longer directly concerned him.” This  21) Smith (SH/1)—The Smith is a tall, dark man. His prices
philosophy has quite naturally kept any concerted effort fromare good and he treats his customers fairly—but woe to any who
being organized to deal with the Stalker. The temple is run by oneross him. Treat him as a 4th-level Fighter with 18/29 Strength.
first-level Priest who will ignore anyone entering the temple who 22) (U/2)

does not appear to directly concern him. 23) (MF/3)
17) (MF/1) 24) Bookstore (SH/2)—This strange little shop-house is run
18) (MF/2) by an eccentric old sage whose sight and hearing are both de-

19) The Town Livery—Adventurers’ horses may be housed teriorating; he is therefore sometimes very hard to deal with. The
here for a charge of 1 g.p. per night. The care is adequate and tBRop occasionally has rare books, tomes and scrolls which he will
watchmen are fairly attentive. part with for a very reasonable price. An occasional magic book

20) The Golden Mug Inn(I/3)—This inn is the usual staying will pop up also.
place of adventurers in Narrion, so the inn’s bar is a good spot to 25) (S/2)
check for tales. Food and drink are both good and cheap, room 26) (S/2)
and board is five silvers per night. The barmaids are both beauti- 27) The “Haunted House”(U/2)—In the cellar of this di-
ful and willing, and the inn is always looking to hire new barmaidslapitated old house is a secret door which is the Oracle’'s second
who meet the requirements. (It is sometimes rumored that thesmethod of secretly entering Narrion, though it connects with the
girls mysteriously disappear, though the Inn claims that they havesame passage that runs from the Golden Mug Inn. It is the
merely left town. This is generally accepted as the truth, since th®©racle's occasional prowling through this house that has led to
girls are known to be rather free with their favors.) the rumor that the old manse is haunted. Though most people

The Innkeeper is a ruddy-complexioned fat man by the namelaim they don’t believe the place is haunted, everyone avoids it
of Cobbisan Ssa. He is very tight-lipped and nervous, and hdike the plague.
sweats at the least provocation or physical action. But his nervous 28) (S/2)
fear is well founded, for he is a thrall of the Stalker/Oracle. There 29) (S/3)
is a secret passage from the Oracle’s Temple Pit which has an 30) (S/2)
exit in the deepest part of the Inn's wine cellar. This is one way 31) (S/3)
that the creature can enter the town undetected. Cobbisan lets 32) (S/3)
the creature through a secret door, and it then either moves into 33) (S/2)
the town proper or stalks through the secret passages which lead 34) (MF/3)
to several of the inn's rooms. (The passages lead from the cellar.) 35) The Green Dragon TaveriiSH/2)—A good number of
The Oracle pays Cobbisan well for his services (which is why theadventurers can be found frequenting this tavern, as well as most
man can afford to run the inn so cheaply), but the bartender livesf the more boisterous locals, so this is a very good spot to pick up
in constant fear of being found out by other people. This makesnformation. The barkeep is a jolly, middleaged gent who lives
him very paranoid and nervous and he has, upon occasion, dorove the tavern with his good-natured wife (fairly pretty for her
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age) and his two small children, a boy and a girl. Holliman (the
barkeep) is well known as a magnificent story teller and is ver
knowledgeable on many subjects, knowledge that he will gladl
share with anyone asking him and offering a generous tip. Wit
his jovial good humor and quick wit he usually manages to keef
the crowd under control. He usually assumes the forefront con
cerning matters which affect the whole town.

36) (MF/2)

37) (MF/2)

38) (F/2)

39) (F/1)—In this slightly rundown house lives Bornn, the
Fighter. He is getting on in years and is neither as strong nor as quick
as he used to be, though his wits are still as sharp as ever. He is a
conservative fellow by nature, and nearly a recluse. He has not
gone adventuring since he was converted to belief in the Churcy
of Apathy through an unfortunate set of circumstances involving
his late wife a number of years ago. He is, for all intents and
purposes, retired. But if he thought the cause were great enoug
he could be stirred to action. He is a seventh-level Fighter. On his
living-room wall hangs his mighty sword Rangorn, which is a +1
Lawful Good sword with Int 12, Ego 7 and three remaining wishes.
It speaks only lawful good and common, though it can communi-
cate telepathically. It has the following powers: 1) Cure Serious
Wounds, 2) X-Ray Vision, 3) +2 Str and 4) Detect Evil and
Good.

40) (F/2)—This modest house is the home of Bornn's daugh-
ter, Gay, and her three-year-old son, Jon. She is a very beaultif
blonde-tressed young woman with a pleasing figure and flashing Qg
green eyes. She is often somber-faced, but has a bright, warm
smile and a lilting laugh when she chooses to display them. Since
her husband was slain she has worked at the Green Dragon Tavern
as a singer and a dancer. She is as protective of her father as he is of

her. THE LEG_rENl_) OF B_’ORNN_ _ _
41) (Bk/2)—Barracks housing about 50 lazy and apathetic ~Following is a brief outline of what one might hear concerning
soldiers. the life of Bornn, the fighter. It is a general guide only; there is no

42) The General StorgSH/2)—An average general store one who would tell it exactly this way. Here are the facts: o
run by a chubby, middle-aged woman (Gloria Simins) and her two 1) Both Bornn and his daughter live in relative seclusion in
beautiful teen-age daughters, Lena, the eldest, and Marci. Th&eparate houses at the edge of town. It has been thus since Bornn
three of them live above the store. was converted to the faith of Apathy years ago.

2) In the beginning Bornn had been very active in the town
defense and had even pitted his sword against the Stalker and
wounded the beast, though it escaped.

3) One night as he sat at home with his wife Elaine, he heard a

G) Front Gate scream of terror. Kissing her farewell, he rushed into the square

H) Moor Gate to see a dark shadow grappling with a villager.

RUMORS AND LEGENDS 4) Bornn swung his sword and hit the shadow a mighty blow.

These are the rumors that commonly float around the town oflt fell to the ground, and in the moonlight Bornn could see that this
Narrion. If characters are just asking around, allow about an 80%vas not the Stalker but the reptile-like form of one of the Lurkers in
chance that they will get a false or trivial bit of information, unlessShadow.
the source is reliable or has a reaction of 10 or above toward the 5) Then he heard his wife scream. Breaking down his own
characters. Keep in mind also that most people wouldn't know toaloor, he rushed into his living room and saw a hulking shadow-

Other map symbols
E) Watch Towers manned by two men at all times.
F) Gallows

many unusual things (that had any truth at all to them). thing hunching over the dead body of his wife. He charged the
In no case should rumors approach the truth more than theonster with a blood-curdling scream and smote the monster’s

rumors given in the outlines, without very good reason. flesh and bone with such force that the blow carried Bornn to the
Rumors not already detailed elsewhere in the text will be giverfloor. The monster just laughed.

hereafter. 6) In his dazed stupor, Bornn swore that he saw the monster

Roll a 12-sided die: dissolve into the shadows and disappear from the house.
1) The Witch llsa 7) From then on, he has led the life of a recluse, even refusing
2) The “Haunted House” the company of his daughter Gay and her husband. The total
3) The Golden Mug Inn randomness and meaninglessness of his wife’'s murder con-
4) The Bookstore vinced him that all the good that one can do in the world is for
5) The Hills of the Jarkung naught, so one might as well be apathetic. Thus, he was con-
6) The Oracle (perhaps a recent prophecy) verted to the religion of Apathy. He still refused Gay's requests
7) The Loch Lakan Monster that he move in with her and her husband because of the pride
8) The Moor which lingers in him to this day.
9) The Stalker 8) It was only a short time later that Gay’'s husband, while
10) The Lurkers in Shadow (Troglodytes) and their under-enlisted in the King's Army as a mercenary soldier, was killed in a

world realm battle with the Jarkung. But Gay had pride like her father's and
11) Misc. Wilderness rumor would not consider moving in with him, not even when her son
12) Bornn, the fighter (his family, his history, and his conver- was born a few months later, though they see each other fairly

sion to the Faith of the Temple of Apathy) often.
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ANGRY VILLAGERS (village reactions)

This table is to be used if the Oracle is killed, or it can be used
for just about anything if you ignore the parts of the paragraphs
that obviously only apply to the death of the Oracle. With that
preface, the following are the possible reactions for the people of
Narrion (adding or subtracting from the dice roll for charisma

bonuses or penalties of the offender):
Roll 2 6-sided dice:

2-3 = ANGRY —The town is extremely upset at the death of
their Oracle; they don’'t seem to care that he was a monster, they tl" =
would gladly sacrifice a few lives for the gift of prophecy. They v
may not even believe that he was a monster; after all, there’s no _\."v:
body. How do they know that you haven't just done away with their
prophet? And besides, can you imagine what this will do to thei

tourist industry? Character is lynched without trial.

4-5 = CONVICTED —Character is tried and convicted of ‘\
harming the town or a resident of the town and either hun \\g s
stoned, or otherwise subjected to the eye-for-an-eye justi§

system.

6-7 = HOSTILE —Tried, but the people can't seem to make up
their minds on guilt and finally decide to exile the offender from
the town, maybe even with some supplies.

8-10 = ACQUITTED —Tried and let off, but the people prob-
ably aren't terribly pleased and will request that the offender

leave town.

11-12 = JUBILANT —The townspeople are overjoyed that
they have been released from the curse on their village. They
raise the slayer on their shoulders, parade him through the town
and give him the keys to the city and a night on the town. If the roll
plus bonuses for reaction is over 13, the people will beg him to
stay and give him a house and a cushy job and his pick of thfhe Prowler
unmarried women of the town, etc. (Now, if only you'd do some-FREQUENCY—Rare

thing about that Lake monster, and those Lurkers . . .)

Note that these reactions do not apply until it is discoveredA.C.—1
that the Oracle is missing or until some idiot spreads the newsMOVE—12"

around.

WANDERING MONSTERS

Common (65%)

Uncommon (20%) Rare (11%) Very Rare (4%)

VN X 1
\: ot L

1) Skeletons

2) Skeletons

3) Skeletons

4) Skeletons

5) Troglodytes
6) Troglodytes
7) Troglodytes
8) Centipedes
9) Centipedes
10) Gas Spores
11) Gas Spores
12) Giant Spiders
13) Giant Spiders
14) Stirges

15) Stirges

16) Stirges

17) Centipedes
18) Troglodytes
19) Skeletons
20) Skeletons

Trolls Ghosts
Trolls Xorn
Cerebral Parasite Roper
Basilisks Xorn
Medusa Ghosts
Mimic Ghosts
Gargoyles
Black Pudding
Grey Ooze
Prowler
Prowler
Trolls

Night Hag
Mind Flayer
Vampire
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NO. APPEARING—1

HIT DICE—14
% IN LAIR—10%
TREASURE TYPE—NIil
NO. OF ATTACKS—2
DAMAGE/ATTACK—Bite 1-
8, Constriction 4-48
SPECIAL ATTACKS-Gaze
SPECIAL DEFENSES-NIl
MAGIC RESISTANCE—50%
INTELLIGENCE—High
ALIGNMENT—Neutral Euvil
SIZE—L (9-16’ long)
PSIONIC ABILITY—Nil
Attack Defense modes—Nil

When looking into the eyes of the Prowler it is necessary to make
a save vs. magic or the victim will be irrevocably mind blanked,
becoming a Zombie under the control of the Prowler. (Those who
make the save, the Prowler will attempt to crush within its powerful
coils.) The Zombie(s) then become the recipient of the monster's
eggs, which she carefully injects underneath the skin of the victims
with the brown tentacles that line her mouth. No matter how
tenderly she does this, however, the victim still takes 1-8 points of
damage. The Zombies are then turned loose to wander about
aimlessly for 2-8 days until the eggs hatch and disclose their wriggl-
ing contents, cute little baby Prowlers. The Zombie now becomes
their first meal; he lies down quietly as the little devils pick his bones
clean.

Some exceptionally intelligent Prowlers have been known to

Skeletons—Skeletons found in the service of the Oracle are ofform hatcheries. They charm large numbers of people and use them
the normal type, with the exception that they all have 16 hit points,as guards and hosts for their eggs. These hatching grounds will
more than twice the normal maximum. Other than this one discrepusually be found in abandoned caves or underground.
ancy, the monsters named above are all as they appear in the To restore the minds of the Zombies, it is necessary to acquire the
Monster Manual, or as listed elsewhere in this module.

Frequency for monsters in the Pit of the Oracle supercedesimultaneously casDispel Evil spells upon the Zombie, who then
anything written elsewhere.

services of 3 High Priests (9th-level Clerics or higher), who

regains control of his mind.
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The Jarkung

FREQUENCY—Rare

NO. APPEARING— 1-6 or 2-
12 in lair

SPECIAL ATTACKS—NIl
SPECIAL DEFENSES—NIl
MAGIC RESISTANCE—20%

Vol. IV, No. 11

These impish creatures are the conjured servants of the Super-
Planes (such as Hell and the Abyss). They are summoned to perform
myriad deeds that are not important enough to spare a greater
servant for, such as fetching the master's slippers. They are seldom

AC. —3 INTELLIGENCE—High found on the Material plane, though they freely roam the Astral and
MOVE—9" ALIGNMENT—Neutral Evil Ethereal planes, carrying messages for their powerful masters.
HIT DICE—5 (with some Lawful They are formed from the embodiment of the spirit of one of the

four elements and cannot be harmed by anything originating from
that element. Thus, Earth Demons cannot be harmed by things
made of stone, Air Demons are not affected by whirlwinds and such,
Fire Demons are not affected by brandished flame or boiling oil, and

% IN LAIR—15%
TREASURE—Type A, gems,
jewelry, and maps/magic

tendencies)
SIZE—L (7’ tall standing, 14’
overall length)

only PSIONIC ABILITY—Nil*
NO. OF ATTACKS—1 tail, 1 Attack Defense modes— Water Demons can stand in the midst of the mightiest tsunami.
or 2 weapons Nil* Similarly, they are each affected by no magic involving their ele-

ment. They attack and save as 7-die monsters, and as noted above
are at least 50% magic-resistant in any case. If one is Killed, it simply
becomes broken down to its elemental component.
Though they will follow the orders of any powerful being sum-
These creatures have a long tail with a mace-like growth at th@oning them, Gremlins tend to be very mischievous and chaotic in
end, small horns, and come in a variety of colors in odd designst.he'r dealings. .
They can see well in darkness as well as light, and are fairly intelli- They speak common, neutral, lawful, and chaotic as well as
gent, though lacking in Wisdom. Their strength is great, and they cafeir own Gremlin tongue. _
hurl rocks as a Hill Giant, doing 2-16 points of damage. However, ~ They can become invisible and teleport at will and are very fond
their snake-like form enables them to attack creatures much smalléf Peing small nuisances to players, just for fun. If a player en-
than themselves with none of the penalties that Giants incur. Whefounters an otherwise unengaged Gremlin, the little pest will often
in close combat they prefer to strike with two weapons at once whildum invisible and follow the character(s) around for the sole purpose
using the snake-like lower portion of their bodies to move aboutf Playing pranks. Gremlins may actually be responsible for all sorts

quickly, bewildering and often tripping their opponents (as well asOf minor annoyances. ) )
striking with their mace-like tail). If they are encountered in large groups, there is one further

No one knows how long Jarkung live, or even if they die naturallyPother that Gremlins can provide. A group of 6 or more can once a
or how they reproduce (though it is rumored that the tail may served@y perform, in conjunction with one another, a totally random M-U
as an egg case when needed), for no young have ever been seen. [8R€!l of any level. This is a totally random conjuration and cannot be

a known fact that Jarkung use ESP, and it is rumored that the oldéPntrolled to any extent. If the character is lucky, the Gremlins may
ones can use Psionic powers. even be caught in their own spell (perhaps, for example, be caught in

their own Teleportand be unable to find the party again), especially

Note—Both the Jarkung (TD-14) and the Prowler (TD-7) origi- if the intended victim makes his saving throw.
nally appeared in issues dthe Dragon.They are represented here

more or less as they originally appeared, with some interpretationThe Oracle (aka The Stalker)

where the original text was lacking the detail necessary for inclusiorFREQUENCY— Very Rare

in the Monster Manualformat. NO. APPEARING—1

A.C.—4

MOVE—9”

HIT DICE—14; 76 Hit Points

% IN LAIR—95%

TREASURE TYPE—See Map
C, The Pit of the Oracle,
Level 2, Rm. #10

NO. OF ATTACKS—3 (5)
Mouth, hands (feet)

DAMAGE/ATTACK—6-36/
1-8/1-8(1-6/1-6)

SPECIAL ATTACKS—Hug,
+2-20

DAMAGE/ATTACK—2-12,
or by weapon type

*May be present in older
individuals

SPECIAL DEFENSES—See
below

MAGIC RESISTANCE—
Immune to Charms, Geas,
etc. (also see below)

INTELLIGENCE—Average,
but exceedingly cunning

ALIGNMENT—Neutral Evil

SIZE—L (8’ tall)

PSIONIC ABILITY—NIl
Attack/Defense modes—
None, but cannot be
attacked

Elemental Demons (Gremlins)

FREQUENCY—Very Rare

NO. APPEARING—1-10

AC. —6

MOVE—6"/15"

HIT DICE—3

% IN LAIR—95%

TREASURE TYPE—B trea-
sure but A maps/magic

NO. OF ATTACKS—4

DAMAGE/ATTACK—1-4/1-4
(Claws)/1-6 (Bite) + Talil
(special)

SPECIAL ATTACKS—Tail 2- ¢
12/electricity/also see
below

This creature, which lives in the Pit of the Oracle near the small
town of Narrion, is famous for its predictions, especially those con-
cerning Narrion’s dread Stalker. Its predictions concerning the
Stalker are very accurate with good reason, for the Oracle, which the
people of the town assume to be an aged prophet, is in actuality the
grotesque Stalker itself, who delights in playing this cat-and-mouse
game with the simple villagers.

As well as being crafty, the creature has a number of powers
which help it perpetrate its Oracle disguise (as well as being ex-
tremely useful all around). They are ESP, Clairvoyance, Clairaudi-
ence and Precognition (which its animal fears prevent it from using
to foresee its own eventual demise).

As the Oracle, the monster speaks in a low, strained whisper
(most often in riddles, this being part of its game, though it will
occasionally speak plainly, but cryptically, just to be perverse), in
either neutral or common. The ability to speak cryptically and in
riddles does not stem from intelligence, however; rather, it stems

below
MAGIC RESISTANCE—50%
also see below
INTELLIGENCE—Low
ALIGNMENT—Neutral Evil
(with some Chaotic
tendencies)
SIZE—S (up to 18" high)
PSIONIC ABILITY—
Psionically aware but no
powers
Attack/Defense modes—N]|
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from a natural craftiness and cunning that the creature has bedn

gifted with.

Besides its Oracle abilities, the Stalker has a number of othg
special abilities. It can Walk Ethereally twice per day (which is very
useful in raiding the town).

The second set of eyes which rest high upon its brow render
immune to turning to stone, and life-trapping spells and abilities, by
causing these powers to reflect upon the wielder.

It can see extremely well in complete darkness (up to 120" by
shuns the sunlight, and will usually not venture out into the sun.

The Dragon

Level One and the Stone (Map B)
THE STONE

The ancient, hollowed-out Stone of the Oracle sits on the top of
the Mound of the Oracle (A on Map A).

In the middle of the cave is a five-foot diameter hole (marked A
on Map B) which descends deep into the Pit and down which seekers
call their questions to the mysterious Oracle. If one were to descend
through the hole, one would find oneself in the Hall of the Idols, and
if one continued the path would lead to the Great Hall below.

KEY TO ROOM DESCRIPTIONS

The general features of each room or section of The Pi
The Oracle’s two underground levels are listed in a cd
which is defined below.

Each room's number is followed by the room's name o
special description, if any, of that numbered section of
map. Unnamed rooms are represented by ---.

Next is the letter A, B, or C, describing the lighting in tie
area.A = no light source; B = dim light, usually coming
from a source outside the immediate area; C = normal
natural light, as if from firelight.

Next is the word“Shielded” or “Non-shielded.” A
shielded areas one which is lead-lined to prevent the use
ESP or any sort of X- ray vision to view its conteniEhe word
“(Shielded)” in parentheses means that the area is leg
lined, usually to prevent detection of some other shield
area, but has easy methods of entry which may make
shielding ineffectual.

Next is a description of the features of the door(s) encld
ing the area, if any:

Door type is eitheW = wooden; WB = wooden, band-
ed with metal; S = stone; or M = metal.

Handles or protrusions, if any, are indicated Ky knob;
= latch; N = none.

Locks or devices to prevent entry are described as aithd
hidden latch: LK = locked: ML = magical lock; or U
unlocked. If locked the letter or letters describing the logk
are followed by a small lettér= locked on the inside of the
room Or area the door enclosas,= locked on the outside
of the room Or area; o = locked on both sides.

If there is more than one door enclosing an area, eag
designated by the direction in which it opens (North Soy
East or West) and the number of the room or area into whid
opens.

of
de

a
he

=

I

h is
th
h it

But by far its most important advantage over mere mortals is tha

long ago, its heart and soul were removed from its body by som

e

arcane process and placed in a black gem, which resides in a glaﬁAP B LEVEL ONE AND THE STONE

case in its unholy lair. (Map C, The Pit, level 2, room #2) This

process has made it impossible to kill the creature while its heart is

undisturbed, for it regenerates at a rate of 5 hit points per mele

round. For all practical purposes. this makes the beast impervious to

any attack the villagers might mount against the Stalker.

If the Soul-Gem is shattered. the monster will still continue to live
for 2-12 melee rounds. after which it will die and crumble to dust in
short order.

THE PIT

Room 1)/---/A/Non-shielded; Door-None.

2)/---/A/Non-shielded; Door-None.

3)/Spider room/A/Nonshielded; Door-None. This room is filled
ith webs in which live 6 Giant Spiders, 16 20 12 30 28 19 HTK.

4)/Weapons room/A/Non shielded; Door-None. Trap-spiked
sheet, 2-24, falling from ceiling on characters within 2 dotted lines
S1 = war hammer; S2 = long sword, P = chain mail (all hung on
wall).

5)/The Room of Mirrors/B/Non-shielded; Door-None. Every

available surface in this room is covered with unbreakable, indull-

e

W

The Pit of the Oracle was torn out of the heart of the stone manyable mirrors, including the floor and ceiling.

years ago by the Dark Lord's eldritch magicks when the land wa:

s 6)/---/B/Non-shielded; Door-None. Vases 1 & 2 filled with water

young. He equipped it well with traps and treasure and a specialfor washbasin).

array of monsters. The magic processes that created the Pit al
rendered it immune to certain forms of attack that might assault it.

(This applies only to non movable features such as doors, walls, etc.)

The Pit is immune to fire, water, earthquakes, and wind-basedshields.

attacks as well as electricity and disintegration.

so 7)/---IB/Non-shielded,; Door-None.
8)/---/B/Non-shielded; Door-None.
9)/Shield room/A/Non-shielded; Door-None. P1 & 2 = steel
10)/Final Hieroglyph Room/C/Non-shielded; Door-None.

Encounters are checked for as in a normal dungeon but usingVithin this room can be found the final series of pictographs depict-

the special Pit of the Oracle Wandering Monsters chart.
M9

ing the history of the Oracle. The walls can be read as follows: The
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Dark Lord creates the Pit with mighty spells; He calls his evil minionsparts D or G are not screwed in tightly, the transportation will not be
from all over the world and chooses which of them will inhabit the predictable, for the synchronization will be off.)
pit; He grants his minion the Oracle (toad thing) dominion over all 13)/Water Fountain/A/Shielded; Door-(M/L/U). A is an ornate
the lesser nasties, gives it the gift of the “third-eye,” and in an unholytone fountain which is perpetually flowing. In it live 3 Water Weirds
rite removes the monster's heart and soul from its body. A = awith 20/15/12 hits to disrupt.
jackal-faced idol with a small, lidded vase in its hands. This vase 14)/Second Hieroglyph Room/C/Non-shielded; Door-None.
contains 1 dose of a Potion of Longevity which renews itself every 4within this room and the corridor connecting it with room 10 can be
hours. However, the vase cannot be removed and is too small teeen the middle series of pictographs concerning the history of the
stick more than 3 fingers into. To make matters worse, the potiorOracle. The walls can be read as follows: The Dark Lord descends on
level is low enough that it cannot be lapped up, and the statue is tafe castle of Narrion in a fiery blaze. He kills the local Druid with a
heavy (part of the bedrock, actually), to be moved. Woe to anyondlick of his hand and shrivels the great western forest. He then
who harms the idol, for harming it will summon the Oracle, or, if it's spawns the dark wood to the south of the castle and fills it with fell
dead, the other minions of the Dark Lord. creatures. In the lake called Lakan he places the dreaded monster
11)/---/B/Non-shielded; Door-None. which drives the poor fishers from its foamy shores. Then he turns to
12)/The Hall of the Idols/B/Non-shielded; Door-None. In the his true objective, his enemies in Narrion Castle, the lord and his
middle of this many-columned room is a well which leads from A in wizard sister. Long their battle raged through the castle, and the
the Stone to A in the Great Hall (rm. 19/level 2) below. The pit is simple villagers fled to the plains far north, in the shelter of the castle
exactly above the four dots in the well. Statues B & C are humarof the wizard Elohir (ill-fated creator of the Jarkung) while the battle
fighting men; B has one part of skmulet of the Planesa sun-like  blazed for many a day. Finally, the Dark Lord threw down the mighty
medallion with a threaded center, around its neck; C has a stonerd from the very parapet of Castle Narrion. The lord’s wizard sister
carving of what the whole should look like around its neck. D & E arewas enraged, but was no match for the Dark Lord. When the mighty
stylized dragons, and the iris of the right eye of D (which screws outbattle was finished not a stone remained of the castle, and the only
is a dial with 24 markings which controls the plane traveled to (as théiving thing left in the battleground was the Dark Lord. Having
alternative amulet in thBMG). This is the second part of the amulet. accomplished his main objective, he then brought to the land his
F & G are statues of hippo-headed river gods; the right eye of Qeneral, the Stalker, to spread evil and terrorize the poor people of
screws out to become the third part of the amulet, an eye-shapedarrion, whom he drove back to the barren land that was once their
centerpiece, the pupil of which acts as the socket for the fourth andome by causing a foul quagmire swampland to spring up and engulf
final piece of the amulet, the pointer. Around the necks of fighterthe north plains. The frightened villagers then erected the small town
statues H & | are carved stone medallions; in the center of each is éf Narrion on the ground where the castle had once stood.
small, plain pointer. The pointer of | can be turned easily and  15)/---/B/Non-shielded; Door-None. S = footman's mace; P =
removed at will, but if the pointer of H is turned or molested in anylarge shield; both are hung on the wall. Note also Ntigor of
way, anyone touching the statue will receive 2-12 points of electricalife Trapping behind the curtains on the wall.
damage. The removable pointer from the medallion around the 16)/Hall of Tapestries/B/Non-shielded; Door-None.
neck of human fighter statue | snaps very nicely into the pupil of the 17)/---/A/Non-shielded; Doors-S to 18 (WB/L/H i), E to 19
eye from statue G, completing ti#emulet of the PlanesThe pointer (S/N/H b). Perched above the corridor entrance to this room from
determines which of the planes will be traveled to. (Note that if eitheroom 16 is a 46 hit-point Green Slime.

M10
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18)/The Stair to the Bottom of the Lake/A/Shielded; Door-(WB/
L/H o). This door is impassable from the inside and will slam shut
behind characters, trapping them inside. The stairs lead 10’ down td
a blank 5'-by-5'-by-10" stone landing. Once all the characters in the
room have descended to the platform, the bottom literally falls out
and they find themselves falling through a black void. After a time
the fall ends, and they find themselves thrust into the icy water 200’
below the surface of Loch Lakan at point D on Map A. (Remember to
check for the monster).

19)/Stairs Down to Level 2/A/Shielded; Doors-(both) (S/N/H
b). This hidden stairway goes to level 2, #29 and is the same
stairway as room #24, level 2.

20)/The Beginning, History Room/C/Non-shielded; Door- (S/N/
H b). On the walls of this room can be seen the first in the series of
pictographs concerning the life of the Oracle/Stalker. The first
pictures on either wall are bas-reliefs of a man in a long, flowing,
floor-length robe with a face-covering, horned helmet through
which only two evil, orbless eyes can be seen. This is the Dark Lord
The first series of pictures shows the Dark Lord sitting on his iron
throne, thinking of dark, vile schemes. He creates (mutates) th
hideous toad-like Stalker and sends the creature to lead one of hi
many armies. While this war was being conducted in far-off lands, 3
powerful lord and mighty wizardess had the audacity to direct their
army against the very stronghold of the Dark Lord himself. At first
their attack was fairly effective, but then the Dark Lord drew in his
mighty right arm and the army of the Stalker and crushed the
rebellious upstarts. The lord and his sister the wizardess, their arm
devastated, fled to their ancestral castle near the shore of Loc
Lakan. The second series of pictures appears in room 14. Note tha
these pictographs will not be understood by most people, requiring
quite a bit of intelligence to decipher them as they are given here.

21)/---/A/INon-shielded; Door-(W/L/ML i). V1 = water; V2 = 10
doses, love potion, treat &hilter of Love.

22)/---/A/INon-shielded; Door-None. V1 = water; V2 = unholy
water; V3 = acid.

23)/Arms Room/C/Non-shielded; Door-None. 2 spears, S1 &
S2, crossed over a Shield of Vulnerability -2 which is emblazoned
with the indullable Red-Eye, symbol of the Dark Lord.

24)/---/B/Non-shielded; Door-None.

25)/The Chamber of the Columns/B/Non-shielded; Door-
None.

26)/---/A/Non-shielded; Door-(WB/K/LK i). A = hollow column
filled with 2000 cp, 1000 sp, 4000 ep, withSaarab of Deathat the
bottom of the pile. However, 3 feet off the floor, hovering just above
the treasure pile, is a jet blaGphere of AnnihilationNote that all
the walls in the Pit have been magically rendered immune to disinte]
gration, and thus are immune to the sphere, even though the sphg
is more powerful than the spell. Note also that the Oracle and his
heart are likewise immune to this particular item.

27)IThe Room of the Dead/A/Shielded; Door-(WB/K/LK 0). A,
B, C, & D are the coffins of the four Vampires which inhabit this
room. A = female vampire, 24 hit points; B = female vampire, 56 hit
points; C = male vampire, 65 hit points; D = female vampire, 37 hit
points.

28)/Wandering Monster Materialization Room/C/Shielded;
Door-(W/K/U). The unearthly light in this room emanates from the
swirling dimensional rift which is in the place of the room’s east wall.
Once every turn, a random monster from the Pit table will step out o
the shimmering whirlpool and into the room. The monster can eithe
then leave through the rift or leave by the door and wander throug
the pit to return at some later time (so characters may run intg
returning monsters, also). However, if there are characters in thg
room, chances are that the monster will want to fight them.
Characters below fourth level cannot pass through the rift unlesp
pulled through by someone else who can pass through. If charactefg
do pass through the barrier, the plane they come out on is dg
termined at random (with preference to the Negative Material andg
other evil or dark planes), or send them somewhere else on ear|
(with preference to the Narrion area, such as points B or C on Map
A), or into some future or past time. Phase Doorspell will cause the
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portal to collapse into itself for one turn; all other attacks are 3)/The Room of the Serpent/A/(Shielded); Door-entrance A,

ineffective. blocked by largeMirror of Life Trapping in room #9; if mirror is
29)/Stairs down to level 2/A/Non-shielded; Door-None. Goesremoved, entrance is opened. In this room resides a great Spirit
down to level 2, rm #36. Naga who will attack anyone removing the mirror which blocks the
entrance to this room. It has 63 hit points.
. 4)/Th ire P -shielded; - :
Map C The Pit of the Oracle—Level Two )/The Room of the Fire Pit/C/Non-shielded; Door-(S/N/H b)

This room contains a blood-stained altar (A) upon which the Oracle

[)/Secret Passage to Narrion/A/Shielded; Door-(S/N/H b). Thisoccasionally dines, and the great sacrificial Fire Pit (B) which can
secret passage. marked Al on Map A, goes from the Pit of the Oraclextend for great distances to either the core of the earth, the elemen-
to buildings #20 (The Golden Mug Inn) and #27 (Haunted House}al plane of Fire, or the Citadel of the Dark Lord, at the option of the
on Map A, Narrion Detail. DM. If crossed, the Fire Pit does 2-12 points of damage; if it is

2)/The Hall of the Throne/C/(Shielded); Doors-N to 1 (S/N/H wandered into, the victim takes 6d6 damage per round.
b), W to 5 (S/N/U). This is the room where the Heart of the Oracle, a 5)/Corridor/A/Shielded; Doors-E to 2 (S/N/U); E to 21 (S/N/H
black, oily gem, rests in a glass case upon a pedestal guarded by thle This corridor has pit X, which opens under anyone crossing over
most fearsome of creatures. The pedestal and Heart are indicated iyt has a snap-shut lid, is 20’ deep and filled with spikes. Fall &
“A.” B1 and B2 are two super-powerful Type VI Demons, each withspikes do 2-24 total damage.
80 hit points. These monsters will stand stone-still (and even appear 6)/Bubble Room/A/Shielded; Door-(S/N/H i). This room is filled
to be statues to the unobservant) unless there is someone behiwidh bubbles which will float into room 7 and chase characters when
line C who should not be there, in which case they will immediatelythe door to the room is opened. The bubbles do 1-10 d6 of damage
attack the intruder. Line C is also the point beyond which Dragon Dn a 5 diameter and explode on contact with anything. In the center
may not move the bulk of its body (because of magical enchantf the Bubble Room floats a great bubble twice the diameter of the
ment). Dragon D appears to be made of tarnished yellow metal afthers (2 feet), and in the center of this floats a 40,000 gp diamond.
some type, but this is only a side effect of the mighty enchantmentghis bubble does 12d6 of damage when burst. There are 40 bubbles
which the Dark Lord used on the creature when he first placed it inn the room, not counting the great bubble.
the Pit. Though its size and color have been changed, the creature is 7)/The Room of Bubbly Death/C/Shielded; Door-(S/N/unopen-
actually an ancient Red Dragon. Although its high intelligence hasble i). When this room is entered the door to room 6 opens to let the
been muted by the magic long ago performed on it, so that it cahubbles within float out. The door will remain open until all char-
neither talk nor employ spells, it gained several powerful and extraacters in front of the portcullis in room 17 are either dead or fled,
ordinary powers in the process. The first is immunity to any mindor all the bubbles have been exploded, including the great bubble. If
related attacks, such as ESP and psionics. The second, and by éither of these circumstances are fulfilled the door will snap shut
more terrible, of its abilities is a breath weapon which it can employ(possibly trapping characters if the great bubble has been burst).
once every fifth melee round! It has 88 hit points. Bubbles will pursue characters to the first portcullis, carefully avoid-
ing the crossbow trap in corridor 17.

8)/---/B/Non-shielded; Door-None.

