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Tribute

When I first started writing this material, it was 1977. Giants of the industry were alive and well, and the roleplaying game industry
was a fast-growing and new idea. Names like Gygax, Arneson, Bledsaw, and Barker became my boyhood heroes, almost mythical
beings that somehow were able to capture the hearts and minds of young people (mostly male) all over the world. Little did I
know that 35 years later, I would be penning this work for thousands to read. This book is dedicated to four of those giants,
all of whom have (sadly) passed to the next dimension since I last published my own work.

Over the years, it was my pleasure and privilege to get to know and even work with those heroes of my childhood.
While I never met Professor Barker, he was kind enough to answer my emails and questions about the Empire of the
Petal Throne setting. His faithful are just that, faithful. I have never seen a more dedicated and loyal pack of fans
than the Tekumel crowd. Nice folks too. People should remember that this gentleman had created an entire alternate
universe (and a complete language!) long before any notion of tabletop roleplaying games had been invented. The
original box set (which sold for $25 in 1975, or $113.63 in 2017) is the standard of quality that my company tries to
replicate today. M.A.R Barker was what I term the “cultural” creator of this game, he allowed us to see an alternate
race and culture as ourselves.

Dave Arneson and I met on several occasions. Mostly at Gencon and mostly with other folks we both knew. People
will, I hope, realize that he was the rules behind all this madness, and without his insight, no one would have turned tabletop
miniature battle rules into a roleplaying game. His Blackmoor setting was the “first fantasy campaign”, and his Temple of the
Frog inspired well, me. Dave turned mass battle rules into man-on-man, and later man-on-monster combat, then personalized
the idea so that each player was playing a character with a name and the ability to advance in power (from man-at-arms to hero
and later superhero), creating a continuous role for each player. This was the foundation of the games we all play, and have
played for the last 45 or so years. Dave was what I term the “method” creator of the game; he allowed us to turn imagination into
a game that we all could play, using a set of mutually agreed mechanics.

Bob Bledsaw was a visionary. Bob took what all his contemporaries were doing, and made it big. He defined “Go big or go
home”. No other company in the history of the industry produced so much material in so short a timeframe. Darn useful stuff too.
When many had taken bits of game worlds and put them into play, Bob created an entire world and detailed every 5-mile hexagon
of'it. When TSR was producing 5—7 products a year, Bob was producing 30. When others wrote a paragraph or two about a city,
Bob created a city and detailed every shop in it, creating enough backstory to run entire game sessions out of a random trip to the
blacksmith to get a shield. Bob made cities real, rather than some place that players “went to discuss the next dungeon delve or
get Joe Platemail 111 raised from the dead”.

I had the pleasure of getting to know Bob in 2002. In my writing career, one of the works of which I am most proud of is still
the boxed set known as Wilderlands of High Fantasy that Clark Peterson and I produced in 2005. It took Bob’s grand world and
expanded the level of detail of his prior work from the later 1970’s, using his same game maps and content.

The team that created this detail was vast, and I still contend that one could run a continuous game for 9 centuries using nothing
but this set. Bob reviewed and approved each section in turn. I spent many hours on the phone with him, listening in quiet fascination
while he told me about the Holy Cities of the Desert Lands, and how his game group had spent hundreds of hours dealing with the
intrigue and factions of those cities, of the radiation filled dungeons below them, and many, many other stories. This guy had an
imagination the likes of which I have never before or since encountered. Bob was what I call the “creator of worlds”, who made us
see a completely alternate universe and imagine it was our own. I still run my game (35+ years later) in this setting.

So now we have discussed culture, mechanics and the world. What is left is adventure.

One time at Gencon (I think in 1999), I was out back smoking a cigarette, when a gentleman approached me for a light. We sat
there and smoked several, having perhaps a 15-minute conversation about the advent of D&D 3.0 and what effect it was going to
have on the industry. After I left, another stranger said to me, “Oh my God. That is Gary Gygax”. I had no idea. What a nice guy
he was too.

Two years later, I got to know Gary through his relationship with Steve Chenault at Troll Lord Games (Steve was and is a
regular drinking buddy of mine at conventions). We had just obtained the rights to republish Necropolis from Wizards of the
Coast and I asked for an introduction to see if we could get Gary’s input and assistance on making the book right. Gary immediately
agreed, and really helped us do this right. He did not even ask to be paid (we paid him anyway). The book was (and is) nothing short of spectacular,
even if it is (now) nearly impossible to find a copy.

Gary had great stories. His stories were the foundation of what I call adventure. He regaled me with tales of how as a teen he and his friends used to
explore an old abandoned insane asylum near Lake Geneva (creepy place — think “House on Haunted Hill”). Many think that Moria defined dungeons.
I bet that while it inspired them, Gary’s exploits into the dark and creepy asylum may have had something to do with it.

Where Bob was the world guy, Gary was the dungeon guy. No one I have ever read has ever created the fiendish traps (you just die), nasty monsters
and tricks that Gary did. Anyone who has ever read Tomb of Horrors knows Gygax. The sleep gas and juggernaut, the golden crown and scepter, the
sphere of annihilation in the demon’s mouth...wow. Dungeons didn’t do this. Gary was not afraid to kill characters. Heck, the Village of Hommlet
was super deadly. His stories of Castle Greyhawk were inspired. The guy knew how to write an adventure. Necropolis was in my humble opinion, his
crowning achievement. It took Hommlet and added Tomb of Horrors. His stuff is just epic. Anyone who finished a Gygax module felt a certain pride
in the accomplishment. Certainly, the words “I am the Set Rahotep” will be etched forever in my memory.

I continued to correspond with Gary until just before he died. He offered great advice, and always took the time to help me get over my writer’s block
or just chat a bit about anything. I’ll always remember drinking $500 bottles of wine with him at a steakhouse in Milwaukie, and my daughter shyly
flirting with him while he and I were signing books together. I hope they do get that statue of him built in Lake Geneva, he was a great man.

This book was inspired by these giants. [ hope you all enjoy it as much as I have enjoyed writing it over the past 35 years. [ will continue to add levels
and side treks that are inspired by play in years to come, and this iteration reflects everything I have added in the last 10 years.
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Introduction

TOr, Sa S g SR

Once upon a time, there was an idea — an idea formulated by Gary
Gygax and Dave Arneson got together in 1974 and published in a little
paperback book set (maybe you’re heard of it?), including a little tome
called Underworld Adventures. The idea was simple: it is a lot of fun
to go into a dungeon and kill evil monsters. Why is the dungeon there?
No one knows. Why do the monsters usually fight rather than talk? We
aren’t really sure. Why are there 16 trolls in a cave with a jug of alchemy?
No one cares. What do all the monsters eat? We don’t know that either
(although “adventurer” probably tops the list). And we don’t have to
know these things. This isn’t an ecology experiment, it’s a dungeon — the
quintessential setting for pure swords and sorcery adventuring.

This adventure pays homage to that original idea. True, there are
opportunities for role-playing, but most of this adventure is dedicated to
“roll playing.” Hopefully, while exploring the halls of Rappan Athuk, you
will recall the thrill of discovery, the terror in your heart when you fought
your first skeleton, the joy of rolling your first natural 20 and the despair
you felt when that 1 came up for your poison saving throw.

This adventure, Rappan Athuk V, is nothing more and nothing less than
a good, old—fashioned, dungeon crawl updated for the Fifth Edition of the
world most popular roleplaying game. Very difficult, it should strike fear
into the hearts of the most stalwart adventurers. It offers an abundance of
traps, tricks and monsters.

‘We hope that you find this module as fun and exciting as those hundreds
of players who have ventured into (and not as often out of) the endless
caverns and mazes of Rappan Athuk.

This is a difficult dungeon. Even the upper dungeon levels should not
be attempted by a party of less than six characters of 4th level. Only truly
veteran players should attempt this dungeon with lower level characters.
Parties delving deeper than the 1st or 2nd levels of the dungeon should be of
Sth level or higher. Entering the dungeon through “The Well” (which leads
to Level 3A) is dangerous, best avoided by parties of less than 7th level.

Why did we do this

revision (again)?

Rappan Athuk is the granddaddy of all dungeons, conceived when the
game was new, renowned as the “real deal” by GMs and players alike.
Perhaps the greatest statement a player can make about sheer terror his
character is feeling is to say: “I was more scared than when we were in
Rappan Athuk.”

Rappan Athuk was originally released under the 3.0 rules in 2000.
Two additional tomes of material were released in 2001. The areas of
wilderness surrounding the dungeon and several other nifty tidbits were
released as web-support over time as well. It was revised for the 3.5
ruleset in 2006 and expanded upon. It was released again in 2012, for
the Pathfinder Roleplaying Game and the Swords & Wizardry Complete
systems, when the original dungeon was expanded even further to excite
and torture a new generation of characters. Now, Rappan Athuk V is back
to torment legions of new fans in the Fifth Edition!

This book compiles areas originally included in Rappan Athuk:
Expansions, as well as some additional bonus material. It also has revised
and amended statistics and tactics of the various NPCs and monsters that
replace our earlier efforts. With a little effort, it’s the only dungeon you
will ever need, even if it doesn’t use all the monsters ever created. Oh, and
yes, Level 15 is still just intended for you to read — Orcus is still supposed
to be unbeatable. After all, we can’t let an icon get killed!




Introduction

Rappan Athuk is a sprawling adventure that occurs above and below
ground, and possibly over multiple worlds. In addition, Rappan Athuk
“sprawls” across several hundred pages and several editions of the world’s
greatest roleplaying game. This chapter talks a little about both of these.
The beginning of the chapter talks about the book itself — room numbering
and descriptions, locations of monsters and magic items, and so forth. The
middle gives some general information about the world, and the rest is
about combining the fifth edition rules with an old school adventure.

Finding your way around the maps:
Room and Level Numbering

Because Rappan Athuk is a complex dungeon with numerous levels,
rooms are labeled with a level prefix and a room number suffix. For
example, Zelkor’s lair is Area 3A-8, meaning room number 8 on Level
3A. Rappan Athuk also uses an old-style level numbering convention
with “main” levels and “side” levels. The “main” levels are numbered
consecutively, indicating relative depth below ground. The “side” levels
(those marked with A, B, C, or D), often skip numbers. The numbers of the
side levels indicate depth relative to the main levels. For example, Level
3A (beneath “the Well”) is approximately the same depth underground as
Level 3. A cross-sectional view of the levels of Rappan Athuk is shown on
the Rappan Athuk Side View map. This map also details the entrances and
exits to various parts of the dungeon. These connections are also listed in
the introduction to each level and are given in the Level Connections List.
While the characters may get lost frequently, hopefully you will always
know where they are.

The Levels of
Rappan Athuk

Ground Level: The Sunken Graveyard and the Mausoleum

Level 0A: The Cavern of the Kraken Level
Level 0B: The Cloister of the Frog-God Level
Level 0C: Zelkor’s Ferry

Level 0D: Castle Calaelan

Level 0E: The Ruined Keep — The Tunnels of Terror

Level OF: The Sea Cave Dungeon

Level 1: The Lair of the “Dung Monster”
Level 1A: The Temple of Final Sacrament
Level 1B: The Bastion

Level 1C: The Mouth of Doom

Level 2: Marthek’s Place and Ambro’s Base
Level 2A: Teleportals

Level 2B: The Demon’s Gullet
Level 3: “Beware of Purple Worms
Level 3A: “The Well”—Zelkor’s Lair
Level 3B: Down the Well

Level 3C: Fountain of Pestilence
Level 3D: The Gilded Demesne
Level 4: The Upper Temple of Orcus
Level 4A: The Basilisk Caverns
Level 4B: The Gut

Level 4C: Last Stand

Level 5: Banth’s Lair and the Wight Catacombs
Level 5A: The Prison of Time
Level 5B: Alladin’s Torment

1
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- Level 5C: Syanng a Song
Level 6: The Maze
Level 6A: Caves and Caverns — The Lair of the Spider Queen
* Level 7: The Gates of Hell
Level 7A: The Hall of Kazleth, the Phase Minotaur King
} “*Level 7B: Caves and Caverns of the Ancient Gods
. ** sLevel 8: Caves and Caverns — The Tomb of the Evil King
 Level 8A: The Tomb of the Beacon

Level 8B: The Steam Jungles
- Level 9: The Lower Temple of Orcus
B Level 9A: Caves and Caverns — The Hydra’s Lair

2 Level 9B: The Well of Agamemnon — Upper Level
\ Level 9C: The Well of Agamemnon — Lower Level
Level 9D: The Bloodways
& Level 10: The Lava Pit
Level 10A: The Giant Cavern
Level 10B: The Goblin Outpost
Level 10C: The Talon of Orcus
# Level 11: The Waterfall and Akbeth’s Grave
e Level 11A: The Gates to the Goblin City and the Vampire Lair
" Level 12: The Slave Pits
H Level 12A: Greznek

% Level 12B: Tiamat’s Puzzle

o Level 12C: Beetle-Juice?

g, Level 13: The Portal of Darkness
Level 13A: The Goblin Barracks
Level 13B: The Dark River

g

Level 14C: The Architect’s Workshop
Level 15: The Den of the Master

L Level 13C: Zombieland

K. Level 14: The Chapel of Orcus

e Level 14A: The Refugees of Tsar

‘-;jﬁ i Level 14B: The Grand Cornu of Orcus

y

& Level Connections

& Level oA:

B Arca 0A-11 to Area 13C-3

3 £ Area 0A-2 to Area 12C-1

e River tunnel from Area 0A-9 to Area 10A-41

Level oB:

X Surface to Dungeons (multiple locations)
Area DL2V to Area 4A-1 in Rappan Athuk

Level oE:
Surface to Area OE1-1

. Level oF:
R . River from Area OF-14 to Area 8-13 in Rappan Athuk

Level 1:

Area G-3 to Area 1-11

Area G-8 to Area 1-1

Area 1-12 to Area 2-1

River from Area 1-11 to Area 9-5

Level 1A:

Area 1A-1 to Wilderness Area 3
Area 1A-15 to Area 9D-1

Level 1B:
Area 1B-1 to Wilderness Area -11
Area 1B-21 to Area 10B-8

Area 1B-7 to Area 5A-1
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Level 1C:

Area 1C-1 up to Wilderness Area 27
Area 1C-17 pool down to Area 2B-20
Area 1C-23 pit down to Area 2B-38
Area 1C-33 stairs down to Area 2B-1
Area 1C-26 stairs down to Area 3C-1

Level 2:

Area 2-1 stairs up to Area 1-12

Area 2-7 stairs down to Area 3-1

Area 2-20 up to Area G-3 and Area 4-2
Area 2-10 to Area G-3

Area 2-10 to Area 4B-E17

Area 2-10 to Area 4C-1

Level 2A:

Area 2A-1 to Area 3C-15
Area 2A-1 to Area Gl

Level 2B:

Area 2B-1 stairs down from Area 1C-33
Area 2B-23 stairs down to Area 3C-23
Area 2B-38 pit from Area 1C-23

Level 3:

River from the Under Realms to Area 3-2
River from Area 3-2 to Area 3A-7

Area 3-1 stairs up to Area 2-7

Area 3-2 to Area 3D-1

Area 3-10 stairs down to Area 4-1

Level 3A:

River from Area 3-2 to Area 3A-7
River from Area 3A-7 to Area 6A-10
Area 3A-1 from the well at Area G-4
Area 3A-1 to Area 3B-1

Area 3A-4 to Area 7A-1

Area 3A-9 to Area 4A-1

Level 3B:
Area 3B-1 from Area 3A-1

Level 3C:

Area 3C-1 stairs down from Area 1C-26
Area 3C-15 to Area 2A-1

Area 3C-23 stairs up to Area 2B-23
Area 3C-28 stairs down to Area 4B-1

Level 3D:

Area 3D-1 from Area 3-2
River to Wilderness Area 14

Level 4:

Area 4-1 stairs up to Area 3-10
Area 4-2 to Area 2-20

Area 4-7 to Area 6A-2

Area 4-7 to Area 4B-25

Area 4-11 to Area 5-1

Area 4-6 to Area 4C-1

Level 4A:

Area 4A-1 to Area 3A-9

Area 4A-1 to Area 5B-1

River from the Under Realms to Area 4A-1
River from Area 4A-1 to Area 9A-5

Area 4A-2C to Area 7A-5

Area 4A-3D to Area 6A-2



Level 4B:

Area 4B-1 to Area 3C-28
Area 4B-17 to Area 2-10
Area 4B-25 to Area 4-7

Level 4C:

Area 4C-1 to Area 4-6
Area 4C-1 to Area 2-10
Area 4C-18 to Area 5C-14

Level s:

Area 5-1 stairs up to Area 4-11

Area 5-9 to Wilderness Area 13

Area 5-11 to Area 12-25 and Area 14-1
Area 5-4A to Area 5C-1

Area 5-4 to Area 6-1

Level 5A:
Area 5A-1 from Area 1B-7
Area 5A-19 to Area 8B-1

Level sB:
Area 5B-1 to Area 4A-1

Level sC:

Area 5C-1 from Area 5-4A
Area 5C-6 to Area 5-4A
Area 5C-6 to Area 5C-7
Area 5C-14 to Area 4C-18

Level 6:

Area 6-1 to Area 5-4

River from the Under Realms to Area 6-14
River from Area 6-14 to the Under Realms
Area 6-2 to Area 8A-1

Area 6-15 to Area 7-1

Area 6-16 to Area 10A-5

Area 6-10 to Area 8-1

Level 6A:

Area 6A-2 to Areca 4-7

Hole in floor from Area 6A-1 to Area 12C-9
Area 6A-2 to Area 4A-3D

Area 6A-2 to Area 8-13

River from Area 3A-7 to Area 6A-10

Area 6A-10 to Area 10A-3

Level 7:

Area 7-1 from Area 6-15

Area 7-8 to Area 12-1

Area 7-11 to Area 12-1

River from the Under Realms to Area 7-6
River from Area 7-6 to Area 11A-1

Area 7-18 to Area 13-1

Level 7A:

Area 7A-1 from Area 3A-4

River from the Under Realms to Area 7A-9
River from 7A-3 to the Under Realms
Area 7A-7 to Area 9-1

Area 7A-5 to Area 4A-2C

Area 7A-8 to Area 9A-1

Level 7B:
Area 7B-1 from Area 13C-10

Level 8:
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Area 8-1 from Area 6-10

River from Area 8-2 to the Under Realms
Area 8-14 stairs down to Area 10A-9
River from Area 6A-2 to Area 8-13

Level 8A:

Area 8A-1 to Area 6-2

Waterfall from the Under Realms to Area 8A-2
Area 8A-7 to the Under Realms

Area 8A-7C to Area 13A-13

Area 8A-8 to the ceiling in Area 10A

Level 8B:

Area 8B-1 from Area 5A-19
Area 8B-14 to Area 10-7

Level 9:

Area 9-1 stairs up to Area 7A-7

Area 9-1 stairs down to Area 11A-1

Area 9-1 stairs down to Area 10-1

River from 1-11 to Area 9-5

River from Area 9-5 to the Under Realms

Level 0A:

Area 9A-1 from Area 7A-8

River from Area 4A-1 to Area 9A-5

River from Area 9A-3 to Area 11-1

River from Area 9A-5 to the Under Realms
Area 9A-5 to Area 9D-28

River from the Under Realms to Area 9A-7
River from Area 9A-7 to Area 10A-28
River from the Under Realms to Area 9A-6
River from Area 9A-6 to the Under Realms
Area 9A-9 to Area 12A-1
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Level 9B:

River from the Under Realms to 9B-2, 9B-12, 9B-13, 9B-15, to the Under
Realms

River from the Under Realms to 9B-22, 9B-2, 9B-16, to the Under Realms
Area 9B-1 to Area 10A-18

Area 9B-26 to Area 9B-27

Level oC:
Area 9B-27 to Area 9C-1

Level 9D:

Map 2: Area 9D-14 to Area 10B-1, Area 9D-1 to Area 1A-15

Map 3: Area 9D-14 to Area 10B-1, Area 9D-28 to Area 9A-5

Map 4: Area 9D-14 to Area 10B-1, Area 9D-20 to Area 10C-1, Area 9D-
20 to the Under Realms

Level 10:

Area 10-1 from Area 9-1
Area 10-10 pit to Area 13A-2

Level 10A:

River from Area 6A-10 to Area 10A-3

River from Area 6-16 to Area 10A-5

Tunnel from Area 8-14 to Area 10A-9

Ladder from Area 10A-24 to Area 12-23

Area 10A-18 to Area 9B-1

Area 10A-45 to Area 11-7

Area 10A-44 to Area 13C-1

River from Area 9A-7 to Area 10A-28

River from Area 10A-41 to Wilderness Area 10
River from Area 10A-41 to Area 0A-9

Level 10B:

Area 10B-1 from Area 9D-14

Area 10B-14 to Area 12A-12 or Area 10C-2
Area 10B-8 to Area 1B-21

Level 10C:

Area 10B-14 to Area 10C-2
Area 10B-1 to Area 9D-20

Level 11:

Area 11-1 from Area 9A-3
Area 11-7 to Area 10A-45

Level 11A:

River from Area 7-6 to Area 11A-1
Stairs from Area 9-1 to Area 11A-1
Area 11A-7 to Area 12A-29

Level 12:

Chute from Area 7-11 to Area 12-1

Stairs up to Area 7-8 from Area 12-1, down to Area 12-21
Tunnel from Area 12-24 to Area 12A-22A

Ladder from Area 12-23 to Area 10A-24

Stairs from Area 12-25 to Area 14-1

Level 12A:

Map 1:
Area 12A-1 to the Under Realms

Area 12A-1 to Area 9A-9

River from the Under Realms to Area 12A-1, Area 12A-6, Area 12A-21,
Area 12A-44

Area 12A-3 to Area 12B-1

Area 12A-12 to Area 10B-14 and Area 13A-1

Map 2:
Area 12A-29 to Area 11A-7 and to the Under Realms
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River from the Under Realms to Area 12A-36, Area 12A-42, Area 12A-
43, Area 12A-44

River at Area 12A-44 out to the Under Realms

Area 12A-22A to Area 12-24

Level 12B:

Area 12B-1 to Area 12A-3
Chute from Area 12B-2 to Area 13A-1

Level 12C:

Area 12C-1 to Area 0A-2

Area 12C-6 to the Under Realms

Chasm from Area 12C-5 to Area 13C-1
Ceiling hole from Area 12C-9 to Area 6A-1
Area 12C-7 to Area 12A-36

Level 13:

Area 13-1 to Area 7-18
Gate from level 13-6 to 15-1

Level 3A:

River from Area 8A-7C to Area 13A-13

River from Area 13A-13 to the Under Realms

Stairs from Area 12A-12 to Area 13A-1

Chute at Area 13A-2 from Area 10-10 and Area 12B-2

Level 13B:

River from Area 13C-14 to Area 13B-1
River to the Under Realms

Level 13C:

River from Area 10A-44 to Area 13C-1
Area 13C-1 to Area 12C-5
Area 13C-3 to Area 0A-11
River from Area 13C-14 to Area 13B-1

Level 14:

Area 14A-5 to Area 14-1 and 14-2
Ladder from Area 5-11 and stairs from Area 12-25 to Area 14-1

Level 14A:

Ramp from Wilderness Area 28 to Area 14A-1C
Teleportal at Area 14A-3 to Area 14C-1

Area 14A-5 to Area 14-1

Area 14A-7 to Area 14B-1

Level 14B:
Area 14B-1 to Area 14A-7

Level 14C:
Area 14C-1 teleportal to Area 14A-3

Level 15:
Gate from Area 13-6 to Area 15-1
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.Finding your way around the book:
Monsters and NPCs, Magic Items
and Spells, Diseases and Poisons

Rappan Athuk V contains dozens of spells, poisons, diseases, magic
items, and, most of all, creatures that have not previously existed for
5th edition, at least not in this form. It also uses many items currently
published under the 5th edition SRD. Magic items and spells are italicized
in the text. Creatures (including NPCs) are typically bold the first time
they are referenced in the description of the location where they are
encountered. If there is no superscript after the mention of any of these
things, information is available in the SRD. If there is a superscript, see
the appropriate appendix for information about it.

Introductory Characteristics

Each level of the dungeon has a standard features section that details the
following basic information:

Difficulty Level: Describes the average level of difficulty of the
dungeon level. A party of 6 characters within the suggested tier should
be properly challenged by this level of the dungeon. Tier 1 is levels 1-4,
Tier 2 levels 5-10, Tier 3 levels 11-16, and Tier 4 level 17 and up. Within
many of the areas, there are challenges both above and below the expected
strength of the party, but a group of well-played characters of the right tier
should have a chance of making it through.

Access: Details the various entryways into and exits from the level.

Wandering Monsters: Details the frequency of encounters, including
a table of encounter results.

General Features

Atmosphere: Details results of general divination spells or obvious
conditions on the level. Also details any interference with spell function
and recovery due to magnetic influences or sheer evil detachment from the
gods. May detail any effects that apply throughout the dungeon level, such
as fear or extreme heat.

Ceiling Height: Gives detailed ceiling height in rooms and hallways, or
rough dimensions for caverns.

Doors: Details standard dungeon doors, as well as locked and secret
doors. Specifics are given in room descriptions where needed.

Shields and Wards: Details any material or magical barriers or
shielding which prevents divination or other spells and effects from
functioning.

Surfaces: Details information about the obvious construction of the
surroundings.

Other: Provides additional information that is typical to the level. This
may include poisonous mushrooms or powerful undead.

Book References and Notations

Superscript notations reference the following appendices:

8= Rappan Athuk Bestiary (contains monsters and NPCs) — Appendix A
M = Rappan Athuk GameMaster’s Guide (contains magic items, diseases,
and poisons) — Appendix B

76 = Rappan Athuk Player’s Guide (contains spells) — Appendix C

Diseases

Rappan Athuk is not inhabited by a clean lot. It is full of rats and
lycanthropes and the foulest creatures known. Many of them carry
diseases, as do various fountains and waterways. Several diseases are
detailed in Appendix B, and others are available in the SRD. In general,
we have provided specific diseases that are caused by specific creatures or
places, but in others (especially for the rats), the choice is up to you. Take
your pick and enjoy them!
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Stuck Doors and
Wandering Monsters

Rappan Athuk comes from an old tradition of gaming. One thing
that used to be true is that every door in a dungeon was stuck —
but only for the characters. Another thing that was true was that
wandering monsters could appear almost anywhere at any almost
any time. A third, and surprisingly related rule, was that experience
points used to be given for treasure. All of these were tied to a
fourth part of how many players used to play: most characters
needed torches or lanterns, and resource management could be an
important aspect to surviving the dungeon. How did all of these
work together? Opening stuck doors takes time and makes noise.
Time and noise lure wandering monsters, and time burns resources.
Wandering monsters carry no treasure, and generally weren’t worth
much experience in the grand scheme. All of these pieces together
were a dial that could be used to make a dungeon more or less
difficult and change the style of play between a gritty grind and
a heroic romp. In keeping to the roots of Rappan Athuk, many of
the levels have doors that require a Strength check to open, even if
unlocked, and almost all have wandering monsters. If you don’t find
these fun, don’t use them. If you’re party is a little underpowered,
leave them out. But if you need to turn up the heat, bring them on!

The main goal here is make your party’s choices are meaningful.
Ifthey choose to bash through doors, they get one kind of adventure.
If they prefer to sneak along the halls, avoiding monsters, they get
another. If they try to clear every room and kill every monster, they
probably get a short adventure...

Empty Rooms

Rappan Athuk is a big place and not every chamber or cavern
is occupied. Frog God Game’s Tome of Adventure Design can
provide some nice ideas for dressing up the room and giving
the party something to do. Some see this as a waste of time and
prefer to keep them empty so that the party can get on to other
rooms, keeping them only as a possible location for a rest. That,
of course, is fine too. Finally, empty rooms are a great time for a
random monster check — maybe it’s not really empty! And if it’s
not, maybe you can spin the encounter into something even more
interesting as the characters start to wonder just why the ogre is
sitting in an empty room picking its teeth with a broken chair rail.