KEY TO ROOM DESCRIPTIONS . 9)/---/B/(Sh[e|ded); Door-NoneMirror of Life Trappingis 6’
) ) high and blocking the entrance to room 3. V1 & 2 = Water.
The general features of each room or section of The Pit] of 10)/The Hall of Treasure/B/Non-shielded; Door-None. This

The Oracle’s two underground levels are listed in a cofle treasure-filled room is where the Oracle most often rests, languishing

which is defined below. in his immense treasure pile. V1 = empty; V2 = poison, V3 = water;
Each room’s number is followed by the room's name orfa v4 = Potion of Diminution. Suggested treasure-15 swords including

special description, if any, of that numbered section of the 3 +1: 1, +2; and 1, +3; 39 misc. weapons including 17 +1 arrows,

map. Unnamed rooms are represented by --. 1 Hammer of Thunderbolts; 4 potions: 5 scrolls; 20 rings including 1
Next is the letter A, B, or C, describing the lighting in the  elemental command, 1 regeneration, 1 mammal control, 1 contrari-
area.A = no light source; B = dim light, usually coming ness, and 2 delusion; 3 maps; 1 Staff of Power, 1 Rod of Lordly
from a source outside the immediate area; C = normal Might, 2 Snake Staffs, 1 Wand of lllusion, 1 Staff of Withering; 25
natural light, as if from firelight. protective devices including 1 +1 armor, 2 +2 armor, 1 +3 armor, 2
Next is the word“Shielded” or “Non-shielded.” A +2 shields; 1 ebony fly, 1 manta ray cloak, 1 mirror of opposition, 1

shielded area is one which is lead-lined to prevent the usq of |yre of building. 1 horn of blasting, 1 silver horn of Valhalla, 1 boots
ESP or any sort of X-ray vision to view its contents. The word  of levitation, one book of vile darkness, one copy of the Necromicon
“(Shielded)” in parentheses means that the area is leqd- (Latin), 1 girdle of masculinity/femininity, 1 deck of many things,
lined, usually to prevent detection of some other shielded gne magic carpet (hung on wall), and 1 crystal ball; 40,000 gp,
area, but has easy methods of entry which may make fhe 30,000 sp, 2000 ep, 1250 pp, 29,000 cp. Note that though the
shielding ineffectual. treasure is great the risks and obstacles are incredible. (Many specif-
~ Next is a description of the features of the door(s) enclop- jcs have been left to individual DM's. Note too that where items listed
ing the area, if any: exceed the following information given, the remainder of the items

Door type is eitheW = wooden; WB = wooden, band- are non-magical.)
ed with metal: S = stone; or M = metal. 11)/The Den Of the Oracle/C/Non-shielded; Door-None. Wash-

Handles or protrusions, if any, are indicated Ky= knob; basins 1, 2, 3, & 4 are of ordinary size and are filed with water; if
L = latch; N = none. emptied, they will magically fill again in one hour. The water is

Locks or devices to prevent entry are described as efthe normal but each has slightly different minerals, so each type must be
= hidden latch; LK = locked; ML = magical lock; or U obtained in order to work the magic. W9 is an unusually large empty
= unlocked. If locked, the letter or letters describing the logk  washbasin, which will hold 8 basinfuls of water, preferably one each
are followed by a small lettdr= locked on the inside of the from W1, 2,3,4,5,6,7, & 8, located in this room and rooms 20 and
room oOr area the door enclosas,= locked on the outside 22. When the large basin is filled with liquid from the smaller basins,
of the room or area; ot = locked on both sides. all that is needed to set its magic to work is a slight breath across the

If there is more than one door enclosing an area, each is fluid's surface. This is th@asin of All Things Pasand by gazing at its
designated by the direction in which it opens (North, Soufh, surface one can see anything that has happened previous to the
East, or West) and the number of the room or area into whiqh it viewing time. This is how the Oracle can discover knowledge of
opens. things in the past, which are normally out of its power. Note that
none of these basins will appear to have any great magic power if
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sold. Once the viewing is over, the water loses its power and behe basinful. The liquid will not mix with anything except the other 7
comes only putrid water. A maximum viewing time of about five waters of theBasin of All Things PasfThe Basin of Death has the
minutes should be allowed. same filling properties as the other 7 normal-sized basins in rooms 11
12)/---/IA/Shielded; Door-(WB/K/U). This room contains 4 Xorn and 20.
(56,47,38,43 HTK). The door of the room automatically opens if the  23)/---/B/Non-shielded; Door-None. P1 = small shield; P2 =
Face (room 13) turns someone to stone. Shield +3.
13)/The Room of the Great Stone Face/C/Shielded Doors-E 24)/Stairs up to level one/A/Shielded; Doors-(both) (S/N/H b).
(WB/K/U), N to 12 (WB/K/U), S to 15 (WB/K/U). A is the “Great This is the same stairway as #19, level 1. Goes to #17, level 1.
Stone Face,” actually a 7' tall ceramic head. Anyone who looks into  25)/The Room of the Sword/A/Shielded; Door-( W/K/U). On the
the eyes of the Face will be turned to stone (saving throw allowed)wall in this room rests a most wondrous weapom)amcing Vorpal
The stone that the characters are turned to is not ordinary ston®lade, with a permanent improved invisibility on itself (does not
though; it is a combination of rare minerals which Xorn are particu-extend to wielder). It has no intelligence or ego and no other powers,
larly fond of. When a character is turned to stone by the Face, thether than the normal. There is a problem, however, in the fact that it
north and south doors will automatically open and the Xorn that livewill animate itself on the second round after the room is entered and
in rooms 12 and 15 will come out to snack on the stone. One Xorrattack the party that has entered as if it were a tenth-level Lord
can eat one human-sized statue in 5 rounds. If somehow a statue (iavisibly) for 6 rounds. Then it will return to the wall to rest for 6
saved, remember that if the statue was damaged the person wouldunds before attacking again. (It does the 6-on, 6-off routine if
also be damaged in the same way. The Face itself can take up to 4 pidssessed by a character, also, but in that case will fight as a normal
points per round without being harmed, but 5 hits or more from anydancing sword.) It is almost impossible to effectively combat the
particular blow will cause it to shatter and release the horrible consword if you can't see it. If a character does grab it, it loses all
tents within: a mixed assortment of 27 Elemental Demons, each afalicious intent and becomes a normal P3ncing Vorpal Blade.
whom has the maximum of 24 hit points. These little devils will act  26)/Corridor/A/Shielded; Doors-N to 25 (W/K/U), E to 30 (WB/
generally chaotically and whirl about the heads of the adventurersK/U). Trap = spikes from corners (2-16 pts. damage) triggered by
which can make for real problems if the room is already full of stepping into their line of fire.
hungry Xorn, and generally act in the manner which is prescribed for 27)/---/A/Non-shielded; Door-None.
them in their description. The Xorn will return to their rooms when  28)/---/B/Non-shielded; Door-None.
they run out of food, or if they're sorely pressed in battle. 29)/Tunnel to the Shunned Hills/A/(Shielded); Door-(S/N/H b).
14)/Treasure room/A/Shielded; Door-(S/N/H b). This room This is the start of tunnel C1 on Map A, eventually leading to the lair
contains 1,000 gp, &obe of Eyesa Poison Robeand aRing of of the Troglodytes and their cave (entrance C, Map A).
Shooting Stars. 30)/---/A/(Shielded); Door-(WB/K/U).
15)/---/A/Shielded; Doors-N to 13 (WB/K/U), S to 16 (WB/K/ 310?---/A/Non-shielded; Door-(M/K/LK 0). A is a statue of a
U). This room contains 4 Xorn (49,36,41,27). The door of the roomhippo-god with ruby eyes worth 4,000 gp each (it is the same as and
automatically opens if the Face (room 13) turns someone to stonanagically linked to B in room 32); however, if one eye is removed, 2
releasing the Xorn. Type | Demons will appear and try to kill the thief; if 2 eyes are taken,
16)/Bubble room/A/Shielded; Door-(WB/K/U). This room is 4 Type Il Demons will appear; if 3 eyes are taken, 8 Type Ill Demons
occupied by 20 bubbles (as in room 6), but they do only 1-6 d6 oWill appear; and if all 4 eyes are taken, 16 Type IV Demons will
damage when they explode. The door does not open by itself, sappear. The only way to get rid of the Demons is either to combat
characters must open it themselves so that the bubbles can folloand defeat them or pull the eyes back, in which case all the
them. These bubbles have no range limit and will follow charactersddemons will disappear. If the eyes are removed again, the process
literally anywhere. starts over again.
17)/Maze of Doom/C/Shielded; Door-(S/N/H). T = crossbow 32)/---IAINon-shielded; Door-(S/N/U). Statue B has exactly the
bolt firing across the hall in the direction of the arrow to the oppositesame properties as statue A in room 31. It also is a hippo-god.
wall, triggered by stepping within 2% feet of the arrow. It does 2-8  33)/Ghost Room/A/Shielded; Doors-(S/N/U). This room con-
pts. of damage to anyone who gets in the way. This corridor is aains the Pit's 4 Ghosts (60,45,72,53 HTK).
passage maze with portcullises failing behind characters, trapping 34)/---/A/Non-shielded; Door-None. This room contains one
them. 73-hit-point  Trapper.
18)/---/B/Non-shielded; Door-(S/N/H). 35)/The Enchanted Stairway/A/Non-shielded; Door-(M/K/LK
19)/The Great Hall/B/Non-shielded; Door-None. A is the exiti). If one goes up this stairway, after a long tiring climb one finds
from the pit in the stone and the well in the Hall of the Idols above.oneself in a 5-by-5’ room with a ladder leading to a trap door in the
The well is positioned exactly above the four dots on the floor. ceiling. A character who goes through the trap door finds himself on
20)/---/B/(Shielded); Door-(S/N/H b). W6 = holy water W7 = a platform apparently floating in the sky; a second later, the charac-
unholy water. Both liquids are meant to be added to the Basin of Alter will fall 10-60 feet and land on either of the points marked B on
Things Past, and the basins have the filling properties of the othavlap A, either into Loch Lakan or The Shunned Hills. Comrades
basins in rooms 11 and 22. who follow would see the first character as being on the platform,
2l)/llusion Room/B/(Shielded); Door-(S/N/H i). This room too, until they pass through to the platform, when they'd find
projects the illusion of being a corridor which continues out of sight,themselves falling, too, though not necessarily to the same spot that
but it actually ends at the blank wall where indicated. This does nothe first character did. Going back down the Stairway doesn’t work,
mean that characters will ever hit the wall; they may believe that theyfor after one round of walking on the Stairway ail directions lead to
are walking while they are actually standing still. The portcullis the platform anyway. Before that time, players may try to get back
shown comes down behind characters once they are in the roonthrough the locked, reinforced steel door. (Remember to check for
They will see it, and may believe they are walking away from it, but ifthe monster if characters end up in the lake.)
they turn around and walk back it will only be the actual distance  36)/Stairway up to level one/A/Non-shielded; Door-None. Goes
away. The room is only intended to hold victims until the Oracle canup to level 1, room 29.
“take care” of them. Naturally, if they discover the illusion and find
the secret door, they may attempt to open it and escape. [
22)/---/B/(Shielded); Door-None. V1 = water; V2 = Poison;
W8 = The Basin of Death. The thin, red liquid in this basin i
poisonous if imbibed, but if spilled is even more dangerous, for
single drop will spring up into a 16-hit-point Skeleton and instantl
attack the spiller (perhaps causing more spilling). Allow 200 drops ta&
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Map B_The Pit of the Oracle Level one
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Map C The Pit of the Oracle Level two
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Instructions to the Dungeon Master

“The Halls of Beoll-Dur” can be used as presented here for
a single adventure, or Beoll-Dur and its locale can be incorpor-
ated into an existing campaign. It is highly preferable that a
large party begin the adventure (attrition will take its toll), and it
is essential to the success of an expedition that most, if not all,
party members be 8th level or higher.

The DM should be constantly aware of (and should keep
the players aware of) the heat which is encountered on each of
the three levels. The uppermost level has a constant tempera-
ture of about 95 degrees F; the second level is 120 degrees
F; and the lowest level (adjacent in some spots to raw magma)
has a temperature of 350 to 400 degrees F. Without magical
protection from fire (which can be obtained on the upper
levels), a character could only remain on the lowest level for a
very short time (perhaps as little as 1 turn) before he would
begin taking 1-4 points of heat damage per round.

The goal of the players (which should not be revealed to
them beforehand) is to slay Searazul and free Beoll-Dur from
the clutches of the Salamanders. This will prove to be extreme-
ly difficult, but with persistence and forethought, a well-
equipped group should be able to overcome all the obstacles.

There are no wandering monsters to encounter, so it would
be relatively safe for a group to rest and recuperate for several
days in a first- or second-level room. Time is an important
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factor once characters reach the lowest level, however, be-
cause any delay in battling the Salamanders and getting to
Searazul could permit the monsters to organize a resistance,
and possibly permit Searazul to escape back to the elemental
plane of fire, from where he and his followers came.

There are two unusual aspects to “The Halls of Beoll-Dur”
which call for some explanation. First, mention is made in
several spots in the text to dwarven Clerics. DMs are reminded
(and should point out to players, if it becomes necessary) that
a dwarf can only be a Cleric if the character in question is a
non-player character whose role (as in the case of Duinor, the
High Priest) is played by the DM.

Second, there is an original procedure for saving throws
which is used in some locations. For the sake of clarity, the
procedure is detailed here as well as in the text: Characters
who must roll for saving throws after events in Level 1, Room 1,
Room 3, Room 4, Room 7, Room 12, Room 15, or Room 17,
and Level 2, Room 2, Room 9, or Room 12 will do so according
to the following formula: Roll 3, 4, or 5d6 (the number of dice
varies) and subtract one point from the dice roll for every two
levels of experience the character has attained. Compare the
resulting number to a specified ability (this also varies), and if
the adjusted dice roll is less than the character's score for the
ability in question, the saving throw is considered made.
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Introduction

The resourceful Cleric Duinor, mightiest of all dwarven
Clerics, realized the need for an isolated clerical training
ground. Duinor selected a dormant volcano as the site. Years
later, after almost continuous construction, the vast Halls of
Beoll-Dur were completed. Carved into the rim of the volcano,
the two levels of halls were ideally located for isolation from the
outside world.

Much to the Cleric’s dismay, the long-inactive volcano
began to wake again, causing huge fissures to form in the
rock. One such rent reached the edges of Beoll-Dur.

Several days after the fissures formed, the fall of Beoll-Dur
began. Up from the depths of the fissures shrieked a pack of
raiding Salamanders. The fierceness of the attack forced the
Clerics to withdraw; soon, they were trapped in an upper-level
room.

The Salamanders had come from the Royal Halls of Sear-
azul, carved out ages earlier by the Salamanders. Searazul,
the King of Salamanders, had ordered members of his Peer-
less Legion to investigate a huge fissure which had formed in
the Royal Halls. These halls were located (unknowingly) sev-
eral hundred feet below Beoll-Dur. The Salamanders be-
sieged the room of trapped Clerics for 8 days. The Clerics dug
an escape tunnel during the siege, and 28 members of the
group escaped the trap. Three of the most aged Clerics trans-
ferred their souls into a room of cones. The leader, Duinor,
transferred his soul into a pillar running through both levels of
Beoll-Dur. His sole purpose in so doing was to aid all adventur-
ers in ridding the once majestic Beoll-Dur of the evil Sala-
manders.

Level 1

1. The Entry

The dungeon is well secluded and accessible only by a
ledge 75" down from the sheer rim of the volcano. Although
there are remnants of an old stone stairway, it has long since
crumbled into uselessness, requiring a long descent to be
made by rope. The ledge is noticeably unsteady, and will only
hold 400 Ibs. before collapsing. On the south face of the
volcano wall are a pair of intricately carved metal doors. The
doors are locked and require picking before they can be
opened. There is, however, a trap door in front of the eastern
door which will open when a weight of over 50 Ibs. is placed on
it, plunging the object into the inferno below. A character is
entitled to a saving throw by rolling 4d6, subtracting 1 for every
2 levels of experience, and comparing to the character's dex-
terity. If the adjusted number is less than the dexterity, he has
made his saving throw and escapes the trap.
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2. The Great Corridor

Upon entering through the doors, the party will find
themselves in a long, 40" high, well-lit corridor. The walls
are well carved from the solid rock of the mountain, and
light seems to emanate from them magically. At 30’ down
the corridor a battered portcullis bars the passage. It is
quite heavy and rusted into place, requiring a combined
total of 150 strength points to raise it manually. It is suffi-
ciently wrecked, however, to allow persons of less than 90
Ibs. to squeeze through. From this point the party is able to
see the entire corridor, including the circular alcove at the
end. The trap door in the ceiling above near the portcullis,
however, is well hidden and difficult to find. Magical means
do not help, but prodding the ceiling (remember, it's 40’ up)
will reveal it 1 in 6 times.

3. The Guard Room

This room lies behind a locked door and is filled with
noxious gas. Any character entering the room must save
vs. poison each turn or become helpless due to nausea,
and will die in 2-12 turns if he is left in the room. If the door is
left open the gas will spread at a rate of 5’ per round. A
damp cloth over the face will negate the effects of the gas,
as will a Neutralize Poison spell. The gas will never dissi-
pate from the room.

The large room contains nothing but an old desk and
some chairs. The room to the north contains the mechan-
ism to raise the portcullis. Because of its rusted condition, it
requires a strength of at least 14 to operate. The southern
room contains some old weapons in racks, armor, and
some personal items, but it is all ordinary and non-magical.
The secret door to the west leads to a small room which has
a crystal globe set halfway into the northern wall. The globe
is about 2’ in diameter and glows with a milky white light. If it
is touched by anyone with an intelligence of 16 or better, it
will impart knowledge similar to a Legend Lore spell. The
character is weakened by this effort and requires two turns
of rest for each round spent in contact with the globe.
Accuracy of the answers depends much upon the charac-
ter's intelligence; success in obtaining an answer is deter-
mined by rolling 4d6 against the intelligence of the charac-
ter in the same manner as the saving throw for the trap door
in Room 1. Information should be limited, or given in am-
biguous terms. The referee should decide how much know-
ledge the party should receive. A set of three keys will also
be found in this room, and will give off a faint aura of magic if
tested for. They will be of use in other parts of the dungeon.

4. The Room of Solitary Fate
The eastern door on the Great Corridor is a false door.
When a character steps on the floor in front of it, the act triggers
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a mechanism which causes the door and sections of the wall
and floor around it to revolve. This happens so quickly as to
allow no chance of leaping clear, and anyone besides the
single person closest to the door will be thrown off due to
centrifugal force. The single person will be trapped in the room
on the other side of the wall, and by no means can the wall be
made to revolve again. The player will see, however, that
when the door is opened there will be a keyhole in the stone
wall behind it. But this lock cannot be picked, nor will any keys
in a player's possession, even the ones found in the guard
room, have any effect. Upon searching the room, which is
totally barren, the trapped player will find a secret door leading
to a 70’ long, upward sloping passage. At 40’ there is a trap
door (use saving throw as in Room 1) which drops into an
irregularly shaped room, 20’ high, and strewn with trash,
bones, etc. If the character falls, he will receive 2-20 pts. of
damage.

The new room is unoccupied, but in the adjoining room
there is an ogre which will enter the room in 1-4 rounds. This
creature has 18 H.P., fights as a 4th-level monster, AC 5, and
attacks with a +2 bastard sword, doing an additional 2 pts. of
damage due to his strength. The ogre attacks instantly, and
cannot be bargained with. If the creature is defeated and the
character inspects the lair (adjoining room) he will find 50 gold
pieces, 3,000 electrum pieces, 3,000 coppers, 3 gems (50 gp
value) and 3 potions (2 invisibility and 1 heroism). There will
also be, beneath the rubbish, a silver key which will cause the
movable section in the original room to rotate back. A broken
ladder will be found which, with 3 turns of work, will suffice to
allow the character to escape from the ogre room.

5. The Enchanted Pillar

At the southern end of the Great Corridor is a circular
alcove 60’ high. In the center, from floor to ceiling (actually, it
extends through 2 levels), stands a large (10" diameter) crystal
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cylinder which glows with magical luminescence. It houses the
soul of Duinor, high priest of the dwarves of Beoll-Dur, who
intends to watch over the sacred halls for eternity. Although
encased in crystal, the soul still retains all the powers of a
17th-level Cleric. The cylinder is unbreakable, and does 4-40
pts. of electrical damage upon touch (remember, many wea-
pons are good conductors!). Duinor will aid adventurers seek-
ing to overthrow the Salamanders, but first he tests their
worthiness.

A voice will issue from the pillar, introduce himself, answer
obvious questions, etc., until the entire party is within the
alcove. Then the curved walls of the room will shift, completing
their arcs and closing the northern entrance but opening a
southern one. The room is unoccupied, but the curtains draw
back to reveal an 8-headed pyrohydra, which immediately
attacks. It has 8 H.P. per head and does 1-8 points damage,
per attack, per head. Each head may breathe fire twice per
day, doing an additional 1-8 pts. damage to all affected
(saving throws applicable).

If the creature is defeated, no treasure will be found, and
Duinor will immediately request the return of the party to the
alcove. The walls will move back in any event 1-4 rounds after
the monster is dispatched.

If any of the party is foolish enough to not have heeded the
call, he will find the dotted portion of the south wall of the hydra
chamber to be merely illusionary; the illusion can be detected
by touch and the wall can be walked through with no effect.
This will take him to the Arena, to be discussed later.

Once the party has returned to the alcove of the Pillar,
Duinor will congratulate them and give them gifts. One article
will be given to each person. Begin at the top of the list and
work down, allowing the party to distribute the article as they
see fit. If there are more than 10 members in the party, roll from
the last six articles only to make up the difference.
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1. Dwarven Hammer of Retribution +2, (+5 vs Sala-
manders, 4-40 pts. damage.)
. Sword of Cold
. Helm of Brilliance
. +4 Shield of fire protection
. Ring of fire resistance
. Potion of fire resistance
. Potion of extra healing
. Ring of protection, +2
. Potion of invulnerability
10. Potion of healing

The Pillar will also give limited advice about tactics which
might be employed and other matters, but because of changes
in the structure of the dungeon over the years, Duinor is
hesitant about giving directions, and usually will refuse to do
so. As a parting gesture, Duinor will heal all wounds suffered
by the party and Bless them (duration of Bless -10 turns).

winN
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6. The Barrack

This room is 40’ high and housed the men of Beoll-Dur. It is
filled with rows of double bunks, chests, garbage and dust. A
few coins and an ordinary weapon or two are all that is to be
found here.

7. The Bath of Death

Originally the bath house of the dwarves, rising tempera-
tures have caused the water to steam, filling the room with
many vapors and decreasing visibility to 2’ in front of each
person. The pool in the center is only about 3' deep (kept
continually full by an endless stream of water coming from the
south wall), but it contains a water weird of 3 dice and 17 H.P.
The weird will attack as a 6-dice monster and seek to paralyze
and drag into the water anyone who begins to walk around the
perimeter of the pool. Because of the steam, characters are
always surprised, will be unable to identify their enemy for 2-8
turns, and thus may attack each other. They will have a 20%
chance of falling in the water on each turn of confusion, and will
attack at -2. If a character falls in the water and is attacked by
the weird, he will subtract 2 from his saving throw rolls and
attack at -3. A paralyzed person underwater must make his
saving throw against drowning each round by rolling 4d6 -1
pt. per 2 levels against his constitution (as per procedure
described in Room 1).

After the battle is over and the water has stilled, many
gems (750 gp value) and several hundred gold and silver coins
can be seen lying on the bottom of the pool, along with skele-
tons of dwarves and some strange snake-like creatures (Sala-
manders). Also to be found are a +1 hand axe and a ring of
invisibility (hard to find because it and the wearer's skeleton
are still invisible!).

At the eastern end of the pool, flush with the bottom of the
pool and completely underwater, there is a small 2’ x 2’ pas-
sage which runs for 50'. To enter the passage, each character
must remove all armor and most weapons and then roll 3d6
-1 per 2 levels (not 4d6 as with other saving throws) against
constitution to check for drowning. The passage surfaces in
Room 8.

8. The Dwarves’ Refuge

It is in this room that the dwarves found refuge from the
bloodthirsty Salamanders. The underwater passage from the
bath house surfaces here, providing an almost impassable
barrier to the Salamanders. Here, and in the larger room to the
north, the dwarves survived until the escape tunnel was dug to
the Great Corridor. The only thing of value to be found here is a
book chronicling the battle of the Halls of Beoll-Dur. From this
book the reader may learn of Searazul, the King of the Sala-
manders, and the Peerless Legion, his deadly warriors. The
route to follow is said to be a wooden and metal staircase down
a fissure opened during an earthquake, leading to the royal
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chambers of the King of Salamanders. The staircase is said to
be accessible from the second level via a plank bridge across
the fissure. It also mentions a hall of illusions which must be
passed in order to arrive at the fissure. In addition, the book
has inscribed in it the following clerical spells:

Create Water

Resist Fire

Cure Serious Wounds
Cure Critical Wounds
Raise Dead

The book closes with an unintelligible incantation which, if
read aloud, will raise everyone who hears it 1 point in one
principal attribute category. The incantation then disappears
from the pages and cannot be remembered.

9. The Gymnasium

This room was used for physical conditioning by the
dwarves, and during the battle against the Salamanders was
the site of the dwarves’ last strong defensive position. The
room is charred, cracked, and demolished. All the doors are
broken, and the ceiling 60’ above is covered with soot. There
are piles of rust which once were armor and weapons, telltale
traces of the mated pair of rust monsters which inhabit this
room. They will be aroused by the odor of new metal, and will
pursue any intruders who carry metal. They have 24 and 27
H.P. respectively, and fight as 8th-level monsters, decaying
metal on touch. They have a 40% chance of following a party if
it leaves the room, but if either rust monster is damaged past
3/4 of its hit points, it will retreat to the Gymnasium and hide.
There are 40 (50 g.p. each) gems scattered around the room,
but no other treasure. It will require 2 rounds to find each of
these gems.

10. The Locker Room and Armory

This room serves as a physical preparation room for the
Gymnasium and the Arena. There are several rows of
benches, broken water basins, and booths for changing
clothes. On the western wall there is a passage barred by a
portcullis. This leads to the Armory, still intact due to this
protection. The portcullis is locked in place, but a keyhole can
be found on the northern wall which can only be unlocked with
one of the keys found in the Guard Room (Room 3). This will
allow the portcullis to be raised by applying at least 25 strength
points.

The Armory contains all types of weapons which can be
used by Clerics (clubs, maces, nets, bolos, etc.) and all types
of armor and shields. There is a 10% chance of each weapon
being magical, but testing in this area will not reveal the truth
about an individual weapon, as the area is permeated with
magic and accurate determination is impossible. If a weapon
is determined to be magical, roll d12; 1-6 indicates a +1; 7-9
indicates a +2; 10-11 indicates +3, and a 12 indicates a +4
weapon. At the northeast corner of the Armory is a small room
which controls the portcullis at the entrance.

On the southern wall of the Locker Room are two portcul-
lis-barred entries into the Arena. They will open 1 round after a
person steps in front of them, and will close immediately after
he steps into the Arena.

11. The Arena

The main gates into this 60-high area open easily to allow
access, and as many people may enter as are willing to do so.
During this time people may also leave the arena by merely
stepping in front of one of the two portcullises leading to Room
10. The portcullis will then open. However, 2-8 rounds after the
last person enters the Arena, all the portcullises lock shut, and
the three cages are opened in clockwise sequence, beginning
in the northeast corner. Each successive cage is opened upon
the death of the previous monster. If the characters are killed,
the cycle ends, and the gates to the Locker Room reopen and
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remain open, allowing bodies to be removed. The monsters
are:

Northeast Cage
1 Minotaur 6 dice 26 H.P.
Uses huge axe (as halberd)

South Cage
1 Cockatrice 5 dice 30 H.P.

Northwest Cage
8-headed Pyrohydra (same as in Room 5)

The pyrohydra is the same one as in the encounter in the
alcove of the Pillar; however, it has regenerated 1 point per
turn. The number of turns which have passed should be calcu-
lated in order to determine its hit points. It will be berserk and
will attack at +2. No treasure will be found on any of the
monsters. If any characters remained in the Pyrohydra’s
chamber during the first encounter, they will now notice its
regeneration and must continue trying to kill it. All characters
will be trapped in the Arena until they are released through the
regular process of the Arena (by killing all the monsters). They
will be magically kept from hunger or thirst, and will not age. If
the entire party is thus trapped, another adventuring party will
enter the arena in 1-10 years, and must then be victorious to
free them. Duinor will never set them free willingly, nor can
they tunnel or break out.

The two viewing areas (southwest and southeast corners)
are 20 feet above the floor of the Arena and are set at a slant
(high point at the rear). Although they could conceivably be
reached by combatants, the monsters would be likely to attack
any escaping person if possible, and the person would have
little defense. The eastern viewing section was intended for
the lower-level men, and leads to their areas of habitation. The
western area was reserved for high-class and important peo-
ple. It connects with the living quarters of the spiritual and
military leaders of Beoll-Dur.

12. The Geyser (Upper Level)

This huge room extends through both dungeon levels and
houses a huge geyser. At the top level, the door opens onto a
long, arched rock bridge spanning the room. The bridge is little
more than a stone bar, having no handholds or rails. The ends
are 10’ wide, but the center narrows to a mere 2'. Because of
condensation, the bridge is wet and slippery. Furthermore, the
geyser erupts intermittently (1 in 12 chance per round), send-
ing scalding water through the entire room. If a person is within
10’ of the center of the bridge when the geyser erupts, roll 5d6-
1 pt. per 2 levels against his dexterity to see if he falls to his
death. All others on the bridge need roll but 4d6. A person
attempting to walk or run across must roll 4d6 vs. dexterity
each round to see if he slips and falls. Crawling requires no
additional tests.

13. The Mausoleum

After leaving the geyser room, the character finds himself
in a 40" hallway leading to a 30’x30’ room in which stand two
statues of armed dwarves in battle stance. These are only
ordinary statues, although they emit a faint magical aura. This
is the antechamber to the mausoleum. The door to the mauso-
leum is locked, and cannot be picked, but can be opened by a
key found in the guard room. The mausoleum walls are lined
with vaults. There are also 4 magical statues in this room;
however, these will spring to action should any vaults be
opened (treat them as short stone golems). The statues will
not follow if the party leaves the room, but will return to their
respective places. They can detect invisible, ethereal, and
astral and are not susceptible to fire, gas, electrical, or cold
attacks. In 20% of the vaults there will be 1-12 gems (1000
gp.), 1-12 pieces of jewelry (15,000 g.p. total value) and (5%
chance) a magical weapon.
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14. The Crypts

The room to the south of the mausoleum is the antecham-
ber to the Room of the Crypts. In each alcove is yet another
statue, the western being normal, the eastern being an iron
golem. If the crypt door is tried, it (the door) will ask what
business the party has in the crypt room (the door is sentient).
The door can determine truth or falsehood 90% of the time and
if a lie is detected, the golem will make threatening motions. If
the door is forced or in any way attacked, the golem will attack
the party.

Close inspection of the western statue will reveal that the
scabbard on its belt is empty. If any sword is placed in the
scabbard, the statue will slide forward, revealing a passage-
way hidden behind it. The passage will remain open as long as
the sword remains in the scabbard. There is no way to open
the portal from the inside.

If the party should make its way into the crypt, they will find
8 stone sarcophagi, 3 of which are occupied. If an attempt is
made to open any of the tombs, the person so trying will be
stricken as the spell Power Word Kill. This may be repeated
indefinitely. In each occupied crypt there will be 5 (10,000 g.p.
total value) gems, 2 magic weapons, 1 suit of magic armor,
and 1 item of miscellaneous magic.

15. The Secret Treasure Rooms

The passage behind the statue is a downward curving
hallway which ends in a 4-way crossroad. In the very center is
a trap door covering a 20’ pit filled with spikes. The pit will do
4-40 pts. of damage, unless a saving throw is made (as in
Room 1). There is a door in each of the 3 branches of the
corridor. The northern and eastern doors trigger a trap when
opened, releasing a volley of darts from the 10'x10" area
northeast of the crossroads. 1-8 darts will strike each person
standing in front of a door, doing 1-3 pts. damage each. The
darts will fire each time a door is opened.

The western room is filled with all types of coins to a depth
of about 2. The coins are covered with a contact poison, which
must be saved against at -1. The eastern room is filled with
gems and jewelry. The northern room is filled with weapons,
armor, and religious items. If any items in the last two rooms
are touched, the character will receive 2-20 pts. of electrical
damage each segment he holds it.

There is a secret door in the center of the western wall of
the north treasure room. It opens outward, revealing a small
room. 1-4 rounds after the door is first opened, the 10'x10’
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stone block in the northeast corner of the room slides south-
ward, blocking the entrance and opening another exit in the
northeast corner. The block cannot be stopped or slowed. It
crushes everything in its path. A keyhole will be found in the
block after it has moved, but no keys presently in the charac-
ter's possession will have any effect.

16. Hallway of the Shooting Stars

After entering this pitch-dark hallway, the characters will be
deluged by hundreds of small (2'-3' dia.) glowing spheres of
light. The lights move with astonishing speed, will cluster
around any light source and will extinguish it in 1-4 segments.
In the dark they merely zip about, never colliding with any
characters. They give off enough light to see by, so no other
means of illumination is needed. The spheres have an armor
class of 3. If struck, each will do 1-10 pts. of energy damage
and will then disappear. If struck by a magical weapon, the
sphere will negate the magic ability of the weapon as well.

If the door on the western wall is opened, darts will spring
out (as in Room 15). The darts will reload if the door is shut.

If the secret door in the northeast corner is found, the
shooting stars will attack, impacting themselves against all the
characters (1-6 stars per segment per character), doing 1-10
pts. of damage each.

17. The Fissure

This room has been split by the fissure which rent the
dungeon. The heat in this room is about 110°F. The crevasse
is steep and treacherous, and each character attempting to
negotiate it must make his saving throw as per trap doors each
10" he climbs. Obviously, this is not a safe way to descend.

A rotting skeleton can be found on the lip of the crevasse.
Searching it will find no treasure or magic, but will produce a
key which will cause the stone block in the secret room preced-
ing the Hallway of Shooting Stars to slide northward again and
release the party from this section of the dungeon.

18. The Dining Hall

Here the dwarves of Beoll-Dur were fed. This hall is filled
with long benches and tables, all broken and rotting. Adjoining
it to the west is the kitchen, where the food was prepared. Now
it is a shambles of rusting pots, stoves, and utensils. To the
south of the kitchen is the officers’ dining hall, where the
high-ranking dwarves and people of importance were fed.
There are no monsters nor treasure in any of these three
areas.
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19. The Storeroom

This room was used to store the large amounts of food
required to maintain the dwarves of Beoll-Dur. The food has
since rotted, and the room is filled with heaps of rubbish and an
extremely foul odor. The heaps are infested with rot grubs, and
it is 60% likely that anyone searching, walking, or standing in
these piles will be struck by 2-8 of these disgusting creatures.
There is no treasure to be found in this room; however, the DM
is not discouraged from doing his best to convince the players
that there is.

20. Officers’ Quarters

This section of the dungeon lies behind a metal-cored door
which is securely locked. The only way to unlock it is with one
of the keys from the Guard Room (Room 3).

This is the area used for officers and also as living quarters
for the two most important residents: the High Priest (Duinor)
and the Military Commander. The two suites of rooms are
identical. The first door gives access to the private office of
each. The second door leads to the study or lounge. The third
opens into the bedchamber. Fine furniture, linens, and cloth-
ing are scattered and rotting throughout both suites. A few
coins and gems may also be found if the characters are
desperate.

South and east of the suite is a bath area; however, the
water level is low (4-5") and it is filled with dozens of green
slimes. The air in the room is rank and putrid.

On the west wall of the corridor in this section is another
locked door. No keys will fit this lock, and Thieves attempting to
pick it do so at 10% less than their base chance to pick locks.
The door itself is metal-cored and can take 100 pts. of damage
before it gives way. Behind this door lies a stairway down to the
next level.

21. The Lecture Halls

These two rooms were used for lectures and teaching
purposes. They now stand silent, filled with dust and many old
wooden chairs. In the center of the south wall there is a 10'x10'
platform on which stands a podium. The podium in the eastern
room is a mimic of 9 H.D. and 48 H.P. When touched it will lash
out, doing 3-12 points of damage.

The room to the south is a speaker’s lounge, and contains
nothing of importance.

22. The Great Stairway

This large dual stairway is locked top and bottom, and no
keys will unlock it. Attempts to pick the locks are made at 10%
less than standard. The doors are of solid metal, and can take
150 points of damage before breaking.

The stairway itself, on both sides, is covered with brown
mold (floors, walls, and ceiling) and has a constant tempera-
ture of 50°. The growths are especially thick around the doors.
Entering the room and walking down the stairs will cause a
loss of 4-24 points per round due to loss of heat. The doors at
the bottom of the stairs are also locked, and will require 1-3
rounds to unlock, even if someone is successful. Anyone
remaining stationary for two or more rounds has a 30% chance
of being covered by the mold, and thus receiving double
damage. The mold can't be scraped off, because it multiplies
at an amazing rate. Cure Disease will kill only those molds
which are currently growing on the body.

23. The Chapel

This is the religious center of Beoll-Dur. The 40'-high,
arched roof is supported by 6 large columns. The pews are
arranged about a central aisle leading to the raised platform on
which are two statues of holy figures, one on each side of a
pulpit. A set of low stairs leads from a point behind it to the
pulpit.

The two small rooms east and west of the pulpit area are a
preparatory room and a storage room, respectively. From the
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eastern room northward is the office of the chief priest. It
contains a desk, a bookcase, and some reference books
which could be of interest to Clerics; however, they contain no
spells or scrolls. In the storage room candles, wine, and reli-
gious devices can be found.

The eastern statue holds one hand up, palm outward,
while the other hand holds an open book. If the inscription in
the book is read, the statue will slide south to reveal a 10-deep
pit with a ladder leading down the side. The opening will slide
shut in two turns, but can be reopened from inside by an easily
noticeable lever.

24. The Sanctum of the Chief Priest

The pit leads to a corridor which turns west and goes up a
flight of stairs. At the end of the hall is a door, but there is a pit
and trap door at the end of the stairs. The pit is 30" deep and
does 3-30 points damage (saving throw applicable as before).
The door opens into an irregularly shaped room with religious
items and drawings on the floor and walls. To the north is a
room with yet another statue, this one of a semi-human, evil-
looking monstrosity looking over an altar. From the scarred
and nicked surface, it can be surmised that the altar was used
for sacrifices. On the floor in front of the door is a pentagram,
used in dealings with the supernatural for protection. Should
this room be desecrated or in any way molested, there is a
30% chance of a Type VI demon appearing, sent by the deity.
Refuge may be sought in the pentagram; the demon may not
attack its occupants, nor may he leave the room. If he is thus
foiled, he will leave in 2-8 rounds; however, he will retain the
memory of those who have thus insulted him. The demon has
8 H.D. and 42 H.P.

After leaving the altar room, the party will be confronted by
a solemn, evil-looking figure. Actually, this is a doppelganger
of 4 dice and 23 H.P. He will masquerade as the chief priest,
demanding to know why he has been intruded upon, and will
attack at the most opportune moment. He uses a +2 mace and
a Rod of Lordly Might. The body of the long-dead chief priest
may be found in the secret room in the eastern part of the large
room. No other magic which is usable may be found.

Level 2

1. The Great Stairway
(See Level 1, Room 22)

2. The Assembly Hall

Directly across the corridor from the Great Stairway is the
Assembly Hall. This was used for general meetings of the
entire population of Beoll-Dur. Rows of benches are lined up
before a raised platform. There are two tables and one speak-
er's podium on the platform, which is accessible by two sets of
steps on either side.

There is a secret door in the southwest corner. A corridor
extends behind this door for 100 ft.; however, the floor of this
corridor resembles a seesaw. The fulcrum is 50 ft. along the
corridor, each arm being 20 ft. long. The first arm is blocked
from beneath, so that it will not sink when stepped upon. Once
the party has proceeded past the fulcrum, however, the floor
will begin to slant, imperceptibly at first, but with ever-increas-
ing slope. The opposite side of the fulcrum will also rise, cutting
off the escape. If the party does not take immediate action to
turn around when told the floor is slanting, they will all fall 30 ft.
into the large pit indicated, receiving 3-30 pts. damage. The pit
is filled with rotting skeletons, but little else. The floor of the
corridor will automatically level itself once its load is dropped.

At the end of the corridor, if it can be reached, is a statue of
a friendly-looking dwarf. On the base is inscribed his hame in
an archaic dwarven language. Only a dwarf of 12 or higher
intelligence will be able to read it. If the name is spoken aloud,
a voice will announce that' the speaker of the name will be
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granted one wish (use DM discretion here). If the name is
spoken a second time, the voice will become angry at being
disturbed by such a greedy person, and will probably have him
teleported to the Arena by himself.

There is a secret door 10 ft. down the corridor which leads
to some highly secluded parts of the dungeon.

3. The Secret Stairs

The stairway from the Officer's Quarters runs a total of 40
ft. There is a secret door at the 30-foot distance, but if anyone
steps in the last one foot of the stairway, the last 20 ft. will turn
into a slide, dropping everyone standing thereon into a pit at
the foot of the stairs. It is a 20 ft. pit doing 2-20 pts. damage (no
saving throw).

At the end of the hall is a false door which releases a volley
of darts. Each person in the hallway will be hit by 1-8 darts,
doing 1-3 pts. damage each. The darts reload whenever the
door shuts.

The secret door leads to a corridor with another 20 ft. of
stairs. There is another secret door in this corridor, joining to
Room 2.

4. The Enchanted Pillar (Lower Level)

The corridor from Room 3 leads to the lower half of the
Enchanted Pillar. When they enter, Duinor will congratulate
the party on its good fortune so far, and will ask for details of
what members have seen. Once again, Duinor will heal all the
characters to his limits and will give another 10-turn Bless,
unless the previous one has not yet worn off. This room is
much the same as the one above it. The walls of the room can
also be shifted so as to shut the room off from the rest of the
area, if desired.

The room to the southeast contains nine 8-ft.-high crystal
cones, 3 of which are glowing with a light similar to that of the
Enchanted Pillars. These contain the life forces of three of the
high-level Clerics, awaiting the time when Beoll-Dur would be
delivered from her enemies. Two of the other cones have been
shattered and 4 remain inactive. Duinor will show this room to
the leader of the group only, and will ask that, should he
succeed in freeing Beoll-Dur, that he return and set free the
three Clerics. This is accomplished merely by striking each
cone with at least 5 pts. of force. Once done, and the cones
shattered, the Clerics will remain standing where the cones
were. If the cones are in any way attacked before the appoint-
ed time (the freeing of Beoll-Dur), an iron golem will appear
from the secret door in the corridor southwest of the Enchant-
ed Pillar (which, by the way, cannot be opened from the
outside) and will seize the culprits, doing no damage. He will
then imprison them by throwing them (for 2-16 pts. damage)
into the 10°’x30’ area at the west end of the secret room, and
will push the several-ton, solid-rock plug into place behind
them. Attempted escapes while the plug is being placed have
a 10% chance of success and a 60% chance of the escapee
being crushed to death. If the escape is successful, the char-
acter must still fight the golem. The prison room is completely
magic-proof and magic-negating: All magic weapons are ne-
gated, and all spells, wands, and the like will not work. The
characters will survive only as long as their food holds out.

5. The Clinic

Although most healing medicine used by the Clerics was
magical, this area was used for special and serious cases, as
well as ordinary bed rest. The large room is full of beds, and
was used for non-contagious illnesses. The smaller room to
the east has fewer beds and more space. It was used for more
serious ailments.

The hallway leading north gives access to the more techni-
cal rooms. The first door to the west is the healer's office. It has
a desk and very little else in it. The next door on the east is the
operating room, where in-depth healing took place. There is a
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large slab in the center, and empty shelves and tables
throughout the room. The second eastern door leads to a
storage room. Items which can be found here include: band-
ages, ointments, Potions of Healing and Extra Healing (2
each), Oil of Slipperiness (1), and poison (2), and a Staff of
Curing. The potion containers are indistinguishable from one
another, since the labels have fallen off over the years.

The second door on the west leads into a room where a
two-sided altar lies before a painting of a two-headed god; one
head is kind and benevolent, the other malicious and evil. This
altar is a tribute to the dwarven god of life. Should a dead
person be placed on one side of the altar, and another willing
person lie on the other side, the god will accept the exchange
of lives 80% of the time. The dead person must have been
dead for less than 24 hours, and the sacrifice of the living
person must be totally willing on his/her part, not the result of
being charmed or duped.

The room at the end of the hall was a controlled teleporter,
used to rush patients to anywhere in the dungeon. However,
the controls have become broken over the years and it now
acts as a random teleporter to any room in the upper two
levels.

6. The Portcullises

These two portcullises bar entry to important areas of the
dungeon. Each is locked, but only the eastern one has a
control room. They can be unlocked with the third key from the
Guard Room (1st level), but each requires 30 strength points
to raise because of its rusty condition. The western one will
automatically close and lock after being raised and passed
under, but the eastern one can be controlled by mechanisms
in the small room to its north.

7. The Treasure Rooms

These three rooms are filled with vast amounts of trea-
sures, collected by the Clerics for hundreds of years.

The first room to the north is entered through a small
antechamber. Beyond the second door is a vast roomful of
molten silver. This room had been full of coins; however, a
heat source below it has caused the silver to melt and the other
coins to sink to the bottom. The floor slopes downward to a
point three feet below the level of the corridor and the ante-
chamber, creating a pool of molten metal. North of the room
and through another antechamber is another room under
exactly the same conditions; however, this room contains
molten gold.

Southeast of these rooms is another room filled to a depth
of 2 ft. with gems of every color, size, and type. They have
been magicked with some sort of curious spell, for no charac-
ter can touch them. When a gem is reached for, it repels from
the hand as do like poles of two magnets. This can produce
spectacular effects, especially when several characters
broad-jump into a pile of these beauties. Dispel Magic will
have no effect on these gems.

8. Lair of the Fire Lizard

This huge room houses a fire lizard which guards the
treasure rooms. Should it hear any noises, it will investigate in
1-12 rounds. The secret door denoted is 15" wide and slides
straight up into the wall noiselessly. The lizard has 10 hit dice
and 60 hit points. The Fire Lizard regards the treasure rooms
to be part of its lair, and therefore will attack intruders at +2
due to rage. It will not attack retreating characters, however,
and will not follow once they are out of sight.

There are 10,000 gold pieces, 30,000 electrum pieces,
30,000 copper, 8 gems (150 gp value, non-repulsing), 2
pieces of jewelry (750 gp value), 5 potions (Flying, Diminution,
Levitation, Oil of Etherealness, Polymorph) and a +2 Battle
Axe in the lair. There is also a secret door too small for the
Lizard to fit through on the east wall of his lair.
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9. Room of Fiery Death

Behind the easternmost door at the end of the corridor of
the Treasure Rooms lies a large, strangely constructed room.
From the door and running across the room to another door is
a solid, pier-like bridge 10’ wide. On either side is a 30’ drop,
the floor under which burns fiercely with a magical fire. The
temperature in this room approaches 150 degrees F, and a
character remaining in the room for over 1-4 turns will suffer
1-4 points of heat damage per round beyond his limit.

The door at the other end of the catwalk, when opened,
releases endless hordes of fiery red skeletons at a rate of 1-4
per segment. These skeletons, besides their regular attack, do
an additional 1-4 points of heat damage when scoring a hit.
They are not affected by heat-based spells. The supply is
endless; therefore, if action is not quickly taken, their numbers
can easily overwhelm. Closing the door has a 1 in 6 chance of
success and can be attempted once every two segments. If
the party should somehow enter the room, they will find a well
filled with a steaming, transparent red liquid, from which the
skeletons are appearing. Dispel Magic and Purify Water will
stop the output of skeletons for 4-16 turns. There is no trea-
sure or magic, and no bottom can be detected to the well.

On the floor of the fire chamber can be seen 3 open
corridors leading from the flaming floor. These corridors are
not on fire. At the level of the catwalk there are 2 doors, one
each on the north and south walls. The northern one is false,
but the southern one leads down a hallway which becomes a
slide, plunging a character into the geyser unless he makes his
saving throw vs. dexterity. Remember, both doors are 30’
above the flaming floor, with no ledges or platforms adjoining
them to stand on.

The northwestern corridor out of the fire chamber eventu-
ally leads to the den of the fire lizard. The southern corridor
leads to the geyser, and the northeastern corridor leads to a
hallway with 2 doors.

The western door off this hallway leads to the lair of a
gorgon. It has 28 H.P. and uses the tactic of waiting in the north
chamber until a party fully enters the room. It will then attack
from its hiding space. It cannot leave its room, for it is too large
to fit through the door. Its treasure is 5,000 gold pieces and 7
pieces of jewelry (450 gp).

The eastern door off the hallway leads down a long pas-
sage which winds its way around, under the catwalk, out the
other side and ends at the door on the west wall of Room 10
(see below). Under the catwalk the walls of the passageway
are inset with precious gems of enormous value. However,
should any player touch them he will receive 1-8 points of
burns to his hands, for the walls are extremely hot. The gems
are set into the wall and secured with powerful magic, prevent-
ing them from being removed.

10. Room of the Efreet

Behind the door at the end of the long hallway is a small
antechamber. The door across the room is barred and locked,
and radiates a strong aura of magic. Obviously the next room
contains an imprisoned creature of some power! If the door is
unbarred, unlocked and opened, an oddly shaped room will be
seen. The octagonal portion is merely a regular room, but the
three-pointed area is bathed in flame. In the center of this area
sits an efreeti on a throne. He has 64 hit points, but instead of
attacking will reward his liberators by granting them 3 wishes.
He does not enjoy this duty, and will seek to pervert the wishes
of the party by executing the wish to the letter of the command.
When finished granting the wishes, he will assume gaseous
form and disappear through the door.

11. The Geyser (Lower Level)

This is the base of the geyser, and consists of a pool of
boiling water surrounded by a wide walkway. Religious ser-
vices were sometimes held here. When the geyser erupts (1 in
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12 chance per round), it sends a fountain of scalding water
more than 100 feet into the air. When this water falls back
down, anyone in the geyser room will have a 40% chance of
being swept into the geyser by the returning flood, receiving
2-20 points of damage for 1-8 rounds before he can pull
himself out. Heavily encumbered characters will not be able to
remove themselves; they will sink. Anyone not swept in will still
receive 1-6 points of damage due to burns.

Anyone caught by the slide south of Room 9 will be
plunged into the geyser, similarly to being swept in. In both
cases, if the geyser erupts while a character is in it he will have
4d6 points of falling damage done to him in addition to the burn
damage.

There is an extremely ornate and large door on the south
side of the geyser room.

12. The Chamber of The Dwarven High God

The entry to this area contains a long pool of boiling oil. No
bottom can be felt, but if the pool is probed the act will disturb a
dormant creature which lies below the surface. 1-10 lethal
tentacles will snake out, attempting to draw the victims into the
oil. Each tentacle will have 3 dice of hit points, but will attack as
a 6-dice creature, doing 1-8 points of damage. On a “to hit” roll
of 18 or better a tentacle has grasped its victim and will pull him
under in 1-4 segments. Once in the oil, the character will
receive 2-16 points damage from heat and 1-8 points of
constriction damage each round. He must also save vs.
drowning (as in Level 1, Room 7).

The south door is very ornate, and is guarded by 2 iron
golems which allow only dwarven Clerics to pass unchal-
lenged. In this room is a temple to the most powerful dwarven
god. This god is usually benevolent, but will become vengeful
if antagonized. If a dwarf can show just cause, the god will
bestow one favor upon him. Treat this god as Zeus, as depict-
ed in Gods, Demigods, and Heroes, page 13.

(Editor’s note: The passage from Gods, Demigods
and Heroes reads as follows: Armor Class: 4, Move: 18;
Hit Points: 300; Magic Ability: see below; Fighter Abili-
ty: 17th Level; Psionic Ability: Class 2.

This God appears as a human male of powerful
physique. He is able to shapechange at will, has dou-
ble the strength of a storm giant. His open wounds,
when they spill blood, form sixth-level monsters, one
every melee turn, that fight for him. Finally, he has the
power of divine awe. This power is unique among the
mythos and only applies to a select number of Gods.
When confronting a mortal of less than twentieth level in
this state, that mortal will be paralyzed (no saving
throw) for as long as the God wills. It is necessary for the
Gods with this power to use a limited shapechange to
tone down their splendor. This God disdains the use of
armor but will use a plus 5 shield in battle. A white
eagle, a giant of this species, always appears at Zeus'
side.

Zeus’' White Eagle-Armor Class: 2, Move: 9/21; Hit
Points: 50.

If Zeus takes a liking to a being (judge’s option) he
will give that being a small marble image of an eagle
which when thrown will turn into this eagle and strike for
2-20 points per melee round. It will disappear after the
battle.) [Reprinted courtesy of TSR Hobbies, Inc.]

13. The Library

This room is lined with bookcases, and has 3 free-standing
bookcases in the center. The books, most of which are moldy
and rotten, are on general subjects. A well hidden secret door
(1 in 6) is located in the southeast corner. When it is opened, a
section of shelving swings outward, revealing a secret room
filled with important books. These, too, are moldy and the
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covers are illegible. Each book inspected has a 10% chance of
being one of the following (roll d10 for type if special book is
found

—

. Manual of Puissant Skill at Arms
. Manual of Gainful Exercise

. Manual of Bodily Health

Manual of Golems

. Manual of Quickness of Action

. Book of Exalted Deeds

. Libram of Silver Magic

. Libram of Gainful Conjurations
. Libram of Ineffable Damnation
10. Tone of Understanding

After being read, a book will vanish completely.

O©O~NDUTA WN

14. Fountain of Jewels

The first area encountered is a 30'x30’ room with a set of
stairs leading up 10’ to the next area. The first room is 30’ high,
and the second is the same roof height, but because the floor
is 10’ higher, these walls are only 20" in height. There is no wall
between these rooms, only the dropoff. The second room has
an arched stairway leading up 20’ into a third room. This room
is also 30" high and contains a large fountain.

This fountain spews forth water, but as the water strikes the
base of the fountain the drops turn into jewels. Therefore, the
room is filled knee-deep with jewels of all shapes, sizes, and

es.

P The gems are magically created, but magic will be negated

when gems are taken from the room. The gems will revert to

water, and any gems or other items left behind in the room will

disappear. The greedy adventurer will be left with a good
lesson and a wet pack.

15. The Prison

This area is reached by traversing a long corridor. At the
30" mark along the corridor there is a pit (same as in Level 1,
Room 1). If a person has fallen into this pit, he will seem to fall
forever. The pit is actually only 50" deep, but a teleport point 10’
from the bottom will automatically teleport him to within 10’ of
the surface. He will continue falling and being teleported con-
tinually and will not himself be able to detect this trick, since
there is a Darkness spell cast on the pit. Persons above and
looking down will be able to see their comrade regularly being
teleported to within 10’ of the top. When falling, he will travel at
a speed equal to the velocity as if he were actually falling down
an endless pit; that is, constantly accelerating.

Further on along the corridor are a set of locked portcul-
lises. They may be treated the same as the eastern portcullis in
Level 2, Room 6. The controlling mechanism is in the small
room to the east, with a door located between the two portcul-
lises.

The prison itself is merely two rows of 10'x10’ cubicles, with
barred fronts. There is nothing much of interest here; the keys
to each cell are in the room controlling the portcullises.

16. The Fire Giant's Lair

This large room houses a fire giant of 11 H.D. and 71 H.P.
There are also 3 hellhound guards of 6, 6, and 4 hit dice. They
have 28, 24, and 16 hit points respectively. An east-west
overpass over the hallway is located at the south end of the
lair, and connects two chambers. The giant will be near his
treasure room (the octagonal room) and will have the strong-
est and the weakest hellhounds guarding near it. The third
hellhound will be in the room on the other side of the hallway.
The treasure consists of 5,400 silver pieces, 600 platinum
pieces, and 4 gems ﬁ250 g.p. value).

The giant and hellhounds will pursue intruders.
17. The Hall of lllusions

The door to this area is a one-way door, although this fact
will not be detected until the door has closed. The door can
only be opened from the north side.
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The hallway winds around seemingly aimlessly, and there
are secret doors in various places. The most unusual aspect of
this hallway is the fact that every entity encountered in the halls
appears to be something it is not (roll as for a random mon-
ster). Even friends appear strange to each other. Determina-
tion of actual form can only be made by touch, which dispels
the illusion.

The northeast spur of hallway ending in a teleport point is
blanketed over the last 20" by a Darkness spell. The point
teleports a character to the room in the center of the Hall of
lllusions, which is guarded by two secret doors. There he will
find a magical mace which will polymorph any creature it hits
into a random monster, saving throw vs. magic applicable. He
will also find a key which will open either of the one-way doors
into the Hall of lllusions.

The two teleport points in the southwest corner of the
hallway interact with each other. Moving east across the
southern one will cause the creature to be teleported back to
the first. Moving north across the northern point will cause the
creature to be teleported to the southern one. Since the walls
are featureless, a character can go over these points numer-
ous times without being any the wiser of the trick. It will appear
to the trapped creature to be an endless square of hallway.
The only way to escape is to step, during the first moment after
teleportation, in the opposite direction of the direction set to
trigger the next teleport point; that is, north off the northern
point or east off the southern point, and then return to the
teleport point. This will neutralize the teleporting mechanism
for each character who performs the proper maneuver.

Two trolls live further along in this hallway, with hit points of
42 and 34 respectively. When they attack, it will be impossible
to determine their true nature unless they are touched, for
each will appear as a random monster. If the trolls leave the
sight of the party, they will assume a new appearance if
encountered again.

16. The Stairway Down the Fissure
After leaving the Hall of lllusions, the characters will enter a
room which has been split by the fissure. A narrow plank
bridge spans the gap between the two halves of the room.
The hallway running due north out of this room has caved
in due to the earthquake which caused the fissure, as has the
hallway running south on the other side of the fissure. These
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sections are still very unstable and will cause minor cave-ins if
prodded.

By following the hallways, the group will eventually find its
way to a circular stairway descending into the crevasse. It is
constructed of wood and metal, and descends 650’ before it
stops. From this point the journey must continue on foot with
rope work on steeper parts. There is a base chance of 2% per
round of a character falling to his death. This type of descent
goes on for 500" more, whereupon the characters will have
arrived at the threshold of the royal chamber of Searazul the

Mighty.
Level 3

1. Entry Room

After descending 500 feet from the stairway (Room 18,
Level 2), an extremely narrow ledge along the side of the
fissure becomes visible. It is one foot wide and extends east.
The ledge widens into a floor at Room 1. A metal plank pro-
vides access to the north side of the room. Another metal plank
provides access to the northwest area of the room.

2. Practice Room #1

This room is a mock combat room. The Salamanders train
in this room. It contains quarterstaffs and padded armor. Sala-
manders 13 and 14 will be located here. They will be surprised
on a roll of 1-3.

3. Practice Room #2

Another room in which the Salamanders practice. Four
targets are located on the east wall of the room, with many
spears resting against the west wall. Four Salamanders (15,
16, 17, 18) will be found in this room. They will be practicing
spear throwing and will be surprised on a roll of 1-3.

4. Storage Room

A storage room in which spears, harnesses and tools are
kept. Salamander 19 will be found here, and is surprised on a
roll of 1-4. Creatures will hear clanging 30 feet from the door
when approaching the room. The corridor to the north of room
4 is special. When the characters reach the first “X,” they will
begin to hear the sound of footsteps, which will fade away in

The Salamanders of Level 3

Hit Hit

Dice Pts Str. Dex. Treasure

11 57 16 17 Gauntlets of Ogre Power
The King's Advisors Brazier of Sleep Smoke

Searazul

#1 7+7 33 12 11 Jewelry & gems (see text)
#92 7+7 31 8 8 Jewelry (see text)

#3 7+7 35 14 8 Jewelry (see text)

#4 7+7 38 14 8 Gems (see text)

#5 7+7 30 11 14 Gems (see text)

#6 77 31 15 10 Gems (see text)

#7 7+7 35 11 7 Jewelry & gems (see text)
#8 7+7 33 6 14 Gems'(see text)

#9 7+7 40 18 11 Gems (see text)

#10 7+7 23 8 9 Jeweled dagger (see text)
#11 7+7 41 11 7 Jewelry (see text)

#12 7+7 31 13 8 Jewelry (see text)

The Peerless Legion

#13 9 42 13 15 Ropeof Climbing

#14 9 49 17 13 Medallion of Thought Projection
#15 9 41 14 14 Rope of Constriction

#16 9 49 15 13 Mattock of the Titans

#17 9 42 12 16 Rope of Entanglement

#18 9 44 15 15 Bracers of Defense

#19 9 31 13 15 Necklace of Strangulation

#20 9 30 13 12 Helm of Telepathy

#21 9 47 14 16 Girdle of Femininity/Masculinity
#22 9 51 16 12 Scarab of Protection

#23 9 47 14 17 Helm of Brilliance

#24 9 43 18 14 Commander (see text)

#25 9 41 14 11  Rug of Smothering

#26 9 53 15 13 Crystal Ball with ESP

#27 9 30 17 12 Horseshoes of Speed

#28 9 51 15 10 Bag of Holding

#29 9 34 14 11 Javelins of Lightning (4)

#30 9 41 11 17 Amulet of Inescapable Location
#31 9 37 12 15 Helm of Teleportation

#32 9 37 13 13 Gauntlets of Fumbling

(Note: Except as specified in the list above, all Salamanders have the properties attributed to them in the
Monster Manual. Each Salamander will possess, or have immediate access to, at least one spear of the type
described in the MM. Salamanders encountered in a practice room can be expected to use all the weapons at

their disposal if necessary.)
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two turns if they stop. The footsteps are echoes of their move-
ment. If they are moving silently, their footsteps will not echo.
Voices and the sound of armor clanking will also echo. The
echoing will not stop until the characters reach the other end of
the echo area, marked “X.”

5. Room of Shadowy Death

This room appears to be empty. It is dark inside. In the
southwest cubicle there are four Shadows which will strike if
the room is entered. The Shadows have 19, 20, 12, and 16 hit
points respectively. They will have 12,000 g.p. hidden in the
secret room along with 16 gems (60 g.p. apiece), 10 pieces of
jewelry (500 g.p. apiece), a Ring of Water Walking, a Potion of
Fire Resistance, Rod of Negation, a Scroll with four magical
spells (Mending, Contact Other Plane, Rope Trick, Power
Word-Blind), and three ivory goat figurines.

6. Room of Flashing Lights

Inside this room are small, round, colored lights which are
moving aimlessly across the walls. After five rounds of being
exposed to the lights, characters will be hypnotized; they will
sit down and just stare at the lights. The only way the trance
can be broken is by the sound of the door opening. Three
hobgoblins will be found in the room, already hypnotized—un-
til the door is opened, of course. They will always be surprised
and have 9, 6, and 6 HP respectively. Being half dehydrated
from being entranced, they will act with 8 dexterity and 9
strength. If the characters get hypnotized in the room, a Sala-
mander guard will check in every 12 tumns. Treat this guard as
Salamander 31 or 32 (50% chance for each).

7. Gate Room

Salamanders of the Peerless Legion use this room to gate
into the material plane. No one can use this room to gate
without the knowledge of the king. Nothing else of value is in
this room.

8. Commander of the Peerless Legion’s Room

The commander of the legion, Salamander 24, will be
found in this room and will be surprised on a roll of 1-2 on d6.
He will be found resting on a bed in the southwest corner.
Behind the bed there is a secret door with his treasure in a
chamber behind it. The treasure includes 40 s.p., 20 g.p., 5
pieces of jewelry, Eyes of Petrification, Decanter of Endless
Water, crystal ball with clairaudience, Potion of Healing, and a
Medallion of ESP (30 foot range).

9. Practice Room #3
Same as practice room 32. Salamanders 20, 21, 22, and
23 will be found practicing in this room.

10. Room of Marquins

This room is where the creatures called Marquins live.
They have been magically animated by a high-level Cleric/
Magic-User. They appear as small, blob-like creatures made
of molten lava. Standing two feet high, they have the following
abilities and attributes:

Move: 60 feet/turn

Hit Dice 3+3

Armor Class: 6

Treasure Type: Nil

Alignment: Neutral

Attacks: 2

Damage/Attack:  1-20 plus 2-8 heat damage

These creatures, if threatened, will shoot small bullets of
lava out of their eyes. If the Marquins hit, the lava will sear the
flesh, causing an additional 2-8 hp of damage. If the character
hit is wearing plate mail, there is a 5% chance that a joint will be
hit and will be soldered together so that movement of the
appendage is hindered.
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11. The Peerless Legion's Sleeping Quarters

The Peerless Legion rests in this room. Salamanders 25,
26, 27, 28, 29, and 30 will be resting along the west wall. They
will be surprised on a roll of 1-3 on d6. The only treasure found
in the room will be those weapons found on the Salamanders.
The room is filled with bunks, tables and a few spears.

12. Advisors Sleeping Quarters

This room is where Advisor 1 lives. A bed is on the south-
east wall with a chest at the foot of it. The chest contains three
pieces of jewelry worth 1,500 g.p. Underneath in a false bot-
tom (found on a roll of 1 on d6) will be five gems worth 20,000
g.p. This advisor, as all advisors, will be surprised on a roll of
1-2 on d6.

13. Advisors Sleeping Quarters

Advisors 2 and 3 reside in this room. Beds on the south-
west and northwest corners contain the resting Salamanders.
Nothing in the room is of value, but a secret door hides the
room their treasure is in. It is a chest with five pieces of jewelry
worth 20,000 g.p. Again, the Advisors will be surprised on a roll
of 1-2 on d6.

14. Advisors Sleeping Quarters

In this room sleeps Advisor 4. His bed is in the northwest
corner. His treasure, underneath the bed, is three gems worth
10,000 g.p.

15. Advisors Sleeping Quarters

Salamander Advisors 5 and 6 reside here. They will be at
the northeast and southeast corners. Their treasure is in
chests at the foot of each bed. The chests are trapped with a
poisoned needle which shoots out of the lock. An affected
character must make his save vs. poison or die. Each chest
contains 3 gems worth 10,000 g.p.

16. Advisors Sleeping Quarters

Advisor 7 is sleeping on a cot in the northeast corner. His
treasure is kept in a room behind a secret door on the east wall.
In a chest are two gems and three pieces of jewelry worth
10,000 g.p. and 15,000 g.p., respectively.

17. Advisors Sleeping Quarters

Advisors 8 and 9 live here. They will be sleeping in the
southwest and northeast corners. A secret door conceals a
gem worth 1,000 g.p. lying on the floor in the small chamber.
Behind that is another secret door. An attempt to open it
requires three turns to pass before the first roll can be taken to
determine success. The room within appears empty, but the
treasure is kept in a space underneath the floor. The trap door
is not booby trapped. A small pouch contains 12 gems worth
3,500 g.p.

18. Advisors Eating Room

No advisors will be found in this room. It is a dining hall with
a 10'x5’ table in the middle and 12 chairs around it. Any noise
made in it can be heard by Searazul, the King Salamander, by
means of a pendant that he wears on his chest. Nobody but the
king knows this.

19. Advisors Meeting Room

In this chamber is another table and set of chairs identical
to those in room 18. The advisors usually hand out duties and
assignments for the Peerless Legion here, but none will be
found in this room. Anything said in this room can also be
heard by Searazul, as per room 18.

20. Advisors Sleeping Quarters

Advisor number 10 resides here, sleeping on his cot in the
southwest corner. Behind the secret door is an invisible trea-
sure; a Detect Invisibility spell will be needed to locate a
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heavily jeweled dagger worth 15,000 g.p., which will become
visible upon being detected.

21. Advisors Sleeping Quarters

This room is the private quarters of Advisors 11 and 12. It
contains beds in the extreme corner of the south wall. Their
treasure is behind the secret door. It consists of 6 pieces of
jewelry worth 15,000 g.p.

22. Refuse Room

One of two rooms which borders on molten lava. Refuse
thrown into the lava is destroyed by the intense heat (1850°
Fahrenheit). The stench from the burning odor will cause
nausea after three turns, halving characters’ dexterity and
strength for six turns after that. A Salamander sentry (either
Salamander 31 or 32) will bring more refuse every 7-12 turns.

23. Gem Storeroom

This room is filled with various gems and semiprecious
stones, in a pile 10’ high at the south wall and tapering to the
bare floor at the north end of the room.

24, Jewelry Storeroom

Another storeroom of riches, filled with jewelry piled 10’
high at the south end of the room tapering to the floor at the
north end.

25. The Throne Room of Searazul

Searazul, King of Salamanders, may often be found here
in his throne room. It has two fountains spouting lava at the
extreme northwest and northeast corners of the room and a
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large curtain covering the far north wall. Behind the curtain is a
door that can only be opened by using a special ring which
Searazul wears. The throne chair is a box in the center of the
room 50’ south of the northern wall. It is made of solid stone
with jewels inlaid in it. Standing on it, 15’ off the floor, the king
can observe sacrifices made to him on an altar south of the
chair. The dotted lines on the map indicate a pair of trap doors.
Prisoners are led to the doors, and the king judges them there.
If they are condemned, they will be dropped 60’ into molten
lava. To the east side of the throne chair is a Brazier of Sleep
Smoke which the king will use if he is attacked. If the king is
seriously threatened he will light a fire in the brazier and run for
the door in the north wall. He will proceed east until he gets to
room 28.

26. The Council Room
The council room contains a table 10'’x30" with 13 chairs
around it. It contains no treasure or anything else of value.

27. Searazul's Sleeping Chamber

There are two sentries of the Peerless Legion, numbers 31
and 32, guarding Searazul's room in the 10'x10’ cubicle to the
west outside his door. Searazul resides in this room, and will
be encountered here unless the party has given away its
presence previously, in which case the king will await the party
on his throne. The walls of the room are intricately carved and
his bed is at the southwest corner. Nothing in the room of value
can be taken out without its value being lost.

28. Gate Room
The king and his advisors use this room as a gate. It is
bordered by lava. Nothing of value is kept here.
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The Mansion

Introduction
to players

You are all young campers on a week-long camping trip through
the woods and wilderness. In the middle of a nighttime hike, you
become separated from the rest of your group. None of you is
worried, however; you have all taken excellent compass directions
and are sure you can eventually find your way back to the campsite.
So, with this great chance to do a little exploring on your own, you set
out into the woods as a group.

Each of you carries the following items: a large backpack with
sleeping bag attached underneath, a canteen of water, a jackknife, a
large, rough-cut walking stick, heavy hiking boots, a compass, cook-
ing gear, food for three meals, two changes of clothes, and a flash-
light.

In addition, young campers have a tendency to bring along things
which their leaders didn't say they would need, so each of you may
make a list of ten things which you are carrying in your pockets or
backpack that are not required. Objects which are unreasonable for

of Mad Professor Ldlow

Al

Dragon
by James M. Ward

z ‘/{.}/ ./

KLbF7 T

young campers to have will not be counted, since they would have
been confiscated by the leaders long ago.

Each camper is permitted to declare himself or herself the holder
of a certain achievement badge, which had been earned before the
trip for above-average skill and knowledge of something. Since this
camping organization is so sophisticated, just about anything (again,
within reason) can be made a special skill. Campers with a certain
special skill could have equipment supplied to them specially, such
as a first-aid kit for someone with that skill or a set of walkie-talkies for
a camper with a badge in communications.

The group files through a path in the woods and suddenly comes
upon a small valley. There is a mansion nestled among the trees
about a hundred feet away.

A member of the group claims to have heard of the place. He
says it is the mansion of the mad Professor Ludlow, and you all creep
closer to take a good look. Some of you want to go in, but others
rightly point out that such an act would be breaking and entering, and
it would be wrong to do. Suddenly, from somewhere within the old
house, you hear a cry of “Help! Help!” Being the good young people
that you are, you all rush for the big front doors, push them open, and
run inside to help the person in trouble.
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The Mansion of Mad Professor Ludlow

Notes for
the referee

Be sure to check each player's list of ten extra items before they
begin, and be careful that no one is allowed anything which an
upstanding young camper would not take along. The characters are
young teenagers who would not have access to such things as drugs
or weapons.

While this adventure takes place in an AD&D setting, players
should not be allowed to take along things which an AD&D player
would normally use. For instance, graph paper would not be allowed
for mapping, unless a camper had selected a mapping achievement
badge. The achievement badges are just a fun thing, to allow the
players to take a few more items that might help them, and they
should not be abused. It is possible to have a gunnery achievement
badge, but no camper will automatically possess a gun (though the
badge may well be useful if the rifles are found in the trophy room).
The first-aid badge allows a camper to carry a first-aid kit with ten
“doses” of treatment. One dose will heal half of the damage done to
an individual as the result of a single encounter, or will totally negate
the effects of poison bites on one individual. Athletic achievement
badges would allow campers to sustain less damage from falls and
enable these campers to jump further and be a bit stronger than the
other characters. Benefits for other badges can be determined as the
referee sees fit.

The group should be expected to travel together and to re-form in
a large group as soon as possible when any of them become separ-
ated from the main body. Under “ON CLOSER INSPECTION" in a
room description may be several facts, all of which would not neces-
sarily be read to the players. “ON CLOSER INSPECTION" will not
be read until all characters planning to enter the room have done so,
and only after the players say that they are indeed looking around
closely to gain information. If there is ho mapper in the group, do not
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give any specific measurements. Specific locations and configura-
tions of exits from a room will be visible “on closer inspection.” The
referee should refer to the floor plans to provide any measurements
which the players request and have the right to know. You may prefer
to not use compass directions to help keep players disoriented,
instead referring only to directions of left, right, ahead and back
whenever possible.

Characters should be allowed to do virtually anything they desire
within the mansion, which will sometimes cause them to act in a less
than upstanding fashion. Players should be permitted to do this, but
once in a while should be reminded that they are supposed to be
upholding high moral and ethical standards. You may ask, “Would a
good camper do a thing like that?” to keep players somewhat in line,
or you might remind them that their mission is to try to find out who
screamed for help. (Actually, the sound was a recording made by the
professor which is activated whenever humans approach the en-
trance.)

Many forms of “death” (in a game sense) which might happen to
characters are not fatal. Any time a camper is not utterly destroyed or
eaten by a creature, that character simply lapses into unconscious-
ness when he/she reaches zero hit points, and then must be carried
by one or two other characters whenever the group is moving. If the
number of unconscious characters exceeds the number of carriers,
the first characters who were rendered senseless will awaken and
stumble along, able to do little more than follow the path taken by the
more alert members of the group. If the entire group is taken to zero
hit points, they are immediately brought out of the mansion on a slide
which appears at their location and gently deposits them on the
grass outside.

Each camper begins with fifty hit points, an armor class of ten,
and hits as a first-level Fighter.

First Floor

A: The beams of the flashlights reveal a hall with a mirror at its
end and two openings, one to the left and one to the right.

ON CLOSER INSPECTION: The hall has inch-thick red carpet-
ing and walnut-paneled walls. The mirror at the end runs from the
floor to the twenty-foot-high ceiling and covers the forty feet of wall
section on that south face of the hall.

NOTES TO THE REFEREE: The mirror can be lifted up with one
hand, revealing a door with a handle that easily opens to the touch.
All of the walls on the first floor will appear to be normal material of
one type or another, but are actually made of an unbreakable metal
that cannot be marred by any device in the mansion or by anything
the scouts may have. All of the ceilings on the first floor are twenty
feet tall. The only wall sockets for power appear when there are
electronic devices mentioned in the text. The light source comes
from within the ceilings; therefore, there will be no lamps in the entire
area, and light is shed from a celling only when mentioned in the text.

B: The beams of the flashlights show a room paneled in red-
stained barn boards with a floor of the same substance. There is a
couch in the northeast corner of the room and an opening out of the
room on the east wall.

ON CLOSER INSPECTION: There 1s a musty smell to the room,
and leaves are littered on the floor. The couch is an old, dusty,
overstuffed relic with several cushions and rips on all parts of it. The
room measures sixty feet east and west and forty feet north and
south, if paced out.

NOTES TO THE REFEREE: If the couch is disturbed in any
way, 3 giant rats come out and attack the party nearest the couch
(HP 4,3,2; #AT: 1; D: 1-3; AC: 7; SA: Bite has 5% chance of causing
disease (save versus poison).

C: The beams of the flashlights show a hall with pink walls and a
floor made of red marble.
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ON CLOSER INSPECTION: The walls have clean squares all
over them where pictures were obviously once hung, but are no
longer. The floor has dried leaves littering it. If paced out, the hall is
eighty feet long east and west and twenty feet long north and south.

D: The beams of the flashlights show a room with gray painted
walls and a cement floor. It is filled with wooden crates and there are
leaves all over the room in large piles.

ON CLOSER INSPECTION: There are 200 empty wooden
crates of differing sizes, and the biggest concentration of leaves is in
the southwest corner of the room. The room measures sixty feet east
and west and forty feet north and south and has a side alcove to the
south starting on the east wall that is forty feet long east and west and
twenty feet long north and south; it is here that the concentration of
leaves is located. Behind a big crate along the east wall, thirty feet
from the north corner, one finds a door with a normal handle.

NOTES TO THE REFEREE: If that large pile of leaves is at all
disturbed, a group of 3 rattlesnakes attacks (HP: 10,8,5; #AT: 1; D:
1-3; AC: 5; SA: Save versus death caused by poison).

E: The beams of the flashlights show a room with gray painted
walls and a cement floor. It is filled with boxes and barrels.

ON CLOSER INSPECTION: There are thirteen barrels of grain
alcohol each with the number “50” painted on it. There are thirteen
boxes filled with pairs of white gloves. A metal chest contains a silver
set made to serve eighteen people, four pairs of silver candlesticks,
three huge silver carving knives (like short swords), and eighteen
solid silver goblets (total worth of the silver items is 20,000 silver
pieces). There are thirteen chests filled with books about plants;
thirteen boxes filled with assorted sizes of clay pots; and ten large
crates with mattresses in them. When paced out, the room is forty
feet wide east and west and sixty feet wide north and south. A door
on the east wall is originally hidden by the mattress crates.

NOTES TO THE REFEREE: When the players enter the room,
they will be immediately attacked by an incredibly old man dressed in
rags and carrying a butcher knife (HP: 7; #AT: 1; D: 1-6; AC: 10; SA:
None). This old man will leap out from behind some of the boxes and
surprise the entire group. He will never follow a retreating group out
of the room, but will act dangerously at all other times and will never
listen to any type of reason.

F: The beams of the flashlights show a room paneled in oak with
an oaken floor that is filled with shelves upon shelves of rocks. From
the door, a set of stairs is visible going up from the south section of
the room.

ON CLOSER INSPECTION: These shelves are obviously a
geological exhibit of some type, since every sample of rock has a
scientific name on it. Each of the samples weighs about a pound. If
paced out, the room is sixty feet west and east with a partial wall
running north, starting twenty feet from the east wall and extending
forty feet. The room is eighty feet long north and south. On the west
wall in the north corner is a passageway out of the room. Also on that
wall, sixty feet from the north corner, is a doorway. Further down from
this door is a twenty by twenty feet corridor section that ends at the
bottom of the stairs up; on the east wall section by the stairs is
another way out of the room.

NOTES TO THE REFEREE: All of the valuable minerals in the
rock collection like gold, silver, platinum, and copper, are on shelves
on the south wall in the small corridor created by the dividing north-
south wall. They will all be on the highest shelves and above the
normal eye level of any scout. There are no crystal samples in the
entire room.

G: The beams of the flashlights show the passageway has
strange objects hanging on its gray painted walls. The floor is of black
marble. There are openings out of the hall from the east and west
ends.

ON CLOSER INSPECTION: The hall is lined with hanging
medieval weapons: 3 heavy maces, 2 halberds, 3 crosshows with
one bolt each, 3 short swords, 5 huge two-handed swords, 5 dag-
gers, 4 boar spears, and 3 flails. All of these are easily detachable
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and have traces of preserving oil on them. The hall is twenty feet
wide, north and south and 100 feet long east and west.

NOTES TO THE REFEREE: The weapons are all in perfect
condition and do the following damage: Maces-2-7 pts.; Halberds-
1-10 pts.; Crossbows-1-4 pts.; Short Swords-1-6 pts.; two-handed
Swords-1-10 pts.; Daggers-1-4 pts.; Boar Spears-2-7 pts.; and
Flails-2-7 pts.

H: The beams of the flashlights show a room filled with furs
covering the walls, ceiling, and floor. There is a large spiral staircase
in one corner that seems to be made out of metal.

ON CLOSER INSPECTION: The furs are purple in color and
very rough to the touch. They do not appear to be dyed, and each fur
is very large and cannot be cut or moved from any section of the
room. The spiral staircase is in the northwest corner of the room. It is
made of metal and painted with purple enamel paint. If paced out, the
room is eighty feet east and west and sixty feet wide to the north and
south.

NOTES TO THE REFEREE: If any tapping is done to the wall
section marked with the secret door symbol, it will show a hollow
sound. If the wall is closely examined by hand, that whole section of
fur will appear to be loose. It will easily move to the side with the push
of a hand, revealing a normal door.

I: The beams of the flashlights show a room filled with statues of
differing types. The walls, floor and ceiling are of green paneled
wood.

ON CLOSER INSPECTION: There are fifteen statues in this
area: three Viking types with ring mail for armor, horned helmets, and
drawn swords in their hands; two female amazon types, each with a
bow and arrow ready to fire; four men in plate mail with plumed
helmets and swords at their sides; and five Wisconsin State Highway
Patrolmen with pistols and equipment on their belts and nightsticks in
their hands. The room is paced out to be sixty feet to the east and
west and forty feet to the north and south.

NOTES TO THE REFEREE: All of these beings have been
petrified and would be very grateful if freed from this state. They are
fully aware, but unable to communicate in any way.

J: The beams of the flashlights show a bathroom with all the
things one would expect to find in such a place. There is a sink with a
mirror above it, a stool, and a bathtub. The floor, walls, ceiling, and all
fixtures are of black marble.

ON CLOSER INSPECTION: The water works fine in this area,
except when it is about to overflow any sink or tub or stool for any
reason. It will cut itself off first. There are hinges on the door frame but
no other sign that there ever was a door there. If paced out the main
room is forty feet by forty feet, plus a hall section that has the tub at its
end. This hall section starts on the south wall and is twenty feet wide
(east and west) and forty feet long.