The Legend of
Rappan Athuk

The Legend of Rappan Athuk is well known, told numerous times by
bards, adventurers, sages, and loremasters. It is summarized below. The
characters may know some or all of this legend.

Many hundreds of years ago, the forces of good allied to destroy the
main Temple of Orcus in the ancient city of Tsar. With their temple in
ruins, the surviving high priests of this accursed demon-god fled the city
with an army of enemies on their trail — an army of heroic fighters, clerics
and paladins — led by Zelkor, a powerful wizard. The exact fate of these
evil priests is unknown, for not only did the remnants of the followers of
Orcus disappear from all human reckoning, but so did the army of light
that followed after them disappear as well. Some said that in the eternal
scales the loss of so many good men was a fair price to pay to rid the world
of so much evil.

The evil cult, however, had not been destroyed. The surviving priests
and their followers instead settled on a hill near the Forest ofHope, a sylvan
woodland near the Coast Road. There they found a vast underground

s
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24 complex of caverns and mazes, carving out a volcanic intrusion beneath
- the hill. The priests of Orcus had found the perfect lair to continue their
vile rituals. For many years, they carried on in secret, hidden from the
~ light and from the knowledge of men.
Many years later, their underground delving completed, the evil priests
“erected a hideous mausoleum and graveyard atop the hill. It is believed
* that these graves are the final resting place of the pursuing army of
heroes that had been destroyed to a man. Soon after the mausoleum was
erected the peaceful creatures of the wood began to disappear. Though
many rangers and druids investigated these happenings, the cause of the
# creatures’ disappearance was not immediately determined. Some years
1 later a powerful group of adventurers, led by Bofred, a high priest of Thyr,
investigated the evil happenings and found the sunken graveyard leading

to a labyrinthine complex. Bofred and his companions found great hordes
of evil creatures in the complex. Though some of his companions returned
from their expedition, telling tales of fantastic treasure and ferocious
monsters, Bofred was never seen again — lost in the catacombs beneath
the cursed mausoleum.

For the last century and more, ranks of adventurers have ventured to
the newfound dungeon. Many fell prey to bandits and monsters in the
surrounding wilderness. Rumors suggest that of those who survived to
reach the mausoleum and sunken graveyard, most were slain by guardians
of green stone or perished near the entrance. Those rare few who return
from deeper treks speak of horrible undead and creatures that cannot be
slain. All who have explored Rappan Athuk offer this one universal piece
of'advice: “Don’t go down the Well.”

Lost Lands Timeline of Rappan Athuk

W Erylle Huun
Imperial Record (I.R.) Cycle  Chronicle
-‘a" E (E.C.) (H-C-)

: “é? c. 7 billion years ago
oY

b

| c. 100 million years ago
4

c. 85 million years ago

3
it c. 23 million years ago
c. 20 million years ago

c. 27,000 years ago

c. 23,000 years ago

-
‘ma c. 20,000 years ago
. c. 18,000 years ago

c. 14,900 years ago

c. 12,000 years ago

c. 10,800 years ago

As newly forming world of Boros cools, Ymir's essence bursts forth from
Ginnungagap as magma floes forming deep volcanic caverns in two
places along shores of gathering world oceans: beneath what will
become the Waldron Mountains of the Northlands and beneath what
will become the Sinnar Coast of Akados, a single thread of magma
connects them forming what will eventually erode into the northern
end of the Neimbrall Trail

Great Old Ones arrive from across the Great Void of Night and begin
fo colonize the planet Boros

Tsathar discover powerful essence of primordial power over site of
Ymir's breach at time of the world's formation on eastern Akadonian
coast and erect standing stones to Tsathogga

Tsathogga and his tsathar servitor race survive Primordial Wars and
remain particularly fecund by refreating info desolate swamps and
caverns but lose much power elsewhere in the world

Judgment of Xtu crashes into eastern Libynos creating Boiling Sea
and devastates the populations of unhumans and great beasts
inhabiting Boros; End of the Age of Gods (aka The Hidden Age);
Elemental and primal dragons arrive on Boros from Inner Planes and
defeat unhuman races; Beginning of Age of Dragons

Neolithic humans rise and throw down Tsathogga's standing stones
but detect the ancient power of the site and establish totem temple
in deep caverns below

Prophet of Tiamat Naphthra-Tep rises in Assurian Plains but slain
by Khemitite assassins; Naphthra-Tep carried in secret o eastern
Akadonian coast and entombed within deep caverns to fulfill
prophecy of his own resurrection

Dark Thelaroi of Changing City of Ra'ath tap info powers of Ymir's
caverns on Akadonian coast to imprison Grey Thelaroi exiles

Explorer Koshag of Ur sails Sinnar Ocean and establishes city-state
of Xantollan on Pontos Island; After death Prince Koshag's body is
interred in secret crypt on nearby mainland

The titan Ereg Tal slain by Chernobog in Gods War and interred in
deep caverns beneath eastern Akadonian coast

Rise of Phoromyceaen civilization; Beginning of the Age of Kings

Followers of the Three-Fold Path create bastion in caverns of eastern
Akadonian coast as refuge from Disciples of the Bloody Sword;
Followers create the Ravager as ultimate weapon but wisely seal

it away as too dangerous; Amurru left as seal’s eternal guardian,
Obares Sin sent forth to deter intruders from finding sealed vault
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Subterranean city of Barakus constructed by Phoromyceaen peoples
under Duskmoon Hills

Arvonliet walks among mankind and elder races
Construction secretly begins on Arvonliet's Abyssal gate

Devron the necromancer swears himself to Arvonliet’s true nature,
fransforms into lich and is imprisoned below Barakus; Kel provides
means to destroy him

Devron summons stone of madness, city of Barakus falls

Arvonliet killed by the Three Gods, cast into Ginnungagap as Orcus;
Stoneheart Mountains raised over Keltine Barrier; End of the Age of
Kings; Age of Silence begins

Phoromyceaen Sorcerer-King of Tharistra, Gremag, obtains lichdom
and inters himself in hidden caverns beneath Stoneheart Mountains

Harul of Estresia founds shrine in Stoneheart Mountains above Keltine
Barrier

Harul of Estresia petrifies the paragon froll, Three-Fang

Harul of Estresia martyred, sainted by Thyr and Muir

Beginning of War of King-Chieftain Aracor in Plains of Sull
Arrival of Obelisks of Chaos in Sull; End of King-Chieftain’s War
Harul's Shrine discovered in vision by Beward of the Three Gods
Beward establishes St. Harul’s Hold on site of shrine

Cult of Orcus in guise of "Aurikas” rises in southern Libynos

Atrocities of Aurikas's priest Akruel Rathamon begin in lands along the
Reaping Sea

Arden rallies followers in Khemit under Shah Rasalt to bring war fo the
burgeoning empire of Akruel Rathamon; Beginning of War of Divine
Discord

Shah Rasalt of Arden defeats the armies of Aurikas at Al-Sifon,Akruel
Ramathon slain by Scepter of Faiths; End of War of Divine Discord

St. Harul's Hold becomes High Altar of Thyr and Muir
Hammer of the Three Gods crafted at St. Harul's Hold

Tsathogga unleashes horde of demons in Irkaina, Arden sacrifices
himself to entrap horde and stop the invasion; Tropic of Arden
created

Polemarch Oerson leads Hyperborean Legion out of Boros and info
Akados; Beginning of Hyperborean Age

Oerson discovers St. Harul’s Hold and bestows gifts upon its patriarch

Rise of Valenthlis; Outbreak of elven civil war, last queen of Akadian
wild elves slain

Wild elves withdraw fo west in Second Exodus; Queen Vaissilune
buried in caverns deep beneath eastern Akadonian Coast to protect
her crypt from Hyperborean despoilers

Battle of Hummaemidon; Birth of Imperial Record

Mordecai, last patriarch of both Thyr and Muir, slain by curse at St.
Harul's Hold

Beginning of Pax Hyperborea
City of Tsen founded at site of Arden’s defeat of Tsathogga

Unknown monks of Thyr dig crypfts in Stoneheart Valley and construct
Font of the Ancients

Thyrian clerics open ferry across Stoneheart River and build chapel on
central island
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Tsen destroyed; The Great Darkness covers waters of Gulf of Akados
region for three years; Pax Hyperborea ends; Thyrian Stoneheart River
ferry and chapel abandoned, construction begun on shrines to Thyr
and Muir in upper Lyre Valley

1491 7975

Lost Thyrish catacombs discovered in Stoneheart Mountains, its

i§ 1492 7976 builders vanished without a frace; Human cult of Tsathogga under

s Zodmer Adatres erects Cloisters in Dragonmarsh Lowlands and begins
L3 subjugation of surrounding lands

Zodmer Adatres sacks city of Tal Zun (modern-day Eastwych) and

LEi 973 extends control of Frog-God's Cloister to Great Amrin River

Glazerel begins construction of anima engine for Lucifer before

g2 8805 defecting and taking service with Orcus

2411 8895 D[sc!ples of Orcus infilirate St. Harul's and begin its corruption from
within
LT 2442 8944 Tam Xaverik, secret Disciple of Orcus, named Protector of the Hold at

=5 St. Harul's

. 2469 8953 Accord of Tolerance enacted by Protector of the Hold removes last
] vestiges of political power from clergy of Thyr and Muir at St. Harul's

Last clergy of Thyr and Muir depart St. Harul’s; High Altar of Thyr

E "ff 2 8935 moved to Tircople

Protector Xaverik renames the Hold as Tsarul and appoints himself
3 2472 8956 Warlord; Tribes of humanoids, long massing in Dragon Hills, relocate
- into Tsarul as army conscripts

"y 2473 8957 Crooked Tower appears in Tsarul

..-ff 2476 8960 Caverssus, the eleventh Disciple of Orcus, arrives in Tsarul; Warlord
Xaverik swears fealty to him and rescinds Accord of Tolerance

Blessed Well of St. Harul drained to reach the caverns of Kelfine

'» 2490 8974 Barrier; Breeding of the Black Orogs begins; Orcus begins seeking
b sources of primordial power to break Kelfine Barrier Planetary Poles
Shift

Poles of Boros shiff; Goitre emerges forming Tempest Meridians; Ice

2Rl e sheet begins forming over continent of Boros and World Roof

Tower of Oerson destroyed; Wild fires ravage Curgantium and spread
2496 8980 1 across Akados burning Plains of Suilley and Matagost Forest; St. Harul's
Well sealed, hiding the Caverns of the Barrier

Imperial Court relocated to Tircople; Western empire abandoned by

2N 8783 = Hyperboreans
2502 8986 7 Glazerel founds college of magic in Tsar
2505 8989 10 Shrines to Thyr and Muir in Lyre Valley greatly expanded
- 3‘_; Twelve Bloody Nights; Imperator and Pontifex roles combined;
e 2509 8993 14 Trystecce the Ageless becomes imperatrix; High Altars of Thyr and
B Muir quietly moved to Lyre Valley
-‘!?g’ 2514 9000 21 Hyperboreans withdraw from Akados; Heldring cross the Helwall, forts
of Sylvos and Albor Broce destroyed
. Orcus learns of residue of primordial power in caverns and tasks
2541 9025 46 Grand Cornu Caverssus fo establish a grand temple beneath Sinnar
. Coast in secret
n,'- Gaaros-Uaazath bursts forth from Ginnungagap info Cyclopean
B 2553 9037 58 Deeps beneath tunnels of the Sinnar Coast through crease left long
" ago by Ymir, its foul influence and noxious dying exhalations cause

woodland above to become known as Forest of Horrors

Goblins fleeing khryll invaders emigrate from Cyclopean Deeps and
found city of Greznek far below Forest of Horrors

2560 9044 65 Daan forms his Cataphracts in service to Hyperborea
2581 9065 86 Daan's Legion marches on Tircople, passing through Plains of Suilley

2555 9039 60
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89 Daan falls as he destroys the lich-queen Trystecce

90 Daanites withdraw to Ynys Cyrmagh; Daanites name the rest of the
world as Lloegyr—the Lost Lands

137 Last Hyperboreans quietly disappear from Tircople

159 Birth of Macobert of House Foere Rise of the Foerdewaith

203 King Macobert begins uniting Akados as Kingdom of Foere

222 Bandit King Rinos builds King's Bridge over Stoneheart River

225 Province of Aachen established extending to the Great Bridge
Swein Sigurdson discovers the Neimbrall Trail in Under Realms, leads

234 his fribe of the Heldring through tunnel away from Helcynngae
Peninsula to escape worship of Hel, narrowly bypassing lower tunnels
of Rappan Athuk

249 Macobert crowned Overking of the Hyperborean Monarchy of the
Foerdewaith
Bandit King defeated at King's Bridge by froupe of bards and

253 peasant army led by Turlin; Construction begun on Lyre Bridge over
Stoneheart River; Trademoot established at King's Bridge
Death of Macobert; Son Magnusson succeeds o the throne; Issuance

270 of Eastreach Decree; Provinces of Eastreach and Pontus Tinigal
established

273 Overking Magnusson completes imperial capital at Courghais

281 Death of Magnusson I; Grandson Magnusson Il succeeds to the
Throne
Red Plague strikes Kingdoms of Foere; One quarter of the population

286 of the cenftral lands dies including Magnusson II; Son Osbert |
succeeds to the throne
Red Plague returns and strikes central Kingdoms of Foere again; Much

302 of the kingdom’s central territories are depopulated due to the high
death foll; Plague claims Overking Osbert | who is succeeded by his
son Osbert Il
Orcus learns of residue of primordial power in caverns and tasks

304 Grand Cornu of Tsar to establish a grand temple beneath the Forest
of Horrors in secret

313 Cloister of the Frog-God decimated by Red Plague

319 Glazerel uses anima engine to begin construction of dungeons of
Rappan Athuk among deep caverns beneath Forest of Horrors

323 Glazerel constructs Upper Temple as first of three temples to focus
Orcus's power in Rappan Athuk

376 Glazerel constructs Lower Temple as second of three temples to focus
Orcus’s power in Rappan Athuk
Disciples of Orcus encounter goblins of Greznek in caverns below