NOTES TO THE REFEREE: The mirror over the sink has a
recessed cabinet. In it are two small plastic bottles of pills: One has
ten green pills that will speed any being up to twice normal for three
melee rounds; the second bottle has twenty pink pills that will restore
ten lost hit points per pill.

K: The beams of the flashlights show a large room with animal
heads hanging on the walls and large animals mounted fully on
stands. There are many of these all over the room. There are exits on
the east and west walls.

ON CLOSER INSPECTION: This is a trophy room of some type
with stuffed felines of all different descriptions along the brown
painted walls. On the north wall is a cabinet with three long rifles that
are very heavy and two shorter rifles that have two barrels apiece.
There is a drawer under these rifles, containing two boxes of what
must be shells. Besides the triggers, there are two levers on each
gun; one is large and on the stock and one is small and near the
trigger. If paced out, the room is forty feet east and west and sixty feet
north and south.

NOTES TO THE REFEREE: The rifles were made by the pro-
fessor. The long ones do 2-20 points of damage to anything hit by



them and the shooter should be treated as a 9th-level character for
hitting purposes. The smaller rifles are shotguns; both barrels will
always discharge when the gun is used, but only one barrel needs to
be loaded to fire the gun. It does 1-10 points of damage to everything
in a five foot spread in front of the gun, whether one or two barrels is
loaded. The large lever breaks open either weapon for loading and
the smaller lever is a safety device, which must be disengaged
before a weapon will fire. There are ten shells in each brown box, one
box for the shotguns and one for the larger guns. If none of the
players are holders of a gunnery merit badge, do not let the players
assume that they know of firearms. Novices will suffer 1-4 points of
bruising damage per shot.

L: The beams of the flashlights show a room covered in small
furs of some type and a spiral staircase leading up through the
ceiling.

ON CLOSER INSPECTION: The fur seems to be rat fur. It has
lice and smells of rotten meat. It covers the walls, floor and ceiling
and when cut it shows bare cement floor and metal walls under-
neath. If the room is paced out, it is sixty feet square. The staircase is
made of metal and painted with black enamel paint and is located in
the northwest corner of the room.

M: The beams of the flashlights show a room with walls, floor,
and ceiling of white marble. There is a bed in one corner of the room,
several dressers, and a floor-to-ceiling mirror on one wall.

ON CLOSER INSPECTION: The bed is a huge four-poster with
dust covering the green satin bedspread, sheets, and pillows. There
are four dressers, each with four drawers. Each one of these is filled
with white operating gowns and masks. There are two bedstands,
each with a small drawer. In these are a roll of dimes (five dollars’
worth); two dry cell batteries; and a solid gold letter opener (worth five
gold pieces). The mirror is on the north wall in the west corner and
has an ornate brass molding around it in the shape of a praying
mantis about to strike. If the room is paced off, it is found to be sixty
feet square.
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NOTES TO THE REFEREE: Under the pillow, on the bed, is a
red plastic disc with a pin on its back. When the disc is worn, every
room the wearer enters in this mansion will light up. When any
character puts his/her entire body on the bed, the canopy falls down
in an attempt to suffocate that character. It does five points of
damage per melee round until it is cut away or the character dies—
upon death, the canopy springs back up again. The canopy is easily
cut.

N: The beams of the flashlights show a room with twelve figures
dressed in metal standing about. On the opposite side of the room is
another exit.

ON CLOSER INSPECTION: The room appears to be entirely
paneled in red oak. The twelve figures are suits of armor that line
both walls in rows of six to a side. Each one has a sword in an
upraised hand. If the room is paced out, it is forty feet east and west
by sixty feet north and south.

NOTES TO THE REFEREE: If the two northernmost figures are
touched in any way, they will animate and attack the group (HP:
19,19; #AT 1; 1; D: 1-12; AC: 3; SA: None). These things will hit on a
25% chance every melee turn and they will not follow anyone out of
the room, but will go back to their places when the room is empty, to
await the arrival of another character. Note: There are two rooms
labeled “N”, identical in all ways but the location of the exits.

O: The beams of the flashlights show a room with a large table
and chairs in its middle. There are cupboards, metal sinks, a gas
stove, and some type of huge refrigerator.

ON CLOSER INSPECTION: The room is painted yellow on the
floor, ceiling, and walls. The gas stove and metal sinks all work as
they should. There are seven cupboards filled with canned goods of
all types from soup to canned meat. The table and chairs are made of
metal and quite heavy. There is a cupboard filled with pots and pans,
and a cupboard filled with dinnerware of fired clay. There is a frozen
food locker with a large padlock on the metal door The locker feels
cold to the touch and produces a humming vibration.
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NOTES TO THE REFEREE: When and if the freezer is broken
into, a white pudding will rush out and attack (HP: 38; #AT: 1; D:
3-24; AC: 6; SA: Dissolves wood and metal). It will not pursue
intruders out of the room, and if left alone in the room for two melee
rounds, it will return to the locker and shut the door. There are two of
these rooms and they can't be paced out because of the things which
obstruct the area.

P: The beams of the flashlights show a room filled with plants
from wall to wall and traveling up to the ceiling. One also notices a
strange purple glow from the bottoms of all the plants. An exit is
visible on the other side of the room.

ON CLOSER INSPECTION: All of the plants are in tanks that
are filled with a glowing purple liquid. The plants seem to sway
towards any people entering the area. Some of them bear fruit and
berries. The room cannot be paced out because of the plants, but the
path from exit to exit is eighty feet.

NOTES TO THE REFEREE: The secret door is blocked by
dense, thorny brambles which will have to be cut away. If the foliage
is cut in any way, seven stirges come flying down to attack (HP: 5 (x
7); #AT: 1; D: 1-3; AC: 8; SA: Drains blood).

Q: The beams of the flashlights show a room with stone walls,
floor, and ceiling. The body of a skeleton lies in the middle of the
room and its head is in a far corner. There is another exit.

ON CLOSER INSPECTION: The skeleton is old and yellow, the
size of a small child. There is a golden ring on one of its bony fingers.
If the room is paced out, it is forty feet east and west by seventy feet
north and south.

NOTES. TO THE REFEREE: If the head is brought within two
feet of the rest of the body, it will fly out of the hands of the holder and
rejoin the body. The skeleton will animate and attack the group
(HP: 10; #AT: 1; D: 1-6; AC: 7; SA: None). The skeleton will chase
characters outside the room. The ring contains three Wishes, but it
cannot be removed from the skeleton or used until the skeleton has
been animated and killed.

R: The beams of the flashlights show a room that is filled top to
bottom with small bits of foam rubber. These bits are easily moved,
but will take time.

NOTES TO THE REFEREE: If the players take the time, they
will find all interior surfaces made of dark oak. The spiral staircase
which may be uncovered is of metal.

S: The beams of the flashlights show what is obviously a huge
computer filling the room on both sides and there is only a small
pathway between the machines. There is a table and chair on the
east side of the room and what seems to be a typewriter on the table.
Above the typewriter is a television screen.

ON CLOSER INSPECTION: The pathway between the two ma-
chines is ten feet wide and forty feet long north and south. The
machines light up and start to hum whenever a character enters the
room.

NOTES TO THE REFEREE: The computer will answer any
question the players type on the machine by printing out an answer
on the TV screen above. It knows all about the house and will tell of it.
Any question that is beyond the limits of what a character might know
enough to ask will be answered with a line of question marks

in Latin, which no one should be allowed to speak for the game
purposes.

T: The beams of the flashlights reveal a bathroom with stool,
sink and mirror, and a bathtub.

ON CLOSER INSPECTION: If paced off, the room is forty feet
square. Everything is made out of pink fiberglass and the tub is filled
with some type of bubbling liquid.

NOTES TO THE REFEREE: The tub is filled with hydrochloric
acid and dissolves anything put in it except for glass. There is a
cabinet behind the mirror, but it is empty.

U: The beams of the flashlights reveal a room filled with books
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on shelves. There is a desk and chair in the room and another exit in
the middle of another wall.

ON CLOSER INSPECTION: If the room is paced off, it is forty
feet east and west by sixty feet north and south. There are exits in the
middle of the north and east walls. The room has a green, inch-thick
carpet and the ceiling is white marble. It smells like mildew in this
area and when the books are looked at they fall apart in the hands
and huge silverfish (harmless) leap out from the pages. The desk
has three drawers, filled with scientific papers on the wave motion of
elements in their plasma states plus about 200 number-two pencils.

NOTES TO THE REFEREE: There is a secret drawer in the
middle of the desk that contains a .45 automatic pistol with six bullets
in it (each shot doing 1 to 8 points of damage and the shooter will hit
as a fifth-level character), plus a sack of 200 silver dollars.

V: The beams of the flashlights reveal a room occupied by a
huge, jade-green, stone shake that stands almost to the ceiling. The
room is otherwise bare and seems to be made of cement. There is
another exit on the opposite wall.

ON CLOSER INSPECTION: When the first character enters the
room, the statue will come alive and strike that person. A crosshow
bolt will embed itself in the arm of that character.

NOTES TO THE REFEREE: A bolt does 1-12 points of damage.
After the first shot (an automatic hit) there is a 75% chance of the
statue hitting any moving target in the room (chosen at random). The
statue has fifty crossbow bolts and fires two per round. It will not fire
at any character wearing white, except for the first character it sights.
The creature will continue to fire until it has sustained twenty-five
points of damage (AC: 2).

W: The beams of the flashlights reveal a room empty of furniture
and a spotlight shining down in the center of the chamber. It illumin-
ates a five-foot staff of what appears to be oak. There is another exit
on an opposite wall.

ON CLOSER INSPECTION: The light will shift and the staff will
fly to meet any characters who enter the room. The staff will begin
hitting those who have entered.

NOTES TO THE REFEREE: The staff hits 35% of the time on
random players. It does 1-10 points of damage and will continue to
strike as long as the spotlight in the ceiling in the middle of the room is
intact.

X: The beams of the flashlights reveal a room with floor, walls,
and ceiling covered in fragments of green glass. All of it appears to
be very sharp. There is another exit on the opposite wall.

ON CLOSER INSPECTION: The glass is so sharp that it cuts
deeply into the soles of all normal boots.

NOTES TO THE REFEREE: The glass is glued to the room
surfaces, so it cannot be removed. There is a 25% chance per 10 feet
of crossing that boots will be cut through to the feet, causing 10 points
of damage. There are two rooms labeled “X.” Each has two normal
exits and a larger opening. In the larger room, the opening leads to
the Silver Hall. In the smaller room, there is a set of ascending stairs
through the opening.

Y: The beams of the flashlights reveal ten large wire cages in the
room with another exit on an opposite wall.

ON CLOSER INSPECTION: There are bones noticed in each of
the cages. Five giant ants suddenly come out of a hole in back of the
cages and advance.

NOTES TO THE REFEREE: The ants will follow any group until
they or the group are dead (HP: 9 each; #AT: 1; D: 1-6; AC: 3; SA:
Poison sting (save versus poison at +3). The hole is much too small
for characters to follow. Note: There are two rooms labeled “Y”, of
different sizes and configurations. There are cages and ants in both.

Z: The beams of the flashlights reveal a chamber with floor,
walls and ceiling covered with brown fungus. In the middle of the
room is a raised pile of the stuff. There is no other apparent exit from
this room.

ON CLOSER INSPECTION: When anything touches the fun-
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gus, clouds of the spores billow up and hinder vision in the room. As
rough estimates, the room appears to be forty feet square with the
fungus at least five inches thick on every surface.

NOTES TO THE REFEREE: The fungus is harmless, but smells
terrible. The pile hides a set of +4 plate mail that glows in the dark
with a strange green luminescence.

GOLD HALL: The beams of the flashlights reveal a short hall
with metal walls, floor, and ceiling. The metal has a gold color to it.

ON CLOSER INSPECTION: The hall is sixty feet long east and
west and twenty feet long north and south and made of three-foot-
square, thin plates of this metal all riveted on.

NOTES TO THE REFEREE: The plates are all of gold and worth
9 gold pieces each.

MIRROR HALL: The beams of the flashlights reveal a hall lined
with mirrors.

ON CLOSER INSPECTION: The hall is 140 feet long east and
west and twenty feet wide north and south. With every round spent in
the hall, a “natural” illumination in the area becomes brighter.

NOTES TO THE REFEREE: The professor cut this mirror glass
specially to gather and direct 100% of all light brought into the room.
Every twenty-first melee round, all of the energy stored in the preced-
ing 20 rounds is directed at the darkest thing in the hall (perhaps
someone without a flashlight), hitting it for 100 points of disintegra-
tion damage. The room returns to normal illumination, and the pro-
cess then starts all over again. In the case of a large number of
eligible characters, the tallest gets hit first.

SILVER HALL: The beams of the flashlights reveal a hall with
metal walls, floor, and ceiling. The metal has a silver color to it.

ON CLOSER INSPECTION: The hall is eighty feet long east
and west and twenty feet wide. The plates are three feet square, thin,
and all riveted in place.

NOTES TO THE REFEREE: The plates are all solid silver and
are worth three gold pieces each.

CLOSETS: The beams of the flashlights reveal rooms filled with
clothing hanging from the walls. There are also shoes of some type
under some of the clothes.

ON CLOSER INSPECTION: There are men’'s coats of all differ-
ent types hanging in these rooms. There are raincoats, heavy wool
winter coats, spring windbreakers, and light jackets. The shoes are
boots of high quality. All of them are made for a tall man.

AA: The beams of the flashlights reveal a room that contains a
swimming pool that is filled with a dark liquid of some-type. There are
no other apparent exits.

ON CLOSER INSPECTION: The room is paced out to be eighty
feet east and west by fifty feet north and south. There is a sickeningly
sweet odor to the liquid. Characters can go around the pool on a
ten-foot border of concrete.

NOTES TO THE REFEREE: The liquid is grape juice and is
fresh and drinkable. The pool is thirty feet deep.

BB: The beams of the flashlights reveal an empty room whose
walls are made of some type of metal. There are no other apparent
exits.

ON CLOSER INSPECTION: The room is paced out to be forty
feet square. The metal is copper in color and dulled, as if from
oxidation.

CC: The beams of the flashlights reveal an empty room whose
walls appear to be paneled oak, with floor and ceiling of grey marble.

ON CLOSER INSPECTION: The room is L-shaped, with a wide
hallway exit and a normal open exit diagonally opposite each other.

NOTES TO THE REFEREE: There are two rooms labeled “CC”
which differ slightly in configuration but are otherwise identical. The
wide openings in the western and eastern rooms lead to the Silver
Hall and the Gold Hall respectively.

A6

Vol. V, No. 4

DD: The beams of the flashlights reveal a room that has a spiral
staircase at one end. The walls, floor, and ceiling appear to be made
out of black barn boards.

ON CLOSER INSPECTION: The staircase goes up and is made
out of metal. If the room is paced off it is eighty feet east and west and
forty feet north and south.

EE: The beams of the flashlights reveal a room with several
objects apparently covered by sheets. The walls, floor, and ceiling
seem to be made of padded leather.

ON CLOSER INSPECTION: Each sheet covers an overstuffed
black leather chair. There are a total of ten. If the room is paced off it
is forty feet by forty feet.

NOTES TO THE REFEREE: Each one of the chairs has a
hidden dagger positioned in the seat of the chair so that anyone
trying to sit in a chair will be stabbed for 1-4 points of damage.

FF: The beams of the flashlights reveal a room with a spiral
staircase in it. The walls, floor, and ceiling appear to be made out of
green glass.

ON CLOSER INSPECTION: The staircase of metal is painted
with blue enamel paint. If the room is paced off, it is sixty feet east and
west by forty feet north and south.

GG: The beams of the flashlights reveal a room covered in a
metallic-looking substance with a large iron box in one section of the
area. There is another exit on an opposite wall.

ON CLOSER INSPECTION: The room’s surfaces are very slip-
pery and going through the room causes much falling and sliding.
When a character falls, he/she will notice that a gray substance
comes off the floor and onto their hands and clothes. The box has a
large handle and it cannot be moved.

NOTES TO THE REFEREE: The slippery substance is graphite.
If the lock is broken on the metal compartment, a howling wind comes
out and knocks everyone in the room to the floor with stunning force
(doing 1-4 points of damage). The compartment will then be empty.

XX: THE LOWER TREASURE ROOM: The beams of the
flashlights reveal a room with large tables along the walls and a pool
of water in its middle. The walls, floor, and ceiling are of paneled
black wood.

ON CLOSER INSPECTION: If paced out, the room is sixty feet
north and south by sixty feet east and west. There are large tables
along the north, east, and south walls. Each 10-foot-wide table on
the north wall has a small wooden coffer on it. Each 10-foot-wide
table on the east wall holds a pile of coins. The only table on the south
wall with anything on it is the one in the middle. It has the following: a
wooden platter of huge size, a small, single-bladed knife, and three
small, blue quartz bottles with some type of liquid in them. Shining
light into the pool will reveal a deep, clear pool with a chest at its
bottom.

NOTES TO THE REFEREE: Each coffer has a poison-needle
trap in the lock, and ten rubies inside (100 gold pieces each). There
are a total of 4,000 gold-piece coins on the tables along the east wall.
The platter is a +5 shield, the knife is a luck blade with two wishes on
it, and the bottles are potions of storm giant strength. When the chest
under the water is moved or opened in any way, the act causes the
room to fill with poison gas from all sides. The pool is eleven feet
deep.

ZZ: The beams of the flashlights show a room paneled in some
type of blue wood with the same substance on the floor and ceiling. It
seems to be empty of all materials. There is another exit on an
opposite  wall.

ON CLOSER INSPECTION: If paced out, the room is sixty feet
square. A strange odor of bananas fills the room and is very strong.

NOTES TO THE REFEREE: The odor is a gas which slows all
who enter the room for thirty minutes of game time, so that they think
they are at normal speed, but actually do everything at half speed.
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Second Floor

NOTES FOR THE REFEREE: Every one of these rooms is
covered in sheet metal, on the floor, walls, and ceiling. There are no
joints or edges to this metal. There are electrical outlets for every
machine in any given room, but they are all single-receptacle de-
vices and the machines that plug into them all have just one long
silver prong. All of these rooms are so designed that no noise can be
heard around any of the corners of any room, no matter how loud the
sound.

I: The beams of the flashlights show a room with yellow carpet-
ing. Huge spiderwebs are hanging down from everywhere on the
ceiling and upper walls.

ON CLOSER INSPECTION: The carpet has dark red stains all
over it, and there is movement among the webs on the ceiling. If the
room is paced out, it is thirty feet square. There are ascending stairs
along the west wall.

NOTES FOR THE REFEREE: There are three giant spiders
near the ceiling (HP: 7,5,5; #AT: 1; D: 2-8; AC: 4; SA: Save versus
poison). They will come down and attack only when two or more
characters enter the room.

Il: The beams of the flashlights show a room with benches all
over the area. These benches are loaded with glass beakers, jars,
and test tubes. There is another exit on a side wall.

ON CLOSER INSPECTION: There are nine benches. Each one
holds a large group of beakers with powder in each of them, some
empty test tubes with cork stoppers on them, and some stoppered
jars with liquid in them. There are a group of three cans on each table
with a green jelly-like substance in each. One of each of these cans
of jelly on every table has burn marks on it and there is a smell of
sulfur about the cans. If paced out, the room is forty feet east and
west by fifty feet north and south.

NOTES FOR THE REFEREE: All of the liquids are acids that will
do 2-12 points of damage to exposed skin. All of the powders are
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chloride salts and will cause dense smoke when mixed with the jar
liquids. The green jelly is highly flammable and burns intensely when
set afire. Through the other exit is a spiral staircase going down.

lIl: The beams of the flashlights show a room bare of all things
except for a creature chained to the floor in its middle. There is an exit
to this room on the opposite wall.

ON CLOSER INSPECTION: If the room is paced out, it is forty
feet east and west by fifty feet north and south. The creature is
obviously evil in nature, with horns, long pointed ears, fangs, a tail
with many pointed projections, and a leathery skin with more sharp
projections coming off the skin. It is chained by a set of silvery
handcuffs to a silver pin in the floor and contained within a 20 foot
circle by the chain. The creature is seven feet tall and hunched over
in what looks like an uncomfortable position. It immediately notices
the group and begins talking in a foreign language. The tone of voice
is a pleading one. Under its feet are a small square box and another
longer metal box.

NOTES FOR THE REFEREE: This creature is a barbed devil
(HP: 40; #AT: 3; D: 2/8/2-8/3-12; AC: 0; SA: generate fear, pyro-
technics, produce flame, hold person, or summon another barbed
devil) and can use none of its arcane power (special attacks) unless it
is attacked while it is still chained to the floor. Under its feet is a small
box containing a ring of one wish and a long metal box filled with
thirteen applications of dust of disappearance. The creature will
begin talking English when the players talk it among themselves, and
it will promise them anything to be released. All of these promises will
be lies; it will attack when released (normal attacks only) and try to Kkill
the whole group. It will chase any fleeing group until it has killed one
of the party and then it will eat the character. From then on, until it is
killed, there will be a 20% chance to encounter this creature in every
second room that is entered by a character or group.

IV: The beams of the flashlights reveal a bare room with another
exit on the opposite wall.
ON CLOSER INSPECTION: When all the group has entered the
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area, a dazzling light comes on and strange sounds start coming out
from the walls. If the room is paced out, it is sixty feet east and west by
forty feet north and south.

NOTES FOR THE REFEREE: The lights are capable of giving
severe sunburns if characters stay in the room longer than a minute.
The sounds are strong vibrations that will make each party member
deaf for three times the number of minutes they stay in the area.

V: The beams of the flashlights reveal a room bare of everything
but a large Persian rug at its center. There is another exit on a side
wall.

ON CLOSER INSPECTION: If the room is paced out, it is sixty
feet east and west by forty feet north and south.

NOTES FOR THE REFEREE: There is a slit in the middle of the
rug that causes all those who do not stay within 20 feet of the sides of
the room to fall into a fifteen-foot-deep pit. The pit walls are made of
metal, and characters will take 1-6 points of damage for the fall. The
rug stays tight to the floor in all other areas.

VI: The beams of the flashlights reveal a bare room and two
other exits on side walls.

ON CLOSER INSPECTION: When a character wearing a load-
ed backpack enters the room, he/she is pulled to the ceiling and
stuck tight.

NOTES FOR THE REFEREE: The room has a super magnet in
the ceiling which pulls all ferrous metal in that direction. In the middle
of the floor is a small glass plate where one can see a shiny bulb
underneath. If this plate is broken and the bulb underneath is taken
out or shattered, the magnetic force is turned off. The glass is very
hard and will take a great deal of force to break. Players will take 1-6
points of damage from falling off the ceiling unless they have an
athletic merit badge. They can shrug off their backpacks and fall to
the floor, but they will then have their clothes ripped by the metal
parts which are ripped out of them by the still-active magnet.

VII: The beams of the flashlights show a room with a number of
metal chunks littering the floor. There are three doors, each one on a
different wall.

ON CLOSER INSPECTION: When one enters the room, metal
chunks fall from the ceiling, and characters can see that the ceiling is
massed with millions of these chunks stuck to it.

NOTES FOR THE REFEREE: After a character or party enters
the room, every melee round 3-18 of these chunks will fall. They
weigh fifteen ounces each and do 1-6 points of damage when hitting
a player. There is only a 15% chance that any given one will hit, since
they fall throughout the general area of the player. The doors are all
fake and while the handles will turn, they can’'t open. They appear to
be made from oak, but are metal like everything else.

VIII: The beams of the flashlights reveal a bare room. There is
another exit on an opposite wall.

ON CLOSER INSPECTION: If the room is paced out, it is sixty
feet east and west by forty feet north-and south. Stairs going down
are found on the south side of a 20-foot-square landing on the south
wall in the west corner. One can notice a strong odor of some type of
flower in the room.

NOTES FOR THE REFEREE: There is a secret door on the
west wall of the landing that will open automatically when light is
shone on it for one minute. The odor is a gas which makes all who
breathe it have half their Strength for the next sixty minutes. This
causes characters to do half damage on all physical blows, and they
will not be able to carry their backpacks or heavy rifles unless they
drag them.

IX: The beams of the flashlights reveal a room with several
benches that are crammed full of equipment of some type. There are
several large barrels on the floor and another exit on the opposite
wall.

ON CLOSER INSPECTION: This is obviously an electronics lab
of some sort. There are five benches, and they all hold electronic
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equipment: computer chips, transistors by the thousands, vacuum
tubes, television readout screens, circuit boards, cathode-ray tubes,
soldering guns, solder. The barrels are spools of copper wire differ-
ing in size from hair-thin to inch-thick. These are all under the table
on the north wall. If the room is paced out, it is sixty feet north and
south by forty feet east and west. There is an ascending stairway in
the east comer of the south wall.

NOTES FOR THE REFEREE: There is a spool of hair-thin gold
wire hidden in the middle of the spools of copper wire. It is heavier
than the other spools (none of them can be carried). There is a giant
ant in the core of this spool (HP: 19; #AT: 1; D: 1-6; AC: 3; SA: Poison
sting). It will attack anyone who moves its spool.

X: The beams of the flashlights reveal a room covered in furs of
various types. There is also an exit out of the area on a side wall.

ON CLOSER INSPECTION: The furs are all very thick and there
are some recognizable ones including: zebra, lion, leopard, and
polar bear.

NOTES FOR THE REFEREE: There are eight of these rooms,
each containing a spiral staircase. The dimensions of these rooms
vary from place to place. Each fur is worth at least fifty gold pieces
and easily detachable from its mounting. When more than one
character walks onto the furs, the characters are attacked by four
giant centipedes (HP: 2,2,1,2; #AT: 1; D: Nil; AC: 9; SA: Save versus
poison). These creatures are hidden under furs until movement
rouses them.

Xl: The beams of the flashlights reveal a room with a set of
bunkbeds in one corner, two dressers, a card table with three chairs,
and a desk and chair in another corner. There is another exit on the
opposite  wall.

ON CLOSER INSPECTION: If the room is paced out, it is forty
feet square. The dressers each have three drawers, and each is full
of men’s clothes (pants, shirts, socks, and the like). The desk has
been ransacked and there are papers everywhere. They all contain
biological terms which relate to the cloning of cells.

NOTES FOR THE REFEREE: There is a secret drawer on the
right-hand side of the desk with the following inside: A photo of a thin
man touching the left side of a giant robot, a black glass quart bottle
with a stopper, filled with poison gas under pressure that fills any
seventy-foot-square (this room and parts of the adjacent rooms)
when released; and a plastic sack with forty cut rubies inside (100
gold piece base value for each).

XIl: The beams of the flashlights reveal a room with odd animal
images at its far end. There is a bench in front of them, and no
apparent exits out of this room on any other walls.

ON CLOSER INSPECTION: The lights show what is obviously a
shooting gallery. On the bench in front of the machine is a set of nine
rifles that everyone can tell are air rifles. There are boxes of pellets
beside each rifle. There are targets of all different types, from clay
ducks and pipes to bullseyes and swinging bell-arms. The rifles are
the pump type and easy for everyone to use.

NOTES FOR THE REFEREE: When any of the rifles are
touched or someone goes over the bench and comes close to the
targets, the characters are attacked by a lion (HP: 15; #AT: 3; D:
1-4/1-4/1-10; AC: 5/6; SA: Rear claws for 2-7/2-7) that has its den
behind the targets. The lion will pursue characters out of the room.
The air rifles do 1 or 2 points of damage and those shooting are as
11th-level fighters for purposes of determining a hit. They have an
effective range of fifty feet. The room is sixty feet east and west by
fifty feet north and south. If the lion is killed, a secret door in the
northeast corner will open automatically.

XllIl: The room has its own lighting and shows an area filled with
cushions of satin and silk. There are no other apparent exits from the
room and players can see a winged woman asleep on one of the
cushions in a far corner.

ON CLOSER INSPECTION: If the room is paced out, it is forty
feet east and west by sixty feet north and south. The female has a
belted dagger and no other article of clothing.
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NOTES FOR THE REFEREE: The being is an Erinyes devil
(HP: 48; #AT: 1; D: 1-4 with venom dagger; AC: 2; SA: Save versus
poison dagger) and will sleep unless she is purposely wakened or a
loud noise is made in the room. When wakened gently, she will seem
kind and ask one of the players to release her from her bondage. All
characters will notice a silver chain on her ankle (hidden by a pillow
until then). The chain can be easily cut and she will promise anything
to get it off. When released, she will try to kill the whole group and will
follow them everywhere in this attempt.

XIV: The room is aglow with a strong purple light. It is a bare
room, and there is another exit on the opposite wall.

ON CLOSER INSPECTION: The room is very hot. If paced off it
is sixty feet square.

NOTES FOR THE REFEREE: The light will instantly heal all
damage done to any character who enters the room, but the charac-
ters will not immediately know this. If characters stay in the room for
longer than ten minutes, they will turn bright red as if they were
severely sunburned, but this will wear off in twenty-four hours.

XV: The beams of the flashlights reveal a room with a large cage
in the southeast corner with some type of large creature shambling
around in it. There is another exit on the opposite wall of the room.

ON CLOSER INSPECTION: If the room is paced out, it is forty
feet east and west by sixty feet north and south—counting the
10-foot-square cage in the corner. The creature seems to be a giant
man, who will not answer questions but will motion for the players to
get closer.

NOTES FOR THE REFEREE: This giant is a hill giant (HP: 42;
#AT: 1; D: 2-16, AC: 4, SA: Hurl rocks for 2-16). It will try to get
players to come close so that it can grab them and pull them into the
cage, where it eats them. There are bones littering the cage, but they
will only be seen if the players ask about the appearance of the cage
area. There are five skulls, and many other bones broken open with
the marrow extracted. The giant is able to hurl the skulls. There is a
pile of rags in one corner of the cage that also contains the following:
a wallet with no identification and five $100 bills; a laser pistol doing
5-30 points of damage with every shot (every shot hits and there are
nine shots in the pistol); and a large knife (treat as dagger, 1-4 pts. of
damage) that has bloodstains all over it. The cage lock could be
easily opened by any intelligent person, since it is just a series of
levers that the giant is too stupid to figure out.

XVI: The beams of the flashlights reveal a room with closed
cabinets on every wall. There are no apparent exits and no other
objects in the room.

ON CLOSER INSPECTION: If the room is paced off, it is sixty
feet square, counting the depth of the cabinets. There is an open exit
on the south wall, and a door on the north wall. Each cabinet is locked
and will require all the strength of several characters to break open.
All the cabinets house containers of various types.

NOTES FOR THE REFEREE: This was the professor’'s chemi-
cal storage area. All naturally occurring elements can be found here
in their refined states. They are in variously sized and shaped con-
tainers which have their chemical symbols on the sides. The con-
tents of the gas containers are under great pressure, and the canis-
ters are cold to the touch. The radioactive containers are also
marked with a red skull-and-crossbones symbol and weigh 100
pounds each; they are stored on the bottom of one cabinet. Charac-
ters who can properly quote a chemical symbol may have the use of
the material in that container.

XVII: The beams of the flashlights show what is obviously a
shower room with ten stalls and no other apparent exits.

ON CLOSER INSPECTION: If paced out, the room is sixty feet
east and west by fifty feet north and south. Water comes forth
normally from the shower heads when one is turned on, and all of it
drains into a central drain in the middle of the room. If that drain is
blocked by anything, the water will not flow.
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XVIII: The beams of the flashlights reveal broken furniture in
several parts of the room. There are two other exits.

ON CLOSER INSPECTION: The furniture consists of tables and
chairs and boxes and they have all been ripped apart. When all of the
party has entered the room, all are attacked by an invisible force.

NOTES FOR THE REFEREE: The force is an invisible stalker
(HP: 37; #AT: 1; D: 4-16; AC: 1; SA: Surprise on a 1-5). It will attack
the least damaged player in the group; if there is more than one
player with no damage, it will attack the tallest one. These attacks will
continue until all the characters are dead, or until all of the survivors
leave the room.

XIX: The beams of the flashlights reveal a room with a spotlight
shining down at its center. Floating in the beam of this spotlight is a
pistol made out of glass which appears to be suspended in mid-air.
There are two other exits on side walls.

ON CLOSER INSPECTION: The first character who enters this
room is “shot” with the pistol.

NOTES FOR THE REFEREE: The weapon will always hit, and it
knocks its victim out for thirty minutes. When things are thrown at the
pistol from outside of the room, they will all miss. When players try to
rush the beam of light and grab the gun, the pistol rises over their
heads, then tilts downward and keeps firing. The pistol fires twice
every round. Breaking the spotlight, which is twenty feet above floor
level, will do the trick (the object has fifteen hit points, AC: 3). When
the light goes out, the pistol falls to the floor with a 30% chance of
breaking. There will be five shots left in the gun, if it ever comes into
the possession of the players. Each shot makes its victim uncon-
scious for 30 minutes.

XX: The beams of the flashlights reveal a room lined with
shelves that are filled with some type of pipe. There are several other
machines in the room. There is an exit on the opposite wall.

ON CLOSER INSPECTION: All of the pipe is copper and it
comes in several different sizes. The machines are obviously de-
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signed to work the pipe and bend it into shapes. There are hundreds
of pipe couplings in wooden crates at the bottom of every set of
shelves. If paced out, the room is forty feet east and west by sixty feet
north and south.

NOTES TO THE REFEREE: If players want to make clubs and
other unusual things from the pipes there is enough threaded pipe
here, in any reasonable length, to do the job.

XXI: The beams of the flashlights reveal what looks like a torture
chamber. There are a great number of devices all around and
another exit on the opposite wall.

ON CLOSER INSPECTION: The following things can be found
around the room: a brazier with cold coals, chains on the walls, an
iron maiden, a rack, stocks, and a huge wheel, suspended on a wall,
that will turn freely. Located on two benches are the following: hooks
of differing sizes, an iron boot, branding irons with differing sizes of
the letter “L” on them, fetters, knives of differing sizes, pincers,
pliers, small round lead balls, a funnel, three sets of thumbscrews
made of gold, five torches, two whips, and a disposable butane
lighter. The room is impossible to pace out because of the contents
all over the floor.

NOTES TO THE REFEREE: Keep in mind that these players
are all good campers and such things as these should be revolting to
them. They should be admonished if they want to steal anything,
especially the gold thumbscrews.

XXII: Flashlights are not needed here, since the room is brightly
lit. Rows of chairs face a projection screen on the south wall. There is
a projector against the north wall. There is another exit on a side wall.

ON CLOSER INSPECTION: There is a light switch on the wall
above the outlet that the projector uses, and it can turn the room
lights off. There are forty metal folding chairs in the room. Under the
stand that the projector is on, one can see a film canister that reads,
“Putting Together and Caring for a Laser Rifle by Professor Ludlow.”
If paced out, the room is sixty feet square.

NOTES FOR THE REFEREE: Only if players say they are look-
ing up will they notice the three holes in the ceiling. The projector only
works when the light switch is off. Five minutes after the film has
begun, three ropers come out of the ceiling and attack any charac-
ters in the room (HP: 59,50,42; #AT: 1; D: 5-20; AC: 0; SA: 6
poisonous strands). It takes one hour to view the film in its entirety. It
will stop automatically when the ropers appear, but can be restarted
later.

XXIIl:  The beams of the flashlights reveal a room that has eight
benches along the walls, each containing various materials. There is
another exit on the opposite wall.

ON CLOSER INSPECTION: The benches contain the following:
Bench One: two types of large circuit boards with transistors already
attached; Bench Two: two different types of vacuum tubes attached
to plastic terminals; Bench Three: two different types of 20-sided red
crystals that are connected to glass tubes with convex ends; Bench
Four: rifle stocks and trigger mechanisms; Bench Five: power cells of
some type and circuit boards with other types of transistors on them;
Bench Six: nineteen spools of silver wire with two soldering guns;
Bench Seven: long crystal tubes with concave ends and eight-sided
plastic pieces with recesses on three sides; Bench Eight: two large
electronic devices of some type.

NOTES TO THE REFEREE: The film from room XXII tells how
to put a laser rifle together from these parts. Anyone who has viewed
the entire film without interruption is able to construct one weapon in
an hour. If the floor under Bench Eight is looked at, a character will
find a completed model with ten charges that do 10-60 points of
damage, with the beam always hitting its target. When the room is
paced out, it is forty feet east and west by sixty feet north and south.

XXIV: The beams of the flashlights reveal a room filled with
paintings on the walls and several canvases on stands in the middle
of the floor. There is another exit on the opposite wall.

ON CLOSER INSPECTION: The paintings are all landscapes
depicting lands like none on Earth. There are bright green skies with
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double suns and pink-toned night skies with two moons, and un-
earthly monsters traveling through the scenes. The two canvases in
the exact middle of the room show different views of a thin man in a
white smock talking to small green things that have come out of some
sort of saucer-like spaceship. If the room is paced out, it is forty feet
square.

XXV: The beams of the flashlight reveal a room filled with Per-
sian rugs of large size on the floor, walls, and ceiling. There are exits
on the east and west walls and a flight of stairs going down from the
southwest corner of the room.

ON CLOSER INSPECTION: If paced out, the room is sixty feet
square (counting the landing atop the stairs). The two carpets hang-
ing on the north wall have a green design; the two on the east wall
have a blue design; the two on the south wall have a red design; and
the two on the west wall also have a green design. The floor and
ceiling carpets have white patterns.

NOTES TO THE REFEREE: If any of the carpets on the walls
are disturbed, four giant ticks will fly out and attack (HP: 20 each;
#AT: 1; D: 1-4; AC: 3; SA: Blood drain). One of the red carpets has
computer chips woven into the fabric, which will not be noticeable
unless it is carefully studied. If this carpet is taken off the wall it will
float three feet above the floor and will act as a flying carpet, moving
to the verbal commands of the first person to sit on it. It will support
the weight of four of the scouts.

XXVI: The beams of the flashlights reveal what must be a bed-
room of some type. There is a bed covered in curtains. There is a
floor-to-ceiling mirror on the north wall and a closet on the south wall.
There are stairs going up from the northwest corner of the room, and
another exit across the room.

ON CLOSER INSPECTION: The canopied bed is covered with
dust. It has green silk curtains, bedspread and sheets. The closet is
filled with white smocks and women'’s dresses of several different
types. There is a chest in front of the bed containing the following:
twenty-two canes of differing styles (all with ivory heads); there are
five shoeboxes containing differing types of high-heeled shoes; and
a sequined purse with comb, brush, mirror, and lipstick inside.

NOTES TO THE REFEREE: On the floor on the closet in one
corner is another shoebox with two thousand dollars inside. One of
the canes is a sword cane, for which squeezing the ivory top releases
the blade. Each shoe has a gem worth 100 gold pieces hidden inside
the heel. If someone lies on the bed, the canopy comes down with
crushing force, doing 4-40 points of damage to all underneath. It will
then rise again and will be activated again by another body lying on
the bed.

XXVII: The room is lit by a glow from the ceiling which reveals
the following: thick gold carpeting, walls covered with gold velour, a
stuffed blue fabric chair, two short tables, and a gold hassock. On the
west wall is a painting of a thin woman holding a baby, and there is a
large potted plant in the southeast corner. There is another exit on
the wall to the side.

ON CLOSER INSPECTION: If the room is paced out, it is forty
feet square. The plant has sticky thorns on it and the chair has green,
jelly-like masses on it.