378 Lower Temple, King of Greznek orders Idol of Snuurge cast down and
rededicates goblin city to Orcus

472 Keep consfructed at King's Bridge for protection of burgeoning
market town
Huun besiege Tircople, overrun part of Crusader States; Overking

475 Yurid gathers Crusader army at Pontus Tinigal and Tros Zoas to sail for
Khemit, march overland to Tircople
Second Great Crusade brecaks Siege of Tircople and drives Huun from

476
Sacred Table

479 St. Barthomey of Orcus burned at the stake in Tircople but his ashes
are smuggled to Tsar
Count Wynston Mathen returns from Second Great Crusade and

482 given land grant in Moon Fog Hills; Mistwood silver lode discovered
near Malthlyn; Cult of Tsathogga infroduced to Sinnar Coast
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Founding of trade city of Bard's Gate at King's Bridge

Shengotha Plateau covered in unnatural glacier, decimating
dwarven Clan Krazzadak; The Winter Lich drives remaining dwarves

3035 9519 540 from plateau, city of Bryn Tuk Thull sealed; Year of the Hard Cold
; afflicts Stoneheart Valley, ruining the harvest, killing winter crops, and
g delaying spring planting
b Famine strikes Stoneheart Valley and surrounding areas hard,
A e R Al starvation sefs in across the region
3037 9521 542 Dwarven craftsman arrive in Bard’s Gate from Halls of the Silverhelm

and begin construction on refractable canal bridges

Silverhelm dwarves construct massive basilica temples to Thyr and
3039 9523 544 Muir in Bard's Gate; High Altars moved from Valley of the Shrines into
city

By, Guilds of Bard's Gate are formalized, city council becomes Council
» 3119 9603 624 of Burghers fo oversee frade and revenue for the city; Burgher Hest of
o Teamsters' Accord elected first Mayor of the Council; Duquaene the
e Bard elected first High Burgher of Bard's Gate

3169 9653 674 Crusader Coast overrun by Huun; Tircople sacked

Fleet gathers in Reme to transport Third Great Crusade to Crusader

i 3172 9654 875 | coot

Third Great Crusader army lost at sea; Glazerel constructs Chapel
3 3173 9657 678 of Orcus as final of three temples to focus Orcus’s power in Rappan
k. Athuk, The Master manifests within Rappan Athuk as avatar of Orcus

vy 3181 9665 686 Karsh of Orcus creates the Zombiestone

..-ff Dwarf lord Durand Strong-Arm discovers gold and silver west of
3190 9674 695 Blackflow River; Establishes Durandel mines under Fae Copse in
Southvale

,; Overking Oessum Vil calls for Fourth Great Crusade; Armies and fleet
b S 9683 704 gather at Endhome to sail for Crusader Coast

B 3207 9691 712 Huun defeated at BOTTIQ of The Sickles; Overking Oessum slain;
vy Graeltor crowned overking

Army of Light marches on temple-city of Tsar; Desolation of Tsar
Created

Tircople falls to Mguru tribes; Last Justicar of Muir slain; High Altar
3209 9693 714 of Orcus secreftly relocated from Tsar to Rappan Athuk; End of the
Hyperborean Age

3208 9692 713

Army of Light defeats Tsar and pursues Disciples of Orcus into Forest of
Hope; Grand Cornu Jervix dies in implementing Great Retreat; Baron
Simrath slain in night battle east of Wild Edge River Ford; Army of Light
lured into Bloodways and defeated; Praetor Aura Veng trapped in
Tomb of the Beacon; Slavish the sorcerer deserts Army of Light and

. makes secret lair within dungeons to stalk Orcus’s avatar The Master;
" Duke Aerim assassinated by Orcusite allies; Citadel of Orcus vanishes
gﬁ, from Tsar; Beginning of the Age of Breaking (current age)

3210 9694 715

Construction begun in secret on Rappan Athuk sunken graveyard

and mausoleum; Canon Lorvius raised as Grand Cornu of Orcus;

Bl . 3211 9695 716 Archbishop Pagonis establishes gafe between Rappan Athuk and
RN desert near Tircople; Archbishop Pagonis refurns to Rappan Athuk
", 44 from Tircople and assassinated by Lorvius in Great Purge

."_;" 3213 9697 718 Foerdewaith Wars of Succession begin

: ' Grand Admiral of Pontus Tinigal withdraws from Foere, declares
3215 9699 720 himself Emperor of the Oceans Blue; Kingdom of Oceanus established
on Pontos Island

Reconstruction begins on King’s Bridge, expanding it fo its modern
3219 9703 724 dimensions; Pirates erect stronghold off coast of Eastreach while strife
engulfs maritime powers of eastern Akados

3221 9705 726 Construction of Rappan Athuk's Bastion begun
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Grand Cornu Lorvius first successful use of mushroom of youth

Nadroj the wraith breaks Zelkor and makes him an undead minion of

3230 9714 735 Orcus

The Camp first established on border of the Desolation of Tsar; Slavish

<P P pels achieves lichdom in his Rappan Athuk lair

Wandering companies of mercenaries and deserters increase in
3245 9729 750 number as wars of the Sundered Kingdoms begin to wind down;
Glazerel's apprentice Magerly achieves lichdom and disappears

Orphans of War Society of Bard's Gate established by famed orator

8260 RS 765 Hegany Durgas on 50th anniversary of Army of Light debacle

Orphans of War Society rises to prominence, Durgas styles himself as
"Gods Watcher”; Old temples of Bard's Gate begin fo lose influence
as Society’s rhetoric turns on them over costs and failure of Tsar
campaign

3261 9745 766

3263 9747 768 Grand Cornu Lorvius second successful use of mushroom of youth

Orphans of War Society forces vote through Council of Burghers to
become an official guild of the city, Watcher Durgas becomes a
burgher and is able to wrest position of Mayor of the Council from
High Burgher Meriwot the Marred

3268 9752 773

Mayor Durgas manages to pass Guildmasters’ Act, permanently
removing Bard's Gate clergy from Council of Burghers, public outcry is
stifled by club-wielding men wearing grain-sack hoods on every street
corner; Temples of Thyr and Muir begin to divert their resources and
High Altars in the Valley of the Shrine as church influence continues
decline in the city

3272 9756 777 Shadow Masks founded in Bard's Gate

Mayor Hegany Durgas disappears, many church leaders in Bard's

804 Gate implicated though none are ever formally charged with a crime
after newly elected Mayor Feldrim of Teamsters Accord proposes

amnesty for all city priests

3271 9755 776

3299 9783
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Grand Cornu Lorvius unsuccessful use of mushroom of youth, ages
decades and stricken ill

Jx 3319 9803 824

Grand Cornu Lorvius slowly recovers and third successful use of

3326 9810 831 mushroom of youth

3339 9823 844 Oceanus and Foere sign non-aggression treaty

Knightly Order of Macobert largely destroyed in Courghais, the few

S gaoS 885 survivors go into hiding

Bard's Gate Temple District in decay, religious center of city moves to

3387 9871 892 King's Bridge

" 3392 9876 897 Tower of Bone appears in Fae Copse; Dwarven city of Durandel falls

Personal papers of deceased Mayor Feldrim implicate him and
leaders of Teamsters Accord in murder of Mayor Durgas; High Burgess
_ Laressa Underwood with support of Council of Burghers abolishes
P 3393 9877 898 Teamsters Accord from city and has Mayor Lamar Hydenquel of

: the Teamsters stripped of office, with support of church leaders she
™ manages to have office of Mayor of the Council again afttached to
% office of the High Burgher/Burgess

Rappan Athuk: The Dungeon of Graves discovered in Forest of Hope;

3400 7884 905 Booth Axlecrafter forms Wheelwrights Guild in Bard's Gate

3402 9886 907 Grand Cornu Lorvius fourth successful use of mushroom of youth

Crane the Sorcerer discovers fomb of Ereg Tal beneath Rappan

3403 9887 908 Athuk, adds wards to protect it

3406 9890 911 Grand Cornu Lorvius forms alliance with coastal pirates, establishes
, gate between Rappan Athuk and their island fortress

R 3408 9892 913 Shekahn driven from Castorhage by The Fetch for taking Corinaria as
consort, take refuge with the Underguild of Curgantium

Artolucor the archmage arrives at Rappan Athuk but disappears on

o sl e 2l the dungeon’s first level before managing to plumb its depths

: The Lyre Valley grows more wild and dangerous, High Altars of Thyr
3414 9898 219 and Muir relocated back into city after too many parishioners and
priests in the Valley of the Shrine go missing

3415 9899 920 Brotherhood of Arn establishes healing order in Mouths of Doom

Crane the Sorcerer disappears while warring against Tsathogga's
Violet Brotherhood

3425 9909 930 Shandril of Freya founds village of Fairhill in Sfoneheart Valley
3427 92911 932 Eralion constructs keep in Stoneheart Valley near Fairhill

3420 9904 925

Captain Aldrin Shaw of Eastwych deserts from the navy of Foere,
3436 9920 941 relocates to Swordport; Begins to gather small fleet of freebooters;
Shaw's estate at Stormshield seized by city of Eastwych

g 3437 9921 942 Zelkor's Ferry founded by Bristleback family

B Bofred, Last Champion of Thyr, leads small army to destroy Rappan
A Athuk; Bofred overcome by combined might of Orcus and Tsathogga
3438 9922 943 and entombed alive; Igni the Paladin defeated by The Master, avatar
. ol of Orcus, and cursed to unlife; Bofred’s army scattered with few

Gt survivors emerging from dungeons

S Unseasonal torrential rains begin to fall on the eastern slopes of the
il March of Mountains, the rains continue virtually nonstop causing
7_;' 3439 9923 944 extensive flooding, washout of roads, and undermining of city walls
o , and building foundations; Duchy of the Rampart, Kingdom of Suilley,
County of Vourdon, Keston Province, and Count of Toullen are

hardest hit

Shekahn and Corinaria sent by Underguild fo infilirate Rappan Athuk,

3441 9925 745 establish lair in the Basilisk Cavern

Captain Shaw's fleet driven from Swordport by earl’s dragoons; Flees

3442 9926 947 to Razor Seq
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The rains have continued for four years; Casualties from flooding
and mudslides have reached the tens of thousands, the destfruction
of property is on a massive scale, and frade on the South Road has
virtually been brought fo a halt causing economic recession in the
lands east of the mountains; The noted scholar and philosopher
Oscobar of Vermis declares the rains to be the work of the forces

of Darkness and calls them the Fiend Rains, he predicts they will
continue for another 13 years; The strange blind mystic Lun of the
Mountain calls the rain Rynas’ Tears, but she gives no explanation
why; Lun says the rains will end in 6 more years

Bard's Gate west wall strengthened and expanded to current
Dimensions; Coast Road Keep constructed to defend against pirates,
bandits, and hostile warbands; Grand Cornu Lorvius fifth successful
use of mushroom of youth

After 10 years the Fiend Rains come to an end

Dwarven hero Dargeleth Silverhelm disappears in Under Realms
Talon of Orcus constructed to oversee Bloodways

East wall of Bard's Gate erected to encompass the Outer Quarter

Dominion of Un established by Goov the Disfigured in Unclaimed
Lands

King Goov sacrifices 500 maidens to Orcus and slain in popular revolt,
rises as undead creatfure and flees fo Rappan Athuk with captive
Yokim of House Portia, consort of Helman “Hairfoot” Hillman

Helman “Hairfoot”, Bannor the Paladin, Gaylon Swordsinger, Flail the
Great, Bulviegh, and Spiegle the Mage enter Rappan Athuk to save
Yokim of House Portia but fail to rescue the maiden

Pirate ship Scarfist runs aground south of Rappan Athuk

Red dragon Aragnak destroys Coast Road Keep, clears pirate
stronghold and makes it his lair

Koraashag the Craven sent forth into tunnels beneath Rappan Athuk
by Orcus to find the “pit of the abyss”

Koraashag discovers the bottomless pit beneath the Stoneheart
Mountain Dungeon and builds a secret temple of Orcus in its Depths;
Disciples of Orcus accidentally release Beast of Rappan Athuk into
forest above

Eralion seeks mushrooms of youth in Rappan Athuk but fails in quest,
becomes convert of Orcus instead; Eralion constructs gate between
Zelkor's Lair and Stoneheart Valley; Disciples of Orcus construct
gate between the Chapel of Orcus and the Stoneheart Mountain
Dungeon, begin reinforcing secret temple there

Juliello Broad-Toe makes forfune adventuring in Rappan Athuk,
discovers unlinked mirror portal near “Gates of Hell”

Abysthor, High Priest of Thyr, disappears in the Valley of the Shrines;
Mailliw Catspar slays the Beast of Rappan Athuk and then disappears
within the infamous dungeon

Bofred the Just raised as the High Priest of Thyr in Bard's Gate; Eralion
attempts to attain lichdom but fails, imprisoned beneath his keep in
Stoneheart Valley

Gnoll hordes attack Bard’s Gate; Commander Avorill slain, Imril given
command of Lyreguard; City’s standing army instituted

Cylyria leaves Lyreguard and takes a positon as provost of Bard'’s
College; "Merinath” forms Fellowship of the Note

Duloth Armitage becomes burgher of Wheelwrights Guild; “Fat”
Juliello Broad-Toe establishes casino in Bard's Gate and links
basement to Rappan Athuk through mirror portal

21
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3507 9991 1012

3508 9992 1013
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Gray Deacons disappear overnight, Slip-Gallows Abbey becomes a
haunted place in the middle of Bard’s Gate; Shrines of Thyr and Muir
lost to hordes of Orcus out of Stoneheart Mountain Dungeon; Clan
Silverhelm seals its halls to outside world

Bofred the Just and Barahil the Faithful found the Order of the Sword
of Retribution in Bard’s Gate; Shadowguild rises as thieves' guild of
s Bard's Gate to replace Gray Deacons

o Cylyria elected High Burgess of Bard's Gate; The hero Corondel slays

4 3509 9993 1014

the green dragon Springdread in the Forest of Hope

_' Balcoth the Wraith-mage breaks through the Walll of Sleep and travels

3511 9995 1016

3513 9997 1018

'. ! 3514 9998 1019

3515 9999 1020

3516 10,000 1021

3517 10,001 1022

Keeping Time in the Lost Lands

i Exact time is rarely important in a dungeon crawl, although there are
£l certain parts of the adventure where time can play a critical role. For those
interested in such matters, here is how time is handled specifically in
g Akados (and Libynos).