NOTES FOR THE REFEREE: Behind the picture of young Lud-
low and his mother is a wall safe with the following items in it: five
diamond rings each worth 5,000 gold pieces, three rolls of silver
dollars (50 per roll), the deed to the mansion, and a ruby rod which
will cause any creature that normally remains in a certain room to
chase the holder of the rod until one or the other is dead or the rod is
discarded. The combination to the safe is written on the back of the
picture, since the professor was sometimes absentminded.

XXVIII: The lights of the flashlight reveal a room that is covered
with frost on the walls, ceiling, and floor. There is another exit on the
opposite wall.

ON CLOSER INSPECTION: The cold is unbearable in this
room; unprotected characters find it necessary to leave its influence
quickly.
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NOTES FOR THE REFEREE: The room is five degrees below
zero F. There is a 25% chance for each of slipping if characters walk
through and 75% if they run through. This slipping causes 1-4 points
of damage per character.

XXIX: The beams of the flashlights reveal a room filled with fog
of some type.

ON CLOSER INSPECTION: The room smells of a bitter gas,
and the floor and walls are covered with condensation. No character
can see more than two feet in front of his/her face.

NOTES FOR THE REFEREE: There is a giant square vat of
water in the center of this room, and dry ice is being fed into the water
from below floor level. If characters go further than ten feet from a
wall, they will fall in and take ten points of damage per round until
they are pulled out, since they will be too numb to get out themselves.

XXX: The beams of the flashlights show an empty room with no
other apparent exits.

ON CLOSER INSPECTION: The room is empty, and if paced
out is sixty feet square.

XXXI: The beams of the flashlights reveal a room whose only
piece of furniture is a bench with a metal chest on it. There are exits
on two walls and a door on another wall.

ON CLOSER INSPECTION: If the room is paced out, it is forty
feet east and west by sixty feet north and south. The chest on the
bench is locked, and the bench is made of metal.

NOTES FOR THE REFEREE: If the chest is broken open, three
glowing cylinders are found inside. Each cylinder has a screw top. If
any one of the tops is removed, a pellet of U-235 falls out and kills all
of the characters in the room with radiation contamination, unless
they are protected from radiation.

XXXII: The beams of the flashlights show a room with three
unusual glass benches. There are two other exits in the room.

ON CLOSER INSPECTION: If the room is paced out, it is sixty
feet east and west by forty feet north and south. Each bench holds a
pair of silver fiberglass gloves, a suit made out of the same material,
designed to cover the entire body, with a hood of some type of clear
plastic, a large glass box on each bench with a movable lid, and a set
of three-foot tongs. In two of the boxes are the skeletons of what look
like squirrels.

NOTES FOR THE REFEREE: All of the materials mentioned
(except the skeletons) are radiation-proof and were designed to be
used in conjunction with the pellets in XXXI.

XXXIIl: The beams of the flashlights reveal seven military cots
and seven duffel bags in a comer of the room.

ON CLOSER INSPECTION: The duffel bags are stuffed with
military equipment, including a helmet, bayonet, canteen, three
green uniforms with no patches, and two pairs of boots. If the room is
paced out, it is forty feet east and west by eighty feet north and south.
Just as the players notice the western entrance, something comes
out of it.

NOTES FOR THE REFEREE: A very young brass dragon
comes out of the upper treasure room and attacks all players in this
area (HP: 8; #AT: 3; D: 1-4/1-4/3-12* age difference; AC: 2;
SA: Breath weapon of fear gas or sleep gas).

XXXIV: The beams of the flashlights show an empty room with
one open exit, a door on another wall, and a set of stairs going up.

ON CLOSER INSPECTION: If the room is paced out, it is eighty
feet east and west and sixty feet north and south.

XXXV: The beams of the flashlights show a room with a large
black box in its middle. There are no other apparent exits in the room.

ON CLOSER INSPECTION: The box looks just like a coffin. On
the far side of it is a set of three black candles mounted on ivory
candlesticks. No amount of physical effort can open the metal coffin
lid. If paced out, the room is sixty feet east and west by forty feet north
and south.

Vol. V, No. 4

NOTES FOR THE REFEREE: When all of the candles are lit, the
coffin lid flips up, and a wight comes out and attacks the players (HP:
23; #AT: 1; D: 1-4; AC: 5; SA: Energy drain that takes ten hit points
from any struck player). The creature will also come out and attack if
all of the candles are taken from their holders.

XXXVI: The beams of the flashlights reveal a room with a sand
floor. The room has no apparent exits, and there is a dusty smell in
the air.

ON CLOSER INSPECTION: Stepping into the room stirs up
quite a lot of dust, and when a character enters the room, a huge,
ghostly apparition appears.

NOTES FOR THE REFEREE: The professor used this room for
holograph experiments and the machine now shows ghosts through
the dust. These projections shoot a light beam that does 1-4 points of
heat damage to a random character in the room each turn. There is
no way for the characters to turn off the action of the ghost. The
projector works only while there are characters in the room.

XXXVII: The beams of the flashlights reveal a room with shelves
on all the walls. There are two tables in the room with some small
objects on them. There is another exit on a side wall.

ON CLOSER INSPECTION: The shelves are filled with minia-
ture human figures of many types. They are all painted and made of
metal. The figures are arranged so that one can see them progress in
time from cavemen to science-fiction figures. There are several
sections of the wall devoted to monster types. The tables have a
large array of bottles of paint on them and several monster figures in
the process of being painted. If the room is paced out, it is eighty feet
east and west by fifty feet north and south.

XXXVIII: The beams of the flashlights show a room with a large
machine of some type in its middle. There are two other exits.

ON CLOSER INSPECTION: The machine is quite long and
there is some type of large receptacle on its front and a microphone-
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type device beside this receptacle. There is another similar recepta-
cle, but smaller, next to the floor on the far side of the machine. If the
room is paced out, it is forty feet east and west by eighty feet north
and south.

NOTES FOR THE REFEREE: This is a matter-conversion ma-
chine. When materials are placed in the larger hopper and the
operator says into the microphone what object is desired, the mate-
rial put in is converted to the object desired, which comes out the
other side. Twice an object's weight in raw materials must be used;
for instance, if a flashlight is wanted, it takes twice that flashlight’s
weight in other types of materials for the machine to function. It will
“eat” amounts of raw material insufficient to construct the desired
object, or material which exceeds the needed amount. If volatile
substances are put into the machine (such as gunpowder or gaso-
line), the machine will explode, killing everyone in the room.

XXXIX: The beams of the flashlights reveal an empty room with
no apparent exits.

ON CLOSER INSPECTION: When the first character enters the
room, a dazzling light blinds him/her and all other characters who
have looked into the room.

NOTES FOR THE REFEREE: Only the presence of heat (such
as body heat) will activate this light. It will turn on every time someone
enters the room, and turn off if all characters leave the room. If
someone remains inside, the light will turn off after one round, then
on again one round later, and so on.

UPPER TREASURE ROOM: The beams of the flashlights re-
veal a large room with a pile of stuff in the southwest corner. There is
the smell of dung in the room and players can also see a pile of bones
along the northern wall.

ON CLOSER INSPECTION: The bones are all human except
for one bear skull. There are several sacks in the pile in the corner. If
the room is paced out, it is forty feet east and west by sixty feet north
and south.

NOTES FOR THE REFEREE: One sack contains three potions
of extra healing in milk bottles; another sack contains an ebony wand
case with a wand of magic missiles that none of the campers will be
able to use; another sack contains boots of levitation, and another
sack contains a +3 mace. Under the sacks is a coffer holding 30
pieces of jewelry, worth 250 gold pieces each.

CLOSET: The second floor closet is lined with empty coat pegs.
Above these are shelves for hats. There are all sorts of hats there:
top hats, stocking caps, ski masks, leather hats, felt caps, wool caps,
and cloth hats. On the floor are several different sizes and types of
rubber boots. There are enough of these to fit all the characters if
they all wish to wear boots and hats.

WASHROOMS: All second-floor washrooms are the same.
They have a sink with a mirror and an empty cabinet behind the
mirror, a stool, and a bathtub. All of them work perfectly well and will
not overflow. All washrooms are made of the metal that all of the
other rooms are walled with.

Third Floor

NOTES FOR THE REFEREE: Every one of these rooms is
covered in green tiles that are four inches square. These tiles are
unbreakable and cover the walls, floor, and ceiling. All noise in these
rooms is magnified so that sound volume is doubled. The noise
made by a rifle shot will do 1-4 points of damage to all creatures in the
same room. Sound also carries up to three rooms away so that no
one is ever surprised by anything.

1: The beams of the flashlights reveal a glowing pillar in the
center of the room. There is another exit on the opposite wall.

ON CLOSER INSPECTION: If the room is paced out, it is thirty
feet square. The pillar is a 10-foot-diameter beam of light emanating
from the ceiling, with an indistinguishable shape inside about 3 feet
off the floor.
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NOTES FOR THE REFEREE: If the beam is broken in any
manner above the creature that is inside, the light goes off and a hell
hound is released. Tossing things into the light will cause them to go
through and then fall to the floor, but the beam is not broken. The hell
hound will follow and attack retreating players until it is dead (HP: 40;
#AT: 1; D: 1-10; AC: 4; SA: Breathe fire).

2: The beams of the flashlights reveal a room with one exit plus a
spiral staircase. There is a leather sack suspended in the air in the
middle of the room.

ON CLOSER INSPECTION: The sack is ten feet above the floor
and appears to be filled with little round things. It is drawn tight and
is about three feet long by two feet wide.

NOTES FOR THE REFEREE: These rooms are all the same,
though they vary in dimensions. The sack is magnetically positioned
and if someone applies more than two pounds of pressure on the
thing, it will fall to the floor. It is filled with several thousand ball
bearings that weigh five ounces each.

3: The beams of the flashlights reveal a science lab of some type
with benches that have many different types of microscopes on
them. There is another exit on the opposite wall.

ON CLOSER INSPECTION: There are a total of twenty-two
benches and each one has a different type of microscope. There is a
huge one in the northeast corner of the room that is too big to fit on a
bench. The tables are also filled with slides, glues, and the materials
to make other slides. If paced out, the room is ninety feet east and
west by thirty feet north and south.

4: The room glows from its own purple light. There is another exit
on the opposite wall. There is a pile of bones in a southern corner.

ON CLOSER INSPECTION: The bones are dried, yellow hu-
man ones and fall apart upon touch. It feels very hot in this room. If
paced out, it is sixty feet east and west by seventy feet north and
south.

NOTES FOR THE REFEREE: For every 60 seconds the players
stay in the room, over and above the time it would have taken to pace
it out, they will take one point of sunburn damage from the action of
the ultraviolet light.

5: The beams of the flashlights reveal a room filled with benches
and metal parts of all different types. There is some type of robot in
the northeast corner of the room, and another exit on a side wall.

ON CLOSER INSPECTION: The parts all appear to be used to
make robots; there are several things that must be robot heads,
robotic tentacles, robotic legs, robotic chests, and robotic hands.
There are wires and transistors everywhere. If the room is paced out,
it is sixty feet east and west by seventy feet north and south.

NOTES FOR THE REFEREE: If the players ask about tools
present for putting robots together, you ask them what they think
should be there—and whatever they name will be there. The robot in
the corner is activated by touching its left shoulder with anything
metal (HP: 100; #AT: 1; D: 5-50; AC: 1; SA: None). When started, it
will advance on the players and attack. If the players flee, it will start
roaming the building and there will be a 10% chance of meeting it in
every third room.

6: The beams of the flashlights reveal a room coated in what
appears to be red plastic. There is another exit on the opposite wall.

ON CLOSER INSPECTION: The red stuff is hard enough to
walk on.

NOTES FOR THE REFEREE: As a character takes his/her
tenth step into the room, feet or foot coverings will stick to the floor,
and no amount of pulling will rip shoes or other footwear loose from
the floor. This action works with all things from socks to bare feet.
Moisture is the only thing that frees the stuck materials; bare feet will
sweat enough in sixty seconds to free themselves. After sticking
once and being freed, another ten steps will cause a character to
stick again.



7: The beams of the flashlights reveal a room done in red mate-
rials all over. There is red velvet covering the walls, five red curtains
along the walls, and an inch-thick carpet, burgundy in color. There
are thirteen stuffed red satin chairs about the room. In the southeast
corner is a red jade throne and on it is a skeleton made of reddish-
white bone.

ON CLOSER INSPECTION: When the last player has entered
the area or when one player comes within twenty feet of the skeleton,
it says, “l am Professor Ludlow. Why have you come to disturb my
rest?”

NOTES FOR THE REFEREE: The skeleton will attack the char-
acters if any of them have any objects from the mansion visibly on
their persons (HP: 50; #AT: 2; D: 15 points per strike; AC: 4;
SA: None). It flails with its arms to attack; when it sustains 25 points in
damage, one of the arms will fall off. It will not chase characters out of
the room, but it will follow them if attacked from outside of the room.
The throne is true jade and of value if pieces are chopped off. The
skeleton will talk to the players for as long as they want about the
mansion, if they have no objects that cause it to attack, but it is a liar
and knows nothing of the area (though it claims to).

8: The beams of the flashlights reveal a room that has metal
balls all over the floor. There is another exit on a side wall.

ON CLOSER INSPECTION: There are five different sizes of
balls and there seems to be about fifty of each type lying around the
room. They include one-inch, four-inch, eight-inch, twelve-inch, and
eighteen-inch diameter balls. They all appear to be made of metal. If
the room is paced out it is sixty feet east and west by forty feet north
and south.

NOTES FOR THE REFEREE: If any three balls of different sizes
are put together and left that way (as in putting several in a sack) for
more than thirty seconds they will start to make a beating noise like
the beating of a heart. If four of different sizes are put together and
stay that way for more than sixty seconds, they will disappear in a
flash of light and cause one point of damage to any member of the
group. If one of every size are put together and left for 120 seconds
they disappear in a flash, taking two points from every character.
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These five balls will reappear when any of the same characters are
next threatened and instantly pound to death the thing that threatens
them.

9: The beams of the flashlights reveal what looks like a two-man
helicopter. There is another exit in an opposite wall.

ON CLOSER INSPECTION: The helicopter has only two small
seats and the keys are in the ignition. If the room is paced out, it is
eighty feet east and west by seventy feet north and south.

NOTES FOR THE REFEREE: When one character sits in the
machine and there are no other characters in the room, the ceiling
slides away to reveal the sky. It closes when others enter the room.

10: The beams of the flashlights reveal a room with two cabinets
on the south wall and two cabinets on the west wall. There is another
exit on a side wall.

ON CLOSER INSPECTION: Of the two cabinets on the west
wall, the right one has a piece of wadded-up paper on it and a bronze
latch and the left one is covered in what looks like gemstones of
differing types. Of the ones on the south wall, the right one has a
picture of a bowl of popcorn and the left one has a picture of a wine
bottle. The latter three all have steel latches. If paced out, the room is
eighty feet east and west by forty feet north and south.

NOTES FOR THE REFEREE: The first cabinet mentioned
opens to reveal a black space that will not reflect the beams of the
flashlights. When things are tossed inside, they disappear. When
fingers or the like are put inside, the whole character disappears. The
gem cabinet, if opened, releases poison gas that does 25 points of
damage to each character in the room who fails a poison saving
throw. The popcorn cabinet creates any type of food on demand in
plastic bowls. The wine-bottle cabinet produces any type of drink
asked for in plastic cups. The production must take place behind
closed cabinet doors.

11: The beams of the flashlights reveal a room filled from top to
bottom with pink feathers of differing sizes.

ON CLOSER INSPECTION: The feathers are easily dug out,
but there are a great many of them.
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12: The beams of the flashlights reveal a room filled from top to
bottom with human teeth.

ON CLOSER INSPECTION: These teeth come from all the dif-
ferent parts of the mouth. There are many with gold fillings. They can
be dug out, but there are a great many and it will take a long time.

13: The beams of the flashlights reveal a room containing some
type of electronic equipment on benches. There is a large, single
machine to one side. There appear to be no other exits in this room.

ON CLOSER INSPECTION: This area appears to be filled with
radio equipment. The big machine, located in an alcove, has 10
switches and a speaker attached. When a character flips a switch, a
radio station broadcast is heard. The side benches are filled with
transistors, receivers, speakers, and tools to help put these parts
together. The room is too filled with stuff to accurately pace out.

NOTES FOR THE REFEREE: When more than one switch is
flipped on, the machine will produce a new radio broadcast, but when
all the switches are flipped on, characters hear a loud squeal. All the
glass items in the room are broken and turned to dust, while charac-
ters in the room take 25 points of damage apiece. The secret door is
a loose wall that will be noticed if players say that they are feeling or
pushing the walls.

14: The beams of the flashlights reveal a room that is filled with

beach balls of differing sizes. To get in, it is necessary to pull out a lot
of balls.

15: The beams of the flashlights reveal a room with plush blue
carpeting and pictures hanging on the walls. There is nothing else in
the room and no other apparent exits.

ON CLOSER INSPECTION: There are twenty pictures and ten of
them are signed by “da Vinci” and ten of them are signed by “Picas-
so”. If the room is paced out, it is sixty feet east and west by forty feet
north and south.

NOTES FOR THE REFEREE: The paintings are originals and
are priceless.

16: The beams of the flashlights reveal what seems to be a hall
packed full of cobwebs.

17: The beams of the flashlights reveal a creature in the middle
of this room spread-eagled on the floor. There is nothing else in the
room and there is another exit on the opposite wall.

ON CLOSER INSPECTION: The creature is winged, has fangs
and horns and looks immensely strong. It is fastened to the floor by
glass bands around its extremities. When a character or party enters
the room, it will talk to them in a calm, pleasant voice and ask to be
released. If paced out, the room is sixty feet east and west by forty
feet north and south.

NOTES FOR THE REFEREE: This creature is a pit fiend (HP:
70; #AT: 2; D: 1-8 (+3)/1-8 (+3) with claws; AC: -3; SA: None, in
this mansion). It will say anything and do anything to get released,
and will then try to kill all of the players.

18: The beams of the flashlights show a room paneled in white
marble slabs. In the middle of the room is a stone platform with a
pyramid of glass balls on it. There is another exit on the opposite wall.

ON CLOSER INSPECTION: When players approach the pyra-
mid, the balls start changing colors, and the pyramid will respond
verbally to questions. It will tell the players anything they want to
know and can comprehend. If players ask questions with answers
too complicated for them to understand, the machine will start out by
trying to teach them the mathematics of the answer they want.

NOTES FOR THE REFEREE: There is no power in the mansion
powerful enough to hurt the pyramid device. Once it has started
telling characters a complete answer, it will not stop until it is done, no
matter what characters do or say. Therefore, if the characters ask the
machine how to use something, it will first tell them how to construct
the materials needed for the thing and then proceed slowly through
the assembly process and otherwise take so much time that the

Al15

Dragon

characters should soon see that sitting around there is getting them
nowhere.

19: The beams of the flashlights reveal a room filled with card-
board boxes that are all closed. There is another exit on a side wall.

ON CLOSER INSPECTION: All of the boxes which are looked at
are filled with new toys of one type or another. All of the toys require
batteries. The room is too cluttered to pace out.

NOTES FOR THE REFEREE: There is every toy imaginable in
those boxes, and there are thousands of individual toys.

20: The beams of the flashlights reveal an empty room that has
some type of small body at its center. There is another exit on the
opposite wall.

ON CLOSER INSPECTION: The small body is that of a dead
Persian cat. If the room is paced out, it is forty feet east and west by
fifty feet north and south.

NOTES FOR THE REFEREE: The cat is only there to make the
players worry.

21: The beams of the flashlights reveal what appears to be a
large telescope pointed at the ceiling. There is another exit on the
opposite wall.

ON CLOSER INSPECTION: If the room is paced out, it is seven-
ty feet east and west by fifty feet north and south.

NOTES FOR THE REFEREE: When one looks in the telescope,
the ceiling slides back and players can see a small, red planet in the
lens. The ceiling will remain back as long as someone looks and will
slowly close when no one is at the telescope.

22: This room has its own red light, which reveals holes all over
the walls. There are no other apparent exits from the room.

ON CLOSER INSPECTION: If the room is paced out, it is forty
feet square. The holes are all three inches in diameter and about
nine inches deep. There is a glass ball in each of them, about the
same size as a golf ball.

NOTES FOR THE REFEREE: These balls are the eggs of yel-
low mold. When broken, they do 1-8 points of damage apiece to all
beings in the room. These spores are not quite ready for growth and
will die after a few minutes’ exposure to the outside air.

23: This room glows greenly and is covered in some strange
type of mushroom growth from floor to ceiling. There is what appears
to be another exit out of the room.

ON CLOSER INSPECTION: Characters stepping into the room
will find themselves enveloped in spores from the mushroom growth.

NOTES FOR THE REFEREE: Nothing else happens to the
characters, but the spores will cling to clothes and will not be easily
brushed away.

24: The beams of the flashlights reveal a room that has its floor
covered with hat boxes of differing colors.

ON CLOSER INSPECTION: There are only two exits out of the
room, both of them on the east wall. There are five basic colors used
in the hat boxes and these are further divided into about twenty
shades of each color, with a single shade used for every box. These
colors are: red, blue, green, brown, and yellow.

NOTES’ FOR THE REFEREE: The red boxes contain 1,000-
gold-piece diamonds. The green ones each contain an ochre jelly
which will jump out and do 3-12 points of damage per touch after a
box is opened. The rest of the boxes have hats in them. Under the
ninth hat looked at is a ring of three wishes.

25: The beams of the flashlights reveal a room that is bare
except for a horse standing in its center. There is another exit on the
opposite wall.

ON CLOSER INSPECTION: If the room is paced out, it is eighty
feet east and west by ninety feet north and south. The horse is gaunt
with a huge head, glowing red eyes, and a sulphurous odor. The coat
is dead black; the mane and tail and wild and rugged-looking. There
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is a strange metal saddle on its back. It does not move or appear to
be alive.

NOTES FOR THE REFEREE: This is a nightmare (HP: 60;
#AT: 3; D: 2-8/4-10/4-1 0; AC: -4; SA: None). If a character mounts
this beast with magic in his/her possession, the beast animates and
takes that player to the lower planes of hell forever!

26: The beams of the flashlights reveal a room that has hun-
dreds of potted plants on shelves along the walls. Players also see a
winged white horse that looks like the pegasus of Greek legend.

ON CLOSER INSPECTION: The creature appears tame, but
rears up when characters try to mount it or get behind it. There is
another exit on a side wall.

NOTES FOR THE REFEREE: This is a pegasus (HP: 35;
#AT: 3; D: 1-8/1-8/1-3; AC: 6; SA: None). It will let female characters
ride it, but will stop others from getting on. When mounted, it will fly to
the ceiling and appear to go through the roof (actually, the ceiling is
an illusion). It will obey the commands of a female if she demands
that one or more male characters get carried out of any mixed group.

27: The beams of the flashlights show a room with a mist floating
above the floor at about knee level. When the lights enter the room,
music comes out of the walls as if an orchestra were playing. There is
another exit on the opposite wall.

ON CLOSER INSPECTION: The mist seems harmless and is
wet to the touch. The music comes from all over the room.

NOTES FOR THE REFEREE: The secret door is a sliding panel
that is loose to the touch and easily movable only if characters are
touching the wall.

28: The beams of the flashlights reveal a large glass coffin with a
tall, thin man in it.

ON CLOSER INSPECTION: This man is wearing a black uni-
form of some type with the following visible things: a holstered pistol,
a glass rod in his left hand, a helm on his head, a belt pouch of some
leathery substance, and silvery boots on his feet. There are signs all
over the room written in several languages (including English), and
they all say the same thing:

“l am Professor Ludlow and | was forced to put myself
hence when struck by leprosy. | wish to be released
when an instant cure for this sickness has been found.”

NOTES FOR THE REFEREE: When the glass is broken, the
professor will jump out and asks the party if the cure is at hand (that
is, if the party doesn't attack him first). If they say they do not have the
cure, he flies into a rage and tries to kill everyone. The pistol does
10-100 points of damage with every shot, never misses, and has 20
charges. The glass rod is a universal translator. The helm allows him
to move as a blink dog. The boots are boots of flying The belt pouch
has ten 10,000-gold-piece diamonds in it. The professor has five hit
points and A.C. 10.

29: The room glows green and appears to be empty. There are
three ways out, a door and two open exits.

ON CLOSER INSPECTION: If paced out, the room is sixty feet
east and west by forty feet north and south.

NOTES FOR THE REFEREE: All characters who enter this area
will be turned green-skinned for the duration of the adventure.

30: The beams of the flashlights show a room with a great many
folding metal chairs and tables lying about. There is another exit on
the opposite wall.

ON CLOSER INSPECTION: The chairs and tables are all num-
bered. The highest number is 2,500. The room is too cluttered to
accurately pace out.

31: The beams of the flashlights reveal pulleys and lead weights
all over the room. There is a supply of rope in one corner. An open
exit and a doorway are opposite one another.

ON CLOSER INSPECTION: The room is too cluttered to pace
out. There are hundreds of feet of rope and lead weights ranging
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from one pound to 1,000 pounds. There are hundreds of pulleys of
differing sizes.

32: The beams of the flashlights reveal three palm trees growing
from floor to ceiling.

NOTES FOR THE REFEREE: If the players ask, there are five
coconuts on each tree. The tenth one taken down has twenty-two
gems in it, each worth 500 gold pieces.

33: The beams of the flashlights reveal a room where milkweed
seeds are suspended in the air all over the place. An exit in the
opposite wall is barely visible.

ON CLOSER INSPECTION: The seeds will cling to any skin
they touch and will move about strangely on the surface of the skin.

NOTES FOR THE REFEREE: The seeds will plant themselves
on the surface of any flesh. The seed does no damage, but it looks
very strange. Efforts to take the seeds off will result in one point of
damage per seed. If characters clear a path, seeds will not go into the
space made.

34: The room has an orange glow which reveals a set of stairs
and a total of two other exits on side walls.

NOTES FOR THE REFEREE: The orange glow makes any
liquid the characters are carrying turn orange and taste terrible.

35: The beams of the flashlights reveal a room filled with one-
foot-by-two-inch bars of a gold-colored substance.

ON CLOSER INSPECTION: One of the bars can be pulled out
for examination, but it is very heavy and marked with the Roman
numeral “IlI”.

NOTES FOR THE REFEREE: This is iron pyrite, “fool’s gold,”
and the room is filled with it.

CRYSTAL HALL: The beams of the flashlights reveal a hall
paneled on the walls, floor and ceiling with faceted crystal. The light
is refracted off the walls and made into colors all over the area. The
hall starts to hum.

ON CLOSER INSPECTION: The humming gets louder, the
longer the lights shine in the hall.

NOTES FOR THE REFEREE: The humming will cause four
points of damage per round per character if the lights shine for more
than 120 seconds in the room. The humming stops if the lights are
turned off or taken out of the room.

WASHROOMS: See description of washrooms, second floor.
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THE TEMPLE ofF POSETDON

by Paul Reiche lll

| wrote The Temple of Poseidon early in the spring of 1980 as part
of an application for employment at TSR Hobbies, Inc. Having grown
tired of fourteen straight years of school, | decided to take some time
off from college and work full-time for a change. The problem was
where to find a job. | had already had several, all of which were boring
or (as was with the case with piano moving) physically undesirable.

A year earlier, TSR had hired my good friend Erol Otus as a staff
artist. After visiting Erol out in the chilly wastes of Wisconsin, and
learning that—contrary to what | had heard—the men and women of
TSR were not evil, hateful creatures, | decided that perhaps a job
with TSR was the kind of change | was looking for. So with several
years of playing experience and authorship of two fantasy role-
playing supplements under my belt (Booty and The Beasts and The
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Necromican co-authored with Mathias Genser and Erol Otus) |
started work on the Temple of Poseidon.

In designing the module, | drew upon two of my favorite fantasy
authors, H.P. Lovecraft and Clark Ashton Smith, for a mood. | at-
tempted to balance the hack-and-slash elements of the work with
sections that required mental effort. In order to make the module as
fresh and unique as possible, | purposely chose some rarely used
Monster Manual beasts (in addition to the monsters | created).
Although | have learned a lot since | wrote the module, | am still quite
pleased with it.

Well, I did end up getting a position with TSR and have been
working away quite happily for more than half a year now in the
development and design departments. When | learned of an oppor-
tunity to have The Temple of Poseidon considered for publication in
Dragon magazine, | eagerly investigated the possibility—and the
end result can be found on the pages which follow this one. |
sincerely hope that both the Temple's players and DM's enjoy ex-
ploring its heinous depths as much as | enjoyed designing them.
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THE TEMPLE OF POSEIDON

BACKGROUND

For the past several days, dozens of strong earthquakes have
rocked the coastal area surrounding the underground Temple of
Poseidon. Since the first quake, there have been a growing number
of reports of strange events and macabre occurrences throughout
the area. Several families near the temple have abandoned their
farms and refused to return. They claim to have been terrorized by
inhuman specters who prowled about their farms late at night. One of
the farmers says he found a farm animal crucified and eviscerated in
a ritualistic fashion on his front porch.

Following the first tremors, all communications with the Temple
of Poseidon, seemingly the center of the troubled area, were cut off.
Messengers dispatched to the temple to request guidance from the
Holy Oracle located there have not returned. Now the darkness has
spread to this town. Unnatural births have occurred. Strange cries
can be heard in the night, and there is a cowl around the moon.
Magical divining has proven useless in naming the dark forces that
invade.

Many of the townspeople have already abandoned their homes
and those who remain have but one recourse left: They have sent out
a cry for hardened adventurers, experienced in dispatching evil.
They must travel to the temple to discover the fate of the men there,
and, if possible, elicit their help in destroying the growing heinous
power.

SUGGESTED PARTY COMPOSITION
This is a dangerous quest! A strong party and experienced
players are required to succeed in the mission with minimal casual-
ties. Seven to ten characters of mixed class are recommended with a
combined total of at least 70 levels. The adventurers should also be
well equipped with magic spells and weaponry.

START

The party leaves the town just before dawn and. arrives at the
coast unmolested, late in the day. They must make the final leg of
their journey by boat. The craft supplied for the mission are 8 feet
long and about 3 feet wide. The boats fit 4 characters each, and can
be paddled at the rate of 8" per turn.

The adventurers make their way up the coast and reach the
temple’s entrance. Two dark openings lead into the cliff, the one on
the west slightly larger than the east. About 30 feet up and further to
the west there is a slight depression in the rock face, but little else can
be seen of it.

The adventure begins here with the party entering one of the two
dim cavern entrances.

NOTES FOR THE DUNGEON MASTER

The party must choose which of the two openings it will enter. In
either case, they must light torches or lanterns, for, unless otherwise
noted, the entire cavern and temple areas are dark. The sides of the
cave are covered with barnacles, anemones and various small crus-
taceans. Unless otherwise stated, the depth of the water is from 11 to
20 feet. The water is murky, nearly opaque. The ceilings vary in
height from 6 to 25 feet (always 25 feet above beaches or bridges),
and are covered with moss and small sharp stalactites. The walls are
wet and smooth, making climbing impossible. All of the bridges are
high enough to allow passage beneath them.

At one time, magical fields protected this cavernous area from
transgression by dangerous sea beasts. However, the protective
fields are now, for the most part, gone. The only portions of the
enchanted wards that still function restrict all flight and levitation in
the cavern, and will negate light produced by a magic spell or item.

The temple complex itself (areas 8-19) is made of stone, and
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should be treated as an ordinary dungeon for most purposes. The
wards preventing flight and illumination do not operate here. Due to
the extremely moist air, fireballs and similar flaming weapons do only
2/3 normal damage. There is a 10% chance per turn of encountering
wandering monsters while in the cavern or temple structure.

The walls of the aliens’ subterranean complex (everything
beyond room 19) are made of an unknown substance that has the
qualities of plastic and steel. Due to this material, both teleportation
and dimension doors are impossible. The material is nearly in-
destructible, and will reflect all light or energy directed at it. There is
no chance of encountering wandering monsters while in this area.

SWIMMING

In some cases characters might for some reason jump or other-
wise move into the water. It is to be assumed that every member of
the party knows how to swim. However, this does not grant any
adventurer the ability to do the breast stroke in full plate mail. An
unemcumbered human swims at 6" per turn. If he is wearing clothes,
boots, and the other assorted oddities most characters carry, then he
will swim at 4" per turn. If he enters water wearing leather armor, he
must roll 1/2 his strength or less on d20 to move at 2" per turn;
otherwise, he will sink. If someone wearing plate or full chain mail
attempts to swim, he will drop like a rock and drown in 2-8 melee
rounds. Chain mail requires 1 melee round to remove, leather 2, and
plate 4.

There is a chance that drowned characters can be revived after
the body is recovered. The process requires 1 full turn. The drowned
individual's chance of survival is designated by his Constitution x 3
expressed as a percent. If the roll is made, the person will revive but
have -4 to his Constitution, Strength and Dexterity for 1 day. If the
roll is failed, the drowned character will die.

WANDERING MONSTER ENCOUNTER CHART

If the dice indicate that the party is to meet a group of wandering
monsters, they will meet one of the following (roll 1d6). Every time
they meet one of the groups, cross it off the list and next time choose
only from those groups not yet encountered.

1. 2-8 (4 hit dice each) Vampiric Ixitachitl

2. 1-4 Giant Lizards

3. 1-10 Troglodytes

4. 1-3 Umber Hulks

5. 1-12 Lizard Men

6. 1-4 Giant Killer Frogs plus 1-4 Poisonous Frogs

AREA AND ROOM DESCRIPTIONS
Area 1. [You find your way blocked by a sandbar which fans out
into a small beach. The shortest path across the sand is only about
15 feet long and lies next to the west wall. Due to the shallow draft of
your small vessels, it should be easy to pull your boats across the
obstruction and continue on.]

The benign appearance of the sand is a carefully wrought decep-
tion. Just a few feet beneath the surface of the beach lies the dread
Subsilicate Cephalopod, also known as the Sand Squid, which will
erupt from beneath the sand and attack the characters as they pull
their first boat across. Due to the beast's adaption to the dry, gritty
environment, it has grown a thick hide, giving it an armor class of 4.
The creature has 8 hit dice (56 hit points), and movement 6”". It
attacks with its six 20-foot-long tentacles, each of which constricts for
2-12 points damage. Each separate tentacle can take 5 points of
damage before it is rendered useless. When something comes
within 5 feet of the main body, the Sand Squid may attack with its
pointed beak. If this blow is successful, the attack will inflict 3-24
points damage and coat the target in a viscous acid slime which will
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burn for 3 melee rounds, doing 2-16 points damage each round.
Neutralize Poison will render the goo inert. If 4 tentacles have been
incapacitated, the monster will retreat 15 feet beneath the sand and
wait for less dangerous prey to wander past.

Area 2. [In the middle of the cavern is a low, sandy island with a
stone path traversing it. Two bridges arch off either end of the isle
and lead into dark openings in the cavern walls. A marble bench is
located slightly off the path in the center of the island.]

This area is a resting stop along the temple’s Path of Meditation.
If anyone ventures onto the island, he will be attacked by a group of 3
Sea Lions. Each of this pride can reach up to 15 feet inland and
attack with its 2 claws and mighty bite for 1-6, 1-6 and 2-12 points
damage, respectively. The beasts have 6 hit dice (43, 37, 35 hit
points), armor class 4, and movement 18". They will attack until slain.

Area 3. [You enter a large grotto about 100 feet in diameter. The
area is dimly lit by 2 urns filled with burning oil, set into the walls on
either side of the cavern. To the southwest there is a dock with steps
leading up to a raised platform.]

Little do the adventurers realize that the pool beneath them is 100
feet deep and contains the temple's guardian, a mammoth Plesio-
saurus. The 60-foot-long dinosaur resembles a huge snake with a
bloated midsection and small fin-like flippers. The guardian wears an
enchanted metal chain about its neck which gives the beast powers
of telepathy, diminution and limited intelligence. Once the boats
have reached the center of the grotto, the Plesiosaurus will rise up
and block their way to the dock. For the next 3 melee rounds, the
creature will probe the minds of the party. If the beast is not attacked,
at the end of the 3 melee rounds it will smile a toothy grin and sink,
letting the party pass by, having realized the purpose of their visit.

However, if attacked, the Plesiosaurus will retaliate. The dino-
saur has 20 hit dice (hit points 139), armor class 7, and movement
15", It will slash with its two front flippers for 2-12 points damage
each, and bite for an additional 5-20. The guardian can crush a boat
in 1 melee round by wrapping its tail around the vessel and constrict-
ing, sending all passengers into the icy waters. The magical chain
the dinosaur wears will function only for the Plesiosaurus.
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Area 4. [Your passage is brought to a halt by a large, sandy area
that completely blocks your path. The beach extends at least 30 feet
inland; from somewhere in the darkness ahead on the beach you
hear a wet, slapping sound.]

Just beyond the party’s vision stands a complement of the
Locathah Warrior Elite, outfitted for surface travel in rubbery, mois-
ture suits, and wearing spherical, water-filled, transparent helmets. If
any of the party rolls an 11 or 12 on a 12-sided die, he will see
movement ahead and a glimpse of light that is reflected off the
Locathah's bubble helmets. The fishmen recently learned of the
temple’s new vulnerability. They are investigating the caverns for
future assault. Among the group of 10 are 7 warriors, 2 leader-class
fighters and 1 great chief. Each warrior has 16 hit points, armor class
6, and movement 4". They wield bladed lances that strike for 1-10
points damage. The leader-class fighters have 18 hit points, armor
class 6, movement 4”. They use large, barbed tridents that strike for
2-16 points damage each. The chief has 30 hit points, armor class 4,
movement 6”. He carries a +2 two-handed sword that strikes for
6-24 (2d10 + 4) points damage, and can sweep in a circle, striking up
to 3 targets in a round if they are no more than 10 feet away. The
bubble masks are armor class 0 and take 5 points of damage before
they are shattered. Any Locathah without a mask must roll 5 or 6 on a
6-sided die to continue fighting. Otherwise it will run for the nearest
water to avoid painful asphyxiation.

Due to the strange anatomy of the Locathah hand, all their
weapon grips are cumbersome to the human grasp. Any person
using one of these items will attack at -2 and do half damage. The
leader wears a ceremonial necklace, containing 5 opal gems, each
of which are worth 1,000 gold pieces.

Area 5. [The cavern ahead narrows to a passage 5 feet wide.
You travel at half speed. The walls of the cavern are coated with
small, furry spiders, about 2 inches in diameter.]

The spiders are completely innocuous and can be killed with a
torch’s flame. The true dangers hide within shadowed recesses in
the cavern wall. They are 3 Subterranean Lizards. Each lizard has 6
hit dice, (hit points 40, 36 and 12). When the boats pass by their dark
abodes, the reptilian beasts will lunge out and snap at their op-
ponents for 2-12 points damage. The lizards expose only a small



Dragon

portion of their 20-foot-long bodies, and so have a modified armor
class of 2.

Area 6. [Your journey is again impeded; a broad expanse of
sand blocks your way. The light of your torches partially illuminates
the area in front of you, and a bizarre, lumpy terrain can be seen. You
detect something moving, just beyond the light of your torches.]

As the boats approach the beach, 3 fearsome beasts with the
looks of Eye Tyrants rush out of the shadows. They are, in fact, Gas
Spores! The darkness assists their naturally deceptive appearance,
and there is only a 25% chance that the party will recognize the
fungoids as anything but Beholders. The plant-like monsters attack
by touching their opponents, needing a 10 or better to do so. If one
succeeds, it will inject thousands of spores, which will begin to grow
inside the victim. Unless a Cure Disease spell is cast upon the
afflicted person, he will fall into unconsciousness in 15 turns, and
burst open, releasing 2-8 new gas spores, 24 hours later. If any one
of the gas spores is struck, it will violently explode, inflicting 6-36
points damage (save = half damage) to all within 20 feet. If either of
the other two gas spores are within the explosion radius, there is a
33% chance that they will explode as well.

If the party ventures up the beach, they will find a colony of 6
gargantuan fungus growths, called Screamers. The sessile crea-
tures are a mutated form of Shrieker, and stand over 8 feet tall. Each
has the appearance of an enlarged common mushroom, differing
only in its reddish-purple hue. Every fungus has 5 hit dice (31-40 hit
points), armor class 6. Light or movement within 10 feet will cause
the Screamers to use their single form of attack, their piercing
scream. Everyone within 25 feet will take 3-18 points of sonic dam-
age and will be stunned by the shriek for 1-10 melee rounds. If those
in the area make their saving throws, they take half the damage and
suffer no stun effect.

Area 7. [The tunnel dead ends and there is no way out but the
way you came in. Your boats seem to be scraping on something just
beneath the surface of the murky water.]

The rasping sound is produced by the bottoms of the boats
scraping the tops of Giant Sea Spiders’ lairs. Within the fibrous
abode dwell dozens of these huge arachnids, each over 6 feet in
diameter. The creatures will climb up into the boats at the rate of 1 per
melee round; roll randomly to ascertain which craft is attacked. Each
spider has 7 hit dice (44 plus 1-12 hit points), armor class 5, move-
ment 15", and can bite for 1-6 points damage. In addition, the spiders
inject a venom which wilt paralyze their victims unless a save versus
poison is made. Even if the saving throw is successful, the effects of
the poison will still retard the victim's movement, causing him to fight
and defend at -3 for 1-10 turns.

Area 8. [The platform is made of marble and is obviously the
dock and main entrance to the temple. Tall, stone pillars frame the
open doorway. The wide double doors have been broken outward
and hang at a skewed angle the wall. Slimy tracks leading into the
temple show signs that sea beasts have entered the complex, and
that the area is indeed unguarded. Burned remnants of torches hang
on the walls. No sounds emerge from the black opening. There is
only darkness.]

Room 9. [These four rooms are furnished as temporary housing
for those nobles and wealthy merchants who often visited the oracle
within the temple for guidance. Each room has a thick, oak door,
holds a desk, two chairs, a large wardrobe and a bed of water
contained in a magical field of retention. Each room is detailed
below:

A. Empty, aside from that mentioned above. However, a crack
runs across the center of the room's floor and one side of the
floor is 1 foot lower than the other.

B. A horrid stench comes from this room. Inside one will find a
man and a woman, both clothed in lavish robes, lying dead in
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long-dried pools of blood. In one hand the man holds a
dagger, stained red. A carefully scribed note, written in the
common tongue, rests on the desk and reads as follows:
“We have at last retreated to our own room. The priest, our
only hope, is dead. | think my wife and | are the last ones left.
The great upheaval sank all of the boats and broke the wards.
Our only escape route is cut off. We are doomed. There is but
one choice we have left: Either we take our own lives, or we let
ourselves be slain by those hideous things out there, who will
steal our souls as well. We have no alternative. Farewell.”

C. Obviously a well-to-do tradesman lived here, for the room is
hung with rich tapestries and the wardrobe is filled with fine
clothing. If the pockets of the clothes are searched, the party
will find 20 platinum pieces and a finely cut sapphire gem
worth 1,500 gold pieces.

D. The door to this chamber is slightly ajar and quite warm to the
touch. If anyone attempts to listen at the portal, there is a 50%
chance they will hear high-pitched keening, interspersed with
a low, rumbling sound, probably a voice. When the door is
opened, the adventurers will find a truly strange spectacle
before them: In one corner of the room, huddled in a fetal
position, is a haggard, wild-eyed human. From his loud rant-
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ings, it will be clear that the man is insane. Looming over him
is a 12-foot-tall, reddish-skinned humanoid, pleading with the
madman. After a few seconds, the large creature, an Efreeti,
will turn around and beg the party to help his sick master by
removing the horrid cursed amulet from about his master's
neck. If any of the party complies with this request, the Efreeti
will immediately attack that person, shouting, “And so | fulfill
my final command; to attack those who assault my master or
attempt to take his possession.” The enchanted creature,
actually a Pasha noble, has 11 hit dice (88 hit points), armor
class 1, and movement 9” walking, 24 flying. Aside from his
numerous Efreet powers, he may strike with each great claw
for 3-24 points damage each. Due to his elevated position in
the Efreet hierarchy, the Pasha has been granted the ability
to breathe magical fire once per day in a cone 25 feet long and
15 feet wide. All caught within the burning area will suffer 4-32
points damage, unless they make their saving throws, in
which case the damage will be halved.

Once the person holding the mystic amulet has been slain
or subdued, the Efreeti will snatch the item and shift to the
astral plane to make good his escape. If the party refuses to
remove the amulet, the devious creature will use his cunning
to make the characters either, take something from the insane
man, or attack him, as either act would fulfill his last command
of releasing the Efreeti from bondage. He will insult, degrade,
and verbally abuse the adventurers. The reason for the
Pasha’s strange behavior is due to the nature of the neck-
piece the insane man wears. Once per week, for a maximum
duration of 3 hours per use, this item may summon the Efreeti
from his home in the City of Brass to perform 1 command for
the holder. The single limitation to this device is its inability to
force the Efreeti to grant wishes. If the beast is slain, 1 month
will pass before he recorporates and is able to be summoned
once more.

Room 10. [The large room you have just entered is evidently
some sort of refectory or commons. There is a crack across the
room, leaving one side of the room 6 inches higher than the other. In
the middle of the chamber there is a 30-foot-long, stone table,
surrounded by 21 chairs. On the north wall there is a large hearth
with wood piled beside it. Against the west wall there are various
utensils for use in food preparation. In the northwest corner there is a
covered pit used, no doubt, for refuse disposal. The walls are cov-
ered with bas reliefs of tremendous sea beasts, such as the Great
White Shark, Leviathan, and Devil Kraken. One design, however,
seems to be slightly obscured, as though the wall were fused
smooth.]

This “fused” wall is actually covered by a large (25 hit point)
Ochre Jelly, turned gray through adaptation to the environment. This
slimy beast will remain stuck to the stone until something comes
within 5 feet. The jelly will then drop off the wall onto an area 10 feet
wide by 15 feet long, burning those in the area for 3-12 points of
caustic damage. The amoeba has armor class 8, movement 3”. It
attacks by sending out up to 3 pseudopods per melee round, each of
which strike for 1-8 points damage. Unlike the non-mutated ochre
jelly, this beast is immune to fire and cold-based attacks.

In addition, deep within the pit there are 3 salt-water equivalents
of the Carrion Crawler. Like their land-going brethren, each has 3
plus 1 hit dice (23, 20 and 17 hit points), movement 12" and armor
class 3/7. The creatures attack with 4 five-foot-long, tongue-like
tentacles, which each hit for 1 point of damage, and secrete an
enzyme that paralyzes their opponents unless their victims make a
saving throw versus poison’. Since the Carrion Crawlers are so deep
in the pit, it will be 10 melee rounds before they arrive at the surface
and can attack the party. They will not follow the adventurers out of
the room.

THE PATH OF MEDITATION
This smooth stone path was used by the temple’s residents for
solitude and contemplation. The walls of the trail are covered with
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frescoes. Every few yards the wall paintings display a different scene
from some myth concerning Poseidon.

Area 11. [This is a sunlit room, containing neat rows of flowers.
The light is supplied by a clever arrangement of prisms and mirrors
that bring the sun’s rays from the surface. Two marble benches,
located in dark, shadowed recesses, face the flower beds. They are
surrounded by the shards of a shattered crystal bowl. There are 4
different sections of flowers; a single set is located several feet from
the other three.]

The northernmost bench is actually a Killer Mimic, which will
attack anyone coming within 5 feet. The creature extrudes a member
from its body and punches its opponent for 4-12 points damage. The
Mimic has 9 hit dice (50 hit points), armor class 7, movement 3". All
weapons striking the Mimic will adhere to the monster’s skin due to a
powerful glue. The weapons may be wrenched free in 2-8 melee
rounds by a character who rolls his strength or less on d20. The
mimic will not move out of the shadowed alcove due to its strong
aversion to sunlight.

The isolated section of flowers consists of a variant of the car-
nivorous Venus flytrap. The plants look like a normal blood-red
flower, with a thick stalk. These Cannibal Carnations each have 2 hit
points, armor class 8, and movement 0. If something ventures within
the range of the ravenous little devils (usually about 3 feet), the plants
will bend toward their target and expose their hidden jaws. At any
time when a target is in range, from 1-10 of the beasts will be in a
position to attack that target, inflicting 1 point of damage each. Every
Cannibal Carnation contains 1 seed which, if planted, will sprout and
grow into an adult within 1 week.

Area 12. [You travel up 25 feet of steps and reach an opening in
the wall, into which sunlight pours. This opening leads to a semi-
circular, amphitheater-like balcony that looks down on the crashing
surf. The floor is made of marble, and pillars reach 35 feet up to the
rock ceiling. In one end of the balcony lies a huge pile of sticks, grass
and small rocks. Mewing sounds come from behind it.]

The adventurers have chanced upon a Dragonne nest. Behind
the pile of sticks and grass lie a female adult and a young male cub.
The adult male will return from outside in 1-4 melee rounds, and
attack the party if they are still there. The female will attack if anyone
approaches within 10 feet. She has 7 hit dice (47 hit points), armor
class 3, movement 15"/9". The creature attacks with 2 claws and a
bite, doing 1-6, 1-6 and 2-12 points of damage respectively. The cub
has only 1 hit die and cannot attack, but could be trained as a pet or
guardian once full-grown. The male has 9 hit dice (68 hit points),
armor class 2, movement the same as the female; he uses his claws
for 1-8 each, bites for 3-18, and can produce a tremendous roar as
well. The deep bellow will cause weakness to all within 100 feet and
will deafen all those within 30 feet. The weakness results in half
strength for 2-12 melee rounds. The deafness will last a similar
length of time and, in addition to ruining the victim’s hearing, will
cause him to fight and defend at -2 due to disorientation.

Among the detritus making up the Dragonne nest, the adventur-
ers may find a brass ring which allows the wearer to regenerate as
per a Troll. The chance of finding the ring is 10% times the number of
party members who search— but even if a dice roll indicates suc-
cess, the search must be continued for 3-6 turns to be fruitful.

Area 13. [As you walk along the footpath, you come to a wide
crack in the wall. Strange, cheesy odors come from the fissure.
There is a slight luminescence produced by odd fungus, half reveal-
ing a 4-foot-wide tunnel going back into the rock. If you continue, you
will find your eyes adjust rapidly to the pale green light, and torches
are no longer needed. The tunnel leads to an irregular cavern, about
30 feet wide, which is covered with lichens, molds and various types
of mushrooms.]

The party is attacked by a colony of 7 Myconymphs, a race of
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intelligent fungi. The creatures stand 7 feet tall, and are spindly in
build, having thin arms and legs. They have vaguely humanoid
features but from various parts of their bodies hang oddly-shaped
bunches of mold. Each has 4 + 1 hit dice (25 plus 1-8 hit points
each), armor class 7, and movement 9”. They attack by flailing their
opponents with their thin arms for 1-4 points damage each. The
Myconymphs also bite for 1-3 points damage, and a successful bite
will inject a soporific venom that will cause total immobility for 1-6 full
turns. A saving throw results in a slowing effect, which will halve
Dexterity and movement for 1-10 melee rounds. The flesh of the
fungus-men is deadly poison to all humanoids.

Area 14. [Crossing the bridge, you enter a square cave, lit by a
nearly exhausted oil lantern. In one corner sits a large fountain and
basin. Water pours from the mouth of a fearsome sea-serpent statue
whose eyes are made of emeralds, each worth 6,000 gold pieces.
The floor is made of uneven mounds of sand.]

If someone attempts to pluck the valuable eyes from the fountain
statue, a Water Weird will spring forth from the basin and attack the
offender. The Weird has 25 hit points, armor class 4, movement 12"
up to 10 feet away from the pool. It can strike one enemy up to 10 feet
away each melee round, hitting on an 11 or better. The victim must
save versus paralyzation or be drawn into the water. While the Weird
lives, the character cannot be removed. If 4 melee rounds pass
without other party members having destroyed the Water Weird, the
victim will have drowned. Sharp weapons do only 1 point of damage
to the creature, but blunt ones do full damage. Cold spells slow it, fire
does half damage, and a Purify water spell will kill the creature. If
slain, the Weird will re-form in 2 melee rounds.

Room 15. [The area is filled with rows of beds, 40 in all, and in
the western third of the room there are tall stacks of books. Next to
each bed there is a small table on which rest writing tools and a small,
glass bowl. On the south wall there is a large, crystalline jar set in a
niche in the wall. This vessel is filled with sparkling water.]

This room served as both acolyte quarters and library. The piles
of books all concern the nature of ocean and sea mythologies found
throughout the world. The crystal water vessel has been enchanted
to remain forever full of pure water to be used by the apprentices in
their meditation rituals. The common procedure to attain enlighten-
ment involved an acolyte filling his personal bowl with water from the
sacred jar, and then slowly walking along the Path of Meditation,
concentrating deeply upon the sparkling motes of light within the
liquid. The magic vessel weighs 15 pounds when empty (but it is
never empty for long!) and will produce up to 3 gallons of water per
melee round.

Room 16. [you pass through a massive iron-bound door into a
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'dimly lit room. On the north side of the chamber there is a'large,

wooden table, a bed and other assorted accoutrements. A shallow
dish made of gold rests on a marble stand beside the bed. It is filled
with water. The room evidently belonged to the arch-priest of this
temple. On the priest’'s desk rest a variety of books concerning
ancient sea lore. In addition, there is an open journal. The first
section is dated 16 days past, and the last entry is only a few days
old. It reads as follows, beginning with the earliest notation:

“Today was truly exciting. We were hit by a rather large
earthquake, the first in decades. The temple suffered a few
cracks in the floors and walls, but no one was hurt and repairs
are underway. One thing does trouble me, though. The wards
barring dangerous creatures from our caverns seem to have
been weakened by the shock; nothing drastic, but | am
concerned.”

The next entry was written a week later:

“More quakes, not as great as the first but damaging
nonetheless. The floor of the commons sinks with each suc-
cessive tremor. Another problem: The protective wards are
definitely weakening. Two acolytes walking along the Path of
Meditation were attacked yesterday. One was badly hurt
before we could drive the beasts off. We can only pray to the
Sea Lord that things don't get worse before help arrives, since
all our boats were destroyed by falling rocks during the last
tremor. The morale of the acolytes is failing. They are afraid
and even miss services occasionally. One claimed to see an
inhuman apparition late last night.”

Four days later:

“Something unspeakably bad is happening here. The
monstrous specters are a reality. | saw one myself last night.
An evil influence is growing here. Just hours ago one of my
pupils went insane and attacked a group of his friends with a
knife. He killed one and wounded two others before he was
subdued. The visitors here have retreated to their rooms in
fear, and come out only for meals. The wards have failed
completely now, and we are subject to continuous attack.
Worst of all, the oracle is deaf to our pleas. It has not spoken a
word since three days past. Poseidon save us!”

The last entry is two days old:

“We have been attacked by an evil beyond description.
It is the Elder gods, the dark ones who eat time! Only in the last
few hours have | realized what is truly happening to us. Years
ago this area was found to have incredibly high mana, the
power on which all magic feeds. To take advantage of this
natural wonder, my ancestors built this temple on top of the
mana source. How were they to know that they were not the
first? How were they to know that beneath our stone corridors
there resides another complex, built by darkly evil inhumans in
millenia past. The earthquakes must have awakened them,
and now they rise again in their attempt to conquer the world
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for their evil lords! How are we to—Wait, a tremendous
crash in the oracle chamber! Voices, too, | think. | must inves-
tigate.”

The rest of the journal is blank.

The sourthern part of the chamber contains a small library of rare
and arcane sea lore. Included are articles on water-based sorcery
and treatises concerning the dread, dark powers that reside in the
ocean depths. One of the books, bound in the hide of a giant eel, is a
Libram of Sea Sorcery. Following one week of study, the tome will
grant the reader the power to control sea creatures up to 16 hit dice in
size as per a charm monster spell. The power may be employed but
once per day, and the book may be read only once and by only one
character. Another book, written in the language of the Triton, is
entitled The Secret Passage. When it is opened to page 333, a
secret door on the south wall will open into a small passage.

Room 17. [The secret passage continues for 10 feet and ends at
a large metal portal. The portal opens with a slight push and exposes
the entire room to view. Oil lanterns illuminate the small vault, which
is filled with gold, silver, gems and jewelry. This is obviously the
temple’s treasure hoard, valuables acquired from the oracle’s visit-
ors in return for the counsel they received here.]

Before gaining any of the trove in front of them, the party must
reckon with the vault's sentinel, an invisible Guardian Naga. The
creature has 12 hit dice (85 hit points), armor class 0, movement 15",
and can attack physically by constricting for 2-8 points and biting for
1-6. The Naga also spits lethal venom at opponents (once per melee
round) up to 30 feet away, which will slay them unless they make
their saving throw.

Although the Guardian possesses these physical attacks, in this
situation it will opt first to use its magical abilities, for the Naga's state
of invisibility will remain intact as long as it does not move quickly, as
in melee, or use any of its physical attacks. The creature has the
following spells at its disposal: Cause light wounds, Fear, Hold
person, Silence (15-foot radius), and Cause blindness. The Guardi-
an will first cast silence (15-foot radius). All within the room except
the Naga must save or become deaf and dumb, unable to communi-
cate or use spells. The creature will then use its hold spell on as
many targets as possible. Following this, the Naga will quietly pass
through the party, inflicting blindness and light wounds. Its touch is
so light that there is only a 25% chance that anyone will notice
contact. All the spells can be cast only once. Once the Guardian
Naga's magic is exhausted, or if its invisible state is exposed, it will
attack physically until slain.

The treasure consists of the following: 8,763 gold pieces (weigh-
ing about 900 pounds); 322 platinum pieces (weighing about 45
pounds); 15 gems worth 600 gold pieces each; 1 polymorph self
potion with 2 doses left; 1 pouch of Disappearance Dust (2 doses); 1
potion of giant strength (cloud giant) and 1 heavy silver ring set with
an aquamarine gem. The ring will grant the wearer the following
powers:

1. Water breathing, unlimited duration and no depth limitation.

2. Swimming, as per the ring.

3. Once per day the bearer of this ring can fire a bolt of water 30
feet long and 2 feet in diameter. The water will travel 90 feet
before losing its shape. All those in the bolt's path will take
3-36 points damage, be knocked back 1-10 feet, and must
save vs. magic or have their lungs fill with water, drowning
them in 1-3 melee rounds.

However, once slipped on, the ring will graft itself to the victim's
hand and begin turning him into a Triton at the rate of 1% more
change per day. Only 2 Wishes cast simultaneously can enable the
wearer to remove the ring.

Room 18, Oracle Room. [Your party walks down a long, white
corridor. Tall, fluted pillars line either side of the path. Finally, you
come to the end of the corridor and pass through a high arched
opening into a dark room. Your torches reveal the vague outlines of a
huge chamber, about 80 feet long and at least 60 feet wide. The walls
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are carved with seemingly alive ocean scenes. In the west end of the
room there stands a gargantuan coral statue of Poseidon, wielding
his great Trident. The statue has a tail which wraps around a bottom-
less oval pooal filled with cerulean blue salt water. Boulders and rock
fragments surround a ragged opening in the south wall. From this
tunnel come noxious green fumes. In the dust surrounding the hole,
tracks can be discovered. Some appear human, but most are long,
wide swaths, as though something had been dragged across the
area.]

If the party observes carefully, they will find that indeed the stone
sea creatures carved into the walls move very slowly. It is as though a
scene from hundreds of feet beneath the surface were transformed
into living rock. Three melee rounds after the party has entered the
room, the water in the pool will begin to froth and boil. During the next
melee round, the head and torso of a bearded man will form and rise
out of the water, reaching a total height of 15 feet. The man will slowly
survey the room, and then say to the party, “It seems | am too late in
penetrating the barrier. My temple is destroyed.” If no one questions
him, he will disappear is 2 melee rounds. If someone does query the
watery form, that character may ask up to 3 questions which
Poseidon will then answer. After responding to all the questions to be
asked, Poseidon will say the following and then disappear: “If you go
to avenge the deaths of my followers, then drink of my waters in times
of need. But only once in the life of a mortal may you quaff this liquid,
for it is derived from ambrosia and would surely slay any mortal a
second time.”

The pool will then fill with golden liquid. Each character may fill
one container with a portion of the divine liquid. Regardless of how
much is consumed at one time, the following will happen:

1. All damage to the drinker will be cured, back to the number of

hit points with which he or she began the adventure.

2. All poison in the individual's body will be neutralized.

3. All disease in the drinker's body will be eradicated.

If someone partakes of the water a second time, regardless of
how little the character consumes, the drinker will be slain with no
saving throw applicable. The liquid remains potent for only 3 hours,
after which it will transform back into sea water.

IMPORTANT NOTE

Time and the way the party spends it plays an integral part in this
adventure. Exactly 10 turns after the characters descend the spiral
staircase and enter the alien base, the evil priests of Ythog Nthlei will
succeed in freeing their master. The only way to prevent them from
attaining their goal is to kill them before the end of 10 turns. If they
succeed, Ythog Nthlei will instantly move to Room 31 with his treas-
ure: The priests will remain in their room.

Area 19. [The opening in the oracle room leads to a wide rent in
the rock, which angles down. After several hundred yards, you reach
a small chamber. On the south side of the cave there are steps
leading up; however, they are blocked after only a few feet by
mounds of rock and stone slabs. The other exit from this room leads
to a pit 40 feet across and over 100 feet deep. Set against the wall,
spiraling downward, is a long staircase. Six hundred and sixty-six
steps descend to the bottom of the pit. On each step of the winding
stairway there is carved in great detail a representation of one of the
corresponding layers of the abyss. Each scene is more horrible than
the one preceding it. A foul stench grows stronger with every foot you
move downward, and your torches and lanterns begin to flicker and
burn low.]

Room 20. [You leave the spiral staircase and enter the first
passage of this alien complex. The corridor is 8-sided, and the walls
are made of a smooth, gray material. The roof reaches a height of 24
feet. The fitful flames of your torches and lanterns die completely.
However, you now notice that the walls emit a slight glow, granting
clear sight for 40 feet. After walking a short distance you enter an
octagonal chamber. In the middle of the chamber stands a shiny,
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black, four-sided pillar that reaches up into the darkness above you.
All four sides of the pillar are covered with grotesque runes and
hieroglyphics. The north wall opens into a passage; however, a
metallic, web-like barrier blocks your way. Unintelligible, chant-like
whispers are heard coming from further down this blocked passage-
way. Another corridor opposite from the one you came in is unbarred
and extends to the east out of sight.]

If the party wishes to break through the barrier, they must do so
as per bending bars, at a penalty of 10% on the chance for success.
The writings on the onyx column tell the history of this complex. If any
of the party attempts to translate the glyphs, he will read the passage
given below out loud, and then fall silent, reading the rest to himself.
At the end of 1 melee round, the translator will then do one of the
following things (roll d4):

1. Pass out, and be unable to recall anything beyond the section

he spoke out loud when he revives.

2. Finish reading and say that there is nothing more of interest.
However, unknown to the rest of the party, he has turned
irrevocably lawful evil.

3. As the reader progresses through the work, he becomes
increasingly agitated and will not let any of the party members
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prevent him from continuing. At the end of the translation, he
will begin to gibber and babble incoherently, for he has be-
come permanently insane.

4. At the end of the reading, the translator will turn and begin to
speak. However, a bolt of coruscating green energy will leap
from the pillar and strike the character, killing him unless he
makes a saving throw at -3. If he survives, the effects will be
the same as in number 1.

The part spoken out loud goes as follows:

“During the ninth rotation of our galactic cluster in this the
34321st year of our Master’s reign, we, the remaining children
of the Great Lord Ythog-Nthlei do hereby register and sanctify
this, our Holy Base. From these divine depths we shall build
and grow until we have enough strength to release our Father,
Zoth Ommog, from his imprisonment beyond the curtain of
time.”

Room 21. [The chanting becomes louder and louder as you
approach this area. Your party reaches a tall, double door, made of
the same material as the walls. The doors open with a strong push
and reveal a bizarre scene. The room is large and 8-sided. In the
center of the chamber there is a 15-foot-wide brazier roaring with
yellow flames and giving off a foul, green smoke. Set into four of the
walls are triangular grooves 5 feet deep and 12 feet high. Shards of a
smoky, amber-like material surround each groove area. The most
shocking element of this room is its occupants: Around the tall flames
stand 4 loathsome creatures that sway and chant in a most inhuman
fashion. Although the things are clad in long, flowing robes, the cloth
is mostly tatters, and reveals their true forms. Each is nearly 10 feet
tall, and has 2 long, triple-jointed, barbed legs. Extending from a
scaled barrel-chest are 4 thick tentacles which each end in 8 oppos-
ing fingers. The head of the monster, perhaps the most hideous
aspect, is totally inhuman. It is basically heart-shaped, cleaved down
the middle. From either side of the head extend 2-foot-long, comb-
like feelers, similar to those of a moth. Set on either side of the face
are clusters of waving tendrils, each of which end in small eyes,
giving the creature complete peripheral vision. On the bottom of the
face there is a large circular orifice. When the beast opens this ring of
flesh to scream, thousands of writhing wormlike tongues are ex-
posed. As you stand in near shock surveying the inhuman scene, the
creatures turn to confront you.]

These are the priests of the King Ythog-Nthlei, who lies im-
prisoned in the room downstairs. They chant for his release, and will
succeed in this task 10 turns after the characters have entered the
complex unless the priests are slain by then. After being freed from
their bondage by a series of earthquakes, the priests first eliminated
the human temple above and then went about reactivating their
base. They are now in the final and most difficult stages of the task of
freeing their leader from the tomb he was trapped in hundreds of
years ago. The creatures will, of course, attack the party instantly.
Their statistics are as follows: hit dice 7 (hit points 42 + 1-12), armor
class 3, movement 18". Each of the priests is 40% magic resistant
and is immune to poison, acid and cold attacks.

The evil priests attack with their 4 tentacle/hands for 2-12 points
damage each. For every additional appendage that strikes a single
target after the first, the priest will do 1-8 more points of damage,
because he will then begin ripping his opponent apart. The dark
creatures can also attack by extending their many-pointed tongues
and piercing their opponents with them. This assault inflicts 1-6
points damage and will drain one of the enemy’s senses. Roll d6 to
determine which sense is drained:

1 =taste; 2 = smell; 3 = touch; 4 = hearing; 5 = sight; 6 =
psychic or psionic abilities

If the victim makes his saving throw, the sense drain will last only
1-6 melee rounds before the ability returns. Otherwise, the only way
to cure this loss is to cast a Remove curse spell and a Restoration
spell simultaneously upon the afflicted character. If a roll calls for the
draining of a sense the victim has already lost or never possessed,
treat the roll as “no affect.”



February 1981

-

‘mﬂ,iﬁu\ ;. A= 'I
a ; .

/&

Room 22. [The opening leading from the priest's room connects
to a set of stairs going down. However, covering the first 5 feet of the
opening is a bright orange wall of light. The staircase leads down 100
feet and ends in a small chamber. On the east wall there are two
glowing imprints of human hands, set about two feet apart. The entire
south wall is composed of a set of 2 closed stone doors, criss-
crossed with thick metal bands. Set in the middle of the door is a gold
seal, 3 feet in diameter. Indecipherable writings have been carved
into the disk.]

The orange light is actually a highly magical field of protection,
preventing the priests from descending into the lower chambers. It
wilt affect those who pass through it differently, depending upon what
kind of creature they are. Humans passing through the area will feel
dizzy and confused, but will suffer no other effects. Evil individuals
will suffer the above with intense wracking pains and convulsions, as
well. Any non-human who attempts to pass through the barrier of
light must save versus death at -2. Even if the save is successful,
the creature will still be repulsed, unable to enter the area.

The chamber at the bottom of the stairs is the outer portion of the
prison of King Ythog-Nthlei, who lies in an enchanted slumber
beyond the sealed portal. If someone places his hands on the two
glowing spots, a three-dimensional image of a human sorcerer will
appear and speak the following:

“We have at last imprisoned the Dark King, Ythog-Nthlei,
here beneath his very base. The process cost more than we
could have believed in time and lives. For over 200 years our
brotherhood of magicians has struggled to prevent these sons
of the old ones from releasing their horrible sires. Now only a
few of us remain, but the task is complete. This image is a
warning. Do not, under any circumstances, attempt to enter
the chamber beyond this door. Any transgression into the area
will release the King from his bondage, and will surely spell
your doom.”

The image will then disappear. The doors may be opened at any
time, but it will require the entire strength of the party to break the seal
and the metal bonds holding it shut.

The room behind the gate is dominated by a long slab of marble
upon which rests a monstrous sarcophagus, at least 15 feet in
length. Tall urns filled with some mystic liquid stand burning at either
end of the pallet, illuminating the chamber. Unless the stone coffin is
opened, 2 melee rounds will pass before anything happens. Then,
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with a tremendous explosion, the sarcophagus will shatter, revealing
the unholy King. AH within 30 feet of the coffin will take 2-12 points of
damage from the stone shrapnel.

The creature’s form barely fits beneath the 20-foot-tall ceiling.
The aspect of Ythog-Nthtei is that of a gargantuan synthesis of a man
and some type of slug. He stands on a slimy, thick, snail-like ap
pendage that sprouts from his human chest. In one humanoid hand
he holds a long, black mace. His face is a mixture of bulbous snail
antennae and evil human features. About his form Ythog-Nthlei
wears a tong yellow robe. The King has 26 hit dice (208 hit points),
armor class -2, movement 12",

The King attacks his opponents with his large black mace. The
weapon is +5, hits for 4-24 (+ 13 if wielded by YthogMhlei) points
damage, and drains one life level each time it hits. The mace can
also radiate a field of darkness if a 30-foot radius, which totally
obscures all vision, except that of the holder. The mace can animate
3-18 zombies of twice-normal strength once per week. Ythog-Nthlei
can project scintillating beams of energy from his 4 large eyes at the
rate of 1 per melee round. Each beam hits on a 4 or better and drains
one point of Strength from its target for 1 turn unless the victim makes
a saving throw. The King may also bite, inflictng 3-18 points dam-
age, and injecting a poison into his opponent. A poison victim must
save at -2 or fall under the control of the creature for 1-10 turns.
Ythog-Nthlei is immune to all non-magical attacks and reflects any
type of spell cast at him back to the enchantment's sander.

If the party succeeds in slaying this creature, they will find a small
bag made of black, velvety material that contains 10 loun stones.
The collection of stones consists of the following:

2 pale blue rhomboids (each adds 1 point to Strength up to a
maximum of 18); 2 scarlet and blue spheres (each adds 1 point to
Intelligence up to a maximum of 18); 1 incandescent blue sphere
(adds 1 point to Wisdom up to a maximum of 18); 1 deep red sphere
(adds 1 point to Dexterity up to a maximum of 18); | pink rhomboid
(adds 1 point to Constitution up to a maximum of 18); 1 clear spindle
(sustains person without food or water); 1 iridescent spindle (sus-
tains person without air); and 1 dusty rose prism (gives +1 protec-
tion). loun stones whirl about their user's head in an orbit of about 3
feet. Whenever loun stones are attacked, they are to be treated as
armor class -4. If they take 1Q points of damage, they will turn dull
gray and be forever useless. They save as if they were made of hard
metal which is +3 in enchantment.
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Area 23. [A 20-foot long staircase leads up to an 8-sided room
30 feet across. In the center of the room sits a 7-foot-tall, glowing
pyramid. The construction has 3 sides, each 10 feet long at the base,
and is made of a bluish, translucent material. Dull glimmers of light
flicker from the center of the tetrahedron, revealing a strange, crys-
talline network of dark fibers within the structure. As you watch the
pyramid, the light coming from within intensifies.]

This area served as a communications link between the mem-
bers of the base crew and their leaders. Through psychic stimulation,
the device can be activated, as displayed by the increased internal
luminance when the party studies the pyramid. The relic was also
used as an interdimensional portal, which transported the inhuman
creatures’ brethren across space and time to assist them in their
unholy cause.

There is a possibility that members of the party can initiate full
function capacity from the pyramid through intense concentration.
The chance of success, dependent solely upon an individual's Intel-
ligence, is as follows:

Intelligence Chance of success

13 or less No chance of activation
14 or 15 15% chance of activation
16 or 17 30% chance of activation

18 or better 60% chance of activation

Every member of the party may try only once. A failure indicates
complete inability to operate the machine. Success causes one of
the following events to occur (roll d8):

1. A scene from the astral plane appears on all of the faces of the
pillars.

2. Same as 1, but this time it is the ethereal plane.

3. A view of Room 21 appears for a few short seconds, then
fades back to the pyramid material.

4. As with 3, but with Room 22.

5. As with 3, but with Room 31.

6. A tableau of stars forms within the pyramid. The portal would
appear to lead to deepest intergalactic space, from which the evil
ones, no doubt, emerged.

7. The eye of Zoth Ommog appears in the pyramid and turns to
confront the person controlling the machine. The controller must
make a saving throw vs. magic or die permanently. If he does save,
he will succumb to a random insanity for 1-100 days.

8. The image of a lesser devil of random type appears in the
pyramid. The demon will follow the controller's first command ex-
plicitly; however, if it is not directed, it will disappear in 2 melee
rounds and will do so, in any case, after it has fulfilled the single
command.

In the first 6 cases, anyone may pass into the scene projected by
simply stepping into one of the faces of the pyramid. However, the
portal is one-way, and once someone has moved through the
device, he may not return. If someone enters deepest outer space,
he will, of course, explode and freeze simultaneously, dying in the
process.

Area 24. [You enter this room from the southwest wall. Corridors
lead away from the chamber in both the north and northeast walls.
Chairs circle the area, facing inward, and bizarre, abstract sculptures
extrude randomly from the chamber floor, creating insane angles
and casting hideous shadows. There is a 20-foot-wide circle of
gleaming silvery metal inset in the exact middle of the floor. Strains of
high, atonal, whispering music filter through the area.]

This section of the complex was used by the aliens as a combina-
tion commons, recreation and meditation area. It was also an im-
portant nexus of travel throughout the complex; not only does it have
3 passages radiating outward, but it also has 1 passage exiting down
through the metallic iris in the center of the room. If any party member
stands on the metallic area, the iris will open up, leaving a 20-foot-
wide circular hole in the floor. Anyone standing in the area will fall 20
feet to the bottom of the pit, incurring 3-18 points damage. At one
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time the shaft contained a kinetic absorption field which slowed the
user’s fall; however, it is not operational now.

Room 25. [The party travels up 10 feet of stairs and passes
through an open door into a huge, round room. The walls angle
inward toward the octagonal floor, making a kind of flat-bottomed
dish. A line of chairs, set into the sloping sides up near the ceiling,
circle the outer rim of the room. A narrow staircase leads down to the
floor. The surface of the area is made of some kind of coppery metal.
Inset into the center of the floor is a thick metal ring. Spaced evenly
about the perimeter of the area are 8 holes, each 2 feet in diameter.
From these holes come deep rumblings and foul smells. A large stain
of human blood covers most of the floor.]

This area was used by the complex’s residents as both a recrea-
tion facility and a sacrifical altar. The prisoners were led to the floor
area and chained there to the ring set in the middle. Drawn by the
smell of prey, hideous creatures emerged from the holes and de-
voured the helpless victims.

If any of the party takes more than one step on the floor, the
vibrations of footsteps will summon the Devil Wyrms from their
abodes. Simultaneously, the 8 long annelids will squiggle out of the
openings and attack all those in the area. Each has 7 hit dice (hit
points 40 plus 1-12), armor class 3, and movement 8”. The appear-
ance of the Devil Wyrm is that of a pink, fat worm, 20 feet long and
about 1% feet in diameter. Each segment of the creature is made of a
kind of chitinous armor, giving the creature its low armor class. The
Wyrm has no head to speak of, but rather has a kind of serrated
mouth at either end. Each of the monster's openings can attack once
per melee round, delivering 2-12 points damage. In addition, once
every 3 melee rounds, the creatures can spit an acidic venom on a
single target up to 30 feet away that will cause 3-18 points damage
and paralyze the victim unless he makes his saving throw. A saving
throw results in no paralyzation effect and full damage.

Once all of the Wyrms have been slain, their dark dens may be
searched Within each lair, the party will find a mound of partially
eaten human bodies. The party has found the missing residents of
the Temple of Poseidon. In addition, within one of the tunnels the
adventurers will find a small necklace made of strung miniature
skulls. Each of the 3 skulls may be removed and used in combat. It
will then transform into a random type of demon (1-6). The sum-
moned creature will follow the necklace wearer's commands for 1
day or until the wearer is slain. The demon will then disappear. The
summoned demon may not gate in another demon.

Area 26. [You enter a dark, round room, 20 feet across. The air
is humid, sticky, almost wet, and smells vaguely acidic. As you walk
in, you notice the floor is slick and spongy, and there is an opening
across from the door you came in.]

This chamber acts as the “bars” for the prison beyond. The
guards consist of a deadly duo: a Trapper and a Lurker Above, acting
in concert. The Trapper has 12 hit dice (85 hit points), armor class 3,
movement 0. The Lurker Above has 10 hit dice (63 hit points), armor
class 6, movement 0. As the party fills the room, or when they realize
their predicament, the pair will immediately pounce upon their prey.
The Lurker will drop down and the Trapper will snap up, delivering a
total of 2-16 points of crushing damage per melee round to those
within the room. In addition, each member of the party will not be able
to move unless they roll one-half their Dexterity or less on a 20-sided
die. The characters will asphyxiate in 2-5 melee rounds after being
attacked (roll for each character).

Both creatures must be slain before the characters are released.
However, if one is killed, the damage per turn will be halved from then
on, and the amount of time left before smothering to death will be
doubled.

Among the debris beneath the Trapper are 800 platinum pieces,
a pair of earrings set with blue diamonds worth 4,500 gold pieces
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each, and a clerical cross that strikes all targets as though they were
armor class 4, delivering 2-12 points damage, and can resurrect the
dead once per week.

Area 27. [A series of 10 steps descend into this large area. Each
of the steps is made of a different precious stone or metal. Listed
from the top in order, they are onyx, amethyst, topaz, carnelian,
bloodstone, silver, ruby, moonstone, chrysoprase, and gold. The
chamber is at least 100 feet long with 10-foot-wide platforms at either
end. Between the platforms runs a 15-foot-wide causeway, raised 6
inches above the level of two adjoining pools. It appears that magical
“rails” once protected those walking along the path from beasts
within the pools. However, broken posts and slimy trails across the
way suggest that the enchanted defenses are no longer potent. The
pools themselves are muddy and overgrown with algae and swamp
grass. Slurping sounds come from beneath the muck.]