- The length of the day in the Lost Lands is measured as 24 hours, and
these are further divided into two 12-hour periods of Prime (counting
from midnight) and Non (counting from noon). Hours are then designated
by where they fall after one of those points: 1st hour prime (1:00 A.M.),
7th hour non (7:00 P.M.), etc. At sea, the hours are sometimes referred to
as “bells” because of the practice of ringing the ship’s bell on the hour, but
the numbering convention is otherwise the same (e.g. 2nd bell non, 10th
bell prime, and so on).

Our familiar modern concepts of minute and second increments are not
recognized in the Lost Lands, but are instead based on lengths of spell
durations as observed and meticulously recorded by court magi in the
carly days of the Kingdom of Khemit. These carefully measured time
periods were later applied to the practice of commerce in the form of
by rented time on a public millstone.

—Hours are divided into 6 10-minute periods, each called a “turn” or
“turn-of-the-glass” or justa “glass” (for turning over a 10-minute hourglass

- that was used to determine the usage/charging rates of a millstone).

i —Turns are further divided into 10 1-minute periods, each called a
. “tenth” (both for 1/10th of a turn and for the number of times a standard*
B9 millstone turned in a 1-minute period).

—Tenths are divided into 10 6-second periods, each called a “round”
(for the length of time it took a standard* millstone to complete one
revolution).

—Rounds do not typically have subdivisions, since there are few
applications in the everyday life of the Lost Lands where such time
precision is necessary. Some clocks do, however, make tic marks on clock
faces between rounds to divide them into sixths (i.e. a 1-second interval)
to track more precise time units for activities such as horse racing, witch
dunking, etc.

Official timekeepers in the Lost Lands are usually known as “Counters”

t . from their original job of counting revolutions of the millstone.

from Leng to Stoneheart Mountain Dungeon in search of a source of
immeasurable power

: Calthraxus the Black attacks Bard's Gate mines and makes them
¥ his lair; Yaza Mongro begins to hear whisperings of Ginnungagap;
8 Coprophagi emigrant from Castorhage named Urovok becomes
wE proprietor of Last One Inn in Rappan Athuk

Armies of Huun lay siege to Bard's Gate

King Ovar defeats Huun in Gulf of Akados and at Bard's Gate and
pursues them into Irkainian Desert

Corondel leads an adventuring band into the Temple of Final
Sacrament in Rappan Athuk but emerges alone and broken

Current year; Rumors of Ovar’s return from Irkaina; The Seer arrives
at Rappan Athuk in search of the Staff of Artolucor; The Fire Hawks
company enter Rappan Athuk

*The Hyperborean Empire created a standardized millstone size and
speed of rotation on which turns and rounds were based. Millstones since
then often have great variability, but the standardized time units have
remained in use for clocks.

The Fire Hawks — An Adventuring Company

The Fire Hawks are a band of experienced adventurers who
journeyed into Rappan Athuk in the recent past (within the last month
or so), accessing it via the Temple of Final Sacrament (Level 1A) and
traveling to the Bloodways (Level 9D). There they came to a bad end
when they encountered a group of priests from the Talon of Orcus
(Level 10C) at Area 9D-3. Although they defeated the evil leader
of the Talon, transforming him into 9D-3’s current inhabitant, the
members of the Fire Hawks were badly wounded and forced to flee,
splitting up in the process. The members of the group and their fates
are given here.

» Azarthraine of Hallowfall (male elf fighter/wizard): Party leader.
Spells nearly exhausted, he came to an ignominious end in the clutch-
es of several mustard jellies in Area 9D-9 (it is his headless skeleton
there). His companion Mezuryk was able to retrieve his head, hoping to
escape to the surface and have him resurrected. Instead, Mezuryk was
captured (see below), and the skull of Azarthraine now decorates the
Seer’s private chambers in Area 10C-10.

¢ Mezuryk (male human thief): The Fire Hawks’ trap disarmer and
lock opener. Priests of Orcus captured him, and he has been tortured
and driven insane. He remains a prisoner in the Talon of Orcus (Area
10C-13A).

+ Kalina (female human cleric): A follower of Oghma, Kalina was
separated from the rest of the group. She too was captured and tortured
to death at the Talon of Orcus. Her lifeless corpse was then reanimated,
and now stands ready to serve her former captors in the Talon as one of
the zombies in Area 10C-7.

* Oldaric (male human fighter): He died early on in the Bloodways
after a devouring mist sucked him dry. He has become one of the many
vampire spawn that lurk within the labyrinth.
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* Andwyn (male dwarf fighter): Andwyn died trying to hold off the
priests so the rest of the group could escape area 9D-3. The fate of his
remains is unknown.

* Adrenai (female elf thief): Adrenai was separated from the group
and became lost in the labyrinth just before the priests of Orcus were
encountered; she eventually became a snack for a shadow hunter ser-
pent.

e Marsenter (male human fighter): Separated from his companions
during the battle and hounded through the dungeons, he sought to evade
his pursuers by hiding in a pool of water, using a magical ring to breath
like a fish. However, the chill temperature of the water induced hypo-
thermia, and he ended up falling asleep and dying. His remains can now
be found in Area 9D-8 of the Bloodways.
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Rumors about Rappan Athuk

In addition to the Legend of Rappan Athuk, each character has a chance
of knowing a few rumors about the complex from common legends. Each
character can make 2 rolls on a 1d6: a roll of 1 or 2 earns the character a
rumor. Spellcasters may make a third roll to check for rumors. Roll each
rumor randomly on 1d100 on the table below or select an appropriate
rumor as desired.

False Rumors

Rumors about Rappan Athuk and its environs include half-truths and
falsehoods. Some have been propagated on purpose, and others have been
transformed through happenstance. How is a player to know which rumors
are true? Through their characters’ actions, of course. This is up to you.
The veracity of some rumors may be checked at Zelkor’s Ferry. Others
might need to verified with individuals found in or around the dungeon,

and some might require the vision of a certain oracle, or some magical -

investigation. Be creative with these, and remember that, especially for
the false rumors, different sources might provide different information.

d100 Rumor

Zelkor, the good wizard of old, is now an evil
lich living in the upper levels protecting the evil
temple and the descent into it. (Partially true.)

A high priestess of Hecate, the goddess of magic,
was turned into a statue of living ruby, and is
entombed in the dungeon. She had a magic ring
that allowed her to change shape. Her name is
Akbeth. (True.)

A rich gold mine can be found if one can find
a cavern with a man-made river channel and
defeat the monsters there. (Mostly true.)

The temple of Orcus no longer exists within the
dungeon. Its existence is a lie fold by adventurers
to keep others away. (False.)

A great oracle can be found beyond a massive
cavern. He can tell all to anyone willing to pay his
price. (Mostly true.)

A company of dwarves recently went to look for
a gold mine said to be in the dungeon. None of
them returned. (True.)

Orcus put a curse on the complex when he built
it. Any that disturb his temple will become slaves
of darkness, never to return. (False.)

A great city of goblins lies deep in the complex,
and they are followers of Orcus. (True.)

The entrance to Hell lies deep in a maze complex.
It can be found only by swimming through a pool
of water. (True, though only in a figurative sense.
The level is called Hell by any that have been in
it.)

A great priest was enfombed within the complex
behind a door sealed with seven seals. If
released, the powers of good would be greatly
aided. (True.)

The dungeon was originally a good fortress built to
protect against the advancing hordes of evil. Evil
overcame its defenders. (False.)

10

11

Magical black skeletons inhabit the dungeon.
They are greatly feared, as clerics cannot turn
them. (Partially true. Clerics have difficulty turning
them.)

12
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A powerful illusionist lives near the surface. Do not The tomb of a fallen paladin is hidden near the
believe everything you see. He is cannibalistic goblin city. The paladin was corrupted by the
and possesses great powers. (Mostly true. The 30 sorceress, Deserach. (True. You should make the
“illusionist” is Scramge the rakshasa.) tomb on Level 9A very hard to find, as it is one of
the most challenging encounters in the dungeon.)

13

There is a monster immune to everything on the
14 first level. It is amorphous and smells ferrible. A Prayers to Hecate can sometimes be used
wise person flees from it. (This is very true.) to defeat guardians sacred to her. (True. This

- & ff to defeat a hydra, if wisel
:f Inside a great labyrinth lies a sfrange mushroom rumor ofiers a means to deteat a hydra, It wisely
= that can restore youth to a human. They are employed.)
r 15 blue with red spots and lie under a bridge. Kazleth rules as Lord of the Maze. He is an
“ (Partially True. The mushrooms randomly reset the 32 abomination, with the head of a bull atop the
_t consumer’s age, which for most means youth.) body of an ogre. (True. He is the phase minotaur
& Some of the tunnels dug by the giant rats of the king of Level 7A.)
16 complex lead to inferesting places. Some lead 33 A demonic spider queen lurks near her pets.
nowhere. (Very True.) (Partially true. She is a wizard, not a demon.)
;‘ A wise person uses the rivers fo fravel in this place. The goblin city's enfrance lies unguarded. The
17 They are dangerous, though. Many who did not goblins allow free trade with anyone who visits
_‘,"f ; know the correct paths have drowned. (True.) 34 them. (False. Two shadow dragons guard the
Tl 18 Deep in the dungeon lies a vast cavern with entl;?nce and prevent the passage of non-
5 monsters of gigantic size. (True.) goblins.)
- i A benevolent old wizard lives near the temple of
: A magical pool leads to a wishing well. A person
; L . o : Orcus. He reportedly offers refuge to those who
d “ff 7 Z;Z?sg()]srs Cllinelele i e il (e el vkl 35 kill the servor?’rs of ’rhye evil one. (gFaIse. Banth is
e ’ possibly even more evil than the priests of Orcus.
Gy, There is a corridor of solid white stone, which is Banth will slay or transmute any character who
j 20 cursed. Anyone who walks its length is lost forever. crosses his path).
. (Almost true. Most, but not all, who walk the . . L .
- corridor die.) T'here are caverns inhabited by Ilylng statues; one-
i 36 fime explorers transformed by evil, they ambush
i On the fourth level, there are no monsters, but the unsuspecting. (False.)
21 \I;vrc;réclj(r.c))us amounts of gems. (False. Give us a A terrible dragon called Gath the Ravager was

37 sealed long ago deep within the dungeon by
The caves are safer than the carved passages. powerful priests, whose spirits still guard his restless
bl The upper levels are also very tough in the carved sleep. (False.)
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areas. (False. The caves are no safer than the
carved passages. Both are dangerous.)

A great library, once the property of the followers
of Orcus, lies forgotten in a hidden level. Though

As the great mage Speigle said, “Beware of 38 it contains works of great evil, it also holds books
23 purple worms.” A wise person heeds his advice. that could be of greaf value to sages and
(So true it's written on the wall on Level 3.) adventurers as well. (True.)
In the lower levels, some spells cannot be A powerful adventuring group called the Dancing
24 regained due to the evil powers in this place. Blades were slain in the dungeon. Their restless
Conserve spells on deep treks. (True.) 39 spirits now wander its halls, attacking anyone
Solid mithral gates bar the way into a great they come across with their phantom weapons.
o5  freasure horde guarded by a lich in the great (False.)
cavern. If one can access them, they would be There is a level of looded passages ruled by evil,
richer than an emperor. (Partially true.) 40 lenticular, fishlike things who can take over your
o Deep within the hill lies a pool of lava guarded mind. They are the secret rulers of the dungeon.
s 9 DY demonic lizards. If one can defeat them, pure (False.)
A gold can be distilled from the liquid rock. (Partially A potent artfifact called the Seal of Power was
W true. There are salamanders but no gold.) M carried into the dungeon long ago by the mage-
Giant scorpions guard the way to the tomb of a prigs’f Donov. H? hoped to use if to seal away the
27 fell king. (True.) evil, restless spirits of the dungeon. (False.)
o It is said that the great paladin Bannor was The skeletons violently explode when they are
4 overcome by a horde of enemies in the dungeon. 42  Prought down. The zombies dissolve into foul
K 28 His mighty holy sword, Gurthdurial, is rumored to greenish goo that will eaf your flesh and turn you
) have been lost in the Hall of the Cyclops King. into one of them! (False.)
3 (False.) There is an insane blackguard named lan the

All-Seeing who collects the eyes of all he meets.
43 He is said to have thousands of eyeballs in his

collection now. He can control them, make them

move about, and see things for him. (False.)

A new form of froll, a “swimmer,” was seen to aid

29 goblin miners in a deep cavern complex. (True.
This sighting confirms the existence of river trolls
on Level 8.)
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The goblins of the dungeon are actually mutated Deep within the dungeon there is said fo be a i

44 giants. Although they are small and stunted in place where the light of the noonday sun sfill
appearance, they are incredibly strong. (False.) 58 shines; this place is abhorred by the foul creatures
Recently the champion Corondel fought and ;rho’r l.'r\;‘e W'T.h'n ine c?‘\t/es‘tﬁnd cc;veéns. (;Gtﬁ.'tyh
defeated the green dragon Springdread in _:uer.‘ erefz a cave it wi :Un y cay, butit has
the Forest of Hope. Corondel subsequently its share of dangerous creatures.)