Removing pieces of the stairs will require 5 turns per stair and will
provide 1,600 gold pieces worth of chips. The swampy area was
once the pool of contemplation in which the horrid residents of this
base spent most of their free time. Actually, aside from the broken
railings, the mucky swamp has changed little over the years, since
the form of meditation the aliens most enjoyed usually involved
watching the violent death struggles of creatures in the muck. As the
adventurers pass across the causeway, they will probably be
attacked by the swamp residents. Each time the adventurers pass a
numbered area, there is a 75% chance that they will be attacked by
the monster designated by that number.

1. Shambling Mound. Hit dice 10 (hit points 63), armor class 0,
movement 6", Attacks with pulpy arms for 2-16 points each and if
both hit, the target will suffocate in 2-5 melee rounds, unless the
Shambling Mound is killed. It is immune to fire and cold, and lightning
causes it to grow 1-3 hit dice in size.

2. Shambling Mound. Hit dice 10 (hit points 74), armor class O,
movement 6”. Attacks as number 1.

3. Giant Toad. Hit dice 2 + 4 (hit points 18), armor class 6,
movement 6". Bites for 3-12 points damage.

4. Giant Toad. Hit dice 2 + 4 (hit points 16) armor class 6,
movement 6”. Attacks as number 3.

5. Ice Toad. Hit dice 5 (hit points 34), armor class 4, movement
9". Ice toads bhite for 3-12, and every other melee round can generate
a field of cold in a 10-foot radius around them for 3-18 points, save for
half damage.

6. Ice Toad. Hit dice 5 (hit points 33), armor class 4, movement
9". Attacks as number 5.

7. Poisonous Toad. Hit dice 2 (hit points 15), armor class 7,
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movement 6”. Bites for 2-12 points damage, plus save versus deadly
venom.

8. Poisonous Toad. Hit dice 2 (hit points 10), armor class 7,
movement 6". Attacks as number 7.

9. Giant Crayfish. Hit dice 4 + 4 (hit points 36), armor class 4,
movement 8”. Attacks with 2 claws for 2-12 each.

10. Giant Crayfish. Hit dice 4 + 4 (hit points 30), armor class 4,
movement 8". Attacks as number 9.

If the Crayfish are cut open, the party will find a shield inside one
of them. The shield is banded with mithril, giving it an enchantment of
+4. In addition, the insignia on the item is that of a coiled king cobra
preparing to strike. Once per day the holder of this shield may
command the serpent to attack. The cobra will strike from the shield
as a g-hit-dice monster and inflict 1-4 points of damage while inject-
ing a neurotoxic poison. The enemy struck must save versus poison
at -2 or die.

Area 28. [An arched opening leads to a thin (5-foot-wide) bridge
across a deep pit. The path is coated with ice and coming from the
darkness beneath the party can hear a clacking, as though bones
were being knocked together.]

A fireball or similar flaming attack will remove all the ice covering
the bridge. Any flying or levitation in this area is impossible. The
guardian of the chasm will emerge from the darkness of the southern
opening and attack the first person who reaches the middle of the
pathway. The guardian, an Ice Devil, has 11 hit dice (88 hit points),
armor class -1, movement 6", magic resistance 55%. The 11 -foot-
tall creature carries a great spear with which it impales its opponents,
needing an 8 or better to hit all armor classes. Anyone struck will take
2-12 plus 6 points damage, and must save or be paralyzed by the
numbing cold. The victim will, in addition, be knocked off the platform
unless he rolls one-half his Dexterity or less. If the ice has been
removed from the bridge, the victim gets +4 to this die roll. The Ice
Devil can attack with its mandibles and tail for 2-8 and 3-12 points
damage, respectively. Once during the battle, the Devil can cause an
ice storm, inflicting 3-30 points damage to all within the room. The
Devil regenerates 1 point per melee round. Those who are knocked
off the bridge fall 30 feet to the bottom and suffer 3-18 points
damage. They are stunned for 2 melee rounds, as well.

Within the pit are 2 Malebranche, or Homed Devils. Each has 5
hit dice, armor class 5, movement 9"/18", magic resistance 50%.
Each attacks for 1-4 with its bite and also with a weapon. One carries
a two-tined fork which does 2-12 points damage and stuns for a
similar length of time unless a save versus magic is made. Once per
day the Malebranches can create a wall of fire, which causes 3-24
points of damage to all within its confines.
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Room 29. [You enter a large, square room, lit by 4 floating orbs
that shine a brilliant green. On either side of the room there is a great
procession of pillars which each have 8 faces. An opening in the far
end of the chamber leads to a dark area of unknown size. Two
13-foot-tall iron statues stand to either side of the opening. Each
looks somewhat humanoid, as it has 2 legs and carries a great sword
in its two 3-fingered hands. However, the head of each statue much
closer resembles that of a Mind Flayer, having 2 bulbous eyes
separated by a bony ridge. Where a human mouth might be, the
sculpture’s face forms into 8 long cilliated tentacles.]

If the adventurers do not come within 25 feet of the statues, the
structures will remain inanimate. In this condition, the figures will not
be detected as evil, alive, or even magical. However, if someone
does come within the prescribed radius, the 2 statues will suddenly
and without warning come to life and attack. Each of the metallic
creatures has 10 hit dice (80 hit points), armor class -6, movement
6". Before engaging their enemies physically, the living statues will
first use their psychic blasts. Each blast of mental energy will affect a
conical area 40 feet long and 25 feet wide directly in front of the
statue. It will inflict 7-42 points damage to all within the area. In
addition, all affected must make their saving throw or pass out for 10
melee rounds due to the psychic assault. If a victim makes his saving
throw, he will take half damage and have all his psionic abilities
disabled for 1-10 turns. The Guardians can do this only once. After
blasting their opponents, the animated constructs will engage their
opponents with their long, bizarre swords. Each of the oddly shaped
weapons will strike at +5, and if successful, will inflict 4-40 points
damage with its serrated edge. The attack can hit up to 4 opponents
in a single swing if they are all within 15 feet of the statue. Each of the
statues is immune to fire. Lightning and acid add to their hit points in a
1:1 ratio. They are 40% magic resistant and cannot be hit by wea-
pons of less than +2 in enchantment.

The glowing orbs may be retrieved and each will glow with the
light of a full moon for the next 10,000 years.

Area 30. [The long corridor leads to a blank wall. However, as
you approach the dead end, a thick slab of the wall material slides
back. The entrance leads to a small room whose floor and ceiling are
riddled with hundreds of small holes about the width of one’s finger.
Set in the north wall there is an oddly displayed assortment of
grooves and depressions which glow a bright yellow-green. A crack
in the wall opposite you indicates that there is indeed an exit out,
similar to the one you came in.]

This room served as a security chamber, ensuring that no un-
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wanted visitors passed through this area. If the party has already
encountered the priests, they will recognize the mark in the wall as
the imprint of the priests’ hand tentacles. The only way to bypass this
security measure is to perfectly imitate the inhuman hand, either by
cutting one from one of the creatures and using it, or by polymorph-
ing a part of one of the character's bodies to the proper size and
shape. If performed successfully, the slab on the other side of the
room will open, allowing passage through the area.

If the party attempts to use their own hands to activate the
glowing imprint, the door behind them will slide shut, cutting anything
in its path in half. Characters in the doorway are allowed to roll half
their Dexterity or less to jump out of the slab’s path. Then, from the
many holes in the ceiling, rot grubs will emerge and drop down onto
the trapped party. Every melee round from 1-10 of these hideous,
wormlike creatures will attack each character. Every successful
attack will indicate that the rot grub has burrowed beneath the
person's skin and is slowly eating its way to the victim’s heart. Unless
fire is applied to each wound (1-6 points damage to the person per
application), or a cure disease spell is cast, the grubs will reach the
heart in 3-30 melee rounds, killing the victim.

The only unorthodox way to escape the room is to destroy one of
the doors leading out. The portals will each sustain 150 points of
damage before breaking open. A Disintegrate or Polymorph any
object spell will succeed in removing the obstacle 50% of the time.

Room 31. [This appears to be the throne room of the complex.
Directly in front of the party there is a strange type of chair, clearly
made for some inhuman creature several times the size of a man.
The throne is inlaid with many precious stones. On. either side of the
room there is a large, two-faced stone effigy 20 feet tall. The eyes of
the carvings gleam with inner flame and seem to watch the party as it
moves about the room.]

If Ythog-Nthlei has escaped his bondage, he will appear on the
throne and attack the party as it enters (see Room 22 for his statis-
tics). Otherwise, the room will remain free from aggressors. How-
ever, anyone who enters the area must save versus fear due to the
hideous, leering faces on either wall. If they fail, they will run from the
room at top speed and will not return to the area under any circum-
stances. A saving throw results in no effect.

The stones in the throne may be removed with little difficulty and
will be worth a total of 20,000 gold pieces. If the adventurers try to pry
the shining eyes from the 2 large statues, they will find the orbs to be
actually living eyes that, when punctured, ooze a thick, yellowish fluid
and then dry out and wither.
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The Chapel of §jlenc:

To the Dungeon Master

This is an adventure for a balanced party of six second- and
third-level characters; if desired, the number may be increased
by including three first-level characters. The party is assumed to
be armored with chainmail and shields or the rough equivalent,
with the exception of any magic-users.

Since the episode begins with the characters in the midst of a
journey, magic-users may be assumed to have their spell books
with them. The books are packed in strong waterproof and
airtight cases which are difficult to open and close. Cases can be
opened only at times when the magic-user has absolute security
for a period of several hours and in locations where the books
are absolutely safe from dampness.

In order to succeed, the party must have at least one magic
sword by the time they reach the evil temple. Similarly, one
good, all-purpose piece of magic seems to be necessary if the
party is to maintain adequate strength to succeed in the final
battle. Consequently, the scenario provides for a magic sword
and a Ring of Three Wishes to be found on the second level.

The party should be essentially good in alignment, since oth-
erwise the motivations for finishing the adventure do not make
sense. In addition, cooperation among members of the party is
not merely a virtue: It is a necessity for survival.

A party of this size and capability should be able to “clean out”
the Chapel if the members perform well and take advantage of
their opportunities to recuperate. The wish ring will revive dead
adventurers, and this is a good strategic use for it — perhaps an
essential one.

The chapel is built near the edge of a cliff. The underground
areas below it were hollowed out from the stone of the cliff. In
some areas the remaining stone wall is so thin that it has broken,
or has been broken, through to the outside.

Background (for the DM only)

The Chapel of Silence was built several centuries ago by
Baron Owen the Even-Handed to celebrate his marriage to the
lovely Lady Andrea. This noble pair ruled long and well over
their little barony. Their reign was, in fact, so benign and pros-
perous that both were revered as saints during their lives. Dur-
ing that era the Chapel was furnished with beauty and elegance.
Burial in its crypts was considered the ultimate honor and was
thought to insure an afterlife of eternal bliss.

In due course Owen died of old age, and the grieving Andrea
outlived him by only two days. They were entombed in the
chapel which Owen raised in gratitude for and tribute to his
lovely bride. After their deaths, Owen and Andrea were remem-
bered and worshiped along with the benign gods to whom the
chapel was originally dedicated. Eventually, the cult which wor-
shiped the baron and his lady diminished in power but remained
a pleasant memory among the people of the barony.

In recent years the cult of Owen and Andrea has been revived
in a sinister guise. Following an earthquake which breached the
cliff on which the chapel stands, a vampire priest of he Dark God
moved into the lower reaches of the tower, taking over the crypts
where the good were buried and converting the burial vaults to
his own evil purpose.

The vampire has gained the acceptance of the people by
pretending to worship Owen and Andrea. To this end he has
transported their miraculously preserved bodies from their
tombs and enthroned them in the lowest level of their chapel,
there to “rule” over the skeletal bodies of his victims.

The priest has gradually stripped the chapel of its beauty and
hidden the lovely and valuable treasures that used to be part of
the worship services.
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The true gods of the chapel, devoted to the cause of good,
have contrived to keep the upper portion of the chapel relatively
free from sacrilege — but only relatively free, since the Dark God
continually attempts to wrest more space and power from the
good gods, while at the same time the forces of good keep trying
to cleanse their chapel. Thus, few areas of the chapel can be said
to be wholly good or wholly evil since each force infiltrates the
other’s territory. The spirits of Andrea and Owen look on in
restless misery, desiring only the comfort of oblivion. Andrea
begs travelers for her rescue, but Owen does not wish additional
deaths to be suffered on his behalf.

Background for players

Your party is on a journey through a mountainous region
distinguished by sheer cliffs and dangerous precipices. Thus
everyone is quite grateful when, just at nightfall, they find a
small abandoned chapel. It provides a dry shelter from the wind
and radiates such an aura of good that there is no hesitation
about sheltering within it.

It is a relatively small room, hexagonal in shape with a central
altar. It is impossible to determine the deity who was served
here, since the chapel has been vandalized. Visible among the
wreckage are the remains of a few benches and two stone
tombs. Even the tombs have been desecrated, so that the sleep-
ing statues of an ancient lord and his fair lady preside over
obviously empty sepulchers.

During the night each member of the party has a dream.

Note to the DM: Following is an accurate description of the
important facts of the dream which is designed to help inspire
the party members to succeed in their quest. It is possible that
not every adventurer will have exactly the same dream, and
some of the party members may not have such a dream at all.
The DM is encouraged to use judgement in moderating the
dream and its after-effects to best suit the abilities and charac-
teristics of the players and their characters.

The dream:

The chapel seems filled with light and a happy throng of
people, and it is apparent that a wedding is in progress. Just as
the priest pronounces his final blessing upon the betrothed pair,
the scene fades. A new scene follows it — a scene as sorrowful
as its predecessor was joyful. Again the chapel is full of people,
but this time all are weeping. A funeral procession escorts two
shrouded bodies to their tombs and tearfully places them within.
Once again the priest pronounces a final blessing and the scene
fades.

A third scene follows; again the chapel is full of light. The
adventurers themselves are the only ones in attendance, but
suddenly they are struck dumb with surprise as the figure of a
lovely woman appears at the altar. Silently she beckons to the
party, and each member senses her promise that person (the
one who is having the particular dream) boundless reward if he
will but follow her. Just as that character steps forward, there is a
blinding flash and a stalwart man suddenly stands beside the
lady with a sword in his hand. While the lady begins to weep
entreatingly, the man steps to prevent anyone from approach-
ing her. He sadly shakes his head in refusal of the lady’s pleas.
The scene then gradually fades, and each character awakens.

In the gray light of dawn, the party rises somberly and breaks
its fast upon rations from the packs. Finally, one member breaks
the silence and speaks of his strange dream. A discussion fol-
lows during which everyone relates his or her dream and the
members decide to further investigate the chapel.
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11,14,15,16,17,11 HP: 8,8,6,6,5,4
HD: 1.

5. A landscape showing local
mountains.

6. A minotaur: AC: 6 Move: 120’

Att: 3 Dam: 1-6 per attack Dex: 8

HP: 31 HD: 6.

As the party exits the bottom of the
stairs, they will be facing the wall con-
taining Picture 1.

The armored man in Picture 3 is Law-
ful Good and if not attacked by the party
will join it after the goblins are defeated.
He will, fight very bravely, actively seek-
ing the forefront of the battle. When he
has lost half his hit points he will disap-
pear and reappear in his picture, whence
he can be reactivated by a clever charac-
ter. He cannot speak and is illiterate but
is quite good at communicating by signs.

A careful examination of the area will
reveal the following words engraved in
ancient common around the perimeter
of the floor at the entrances to the
chambers. Numbers correspond to the
location of the floor section bearing
those words.

1: CLEAN AGAIN WHEN THE LIGHT OF

2: LIFE COMES TO LIFELESS EYES

3: AND MORTAL SWORD SLAYS
FLESH

4: IMMORTAL THEN WILL THE DUMB

LEVEL 1

A careful search of the chapel will reveal that the altar slides
easily to one side, revealing a spiral staircase curving down into
the dark. The stairs wind around a central column and eventual-
ly emerge in the center of a large shadowy room.

This room, like all other rooms below the level of the chapel
itself, has been carved out of the cliff rock. The floor is smooth
stone. On this level the ceiling is very high, impossible to see
from the floor by lantern or torchlight.

The room is roughly hexagonal with six large open chambers
around the perimeter. The stone walls have been dressed very
smooth and covered with plaster. Along the back wall of each
niche is a large picture painted on the wall itself. The pictures
are positioned rather high on the walls, so that they cannot be
closely inspected without raising a torch or lantern high over-
head and approaching to within about 15 feet of the wall.

When the light strikes the eyes of one or more beings depicted
in a certain painting, all beings in the picture will be animated
and will come out fighting. They will all attack the party (except
in the case of Picture 3), doing and taking normal damage. When
a painted creature loses half its hit points it will vanish from the
battle and reappear as part of the picture again. If the picture is
darkened and lighted again, the creature(s) will emerge once
more with hit points restored to maximum (except for Picture 3).

The subjects of the pictures are:

1. The tower as it was first built, revealing to the charac-
ters that it stands at the top of a tall, sheer cliff.

2. An ogre: Armor Class: 6 Move per turn: 90" Attacks
per round: 1 Damage per attack: 1-10 Dexterity: 8 Hit
Points: 21 Hit Dice: 4 + 1 point.

3. An armored man fighting three goblins.

Man: AC: 4 Move: 60’ Att: 1 Dam: 3-8 Dex: 14 HP: 24
HD: 3.

Goblins: AC: 6 Move: 60" Att: 1 Dam: 1-6 Dex: 10,12,8
HP: 7,7,6 HD: 1.

4. Six orcs: AC: 6 Move: 90" Att: 1 Dam: 1-6 Dex:

SPEAK
5: THE DEAD DIE THE DARK GOD TOPPLE
6: AND THE CHAPEL OF SILENCE BE

Commas help prophecies immensely. Properly punctuated
and ordered, this one reads, “When the light of life comes to
lifeless eyes, and mortal sword slays flesh immortal; then will the
dumb speak, the dead die, the dark god topple, and the Chapel
of Silence be clean again.”

If a character looks for another prophecy on the ceiling, he
will only succeed in reanimating one or more pictures.

A thorough search of the entire floor will eventually reveal a
trap door directly at the bottom of the stairs where the party
entered. Another circular stair leads further down.

LEVEL 2

The second flight of stairs is much shorter than the first,
indicating a much lower ceiling (about 10’ in height). On this
level the stone walls are smoothly dressed but not plastered.
Partition walls are stone masonry. Doors are wooden, very
heavy, and open inward. They are metal-bound and have metal
hardware. All floors are smooth stone except for that of the
center room.

ROOM 2-0: The flight of stairs exits from the inside of a
hexagonal column in the center of a hexagonal room. The room
is 20’ on a side with a door in the center of each of the six walls.
The floor here is dark and glass-like with no visible seams,

The party emerges from the stairway facing the door to Room
2-1. At their feet are several inanimate human skeletons.

Examination of the skeletons will show that there were at least
nine bodies, since parts of nine different skulls can be identified.
There is no treasure, and what remains of the arms and armor of
the skeletons has deteriorated beyond use.

The floor is so slippery that each character has one chance in
six of falling the first time he attempts to walk across it, and one
chance in four if he tries to run.
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PERIMETER ROOMS: All perimeter rooms are basically the
same. Each contains an altar and three kneeling benches uphol-
stered in velvet. The three walls of each room furthest from the
door are draped with velvet. Before each drape stands a skelet-
on with its hands in an attitude of prayer. (The skeletons do not
animate if handled gently and respectfully.) Behind the center
drape is a smooth wall with no visible masonry joints. It seems to
be plastered and is painted a dull white. It is actually a sliding
panel and will move (when proper pressure is applied) 5’ to the
right, revealing a triangular secret room.

The details of the perimeter rooms and the secret rooms are as
follows:

ROOM 2-1: The velvet is deep red. The altar is engraved with
scenes of battle and the skeletons are wearing armor.

ROOM 2-11: As soon as the door is fully open, a bolt is
released from a crossbow in the apex of the triangle. If it hits it
will do 1-6 points of damage.

A thick layer of dust covers the floor and the articles thereon.
The room contains several pieces of armor which look more
ceremonial than useful. Two items of evident value are a je-
welled helmet and a sword with a golden hilt. (Estimated value:
20gp each) The rest is obviously of little value and less useful-
ness. At the very back of the room there is a long bundle
wrapped in a soldier’s cloak. It contains a very plain, simply
crafted sword of excellently forged metal in mint condition.

ROOM 2-2: The draperies and upholstery are dull gold. The
altar engraving shows scenes of commerce. The skeletons wear
three-piece garments of conservative cut.

ROOM 2-21: When the secret door is opened, a pit taking up
the entire floor area of the room is revealed. The sides are
smooth and sheer. A character who falls into the pit will be lost
without a trace.

ROOM 2-3: Hangings and upholstery are rich green. The altar
has hunting scenes; the skeletons are attired as hunters.

ROOM 2-31: The secret room contains ancient, moth-eaten
hunting trophies. The dust in the room bears evidence of recent
traffic. There is a small ivory hunting horn hanging high over the
door in semi-darkness. The party will notice it on a roll of 1 or 2
on d6, or if anyone specifically states that he is looking at the
wall over the door.

ROOM 2-4: In this room are two grave robbers armed with
swords. They will be hiding behind the door when it is opened
and will then attempt to strike from behind.

Primo: AC 5 Move: 60’ Att: 1 Dam: 1-6 Dex: 14
HP: 12 HD:2.

Gundo: AC 5 Move: 60’ Att: 1 Dam: 1-6 Dex: 11
HP: 15 HD: 3.

Both bags together also contain four combs, three necklaces,
and a ruby bracelet. Gundo’s bag contains a gold ring set with
three large pearls. The total value of this haul is about 500gp,
excluding the ring. It is a Ring of Three Wishes.

The room is decorated in rich brown. The altar shows scenes
of planting and reaping, and the skeletons wear the attire of rich
peasants.

ROOM 2-41: A large bear trap (1-4) awaits the first unwary
foot across the entrance. The trap may be sprung with a pole or
similar implement.

The dust in this room is deep and undisturbed. In the center of
the room is a small table bearing a golden bowl heaped full of

grain. To the right of the table is a small golden scythe. To the
left is a miniature iron plow. The bowl and scythe are worth
about 100gp each.
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Scale: 1 inch = 40 feet

Levels
1,4, and 6

ROOM 2-5: Drapes and upholstery are deep blue. The altar
has scenes of the sea; the skeletons are dressed as mariners.

ROOM 2-51: As the secret door slides open, a large swatch of
dusty silk cascades into the room. A full-size silk sail has been
stuffed loosely and carelessly into the room. The sail shows its
age but is still reasonably strong. If it is all pulled out, the party
will find a quantity of gilded rope in the northern corner. If that is
moved off or across the floor, they will find a small but very
elegant ship model. It is of ivory with silken sails and fine gold
rigging. The robbers apparently overlooked it while wrestling
with the sail and rope. Its value is hard to assess because of its
obviously great artistic merit.

ROOM 2-6: All the cloth in this room is of a delicate rose-
colored hue. The skeletons are clothed in women'’s robes and
the altar is carved with scenes of the home.

ROOM 2-61: The room has evidently been looted. There is a
broken clay pot within, and a churn lying on it side. In the churn
is a dirty scrap of paper which is actually a Scroll of Healing.
Deep in the dust in the corner is a small golden thimble.

There is a trap door in the floor which opens to reveal a flight
of stairs going down.

When the party attempts to leave this level, the skeletons from
the perimeter rooms will attack, either one after the other or
simultaneously, with each skeleton’s first attack always sur-
prising.

If the party is leaving by the trap door in Room 2-6, the
skeletons in that room will attack first with the others arriving as
reinforcements at the rate of three per round. They will not
follow the party down the stairs, and no other skeletons will
enter and fight if all skeletons present are killed at the end of any
round; however, those which don’t enter will instantly attack (no
automatic surprise) when someone re-enters the center room.
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Levels
2,3,and 5

Scale: 1 inch =

40 feet

If the party is leaving the way they came, so that the battle
develops in the central hall, all skeletons will attack at once. All
members of the party will strike at a -1 here because of the very
slick floor, but the skeletons are unaffected.

Skeletons: AC: 8 Move: 60" Att: 1 Dam: 1-6 Dex: 9
HP: Each has 3 HP HD: %2

If the party attempts to retreat up the stairs back to the chapel,
they will find the altar has been moved back over the trap door,
and it is impossible to remove from below.

When all party members are on the descending stairs (which
appear very smooth and solid, the staircase will suddenly turn
into a slide and the party will arrive at the floor of the next level
tumbled into a heap. The character in the lead on the stairs will
take 1-3 points of damage from the slide and the collisions with
his followers.

LEVEL 3

The walls are rough-hewn stone and exhibit a large number of
cracks as a result of the earthquake some years ago. There are
heaps of stone and rubbish everywhere.

The rooms are hexagonal, following the same general pattern
as on Level 2. Most of the doors hang a bit crazily on their
hinges, although two are still wholly functional. The large rooms
on this level seem to have been intended as crypts, but no
corpses remain in sight.

The party lands at the bottom of the slide in Room 3-6.

ROOM 3-0: There is nothing here but dust and rubble. The
outside of the central column is still intact but the stairway
inside has collapsed, filling the lower part of the column.

ROOM 3-1: The door to this room is intact and closed. When it
is opened, the party will see a clean, airy room with an opening
to the outside. There is a bed of sorts at one side, a catchbasin
for water, and a cooking area near the opening. A man in ragged
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clerical robes sits with his back to the party looking out through
the area where Room 3-11 should be.

The man is Shar, the hermit. He subsists on the kindness of
the local people, lowering his basket on a long cord to receive
their donations. He cannot speak.

If the party offers gold or other valuables to Shar he will
smilingly refuse, but if any member shares his food with him,
Shar will silently bless that adventurer. The blessing of Shar is a
great gift, since it will heal each recipient to within two hit points
of original strength and give that character a +2 bonus on all
saving throws for the duration of the adventure.

If a character holding or carrying the steel sword (from Level
2) receives the blessing, the sword will be felt to leap in its
wrappings. Upon examination, it will be seen to display a soft,
magical glow. From this moment on it may be used as a +2 magic
sword.

If the party attacks Shar, the hermit will simply vanish to the
protection of the good gods until the threat is past, at which time
he will reappear in his chamber.

Shar’s cave is safe from all evil and can provide the party a
place to rest and recover. A magic-user can study his spell book
while sequestered here if he so desires.

Although Shar cannot speak, he can communicate effectively
by gestures, pictures, end written words, though his version of
the common tongue is archaic by the party members’ standards.
He will help the party in any way he can (once he is befriended)
but will refuse to go anywhere else in the complex with them.

Shar was the chief priest of the chapel in the days of Owen’s
life. He and Bran, Owen’s chief captain, have been called upon
by the gods to be the guards of the chapel. Shar came originally
from the foreground of the chapel picture on Level 1, where he
was “implanted” just like other images were in the other pic-
tures. However, Shar was able to remain out of the picture after
being released by light at a much earlier time, and thinks he can
better serve as a chapel guard by keeping watch over the breach
caused by the earthquake.

Bran is, of course, the armed man from another of the Level 1
pictures. Their attributes are as follows:

Shar: Cleric Lawful Good HP: 15 HD: 3 Str: 16
Int: 14 Wis: 18 Con: 13 Dex: 12 Cha: 15.

Bran: Fighter Lawful Good HP: 24 HD: 3 Str: 18
Int: 12 Wis: 12 Con: 18 Dex: 14 Cha: 15.

ROOM 3-11: The ruins of this room form the “porch” of Shar's
cave. The steepness and smoothness of the cliff sides will not
permit descent by this route. Shar will not cooperate in any plan
by the party to use this as an exit.

ROOM 3-2: This chamber is dimly lit in the daytime by light
which seeps in through several cracks in the exterior walls. It
contains a nest of four stirges. They will attack any character or
creature who enters, but will not pursue any intruder outside the
room. The door to this room is slightly out of kilter because of
the earthquake and does not close tightly.

Stirges: AC: 7 Move: 180’ Att: 1 (Attacks at +2)
Dam: 1-3 HP plus 1-4 blood drain per melee round
thereafter Dex: 6 HP: 8,8, 3, 3 HD: 1.

ROOM 3-21: Filled with rubble.

ROOM 3-3: The room is pitch dark, and the territory is jealous-
ly guarded by a wight. The wight can be hit only by magic
weapons. Its touch does no damage in hit points but drains away
life energy. When the wight scores a hit, its opponent will drop
one experience level, losing the appropriate number of hit
points. A character who loses all of his/her levels (down to zero)
becomes a wight under the control of the original wight.

Wight: AC: 5 Move: 90’ Dex: 15 HP: 16 HD: 3

If the battle begins to go too badly for the party, the spirit of

Owen will intervene. He will appear in a blaze of light, defeat the
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wight, and toss his +2 magic sword to the party. Owen will also
reveal the secret door at the back of the room.

ROOM 3-31: Stairs going down.
ROOM 3-4: Rubble.
ROOM 3-41: Entirely filled with rubble.

ROOM 3-5: A mated pair of trolls have their honeymoon cot-
tage in this room. They come and go through a narrow crack in
the roof. They will continue their amorous pursuits unless inter-
rupted, will not attack unless attacked or interrupted first, and
will not pursue characters who flee back out the door.

Trolls: AC: 6 Move: 120’ Att: 2 claws and 1 bite
Dam: 1-6 each Dex: 15 HP: 30,24 HD: 6 + 3

ROOM 3-51: A pile of rubble which currently serves as the
trolls’ love-nest.

ROOM 3-6: This is the room that party members slide into
when they enter this level of the chapel. In so doing they alarm
the resident, a cockatrice. The creature is understandably pan-
icked and takes wing, flying wildly about the room and bumping
into walls.

Cockatrice: AC: 6 Move: 180’ (flying) Att: 1
Dam: 1 plus petrification Dex: 16 HP: 20 HD: 5

The cockatrice will attack only if it is attacked, and even then
at a -2 to hit. However, even if it does not consciously attack, the
monster can still cause petrification if it accidentally bumps into
a party member. There is a 1 in 20 chance that the monster will
hit a character in a certain melee round (roll separately for each
character once per round) in the course of its thrashing about.
Cracks in the walls and ceiling of the room admit enough light to
enable party members to see the cockatrice and attempt to
avoid it.

ROOM 3-61: Rubbish.

LEVEL 4

The stairs (leading down from Room 3-31) are dark, but as the
party approaches the bottom of the incline, characters become
aware of a ruddy glow emanating from floor level below. After
descending several feet further, they will exit into a large room
similar in size and shape to the chamber on Level 1. The entry-
way they come through is along the back wall of area 3.

As each character enters, he or she quickly becomes aware
that a temple service of some sort is in progress and feels
compelled to quietly join those standing at the back of the
congregation. (This compulsion is the result of a low-strength
Charm spell of short duration and allowing no saving throw
upon initial contact.)

The congregation fills the areas marked 2, 3, and 4 on the map.
Wide staircases going down are seen in the recessed areas
numbered 1 and 5, while the recess which forms area 6 is cur-
tained off from the main chamber with black velvet.

In front of the curtain stand a black-robed priest and his
scarlet-clad acolyte. Before them in the center of the room is an
elaborately carved hexagonal altar of obsidian, in the place
where the center column appears in each of the above levels.

As members of the party watch in fascination, the priest in-
tones a long passage in an unknown tongue while the acolyte
chants occasional replies or affirmations. Suddenly the priest
seizes the acolyte by hip and shoulder and raises his body high
overhead. In another instant, he brings the body down on the
altar and buries his fangs in the acolyte’s neck. After taking a
long, ceremonial draught for himself, the priest catches the rest
of the acolyte’s life blood in a black basin. He then proceeds on a
meandering path throughout the congregation, splashing blood
on their faces and dipping their hands into the basin. When the
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supply of blood is used up in about five minutes, the priest will
utter a strange cry. Suddenly, the party member with the lowest
Charisma rating will begin to walk in a trancelike state toward
the altar.

Other party members will see this and possibly be shocked to
their senses by the prospect of danger to their comrade. They
will now be allowed a saving throw against the Charm spell (with
the +2 blessing from Shar, if it applies). If some or all of them
break the charm, there will be time to try to combat the vampire
priest before the entranced adventurer reaches the altar and the
evil priest’s grasp. If no party member makes a saving throw vs.
the charming, they will be compelled to watch unresistingly as
their comrade meets the same fate as the acolyte. Then the
“selection process” will repeat, and the party member with the
next lowest Charisma will be sacrificed unless rescued.

The priest's congregation is composed of dazed, unarmed
peasants. There are 30 present, but half of them will instantly
flee once they see an attack being mounted against them or the
priest. The remainder will attack, or at least will serve to obstruct
the party if its intention is to get to the priest. They are level 0
characters, armor class 10, and will take only 1 hit point of
damage before becoming demoralized and rushing for the stairs
which descend to Level 5. If they attack and succeed, each blow
struck by one of them does 1 point of damage.

The priest is a true vampire. He can be conquered by magical
means, and an appropriately worded wish (using the ring found
on Level 2) can eliminate this threat to the party’s success. The
priest will not be on his guard against the party members until an
attack is actually begun, since he believes them to all be under
the influence of the charm spell.

Those who are charmed will simply stand awaiting their mas-
ter's order. If the vampire is destroyed, the charm is broken.

Vampire: AC: 2 Move: 120" Att: 1 Dam: 1-10
Dex: 17 HP: 35 HD: 7

When the party searches the room, they will find nothing of
value until they draw back the black curtain. They will then be
confronted by a representation of the Dark God which is so
lifelike and so horrible that they will be struck dumb by terror.
No character will be able to speak or communicate by vocal
sound in any way whatsoever for the rest of the adventure.

Just as the characters are struck dumb, so should the players
be. For the rest of the adventure, the Dungeon Master should
allow no vocal communication between players. In many in-
stances, this will make it necessary for the DM to give descrip-
tions or instructions to players in secret. At other times, a caller
for the group may be asked to give information vocally to the
DM, out of earshot of other players, so the DM will know precise-
ly what the players are intending to do — or, at least, what-the
caller interprets as the plan. No characters or players should be
allowed to communicate with each other by any means besides
gestures or pictures — except for those characters who are
magic-users or clerics, or any other characters with Intelligence
of 15 or higher. These characters may give information by
means of written messages, but may not receive such messages
from a character who does not have those qualities. Players
should be given plenty of time to work things out at pivotal
points in the adventure from this point on, but they should not be
allowed to talk!

LEVEL 5

This level contains the household of the vampire priest. It is
designed primarily to give the players and characters a chance
to use silent communication.

It is possible for the party to simply proceed through the
vestibule in Room 5-5 or Room 5-1 and keep descending into
Level 6, or to leave the complex altogether by way of Room 5-61
or Room 5-11. In any of those cases, however, party members
will remain speechless forever— or until they re-enter the chap-
el complex and are successful in completing the entire prophecy.

Level 5 is built of roughly hewn stone. Rooms are constructed
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as on Levels 2 and 3, except that there is no column in the middle
of Room 5-0. lllumination is provided by small torches in wall
sconces, Ceilings are 10 feet high.

ROOM 5-0: This is a hexagonal room used as a hall or com-
mon room. There is a door in each of the six walls and a trestle
table with benches in the center of the room.

ROOM 5-1: A vestibule and landing. A wide staircase comes
down from the temple above and continues to the level below,
This room is a landing between the two flights of stairs. There is
an ordinary door in the eastern wall and a more ornate door in
the western wall.

ROOM 5-11: An exit into the outdoors. Double doors set into
the face of the cliff swing open easily, opening onto a narrow
road which leads away to the north.

ROOM 5-2: This is the kitchen. It has a fireplace on the outside
wall, a work table and 8 rough chair. Three iron pots filled with
some sort of stew sit bubbling on the hearth.

There is a young woman sitting in the chair, She was once
pretty, but is now so dirty and frightened-looking that it is hard
to perceive her beauty.

This is Elna, the vampire priest's cook, maid, and probable
future victim once she outlives her usefulness as a servant. She
is not a vampire and will not be hostile. She will not attack or
defend herself and will provide no information. She will merely
stare silently at the party unless someone gives her an order or
makes a request, in which case she will calmly obey if it is in her
power to do so. She will follow the party when they leave this
room unless she is actively prevented from doing so.

ROOM 5-21: This is the pantry and contains cooking equip-
ment and various unwholesome foodstuffs, none of which is of
any use to characters.

ROOM 5-3: This room is part of the living quarters for the four
ghoulish warriors of the temple. They traverse the countryside
looking for “converts,” and make sure that services are properly
attended. (However, they themselves don't go to church,)

The room has doors on opposite sides and rough beds along
two of the other walls. Rags and rubbish litter the floor, and the
smell is oppressive.

When the party enters the room, two ghouls will be positioned
in the center of the room, they will not be surprised, and they will
immediately move to attack. If a battle is joined, the two other
ghouls (from Room 5-4) will move in to assist their fellow
warriors.

Ghouls: AC: 6 Move: 90’ Att: 3 Dam: 1-3 plus
paralysis for 1-4 turns Dex: 15 HP: 14, 12 8, 6 HD: 3

ROOM 5-31: This is a storeroom filled with personal effects
and possessions stripped from the ghouls’ and the vampire’s
victims. A careful search taking at least 1 turn will yield 3-12gp,
4-24sp and 1-100cp. There is a 25% chance of finding a piece of
jewelry worth 50gp if party members search for 3 turns or
longer.

ROOM 5-4: The contents and occupants of this room are
originally the same as those of Room 5-3 — two ghouls and
some rough furniture. However, ghouls will never be encoun-
tered in both rooms in the same fashion.

If the party enters Room 5-4 before it enters Room 5-3, the
events described above will take place in Room 5-4 instead, with
the ghouls from Room 5-3 coming to the aid of the others. In
either case, the two ghouls with the highest number of hit points
will originate from whichever of the two rooms the party enters
first.

If the party retreats from either room in an attempt to avoid
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combat, all four ghouls will issue forth from the two rooms and
engage the adventurers in Room 5-0.

ROOM 5-41: The contents of this room are identical to those
of Room 5-31, except that there is no chance of finding jewelry.
Instead, a bag containing 60gp will be discovered by the first
character who searches for longer than 3 turns.

ROOM 5-5: A wide staircase comes down from the temple
above and ends in this room, which serves as the vestry where
the vampire priest robes himself and prepares for services. The
walls are adorned with heavily embroidered vestments. While
rich-looking, they emanate an aura of evil which may noticeably
repulse certain party members. Any good character who tries on
a garment or vestment or attempts to carry an article of this sort
will receive a “shock” from contact with such concentrated
wickedness, losing 2 hit points and being forced to drop the evil
item.

Leaning against the wall in one corner of the room is a Wand
of Fear with six charges remaining.

ROOM 5-51: This is a closet which contains vessels, basins,
and other equipment for the services. Each of the receptacles or
other decoratives pieces appears to be worth about 300gp and
may be obtained by non-evil characters, but those who carry
them will lose 1 hit point per day from contact with the evil
object. There is also a Potion of Healing (1-6 points) and a
Potion of Delusion, both in stoppered crystal flasks, and a
cursed (-2) dagger.