45 disappeared. It is rumored that the dragon was When the craven armies of Orcus fled from Zelkor
merely badly wounded, and now lurks deep and his army long ago, a great lieutenant was
within the forest, killing all who stray too deep. instrumental in holding off the pursuers. He bought
(Partly true. Corondel did fight and kill a green 59 fime for the priests to enter the dungeon and lick
dragon and then disappear.) their wounds. For his valor, the dark champion
Gnolls have been spotted along the caravan Wﬁs ergombe](c:l”. Tge hfﬂ”fs Ofglu”d h'STbU”Gl d mist
route south of the Foothills. They are said to € gm. er oref e 'Wlt : errll € cfreo Lﬁes’ reT mist,

46 be holed up in a ruined keep overlooking the and visions of ancient sins, long forgotten. (Trve.)
caravan route. (Partly true. The bugbears have A group of adventurers calling themselves the Fire
been mistaken for gnolls.) Hawks recently left on an expedition to Rappan

Athuk and have not returned. It is said their leader
60 carried with him an artifact of great power. (True

about the adventurers. The fate of the leader

and whether he carried an artifact is for you to

determine.)

Pirates sometimes hazard the reefs along the
coast to land at secret inlets and bays and
stash great freasure; woe betide the adventurer
caught spying upon them! (True.)

47

Outlaws sometimes hazard the dangers of the

48 wilderness, seeking refuge from the law. If is said
that some have even banded together, to start
their own community. (True.)

A greaf wizard fried to build a fomb in the
61 wilderness but couldn’t manage the effort. (False.
Rappan Athuk was built by Glazerel.)

The monks of the small shrine off the Coast Road
are helpful to passersby. (Partially True. The
monks of the Cloister of the Frog God are not
immediately hostile.)

Though some brigands attack caravans that

49 pass through the area, others specialize in taking 6
on adventurers exiting dungeons and lairs,
weakened but fat with loot. (True.)

N

Beware of the coastline! A great and powerful
sea serpent roams the coast, seeking to sink ships
and hoard their gold. (False. The beast on the
coast is a kraken.)

A greatf red dragon has been seen flying about
50 the region. It is said to lair somewhere to the east. 63
(True.)

The Troll Fens are aptly named. They are brimming
51 with trolls, poisonous snakes, quicksand, and other
hazards. (True.)

The lost army of Tsar is still in the Forest of Hope,
64 somewhere. (False. They are on Level 14A of
Rappan Athuk.)

There is a vast underground cavern system
populated by hideous beasts under the Forest

A druid is said to live within the Forest of Hope,
52 and she is hostile to any who invade its bowers

pninvitecilives) = of Hope called “The Barrows”. (Partially True. It's

Three old crones are said to live along the coast, called “The Gut” or the “Cyclopean Deeps.”)
53 and for a price of gold and blood, they can let Itis said the f hi K

you see into the past and future. (True.) 66 15 sdl © Ifog Worsnippers seek some

undiscovered evil, deep within the earth (True.)
A jet black temple is said to be hidden

54 somewhere in the hills; those who enter its dark ‘I hear that them nice priests built a temple

nearby to scourge the thralls of Orcus from this

confines never return. (True.) 67 "
place, | say welcome to them!” (True, from a
Many back enfrances to the most famous of strange perspective, but they are not nice.)
dungeons are said to lie in the wilderness, but the “F herel | the ri
55  hills are so riddled with caves that finding these 68 1005, SVErywnere: | swear ine fverwas
enfrances is all but impossible if one knows not brimming with them!” (Trve. )
where to look. (True.) “Deceivers and evil wizards | tell you, one of those
69 priests even turned me info a frog! | got better.”

A shrine to a foul god or demon is said to lie

56 beneath the hills; its corridors are a gauntlet of (False.)
terror and gruesome death. (True.) “We lost six friends when we went near that old
One hot, sticky summer a score of years ago, a 70 eFIvlen castle! Full of giants throwing rocks it was!
terrible beast came out of the wilderness and fell (False.)

“I heard that old elf lord went crazy, something
about swords and princes!” (True.)

upon the surrounding lands, razing towns and

ravaging farms. It kiled many of the finest warriors
57 and baffled the most potent wizards before finally

being slain by the adventurer Mailliw Catspar

and his comrades. Triumphant, these brave souls 7

fracked it back to the Dungeon of Graves — and

were never seen again. (True.)

71

“Those green priests told me that the death head
priests were moving into the castle to the west.
Don't know about you, but | think it's time fo
leave this place.” (Possible.)

N

“I heard a giant black dragon was seen in the hills

73 to the west. They say it serves a demont”. (False.)




“The elves have returned fo the castle to the
74 west, but | hear they shoot first and ask questions
later. | always hated elves.” (False.)

“The adventurers who uncovered the ruined keep

o are in fact brigand tomb robbers!” (True.)

“I heard that when the adventurers opened up
76 the old keep, a balor came out and devoured
them all!” (False.)

“It's said that some great evil lurks below the
77 southern towers of the old keep. Only a fool
would go wake it up.” (Possible.)

“A great dwarven warrior is buried near that
keep. | bet he took a bunch of treasure to his

78 grave, and | heard he had an axe that actually
talked to him! After all, you know how dwarves
are.” (True.)

“Those priests who wear those green robes were
asking a lot of questions about the towers. They

7 sure seem nice, but | am confused why they
would care about a stinky old ruin.” (True.)
80-100 “Rappan Athuk2 Bah! No one ever gets out of

that place alive! (Partially True)

Rules and Rulings

There is a common statement that older gaming was about rulings
and newer gaming about rules. While probably not generally true, it is
certainly true that different rules exist in the fifth edition than in previous
editions, and that many dungeon effects that were previously covered
by vague references to imprecisely defined spells or magic items may
now be in direct contradiction to explicit rules. Never fear — the anima
engine®™ is here. This powerful artifact sits near the bottom of Rappan
Athuk pulling in souls and messing with the very rules of reality. If you
absolutely must justify why teleportation doesn’t work on this level or
why nothing other than a specific key will open that door, the anima
engine is your friend. This item was used to create Rappan Athuk, and its
effects are not confined by rules. And, of course, the authors of Frog God
Games also created Rappan Athuk, and they too are not confined by rules.
They are confined by fun. Sometimes it is more interesting if teleportation
doesn’t work here or the party has to go looking for a certain key there. It
is always with this in mind that various rules are broken.
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Skill Checks

Much of Rappan Athuk was written without skill checks in mind. If a
player says their character knocks on the bottom of the chest, you might
well tell them a hollow bottom is found. As part of bringing the adventure
into the current edition, we have tried to provide DCs for climbing,
swimming, finding secrets, etc. Feel free to ignore them if you and your
players prefer another method of resolving these obstacles. Also, the DCs
were written with idea that the characters often have advantage on the rolls.
The characters use tools, magic, and knowledge to overcome the roadblocks
set before them, and any of these may grant advantage on a roll. For
example, the Strength checks for smashing open chests assume raw muscle.
Imagine how much easier it should be with a crowbar! In addition, many
of the obstacles are time and wandering monsters (see sidebar). If you’re
not interested in wandering monsters and guttering torches, you might want
to eliminate many of the skill checks and just allow the characters to pass,
with the idea that given enough time, they eventually get the door open or
climb the wall. One word of caution, however — many of the really difficult
obstacles are placed to protect a lower tier party from an overly powerful
foe. Blithely letting the party knock down a wall of stone could well place
them before a pair of mean-spirited liches!

Rappan Athuk covers many miles and has had many architects and
inhabitants over the millennia. As such, it is a varied place. One of the
ways we have represented this is by varying DCs and consequences.
You may discover that differentiating poisonous mushrooms from edible
is easier on some levels than others, and that the effects of eating the
toxic ones varies wildly. This is intentional and should help to keep the
adventure exciting over years of play. However, you may want to bring
your imagination to bear to help the players understand when and why
their characters may have difficulty overcoming what otherwise seems
like the same challenge they easily brushed by before. You might also
keep track of how often they have figured out certain types of dangers,
and grant advantage or change (or remove) the DC for certain puzzles and
obstacles the characters have mastered.

Swimming, Drowning, and Q uicksand

There are rules for many environmental hazards in the fifth edition.
For many things that are encountered frequently, Rappan Athuk provides
some simplified versions where a single skill check or saving throw is
used rather than the series of rolls that would be required to follow them.
As with everything else, these are provided in the hopes that they can help
keep the game lively and interesting. If you prefer to follow the “real”
rules, we try to provide information that you can easily do that as well.
The alternates are our fifth edition equivalents to rulings made back when
rules didn’t exist.
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Good versus Evil

Rappan Athuk was created at a time in gaming when evil (Chaos) and
good (Law) were two sides of great battle. Different powers and classes
were available to each, as the two were different not just in terms of their
goals for the world, but their underlying gaming mechanics. The fifth
edition has changed this. The creation of spells like detect evil and good
or the idea that all clerics use a holy symbol to channel divinity is new.
We have taken the new and old together for this version. Thus, you will
see unholy water and unholy symbols in the hands of the clergy of Orcus.
What happens when a good character comes into contact with them? What
happens if a good character tries to use them? What happens if unholy
water gets splashed on an undead creature? These questions are for you
to answer. Make it fun and make it memorable. On the other hand, the
clergy has the same spells. They may cast protection from evil and good or
shield of faith. Many of the temple areas are protected by the hallow spell
effects. If you want to bring back a little more of the epic battle between
Chaos and Law, and a little more of some of the older editions, feel free to
color these effects darkly, and even, if you’re up for it, to differentiate the
effects a bit. Maybe Orcus really does provide his clerics with a different
set of mechanics than Tyr.

RAPPAN ATHUK

Speaking of Evil

The inhabitants of Rappan Athuk represent the worst of
humanity in a world where Evil literally exists. Torture, slavery,
and all kinds of debasement are an everyday part of life in and
around the dungeon. The book itself leaves most of this to your
imagination, and the imaginations of your players. Certain areas
and actions, where important mechanically, are described. If you
concerned for yourself, there are some sections you may want to
skip over. Perhaps more importantly, however, is please be aware
of your players’ enjoyment. If they are uncomfortable with any part
of this, feel free to leave it aside, or occlude it. The adventure will
survive, and hopefully the level of fun will increase.

Welcome to Rappan Athuk,
the Dungeon of Graves!
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Rappan Athuk is designed to be easily transplanted into any fantasy
campaign. The dungeon and environs can be placed in any appropriate area
of a game world, and the bandit encounters and monster lairs discussed
below used to reflect the flavor of the campaign. The Wilderness Areas are
shown on maps W-1 through -9.

The Wilderness Area
surrounding the
Dungeon of Graves

Rappan Athuk is a dungeon of legend. As such, most know where the
dungeon is located — off the Sea Coast Road in the hills east of the Forest
of Hope. Prior adventuring bands (and some local bandits) have marked
the general area with several signs indicating the way to the dungeon (and
to their ambush). The difficulty of Rappan Athuk has never been locating
it. Getting home alive is another matter entirely...

As with any major entrance to the underworld, the wilderness around
Rappan Athuk is a dangerous place — popular with bandits, marauding
monster bands, and worse. Merchants and patrols are quite rare and
stay entirely on the road, as the woods and hills surrounding the area
are untamed. Several of the more industrious bandit groups spy on
parties entering Rappan Athuk, only to strike them on the way out of the
underworld. In addition to bandits, there are several monster lairs and
special encounter areas in the wilderness area surrounding the dungeon.

This is not to say that the area is unpopular with adventurers. Legends
of vast treasure and glory abound for hundreds of miles, and the draw is
too great for many to resist. So, off they go in search of the proverbial
fortune and glory. Most find only death and despair.

For gaming purposes, the wilderness area surrounding the dungeon
can be divided into 5 regions: the Sea Coast Road, the Forest of Hope, the
Dragonmarsh Lowlands, the Foothills, and the Beach. Each is detailed below.

These regions have their own Wandering Monster tables. You should use
these encounters with some forethought. For example, Drusilla the Druid
or Simrath the Vampire could annihilate many parties if used haphazardly.
These encounters can provide roleplaying opportunities as desired instead
of being yet another monster-slugfest. Some of the personalities lead to new
and exciting adventures, well beyond the original scope of the dungeon
of Rappan Athuk. Also note that there is only one of each of the specialty
NPCs such as the Simrath, Drusilla, or the specific bandit leaders. Once
slain, they are no longer available as an encounter. This is not to say that
they could not be replaced by something else, possibly worse.

The Sea Coast Road

This area serves as the primary trade route for commerce along the
coast. Coastal patrols from nearby cities attempt to keep bandits and other
malicious creatures clear of the road by day; by night is a different matter.
Certainly the safest of the wilderness areas, this road is still plagued with
bandits and other robber creatures, eager to prey on the daring merchants

_traveling the road.
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Wilderness Areas:

L Dying Outside the Dungeon

Sea Coast Road Wandering Monsters

Check for encounters at the 4th hour prime (4 a.m., just before dawn), and
every 4 hours after. Encounters occur on a roll of 1 on 1d10. If an encounter
is indicated, roll 1d10 using the table below. The following cumulative
modifiers apply: +2 if more than one mile off the main merchant road; +2
if the encounter occurs at night. For details on encounters, see text below.

d10 Encounter
1-2  Merchant Caravan
3-5 Foot Patrol
6-7  Brigands
8-9 Cavalry Patrol
10-11 1d3 worgs and 1d12 wolves
12  Ogre and 2d4 bugbears
13  2dé shadows (or No Encounter; see description)
14  Simrath the Vampire and 2dé worgs

Merchant Caravan: A merchant caravan is encountered making its
way along the road. The caravan contains 1d8 wagons or carts, with an
appropriate number of accompanying pack animals per cart as well as 1d6
caravan guards per cart or wagon. There are 1d3 merchants (commoners)
per cart as well. Merchants on this route are on guard and want little to
do with adventurers; they start with an initial attitude of unfriendly. If the
characters can improve the merchant’s attitude to make them friendlier
with a successful DC 12 Charisma check, they would be willing to provide
general information about road conditions; if they are really friendly (with
a successful DC 15 Charisma check) they allow the party to travel with
them. They do not otherwise offer any aid to the party.

Treasure. The guards have 1d12 gp, 2d12 sp, 3d12 cp. Each wagon has
3d100 gp worth of miscellaneous trade goods. Many of the goods would
be recognized in Zelkor as belonging to the caravan.

Foot Patrol: These patrols consist of 8 footmen”, 2 wilderness
knights”, and a sheriff®. They travel the coast road in search of brigands
and other outlaws. They approach the party in a hostile fashion, expecting
the worst. If the party is cooperative and answers questions reasonably,
they do not trouble the characters further and leave them to their business.
Likewise, if the party engages in banditry, they take no prisoners. Once the
party is well known (as good guys presumably), these patrols are friendly.
You should use this as an opportunity to roleplay with the characters and
build their egos about their fame (or infamy) in the local region. The
knights and sheriff ride warhorses, while the footmen walk.

Treasure. Each footman has 2d12 gp. The knights have 2d10 gp, and
40 + 2d10 sp. Each sheriff possesses a surcoat bearing the insignia of his
ruler, a writ of authority, 2d10 gp, 40 + 2d10 sp, a potion of healing, and
5 gems worth 20 gp each.

Brigands: These bandits consist of 2d4 brigands (bandits) led by a
brigand leader?. They attempt to ambush the party from the roadside,
seeking to slay mounts and lightly armored individuals with bow attacks.
Knowing the area, they have advantage on Stealth checks made to remain
hidden while they await the party. They run if their leader or 25% or more
of their company is slain.
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%" Treasure. Brigands have 1d4 sp, and 2d4 cp. The brigand leader has a
- potion of healing, 1d4 gp, and 2d4 sp.
Cavalry Patrol: These patrols consist of 6 wilderness knights? and a
* sheriff?, all mounted on warhorses. They keep to the road for the most part,
= 'riding down fleet enemies and moving quickly in pursuit of recently sighted
“fugitives. If they suspect the characters of malfeasance, they make a pass
~with lances, and then return with longswords, attacking from all directions.
They behave much like the foot patrol regarding cooperative characters.
Worgs and Wolves: The worgs and wolves follow the characters and
‘ attack as they set their camp, or attack at night if encountered then. They
) seek to kill and drag off 1 or 2 lightly armored individuals, and may focus
5 on attacking and killing mounts if they can do so. They attack from one
) direction as a distraction to draw out their opponents (attacking on the
defensive), while others attack from behind. They prefer easy prey —
! sleeping characters and mounts in particular — over those that put up a
Py fight. They do not attack if they are outnumbered and fail to achieve surprise.
Ogre and Bugbears: The ogre charges into combat while the bugbears
E, attempt to sneak in behind the party, then cast javelins and charge. Once
_ fully engaged they prefer simple toe-to-toe fighting, with little finesse or
e tactical thought. They fight to the death.
s - Shadows: These beings only appear at night, or in caves or densely
wooded areas. The shadows attack as soon as they sense intelligent beings
o\ nearby, using no tactics, and fight until destroyed.
poe. Simrath the Vampire: See Wilderness Area 17 for details. If
i encountered as a random encounter, Simrath has ventured forth from his
r lair and haunts the night in bat form, or in humanoid form accompanied
ks by a pack of 2d6 welves. You may decide he simply passes the party by
%— on some other errand. If he attacks, he does so to his fullest ability. It
is best to have him ignore low-level parties. Simrath normally preys on
merchant caravans, slipping in and taking 1 guardsman on night watch,
without a sound. He always destroys the bodies of those he sucks dry,
usually weighting them with rocks and throwing them in a nearby stream
or river, as he has no desire for other vampires in his service.

.-ﬁ} - The Forest of Hope

. Thick and overgrown, the Forest of Hope provides shelter from winter
storms that batter the coast. Named for a local princess by her father, this forest
¥y is better known by its original name: the Forest of Horrors. Dens of spiders

= and other fell creatures are known to dwell within its bowers; only recently, a

% green dragon was discovered and slain by the hero Corondel. Common folk
avoid the trees, though adventurers and bandits often hide here. The patrols
avoid the forest unless they are in pursuit of some villain. Water and game are
abundant, and a xenophobic druid lives within the woods.

Forest of Hope Wandering Monsters

Check for encounters at the 4th hour prime (4 a.m., just before dawn),
and every 4 hours after. Encounters occur on a roll of 1 on 1d10. If an
% encounter is indicated, roll 1d10 using the table below. The following
cumulative modifiers apply: +2 if more than three miles off the main

merchant road; +4 if the encounter occurs at night.
& 1-2 Foot Pafrol
3-5 Outlaws
6-7 1dé monstrous hunting spiders
8-9 6d_4 brigands and 3 brigand leaders, led by a
5 brigand sorcerer
¢~ 10-11 1d3 worgs and 1d12 wolves
e 12 Drusilla the Druid* and her pack of 30 wolves
13  1d3trolls

14  3dé stirges
15-16 Nest of 3d6 large monstrous web-spinning spiders

*If killed, treat as no encounter
e 27
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Foot Patrol: These patrols consist of 8 footmen?, 2 wilderness
knights?, and a sheriff®. These patrols are searching the forest for
outlaws, and are not happy about it. They question the party about this,
and leave them alone (or enlist their aid) depending on circumstance. If
the party members are themselves outlaws, the patrol attacks and takes
no prisoners.

Outlaws: This is a group of 2d6 criminals (commoners) hiding from the
law. Mostly, they have committed offenses such as poaching or murder of a
love rival. They often band together for safety, though their life expectancy
in these woods is not much longer than a few weeks. They avoid the party
unless cornered, in which case they may ask for help, beg for protection
from a patrol, etc. This encounter should provide a great opportunity for
roleplaying. Either the characters can hunt down a wanted man, only to find
clues that he is innocent, or they can be put in an alliance situation where
they themselves must fight a patrol and become outlaws. Some have banded
together into an outlaw camp (see Wilderness Area 21).

Monstrous Hunting Spiders: These large hunting spiders are out
seeking prey. They drop from trees or leap from holes and try to kill 1
or 2 victims, hoping that the rest of the party leave their dead behind.
They are not intelligent, and fight until slain, unless presented with fire
or spectacular dazzling magic. Hunting spiders are giant spiders, except:

* Speed 30 ft., burrow 5 ft., climb 30 ft.

* Remove Web Sense, and Web Walker traits

Spider Nest: This is a nest of web-spinning giant spiders. The react
just like the hunting spiders except that they get a Wisdom saving throw
for the fire and visual effects scenario opposed against a spellcaster’s spell
DC or a Charisma (Performance) check. If they make their saving throw,
they continue fighting instead of retreating.

Brigands: This is a group of 6d4 brigands (bandits), with 3 brigand
leaders® and a brigand sorcerer?. Much more numerous in their forest
home, a couple of these brigands try to act friendly, while the rest surround
the party and fill them with arrows. They attack spellcasters first. They are
quite cunning, and you should allow them a chance to build up some trust
with the party before they attack in full, perhaps the next day. Once they
engage, they use flanking, cover, and surprise as best they can to gain an
advantage over their opponents.

Treasure. Each brigand has 1d4 sp, and 2d4 cp. The brigand leaders each
have a potion of healing, 1d4 gp, and 2d4 sp. The sorcerer possesses 10d10
gp, 5d10 sp, and has a 30% chance of a random magic potion or scroll.

Worgs and Wolves: Treat these encounters exactly like encounters of
the same type on the Coast Road.

Drusilla the Druid: See Wilderness Area 14. If met as a random
encounter, Drusilla is on some errand and even less inclined to tolerate
the presence of the characters. She may ignore the characters because of
the pressing nature of her errand. If the characters attempt to speak with
her persuasively, she may assign them an errand such as clearing out the
den of monstrous spiders (Wilderness Area 16), as they have grown too
numerous and are disrupting the balance. If diplomacy fails, she dispatches
some of her wolves to kill the party.

Trolls: These beasts are stupid and fearless. The trolls charge into
combat, only retreating if seriously damaged by fire or acid. They ask
for and give no quarter, though if they drop an opponent or two, they
may content themselves with hauling it off to eat if the surviving party
members retreat.

Stirges: During the day, these creatures rest and do not attack unless
disturbed. At night, they fly in and attempt to feast on sleeping opponents
first; 8 stirges may attack a single Medium creature. They favor sleeping
and immobile targets over moving or attacking ones. Once engaged, the
stirges fight until sated or slain.

The Dragonmarsh Lowlands

This area, dotted with copses of trees, serves as a perfect hiding place
for the bandits and outlaws that prey on the unwary. The drier portion
of the lowlands contains numerous limestone caves and box canyons.
Bandits frequently use these natural terrain features to set traps for the
unwary. Several marshy areas exist in the lowlands. One of these (known
as the “Troll Fens”) is well known and avoided by those not seeking death.
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even without the monsters. Thick clouds of mosquitoes make any travel
here unpleasant at best.

‘Dragonmarsh Lowlands
Wandering Monsters

Check for encounters at the 4th hour prime (4 a.m., just before dawn),
and every 4 hours after. Encounters occur on a roll of 1 on 1d10. If an
encounter is indicated, roll 1d10 using the table below. Add +3 if more
than 3 miles off the main merchant road or in the swamp. Add an additional
+4 modifier if the encounter occurs at night.

d10 Encounter
Foot Patrol — non-swamp only; otherwise no
encounter

2-3  Outlaws

4-5 2d4 brigands and 1 brigand leader

6-7  2d4 vipers — swamp only; otherwise 2dé wolves

8 2d4 trolls
9-10 4dé giantrats
Quicksand — swamp only; otherwise 4dé giant

11-13 rats
14 Froghemoth — swamp only; otherwise 2d4 trolls
15 Shambling mound — swamp only; otherwise 2d4
trolls
16 1dé+2 swamp lions (tigers) — swamp only;
otherwise no encounter
17 1d3 will-o’-wisps
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2% "1t is said that the quicksand and venomous snakes make this area unsafe

Foot Patrol: These patrols consist of 8 footmen?, 2 wilderness knights?,
and a sheriff® searching the lowlands for outlaws. They are not happy about
it. They avoid the swamps in all cases. They question the party and leave them
alone (or enlist their aid) depending on circumstance. If the party engages
in banditry, they take no prisoners. Once the party is well known (as good
guys presumably), these patrols become friendly. You should use this as an
opportunity to role-play with the players and to let them get their egos built up
about their fame in the local region. Statistics for the patrol is the same as above.

Outlaws: This encounter is treated exactly like the encounter of the
same name in the Forest of Hope. No statistics are provided for these
outlaws, for it is assumed that they are commoners with no adventuring
skills. If the encounter occurs in the swamps, there should be a veteran
leading the outlaws. This could eventually become a henchman of the
characters depending on your wishes.

Brigands: Treat these encounters exactly like encounters of the same
type on the Coast Road, though they are more desperate and may be
willing to barter with the characters.

Vipers: The swamps and surrounding lowlands are notorious for their
many poisonous snakes — cottonmouths and rattlesnakes primarily. While
not aggressive, they resent being disturbed. Rattlesnakes like to lurk among
rocks and in underbrush. Cottonmouths prefer to lounge on rocks or in tree
branches on swamp shores, and may drop on those passing beneath. For
some reason, the local snakes are often encountered in clusters.

Trolls: Treat these encounters exactly like encounters of the same type
on the Forest of Hope. In the swamp, they can be tracked to the Troll
Mound (Wilderness Area 4).

Giant Rats: Giant rats swarm like a carpeting mass, fighting until
slain unless confronted by scary visual magic (see Monstrous Spiders).

Quicksand: The party stumbles into a patch of quicksand or deep mud
1d8 x 5 feet in diameter. Trolls and other swamp predators like to stake out
quicksand patches and wait for prey to wander in. If a quicksand encounter
is rolled, make another random encounter check; if an outlaw, troll, giant
rat, shambling mound, or swamp lion encounter is rolled, these creatures are
lurking nearby, and attack if the party looks vulnerable. Outlaws may attempt
to bull-rush characters into the quicksand, and trolls may simply pick them up
and throw them in; giant rats, the swamp lions, and the shambling mound only
attack if someone falls in or the party otherwise looks vulnerable.
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Don’t be a Stick in the Mud!

Quicksand, also known as pluff mud in some circles, usually
appears in marshes near rivers, lakes and other bodies of water.
This variety of quicksand is known as wet quicksand. Because
deserts lack wet quicksand’s primary component — water — it is
rarely found in arid regions. Instead, its counterpart, dry quicksand,
is the substance generally accepted as quicksand.

Quicksand is an imperfect amalgamation of water and sand. It
forms when fine, granular particles such as sand or silt become
overly saturated by a swell of groundwater, which remains hidden
below a layer of sand. Whenever a creature steps onto the surface
and exerts enough pressure on the unstable soil, the loose grains of
sand and water quickly separate and transform into a soupy liquid.

In short, falling into quicksand is more akin to stumbling into a
previously hidden pool of water than plummeting through a crack
in the earth. Experienced wetlands travelers are adept at spotting
the telltale signs of this lurking danger.

Characters moving at their normal movement speed notice
quicksand with a successful DC 8 Wisdom (Survival) check or with
a passive Wisdom (Perception) of 8 or higher. Those traveling faster
than their normal movement speed barrel right into the quicksand
and sink 1d4 + 1 feet. At the beginning of each turn after sinking into
quicksand, the creature sinks another 1d4 feet. Provided the creature
is not completely submerged, they can escape from the quicksand on
a successful Strength check. The Strength check has a base DC of 10,
then increases by 1 for each foot the creature has sunk. If the creature
has sunk 5 feet, the DC of the Strength check would be 15.

If another creature is assisting the creature out of the quicksand,
the base DC for the Strength check is 5 and increases in the same
manner mentioned previously — for each foot sunk, the DC
increases by 1.

Froghemoth: There is only 1 froghemoth” in the swamp. It lairs in a
deep bog at Wilderness Area 1. If encountered as a random encounter, the
froghemoth is hunting for food. This is a potentially deadly encounter,
and it is advised with lower-level groups to provide some foreshadowing
of this creature’s arrival rather than simply springing it upon them. The
froghemoth always sticks close to swamps and pools, so it has a place to
escape to if badly injured.

Shambling Mound: This creature has had plenty of time to settle into a
well-disguised place and a successful DC 20 Wisdom (Perception) check
is required to notice the that shambling mound is anything other than
another pile of muck.

Swamp Lions: Swamp lions (tiger) stalk the characters, and attack
under cover of night. They are horrible, evil creatures that do not retreat
until wounded to fewer than 6 hp. They attack sleeping opponents and
mounts over alert defenders if they can. Swamp lions are larger than most
lions, and have a low, cruel intelligence.