ROOM 5-6: The priest's living chambers — surprisingly neat
and spartan. It holds a bed, two chairs and a chest, which
contains nothing but black clothing made of a rich-looking
fabric. Like the vestments in Room 5-5, these items may not be
tried on or carried by a good character without causing harm.

ROOM 5-61: The priest's closet. Several black cloaks are hung
on pegs on the wall. They, like the other cloths and garments of
evil origin in this area, may not be carried or worn. Among them
and partially hidden are a brown cloak (hon-magical) and a
green cloak (which is an Elven Cloak).

There is a trap door in the floor, giving access to stairs which
lead down to a secret exit from the chapel at the base of the cliff.

DM: Nothing should prevent the party from leaving the chapel
to rest and recuperate and then re-entering the complex to take
up the quest anew. However, if Bran is with the party, he will try
to persuade the adventurers to stay inside the chapel. If the
party exits the chapel, Bran will remain close to the base of the
cliff and will not follow the party if it ventures out of his sight.
Since neither Bran nor any of the others is capable of speech at
this point, it is unlikely that the adventurers would simply depart.
Some party members will remember the part of the prophecy
Which said the dumb will speak, and this will serve as an inspira-
tion for them to continue the quest. If (when) party members
return to the chapel, everything inside will be as it was the
moment they left.

Also note that clerics in the party will still be able to turn
undead and to heal despite being unable to speak.

LEVEL 6

This is a large, roughly hexagonal chamber with well-finished
walls, similar in shape and size to Levels 1 and 4, but with no
central column. The room is entered by one of the two stair-
cases, either from Room 5-5 into area 6-5 (party emerges facing
area 2) or from Room 5-1 into area 6-1 (party emerges facing
area 4 — but see description of skeletons, below). The entire
level is dark and must be illuminated by the adventurers.

The central area of the level is filled with the figures of 20
kneeling skeletons. Each has his bony hands clamped around
the hilt of a sword. Ten of them form an aisle leading from the



Dragon

bottom of the stairs in area 6-5 and pointing in the direction of
area 6-2 — where the bodies of Owen and Andrea sit enthroned
in a regal setting. A similar, gauntlet-style configuration is,
formed by the other 10, pointing from the bottom of the staircase
in area 6-1 to the adjacent area where Owen and Andrea are.
Party members will immediately recognize Owen and Andrea as
the couple depicted in the dream they had earlier.

The party will not be endangered until at least one member
walks all the way down one of the aisles after descending the
stairs. When the member(s) leading the way are past the end of
the aisle and presumed (by the skeletons) to be approaching the
throne area, and all 20 skeletons will come alive and begin to
attack. Stepping through the boundary of an aisle or attacking a
skeleton while it is inanimate will also cause all the skeletons to
begin fighting.

Skeletons: AC: 8 Move: 60’ Att: 1 Dam: 1-6 Dex: 9
HP: All 20 have 3 HP each HD:%2

On the wall at the back of area 6 is a painting of a warrior, a
merchant and a seaman. On the wall at the back of area 3 is a
painting of a farmer, a hunter and a beautiful woman. If a light
strikes the eyes of the figures in the paintings, they will become
animate. The paintings are placed high enough on the wall so
that a figure’s eyes cannot be illuminated by accident. Charac-
ters should be able to tell that there is some sort of painting on
the wall, but not to tell what the subject is, without directly
illuminating the picture.

These figures represent the good gods of Owen and Andrea,
who placed images of themselves in these “living paintings” to
aid and guard the couple. These figures, like the party members
and the bodies of Owen and Andrea, cannot speak.

The warrior fights with a sword, the seaman with a trident, the
farmer with a pitchfork, and the hunter with a spear. The mer-
chant has a leather bag of coins which he uses as a blackjack.
None of these weapons can be held or employed by other
members of the party. Each of these figures is treated as a

FIRST PLACE
The Chapel of Silence

SECOND PLACE
The Creature of Rhyl

THIRD PLACE
Ziggurat of the Adepts

FOURTH PLACE
Adventures in the Far lsles

FIFTH PLACE
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Listed above are the titles of the entries which
won prizes in International Dungeon Design Con-
test |l for excellence in the category of adventures
written for use with the Basic D&D® game. Listed
below is what the winners won.

Mollie Plants, creator of The Chapel of Silence,
receives $250 — the amount which the contest
rules specified would be given to the “overall win-
ning entry” from both the Basic and Advanced
categories. During the judging, it be-
came apparent that there would be no suitable
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third-level fighter in melee, armor class 2, move 90'. Each does
1-6 points of damage with a successful hit. The woman does not
fight, but her touch (as if rolling to hit) will heal 1-6 points of
damage.

When any of these figures takes 10 hit points of damage, it will
return to its place in the painting on the wall. The paintings can
be reanimated. The figures may be employed to aid the party in
the fight against the skeletons, which will attack mindlessly until
destroyed. The talismans from Level 2 can be of help here; if a
character kept the ivory horn (hunter), iron plow (farmer), mod-
el ship (seaman) or gold thimble (woman), that character will be
able to control the actions of that particular figure. Otherwise,
the DM will moderate the actions of all the god-figures who
come into play.

If the party and its helpers succeed in beating the skeletons,
the adventurers will find themselves still without speech, since
they have not yet fulfilled the entire prophecy.

When the last skeleton falls, the bodies of Owen and Andrea
will rise from their thrones and make imploring gestures toward
the party members. Both of the bodies must be stabbed with a
magic sword, once and for all putting their owners to rest.

When this is done, the bodies will sink to the floor in a relaxed
posture—and the characters will discover that they (but not the
painted figures) can speak again! The walls and floor of the
chamber will quiver and shake momentarily as the dark god’s
influence is expelled. In another moment, Shar joins the group.
He will provide the prompting, if necessary, to cause the charac-
ters to look under the thrones, where a pair of compartments
hold the wondrous royal treasures — theirs for the taking.

All of the painted figures and party members will form a
funeral procession and bear the bodies of Owen and Andrea
outside, up the cliff, and in the front door to their proper tombs
on the ground level of the chapel. The lids of the sarcophagi will
be lifted back into position and closed, whereupon all of the
painted figures will vanish and reappear in their places on the
walls — although they may stay around long enough to clear up
any mysteries that remain.
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Mollie Plants, Morgantown, W. Va.

Kevin Knuth, Fond du Lac, Wis.

Susan K. Topm, Uﬁ«:ﬂp_ N.Y.
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T. Scott Kcnned}'v Tinton Falls, N.J.

way to compare a scenario for the Basic D&D
game and one for the Advanced D&D™ game to
arrive at a decision on a grand prize winner. In-
stead, the winning entries in the Basic and Ad-
vanced categories will each receive $250.

Kevin Knuth receives $100 for The Creature of
ARhyl, which will be published in a forthcoming
issue of DRAGON magazine, and Susan K. Topa
receives $50 for Ziggurat of the Adepts. All of the
prizewinning contestants were alsc given a one-
year subscription to DRAGON magazine.
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@he Garden of Nefaron

INTRODUCTION

The Garden of Nefaron is designed for
use with the rules of the ADVANCED
DUNGEONS & DRAGONS® game. Dun-
geon Masters should be thoroughly fa-
miliar with the material before introduc-
ing players to it.

The module is quite hard in two senses.
First, it requires player characters of rel-
atively high level; 6 to 8 characters, each
of 7th-10th level, are recommended. A
suitable mixture of player characters
would include one cleric, two magic-
users, two or three fighters and one or
two thieves.

Second, the players themselves should
be experienced. Players with little expe-
rience who enjoy challenges may find
this module particularly to their liking,
but it can also be extremely frustrating
for relative newcomers to the game.

As Dungeon Masters will soon discern
when reading through this description, it
has been designed so that only evil-
aligned characters or evil-tending neu-
trals will really be able to proceed
through the entire dungeon without com-
promising their alignments. Any good
characters proceeding past Room 7 are
liable to be in serious alignment trouble.

History of the Garden

About 1,000 years ago, the lands north
of the river Fortuna, which were mostly
ruled by men, were in a state of great
turmoil. The land was divided into a score
of warring kingdoms, each seeking to
rule all others. Of these kingdoms, those
of Timbor, Crillos, Faxton and Malakon
were the most powerful. But the army of
Malakon, named after its ruler, was fan-
atical and pressed the kingdoms of Tim-
bor, Crillos and Faxton extremely hard.
Indeed, Malek was near to victory. In
order to save themselves, the kingdoms
of Timbor, Crillos and Faxton united
their forces against Malakon. Their com-
bined power was enough to beat Mala-
kon’s armies back to the very gate of
their capital. However, when the allied
forces reached the capital, they found it
flying a flag of surrender.

The leaders of the alliance accepted
the surrender gracefully, but were dis-
tressed to find that Malakon himself and
his four closest followers had fled the
city. They learned that Malek had fled to
the southernmost part of his kingdom, at
the edge of the Great Forest, where he
was said to have a stronghold.

Now the leaders of the alliance knew
Malakon well. That is to say, they knew
that if he was left alone he would raise
another army and perhaps form alli-

ances against them. So they picked five
warriors from the ranking families of
their nations to search out and either Kill
or capture Malakon.

These five champions journeyed to
the Great Forest in search of Malakon.
For a long time they could find no trace
of him or his cohorts. At last they de-
cided to use their psionic powers to lo-
cate Malek. They combined their psionic
abilities through the use of a psycho-
gem, which the rulers of the alliance had
entrusted to them in case the use of psi-
onics became necessary. They sought to
locate their quarry by detecting the pow-
er of his psionic mind through the
psychogem. But Malakon, highly super-
ior to any single one of his foes in the use
of psionics, felt the power of their detec-
tion and launched an attack against the
intruders, amplifying it through the use
of his own psychogem. The champions
were almost taken by surprise, but they
managed to muster their defenses and
deflect the attack. Valorio, leader of the
alliance of champions, realized that the
battle would end in statemate if it con-
tinued in this fashion. Thinking that if
might could not prevail, perhaps cun-
ning would, he called to his compatriots
to ease the attack and to defend only.
Then he told them his plan.

In essence, the plan was simple. In-
stead of trying to force their energies
against Malakon’s psychogem in an at-
tempt to weaken its powers of enhance-
ment, they would use a different sort of
psionic power to draw Malakon's life
force into his psychogem, thus trapping
him inside it, even if they were not able to
destroy him.

Abruptly they put their plan into action
— and the luck of the good was with
them, for it succeeded. But they were far
away from where Malakon and his psy-
chogem were located, and they feared
that unless they got there quickly and
finished the job, Malakon might escape
his imprisonment. So, summoning up
the last vestiges of their psionic power,
they teleported to the spot.

When the champions set out on their
journey, they brought along a special
box to contain Malakon’s psychogem,
should they succeed in obtaining it. The
box was designed to prevent penetration
by psionic energy, from without or with-
in, and could not be opened by a force
from the inside — magical, psionic, or
otherwise. The allies quickly placed Ma-
lakon’s gem in the box, shut it and locked
it.

But now what to do with the box itself?
This posed a difficult problem. If the box
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was ever opened, Malakon’'s conscious-
ness, which they assumed would have
recovered from the shock of being trans-
ferred into the gem, would certainly at-
tack them, and who knows what extra
power Malakon’s mind might derive from
actually being inside a psychogem?

Finally, they decided the safest course
of action was to use Malakon’s own
stronghold to contain the box, being
sure to guard it with all the means at their
disposal. To this end, they constructed
various guardians and cast powerful
spells and forged traps to prevent access
to the chamber where Malakon was im-
prisoned.

When they were finished, they left that
place and returned to Malakon’s former
capital city in triumph. When the lords of
the alliance heard what they had done
they approved, but decided further pre-
cautions were necessary.

They elected to send one lord and his
family to live on the edge of the forest as
an additional guard, and chose the ho-
nored warrior and scholar Merithus as
the first sentinel.

Then, since they knew that mortal
flesh — no matter how honorable —was
weak, they sought the services of a
member of the race of ki-rin. The lords
explained the nature of the great evil
which Malakon represented, and asked
if the ki-rin would help. After much de-
liberation, the rulers of that noble race
agreed to perform certain tasks. At mid-
night on the last day of each week from
then on, a ki-rin would visit the place to
check all the traps and guardians, mak-
ing sure that all remained secure. If Ma-
lakon was missing, the ki-rin would in-
form the lords of the land; if any of the
protective spells had been countered,
the ki-rin would repair them as well as
possible.

And so Merithus, Master of Mists, went
to dwell by the forest, and for many years
he prospered. A great castle was built,
but at first few people wished to live so
close to the forest. All was quiet until one
day a wandering seer visited Merithus
and claimed he had seen in a vision that
in later times Merithus’ home would be
destroyed and all those living there
would be killed. To keep his family from
falling victim to this horrible prediction,
Merithus constructed a garden in the
shape of a pentagon —a universally rec-
ognized symbol for danger and evil
among his countrymen — to warn peo-
ple that great peril lurked nearby.

For 200 more years the house of Meri-
thus lived in relative peace and a town,
which was given the name Nefaron by
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the descendant of Merithus who present-
ly served as the sentinel, grew up under
the protection of the fortress’s troops.
The story of Malakon was passed from
father to eldest son for seven genera-
tions, and no great evil was visited upon
the house of Merithus or the town of Ne-
faron. But finally the seer’s prophesy
came to pass; catmen attacked and des-
troyed both castle and town. None of the
house of Merithus remained alive, but
survivors of the town of Nefaron rebuilt
their homes, and Nefaron is once again
prosperous.

Notes for the Dungeon Master: The
above account should not be read to the
players in its entirety; it gives away far
too much information. Most of the histo-
ry is for the benefit of the DM only, so
that he can develop a “feel” for the back-
ground of the action that is about to take
place.

Certain portions of the text have been
printed in italic type. The premise is that
the adventurers have found an old scroll,
much of which has been ruined by water
and time. Only small sections of it (the
italicized parts) — sometimes mere phra-
ses — are readable. All passages in italic
type may be read to the players, or the
DM might choose to reveal only a por-
tion of the “legal” information. Let the
party make of it what they will.

A good player will be able to glean a
fair amount of useful information from
the remains of the scroll. Not least, it tells
him the name of the town and its general
location. The name Nefaron might per-
haps be recognized as having something
to do with the word “nefarious,” meaning
“flagrantly wicked.” Also, from the ob-
vious age of the place, it can be deduced
that there will likely be few “monsters” in
whatever “dungeon” environment might
be encountered. The Garden of Nefaron,
being a rather distinctive feature of the
local geography, would seem like a good
place to start searching for the strongh-
old. Characters having access to the tal-
ents of sages or Legend Lore spells or
the like will be unable to determine any-
thing further, other than the facts that a
town of the correct name in the general
area still exists, that it is quite famous for
its beautiful garden, and that there is a
“feeling” of strong evil about the place.

Wilderness map details

The Town of Nefaron is situated on
one of the country’s major caravan
routes. The cities of Templor, Fortuna
and Biscandy are on a three-way trade
route. Caravans pass through Nefaron
about once every two weeks, mostly
from one or the other of these cities, but
sometimes from more distant ones. The
town is located at a vertex where a small
patch of terrain is the only passage be-
tween a thick forest and impassable (for
caravans) marshes.
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The Neverending Marshes is a huge
area of waterways, lakes and marshes,
sparsely inhabited by humans, but with
large populations of troglodytes and li-
zardmen, as well as the usual orcs, gob-
lins, hobgoblins, and so forth.

The Great Forest, located to the east
and northeast of Nefaron, is almost
completely uninhabited by humans, and
men seldom visit it. It is home to all sorts
of nasty creatures, especially spiders,
snakes and wolves. Large bands of ma-
rauding bugbears and ogres occasional-
ly appear from the forest, so it is thought
that those races may live there, too.

GUARDIANS
FREQUENCY: Very rare
NO. APPEARING: 1
ARMOR CLASS: 3
MOVE: 6”
HIT DICE: See below
% IN LAIR: Nil
TREASURE TYPE: Nil
NO. OF ATTACKS: See below
DAMAGE/ATTACK: By weapon type
SPECIAL ATTACKS: None
SPECIAL DEFENSES: See below
MAGIC RESISTANCE: Standard
INTELLIGENCE: See below
ALIGNMENT: Lawful (good or neutral)
SIZE: M
PSIONIC ABILITY: Nil (immune to
psionic attack)
Attack/Defense Modes: Nil

Guardians may only be created by
magic-users of lawful good or lawful
neutral alignment, and the creatures will
always assume the intelligence and pre-
cise alignment of their creator. (The
Guardians found inside the dungeon in
this module are lawful good and highly
intelligent.)

To create one, a full suit of plate mail
(cost 2,000 gp) must first be obtained.
While the spell caster is robed in vest-
ments (minimum cost 5,000 gp) approp-
riate to the alignment of the character,
the following spells are cast upon the
armor, in this order: Polymorph Any Ob-
ject, Geas, Protection from Evil/Good,
Strength, and finally a Wish. The Guard-
ian thus created will have an armor class
of 3, a move of 6”, and strength of 18/00.
It will have half as many hit dice as the
magic-user who created it, but these will
be 10-sided hit dice. It will have the aver-
age number of hit points (5.5 per die),
rounded up to the nearest whole number.

A Guardian may use only one weapon,
which is specified in the wording of the
Wish spell. It will wield the weapon as a
fighter of the same level as its hit dice,
having the number of attacks per round
appropriate to that level and type of
character.

Guardians are able to obey commands
and instructions of a quite complicated

[«]
'Tl,ha

River £

To thE\.‘n Py =

garden . R \ e

nature. (It is possible to construct and
sell these creatures for profit.) Initial in-
structions may be stipulated up to 200
words in length, or any lesser amount of
instruction can be programmed into the
creature when it is formed. If the 200-
word limit has not been reached, addi-
tional instructions may be imparted to
the Guardian at any time, by anyone of
the same alignment as the Guardian, up
to the maximum —as long as the phrase
“end of instructions” is not included.
Once this is spoken to a Guardian, no
more instructions will be accepted by
that creature. A Guardian will obey its
instructions until it is destroyed.

Guardians are not affected by the fol-
lowing spells or spell types: sleep, charm,
hold, paralyzation, fear, illusions, death
magic, suggestion, maze or any spells
which affect human sensory organs.
Guardians are unaffected by any psio-
nics or poisons.

They are vulnerable to spells causing
physical damage, such as Fire Ball, Cone
of Cold, Magic Missile, etc. One spell is
especially useful versus Guardians: A
Forget spell causes a Guardian to ignore

36

Vol. VI, No. 3

g
Marshes
p L C UV )
f P

Scale: 1 inch = 125 miles

its programmed instructions and stand
stationary for the number of rounds that
the spell causes a person to forget. A
Guardian makes all saving throws as a
fighter of the same level (hit dice).

Because of the Protection from EVvil/
Good spell cast upon them, attacks
against Guardians are always conduct-
ed at -1 to hit, and their saving throws are
made at +1.

When a Guardian reaches zero hit
points, it is destroyed. The spells binding
it are released, leaving only a suit of plate
mail and whatever weapon the Guardian
was wielding.

Merithus’ Mist Maker

The origin of this unusual item is un-
known. Perhaps Merithus himself manu-
factured it, or perhaps he commissioned
a talented wizard to do it for him; in any
event, there is certainly only one of its
kind. Its present whereabouts, in this day
and age, are also unknown.

The item looks like a hand-bellows,
finely crafted of wood and leather and
inlaid with runes of silver. It can produce
three magical mists:
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Mist of Sleep: This mist cannot be
seen; it is transparent. However, some
muffling of sound and “thickness” of air
where the mist has spread might be no-
ticed. For every round a character is
within the mist he must make a saving
throw vs. spells. If the save fails, he will
instantly fall asleep and will remain in
slumber until removed from the mist. If a
previous saving throw was successful, a
character gains +1 (cumulative) on the
next save attempt one round later, up to
a maximum of +4. Bonuses are only
added following saving throws that suc-
ceed, but no bonus previously gained
can be lost by failing to make a particular
throw. For example, if a character who
had earned a +2 bonus on his save
against the mist is affected by the mist,
and then taken away and revived, he can
re-enter the mist and still be able to in-
clude the bonus in, his later saving
throws. Elves’ and half-elves’ resistance
to sleep applies here.

A character will awaken after being
away from the mist for 6 turns, or as soon
as 1 turn later if he is briskly shaken. The
mist is only effective when it is breathed.
Characters who hold their breath or have
magical means of breathing do not have
to save against the mist. DMs should roll
saving throws themselves in secret and
only inform players of the results.

Mist of Hypnotism:  This mist appears
to be full of flowing colors: reds, blues,
greens, yellows, etc. It has effects similar
to the illusionist spell Hypnotic Pattern.
In each round that a character views the
mist, he must make a saving throw vs.
spells (wisdom bonus applicable) or be
hypnotized (DMs roll in secret). Attempts
may be made to shake a character out of
the trance; these attempts allow further
saving throws at +2 (for the first attempt)
and +4 (for the second). But after two
such attempts, no further saving throws
are allowed, and a victim will fight vio-
lently to remain watching the mist. There
is a simple way to get a character out of
the trance: Simply cover his eyes for one
round. A character’s range of vision
while in the mist is only 20 feet.

Mist of Forgetfulness: This is a thick,
green mist with a sweet smell. For every
round a character smells the mist, he
must make a save vs poison. Failure to
save indicates total loss of memory for
6-60 turns. The character will act as if
Confused (as per the spell of the same
name) and will be unable to use any wea-
pon or spell; victims may only defend
themselves with their bare hands. (They
have forgotten how to do everything
else.) Time spent confused in the mist
does not count as part of the 6-60 turns;
the duration of forgetfulness begins af-
ter the victim leaves the direct influence
of the mist. Spell-users will have forgot-
ten all memorized spells when they come
out of the trance. The normal range of
vision is only 10 feet within the mist.

All three mists have these things in
common: They radiate magic strongly.
They are permanent in duration, if gen-
erated in a confined space. (They will
always remain in the space.) If formed
outside an enclosed area, they will dis-
perse in 6 turns.

The Mist Maker may be operated once
per day, but not more than twice in a
week. It will pump 1,000 cubic feet of gas
per round, up to a maximum of 50,000
cubic feet per use. If someone attempts
to operate the item more than twice in a
week or more than once in a day, it will
suck into itself everything within a 10-
foot radius of itself — including the user

— and these things will be forever gone.

To operate the item, the words “Maker
of Mists, in the name of Master Merithus
pour forth...” must be spoken, followed
by the name of whichever mist is desired,
and then the bellows must be pumped to
expel the mist from inside the maker.

Psychogems

A psychogem appears to be a large,
many-faceted gem, usually blue. Psycho-
gems are used to amplify psionic pow-
ers, essentially acting as though they
donate extra psionic strength points.

Dragon

Psychogems occur in power “levels”
similar to character class levels. Gems of
levels 1-9 occur naturally. In olden times,
gems of levels as high as 15 were manu-
factured. For each level of the gem, the
psionic ability of the owner/user may be
boosted by 10%. Gems may have souls
or spirits trapped within them. Gems
may be found in unusual places: at the
heart of a glacier, deep in a mountain, or
at the source of a river.

In order to use a psychogem, a psionic
must “key” it to himself — in effect, set
up a resonance between the stone and
his mind. To key the gem, the character
must look into it and discern the geomet-
rical patterns inside the gem created by
its facets.

There is a 5% chance per level of the
stone that an individual attempting to
key a psychogem will have his mind par-
tially trapped inside the stone. This
chance decreases by 3% for every time
the character has previously keyed a dif-
ferent gem. This chance of being trapped
may also be decreased by 5% for each
additional person, up to a maximum
number equal to the level of the gem,
who adds his psionic strength to the in-
dividual keying the gem. In such an ar-
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rangement, the person to whom the
stone is being keyed must have the high-
est psionic strength of all the individuals
involved.

When a gem has been keyed, a small
blue flame may be seen inside it.

Should a person’s consciousness be
trapped in the stone, it can be released
by an outside force whenever another
character physically touches the gem —
causing great pain to the being trapped
inside. Touching a gem will always (sub-
ject to a saving throw described below)
bring a character out of its imprisonment
(with his consciousness traveling instan-
taneously back to his physical body), but
it will affect his body like a Symbol of
Pain, causing 2-20 points of damage. To
see if attempts to release him from the
stone are successful, the character
should roll a saving throw on d20. If the
result of the roll is greater than the char-
acter's constitution, he is freed. A new
attempt (touch) and a new saving throw
may be made once per round until it suc-
ceeds or until the “toucher” gives up. A
character who is released from a gem
will be in shock for the same number of
hours that he was trapped in rounds.
(However, a system shock roll does not
need to be made.) During this time, the
character can take no action of any sort.

It is possible to “unkey” a gem, render-
ing it useless to someone who had al-
ready keyed it to himself. This action re-
quires the person trying to unkey the
gem to bring more psionic strength (cur-
rent totals applicable, not full-strength
totals) to bear on the stone than the per-
son to whom it is keyed. Take the differ-
ence between the two totals and roll d%.
A roll of the difference or less indicates
that the stone has been unkeyed. The
psionic to whom the gem is keyed will be
automatically aware of the attempt to
unkey and will almost certainly resist the
attempt. Each round of attempting to
unkey a gem requires an expenditure of
10 strength points. Defending against it
requires only 5 strength points per round.
For a gem to be unkeyed requires that it
be in the possession of the character to
whom it is keyed.

Because of the severe pain caused to
the “inhabitant” by someone else touch-
ing the keyed stone, a psionic possess-
ing one will always wear it on his person.
Usually it is carried in a soft leather
pouch hung around the neck, making
access to it easy in case the need arises
to use it. When in use by its owner, the
gem is held in the hand while the psionic
concentrates his power through it. No
other action may be taken while doing
this.

Psychogems are almost impossible to
destroy. Usually, only the environment
at the opposite extreme of the place
where they were created will be suffi-
ciently powerful to spoil a gem. For in-
stance, being crushed by the depths of

the ocean if the gem came from the heart
of a mountain; or being subjected to ab-
solute zero temperature if it was “born”
at the heart of a volcano.

The Garden of Nefaron

This beautiful place can be reached by
a winding path which runs from the main
road a quarter of a mile into the sur-
rounding forest. The garden is sur-
rounded by the forest, but seems very
quiet and peaceful in contrast to the
ruggedness and threatening mood that
the forest conveys to those who travel
through it. Its foliage consists mainly of
low-lying shrubs and flowers with an oc-
casional tree.

The garden is in the shape of a pen-
tagon with a diameter of roughly 200
feet. The points of the pentagon are
connected by lo-foot-wide paths which
form the outline of a pentagram (five-
pointed star) within the pentagon formed
by the shrubbery.

The ground is covered by low-lying
flowering bushes, except for a lo-foot-
radius circle in the very center. Here a
circular stone platform protrudes 1 foot
above ground level. Its top surface is
marked with the signs of the Zodiac, and
it radiates an aura of magic due to a per-
manent Levitation spell cast on it.

In the center of the circle is a secret
compartment. It may be discovered by
thieves using their “find traps” ability, by
dwarves or gnomes on a roll of 1-2 on
d10, and by others on a roll of 1 on d10. A
circular piece of stone in the center of
the larger piece may be lifted out to re-
veal a circular hole 6” deep and 6” wide.

At the bottom of this hole is a small,
mushroom-like projection sticking up.
Pushing down on this will cause the
stone platforms to begin to descend. Pul-
ling up will cause the mushroom-like
projection to come away in the person’s
hand, but it may be replaced in its socket
and will operate the descent mechanism
as usual. The platform descends at the
rate of about 20 feet per round. It takes
two rounds to descend to its greatest
possible depth, and the platform will re-
main 1 foot above the floor when it
reaches the end of its descent.

DUNGEON LEVEL 1
General

All parts of the dungeon are made of
hewn stone. All floors, unless otherwise
noted, are of flagstone. All ceilings are
plain hewn stone, also unless otherwise
noted, and are 20 feet high.

The ki-rin acting as the dungeon “care-
taker” is described below. The DM de-
cides results of ki-rin encounters with
adventurers, but if the party is evil or
evil-tending neutral, the ki-rin will prob-
ably attempt to destroy it. A ki-rin has
supra-genius intelligence, and the
chance of being able to mislead or con-
fuse it is virtually nil.
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Ki-rin
Armor Class: -5
Move: 24"/48"
Hit dice: 12
Hit points: 77
Magic Resistance: 90%
Alignment: Lawful good
Size: L
Spells:

1st level: Shield, Erase, Burning Hands,
Sleep, Magic Missile (x2), Detect Magic,
Hold Portal, Protection from Evil.

2nd level: Wizard Lock, Web, Stinking
Cloud, Ray of Enfeeblement, Mirror Im-
age, Magic Mouth (x2).

3rd level: Dispel Magic, Explosive
Runes, Fireball, Lightning Bolt, Phan-
tasmal Force, Slow, Suggestion.

4th level: Dimension Door, Fear, Fire
Trap, Ice Storm, Minor Globe of Invul-
nerability, Remove Curse.

5th level: Bigby’s Interposing Hand,
Conjure Elemental, Passwall, Teleport,
Transmute Rock to Mud.

6th level: Disintegrate, Geas, Invisible
Stalker, Anti-Magic Shell.

7th level: Power Word Stun, Vanish,
Monster Summoning V.

8th level: Symbol, Maze.

9th level: Prismatic Sphere.
Psionic Ability: 200

Minor disciplines: Levitation; Invisibil-
ity; Detection of Good and Evil; Cell Ad-
Jjustment, Clairaudience, Clairvoyance.

Major disciplines: Mass Domination,
Mind Bar, Energy Control, Telekinesis.

(1) As the elevator platform nears the
end of its descent, party members will
find themselves in a dark chamber. A
small amount of illumination coming
through the hole to the surface will ena-
ble them to make out a large human fig-
ure standing motionless a few feet away
from the platform. If characters approach
close enough to touch the figure, or if a
better source of light is employed by the
party, they will discover the figure to be a
stone statue. (A Detect Magic cast be-
fore anyone steps off the platform will
register positive, but will not provide any
details about the magic it detects.)

The elevator will automatically begin
to ascend to surface level 3 rounds after
the first party member steps off the plat-
form, possibly carrying some characters
back to the surface, unless the mush-
room-like projection is removed from its
housing while the elevator is in the
“down” position. It takes 1 round for the
platform to make the ascent, and those
on the platform may jump off during the
first half of that round without suffering
damage. The mushroom-like handle will
function normally again once the eleva-
tor has returned to the surface.

The statue is located 10" in front of a
set of double doors visible along the
south wall. It is a statue of a man dressed
in a long, flowing cloak with the hint of
armor underneath. He has his arms
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folded across his chest, and his stern but
handsome face is directed straight at the
platform. As soon as anyone steps off
the platform, the statue will speak the
following warning through the Magic
Mouth spell that has been cast on it
“Beware! Beware! Turn back, lest you
unleash the evil that is guarded here.”

The concealed door in the southwest
corner can be detected without special
effort, on a 1-3 on d6 for elves and half-
elves, or a 1-2 on d6 for others. It is a
one-way door opening out of this room,
normal in appearance with a simple lock.
It will close behind the party after all
members intending to pass through it
have done so, and cannot be opened
normally from the other side (see [3]
below). A Wand of Secret Door Location
will find this door automatically.

The secret door in the southeast corner
of the chamber may be detected only
when deliberate searching is done. Elves
and half-elves will find it on a roll of 1-2
on d10, others on a roll of 1 on d10, and a
wand will find it on a roll of 1-9. The
secret door (hinged along the top edge)
may be pulled up from the bottom by
anyone with a gripping strength of 18 or
better; there are depressions cut into the
floor below the door for this purpose.

The double doors are plain oak, iron
bound, and will open without incident.

In the center of the north wall 5 feet
above the floor is a secret compartment
similar to the one in the stone platform.
Opening it will reveal a similar space in-
side, except that where the mushroom-
like projection is in the elevator com-
partment, here there is an iron spike
driven flush into the wall. (This used to
be a “call button” for the elevator, but it
no longer operates.)

(2) This corridor is filled with Mist of
Sleep. A Dispel Magic cast at the mist
will cause it to cease its function for one
round within the area of effect. Should a

character reach the far end of this corri-
dor and succeed in pulling open the false
doors there, the floor will fall away
around the doorway, revealing a 30-foot-
deep pit. All characters within 5 feet of
the false doors will fall, taking 3d6 dam-
age, and there is a 25% chance per indi-
vidual that the fall will cause uncons-
ciousness. There is nothing at the bot-
tom of the pit.

(3) Characters opening the con-
cealed door and entering will see no-
thing unusual until they turn the second
corner of the maze and are facing north.
Then they will see that the air is rather
misty. This mist is harmless and merely
serves to obstruct vision in the maze. By
the time point “X” is reached, the range
of vision is only five feet, and it will re-
main at that figure for as long as charac-
ters remain in the maze. There is nothing
threatening — in fact, nothing at all — in
the maze; it only serves as a means of
delaying intruders in hopes that they will
remain confused until the ki-rin makes
its rounds. The door leading to (1) will
not open normally from this side. It can
be smashed open with blunt weapons or
axes (it will absorb 50 points of damage
before breaking open) or opened with a
Knock spell. Due to the poor visibility, it
is impossible to accurately map the maze.
Infravision will function at its normal
range in the mist for purposes of locating
other characters in it.

(4) The secret door along the north
wall of this passage cannot be seen
without careful searching. The chance
of finding the door is the same as in (1):
elves 1-2, wand 1-9, others 1 on d10. This
secret door slides to the east. Anyone
with a gripping strength of 18 or better
may slide it open; there are depressions
along the west edge of the doorway for
this purpose. The door leading to (5) is a
normal wooden, iron bound enclosure.
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(5) This room has a conical, down-
ward-sloping floor, leading to a 20-foot-
diameter circular platform at the bottom
of the curvature in the center of the
chamber. The ceiling is covered with
mirrors, making it appear that the ceiling
is also conical. As soon as a character
stepson the floor in this room, it will start
to carry him around the room as if he is in
a whirlpool. The floor makes one revolu-
tion per round. Jumping onto the mov-
ing floor from outside the doorway is
possible; characters doing so will land
without harm at a percentage chance
equal to dexterity x 5%; i.e., a character
with 15 dexterity has a 75% chance of
landing unhurt, and one with a dexterity
of 10 has a 50% chance. Failing to make
this roll will result in the character taking
2-8 points of damage from the minor fall.
It takes 3 rounds of spinning and falling
toward the center for a character to
reach the central area. When the first
character arrives here, the trap door will
open and the character will fall 30 feet,
taking 3d6 damage, with a 25% chance of
unconsciousness. If a character happens
to look at the mirrored ceiling as he falls
(25% chance), the ceiling above the pit
will act like a Mirror of Opposition. A
duplicate of the character will appear in
the bottom of the pit and battle will be
joined.

The same thing will happen to each
character who is on the rotating floor,
possibly making the pit quite crowded
with characters and magical duplicates.
Each duplicate will only attack the char-
acter it resembles, but may be affected
by attacks from other characters who did
not look at the ceiling on the way down
and thus do not have a duplicate of their
own to contend with.

When all of the characters and objects
on the spinning floor have been drawn
into the pit, the chamber will stop rotat-
ing and the trap door will close over the
struggle below. The floor will not move



vivors (if any) have escaped from the pit.
Weights of less than 50 pounds will not
open the trap door from the outside, and
it cannot be opened from below except
by a Knock spell. At the bottom of the pit
is the skeleton of a dead fighter in plate
mail with a x1 battle axe at his side.

(6) There is nothing unusual about
this passage.

(7) The iron door leading from (6) to
this room is locked with a device of such
intricacy that a thief's attempt to pick it is
made at -10% to the normal chance.
Standing with its back against the door
in the southeast corner is a 7%-foot-tall
man-shaped figure whose body seems
to have been sewn together. This is a
flesh golem. (AC 9, MV 8", HD 9, hp 40,
#AT 2, D 2-16/2-16. See the AD&D™
Monster Manual for more details.) It is
equipped with Bracers of Defense AC 2
and has a Magic Mouth spell cast on it.
As soon as someone steps through the
doorway from (6), the flesh golem will
say, “You have been warned once. Turn
back or | shall be forced to defend this
passage for the cause of good.”
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If anyone steps further toward the go-
lem, it will assume a fighting stance and
will charge and attack the first character
to come within 10 feet of the south door.
The door on the south wall is also
made of iron and is intricately locked,
the same as the west door.

(8) There is a lo-foot-square pres-
sure plate concealed in the floor halfway
down this corridor. Each character walk-
ing past this point has a 50% chance,
regardless of his weight, of triggering
the trap. (Weights of less than 50 pounds
will have no effect.) When it is triggered,
a stone block will fall from the ceiling,
causing 2-24 points of damage (save vs.
petrification for half damage) to the char-
acter who set it off. Armor and dexterity
bonuses to the saving throw are applica-
ble. The door at the south end of the
corridor is wooden and iron bound.

(9) This room is filled with Mist of
Hypnotism.

(10) The door from (9) is made of
iron and is locked normally. A Symbol of
Hopelessness has been inscribed on it.
Opening the door triggers the symbol.
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Once it is triggered, a Magic Mouth will
speak the following: “Turn back! Turn
back! Leave and never return to this
place!” Wisdom bonuses count for sav-
ing throw purposes. The door leading
west is wooden and iron bound with an
intricate lock like the mechanisms in the
doors of (7).

(11) The concealed door at the west
end is detectable normally (1-3 on d6 for
elves/half-elves, 1-2 for others). Howev-
er, it has been Wizard Locked at 18th
level of ability.

(12) There is an illusionary wall run-
ning north and south through the center
of this 50-foot-long chamber. If some-
one touches the door in disbelief, it will
be dispelled. Otherwise, it will appear to
be solid and featureless. If someone
leans against the wall or pushes on i,
that character will fall through it, seem-
ing to disappear from view to the charac-
ters on the other side.

(13) through (16) These rooms are
all in identical states of disrepair, with
only a couple of distinctive features in
particular rooms (see below). The rooms
are apparently devoid of contents apart
from a pile of rubble in the center of each
floor which is recognizable as broken
and burnt pieces of what was once usa-
ble furniture..

(14) A careful search of the pile of
furnishings in this room will reveal an
undamaged Carpet of Flying, large
enough to carry 2 people at 36" flying
speed. Its command word is “Luck.” It
appears to be a rug of Oriental design
with a pattern of four dragons in blue at
the corners facing a green world in the
center. The background color is cream
with a green border.

(15) A careful search of the wall in this
room will reveal (1-2 on d6 for elves/half-
elves, 1 on d6 for others) that on the
north wall in the west corner there is a
secret compartment. It is locked and a
Leomund’s Trap has been cast on it. In-
side is a hollow bone cylinder about 1
foot long and 3 inches in diameter. This
contains a Scroll of Protection From
Possession, of the variety that lasts 10-
60 rounds. There is also a small leather
sack containing 7 gems: a 10 gp tur-
guoise, a 100 gp pearl, a 10 gp azurite, a
1,200 gp emerald, a 500 gp garnet (vi-
olet), a 200 gp topaz and a 500 gp
amethyst.

(17) The door at the end is made of
iron and locked with a complex lock as in
(7). A trap is triggered if the lock is
picked: Iron bars crash down in front of
the door and 10 feet back down the pas-
sageway. The walls then start to move
together at the rate of 1 foot per round.
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