Will-o’-Wisps: These evil beings attempt to draw the party into another
wandering encounter, or into deep water or quicksand. They only attack
directly if harmed. The will-o’-wisps follow the characters for up to a day
if left alone, waiting for another monster to cause trouble.

The Foothills

In these hills, which lie east of the Coast Road, is the dungeon of Rappan
Athuk. The hills provide a buffer zone between the Beach and the Forest
of Hope. The hills themselves are sparsely forested and rather idyllic in
appearance. Berries grow in abundance and cool, clear streams flow to the
sea. Some of the most beautiful sunsets can be seen from their tops. Their
beauty, of course, is a mask hiding the foul corruption that lies beneath
their verdant slopes, as the Foothills also house some of the nastiest
denizens in any portion of the world. Only the very foolish or very brave
reside here longer than necessary. Many small, natural caves and caverns
can be found riddling the foothills, and quite a few of these are lairs past or
present for outlaws, brigands, animals, and other fell creatures.
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Foothills Wandering Monsters

Check for encounters at the 4th hour prime (4 a.m., just before dawn),
and every 4 hours after. Encounters occur on a roll of 1 or 2 on 1d10. If
an encounter is indicated, roll 1d10 using the table below, adding +6 if the
encounter occurs at night.

d10 Encounter

1 2dé6 outlaws

6d4 brigands and 3 brigand leaders, led by a
brigand sorcerer

4-5 4dé goblins and 2d3 goblin leaders®?
6 1d4+1 giant bees
7 Aragnak the Red Dragon
8-9
10-11 3dé giant rats
12  3dé6 stirges
13  1d3trolls
14-15 2d6 ogres
16  2d6 wraiths

2-3

1d3 worgs and 1d12 wolves

Outlaws: As described in the Forest of Hope encounter, except that
these outlaws must be incredibly desperate or suicidal to hide here.

Brigands: Treat these encounters exactly like encounters of the same
type in the Forest of Hope, though they too are more desperate and may
be willing to barter with the characters.

Goblins: These goblins are scouts from the dungeon itself, and are
looking for game. They do not seek combat with the party, though may
fire arrows and flee.

Giant Bees: The hills contain several giant bechives that nest within
the many caves found in the area. Giant bees are not generally aggressive
unless provoked. If followed back to their hive with a successful DC 12
Wisdom (Survival) check, there is a 10% chance that the bees lead to
Wilderness Area 13. Giant bees are giant wasps, except:

» Hit Points 9 (2d8)

 Sting. Melee Weapon Attack: +3 to hit, reach 5 ft., one creature. Hit: 3
(1d6) piercing damage, and the target must make a DC 11 Constitution
saving throw, taking 3 (1d6) poison damage on a failed save, or half as
much damage on a successful one. If the poison damage reduces the
target to 0 hit points, the target is stable but poisoned for 1 hour, even
after regaining hit points, and is paralyzed while poisoned in this way.

Aragnak the Dragon: This encounter is described in the Bandit
Groups chapter, below. Aragnak patrols the region on the wing, looking
for characters to frighten into surrendering their treasure. There is a
high probability that he does not attack a party entering the dungeon,
but instead waits for them to exit before making himself known. This
encounter is best played as the characters sighting the dragon overhead,
but not actually fighting him (until later).

Worgs and Wolves: Treat these encounters exactly like encounters of
the same type on the Coast Road.

Giant Rats: Treat these encounters exactly like encounters of the same
type on the Lowlands.

Stirges: Treat these encounters exactly like encounters of the same type
on the Forest of Hope.

Trolls: Treat these encounters exactly like encounters of the same type
in the Forest of Hope.

Ogres: These vicious giants attack immediately and with very little
coordination.

Wraiths: The wraiths are the restless spirits of those slain in the
dungeon, out to seek revenge on all living things. They fight until slain;
draining sleeping creatures first.
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g The beach itself is safer than the hills, but is too removed from the

oad to be patrolled. Food supplies are abundant here, and the beach can

+ be a great source of survival for the lost. This food supply also attracts

others, however. Pirates frequent this beach, as the intervening wilderness
prevents assault by soldiers from nearby cities. The waters contain
shoals and reefs, as well as an abundance of sharks, which prevents most
mariners from approaching the shores. Numerous ships have wrecked in
the area, and treasure diving could be profitable for anyone brave enough
to deal with the sharks.

Beach Wandering Monsters

Check for encounters at the 4th hour prime (4 a.m., just before dawn),
and every 4 hours after. Encounters occur on a roll of 1 on 1d20. If an
encounter is indicated, roll 1d10 using the table below.

d10 Encounter

1-2 Merchant ship
3  Pirate ship
4-6
7-8 2dé ogres
9 1d3sirens®
10 Marty the Imp*

Pirate raiding/foraging party

*Treat as no encounter if Marty has been killed.

Merchant Ship: Treat these encounters exactly like encounters of
Merchants on the Coast Road, with the exception that they do not bother
with the party unless hailed or approached.

Pirate Ship: A pirate ship is sighted off the coast. The pirate vessel is
crewed by a pirate captain (bandit captain), a pirate priest (cult fanatic),
1d3 pirate mates (thugs), and 10 + 3d6 pirate ruffians (bandits). They
may land a raiding/foraging party at night within 5 miles of where they
were spotted (see below). If morale is good, the captain has his pirate
ruffians charge into battle, followed by the pirate mates, who go after
particularly juicy or troublesome targets. The captain usually takes on
the biggest threat remaining. The pirates have no compunction against
ganging up to take out a foe. If morale is bad, then instead the captain and
the mates charge first, to inspire the remaining pirates to enter the fray
the following round. In any case, the pirate priest always hangs back and
supports the crew with spells.

Treasure. Each ruffian possesses 2d4 gp, 3d4 sp, and 2d4 cp. The mates
have 1d4 sp, and 2d4 cp. The priest possesses a silver unholy symbol of
Dagon, 3d6 gp, and 3d6 sp; there is a 30% chance that his armor or a
single weapon is +/.

Pirate raiding/foraging party: This group is 90% likely to be
provisioning their ship with fresh water, fruit, and small game, in which
case the party is composed of a pirate mate (thug) and 5 + 2d6 pirate
ruffians (bandits). However, the other 10% of the time it is either a raid
in force against the characters, or a group seeking to bury or uncover ill-
gotten pirate booty. Such groups consist of the entire complement of the
pirate ship (see above), minus a skeleton crew of 1 pirate mate and 6 pirate
ruffians, who remain aboard the ship.

Ogres: Treat these encounters exactly like encounters of the same type
in The Foothills.

Sirens: These creatures closely resemble mermaids, and enjoy
lounging on coastal rock formations, singing their enthralling songs and
luring sailors and travelers to their doom. They use their /uring song to
captivate as many as they can, and draw them into deep water where they
unfortunate victims drown and are eaten. Occasionally a siren® may find
a land-dweller particularly appealing and spare him, to bring him down
to their underwater grottoes to dwell with them...until they tire of him.
Marty the Imp: If Marty (an imp) is encountered, the characters will
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likely never notice him. He does not engage them, instead preferring to
follow them using invisibility to remain unobserved while noting the
exploits of the characters. The 3 sea hags (Wilderness Area 19) he serves
often send him out on such missions to keep tabs on activities in the region.

If the characters have started making a reputation for themselves as
people the hags might wish to meet, they may arrange to have Marty lure
them to their lair with subtle hints and clues, like treasure maps placed
amid the possessions of enemies the party has just defeated. This might be
done if the hags wish to employ the party or desire an item or knowledge
the characters possess. Should the characters detect Marty, he does his
best to evade capture or attack. If they should manage to kill him, they
carn the eternal enmity of the sea hags, who stop at nothing to avenge
their loss.

Bandit Groups

The area surrounding Rappan Athuk has attracted various intelligent
denizens — parasites intent on relieving a dungeon-weary party of their
hard-earned treasure. Several of these groups spy on parties entering
Rappan Athuk, only to strike them on the way out of the underworld.
You should use these encounters as you see fit to further the campaign,
based on the relative difficulty and commensurate amount of treasure
gained by the party. If the party has a reputation in the local area for being
very powerful, many of these would-be brigands only attack if the party
appears severely weakened. By contrast, some of the more powerful
monsters attack more famous groups in preference to a weaker party, as
they believe them to be more likely to have items worth liberating.

It is also a strong possibility that one or more of the following bandit
groups are at war with another group, allowing the characters to possibly
roleplay their way out of conflict by agreeing to work for one group
against another. If the party is having a bad go with one of the bandit
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chance to escape as the two groups fight each other.

Likewise, each of these bandit groups has a lair or hideout near the
dungeon, as indicated in their descriptions. You should feel free to expand
on the bandit groups and make them unique to your game world.

Bandit Group 1 —
Vorlak and His Kobold Gang

This encounter can be used when the party first exits the dungeon with a
load of treasure. The purpose is to teach them a lesson about overextending
themselves. If they survive this encounter, then they prepare for the more
dangerous robber-opponents to be faced later.

Kobolds! This encounter starts when the 1d4+1 kobolds on watch over
the entrance of the dungeon run back to warn the others, and 10 rounds
later the party finds themselves surrounded by a veritable army of spears
and arrows. The bandit group consists of a horde of 112 kobolds, led by an
ogre named Vorlak. Their lair is detailed in Wilderness Area 18.

Tactics. These bandits are neither intelligent nor brave, and are happy if
they can scare the party into compliance. They flee from direct assault, but
shower the party with sling stones if the group seems intent on hostility.
Though Vorlak demands that the characters drop all they carry, he allows
them to wear their armor. Anything concealed escapes his attention.
Weapons, packs, sacks, and all else carried are forfeit. If they are stripped
of equipment, you should avoid nasty encounters until the group has a
chance to re-equip itself. If the party refuses, the kobolds hurl a volley
of stones. If Vorlak is killed, or if the party charges, they hurl a volley
and scatter. Many kobolds continue to hurl sling stones even if some
are attacked as they are spread out over a wide area. Only those directly
charged flee. Spectacular magical effects (e.g. a fireball spell) cause them
to simply turn tail and run.

Bandit Group 2 — Corrak the
Doppelganger and Her Brigands

This group consists of 12 brigands (bandits), led by a doppelganger
named Corrak?, a dwarf named Grawlic?, the half-elf Zanaphia®, and a
half-orc named Jel®. This bandit group is also a good one to use against
lower-level parties.

Tactics. This gang captures the party’s horses after they descend into
the dungeon and “ransom” them back to the party once they exit for an
exorbitant amount of gold. If the party never returns, they keep the horses.
If the bandits feel the need to attack, they use classic tactics — Zanaphia
stays back and hurls spells, while the brigands box in the party and Corrak,
Grawlic, and Jel try taking down 1 character at a time. This bandit group’s
lair is detailed in Wilderness Area 15.

Treasure. Corrak has 3 flasks of acid, 3 +7 bolts, a lyre of building®™,
thieves’ tools, 65 gp, 154 sp, and 6 gems, worth 300 gp, 200 gp, 100
gp, 40 gp, 150 gp, and 50 gp. Grawlic has 10 bolts coated with paralysis
poison (1d4 rounds), thieves’ tools, 150 gp, and 5 gems worth 25 gp each.
Zanaphia possesses a wand of charm person®™, a leather pendant (detects
as magical, but is not), a platinum ring worth 50 gp, her spellbook, and
145 gp. Jel has a +1 shortbow, 1 +2 arrow, and 3 gems, worth 10 gp, 50
gp, and 125 gp. Other brigands have 1d4 sp, and 2d4 cp.

Bandit Group 3 —
Daarog’s Ruffians

This band of 42 hobgoblins is led by a half-orc barbaric fighter named
Daarog®, and Zorzunar®?, a half-orc cleric of Grotaag. Despite being led
by a barbarian, this group is remarkably disciplined.

Tactics. Unlike the more chaotic groups, these spy on the characters as
they enter the dungeon and then set an elaborate ambush for them as they
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& exit, using well-planned military tactics such as “L” shaped ambushes

. with pits or punji stakes on the open end of the ambush. Daarog likes to
remain mounted on Crusher, his warhorse (with maximum hit points),
" and charge back and forth through melee with his superior mobility. This
~_is probably not a good ambush to use on a party on its first trip to Rappan
“*Athuk. Their lair is detailed in Wilderness Area 7.

L. Bandit Group 4 —
i Aragnak the Red Dragon

This encounter can occur either at the exit of the dungeon or on the
island lair of Aragnak (male adult red dragon) (Wilderness Area 24).
Depending on where it happens, different situations apply. Aragnak flies

over the wilderness area looking for only the most notable and important
# characters. If the characters aren’t famous enough for him to know who
; they are he does not bother with them. This encounter should not be used
ke on lower level characters.

o - Tactics. If Aragnak is encountered as a bandit encounter, he lies in wait as

the party is exiting the dungeon. Aragnak understands adventurers, if strong
enough to survive the depths of Rappan Athuk, are fearsome opponents.
Aragnak reveals himself 100 feet away from the party, with a fierce roar
and flapping of wings. In a booming voice, he demands that the players strip
and leave everything they have on them in a pile. If they refuse, he flames
them once and makes his demand again. If they charge him, he uses frightfil
_ presence, then takes flight and attacks from the air, using his breath weapon,
B bite and claw attacks. Only once they are mostly (or all) dead or incapacitated
Y- does he land and pick through the remains. If Aragnak is seriously wounded
Fos (over 50% hp lost), he retreats and flies off to his island lair.

Bandit Group 5 —
# Turane and his Trolls

Turane® the wizard and his band of 5 trolls patrol the area to the south
of the Troll Fens and the west of the Coast Road. They specifically target
e arcane casters, looking to relieve them of any magical items recovered

- from the dungeon. By a prior agreement to aid the trolls of the Troll Mound
(Wilderness Area 4) with magic, the trolls are under orders from their leader
not to kill Turane. In fact, many desire to serve him since he is known as
a friend of trolls. Because of the evil nature of the trolls, however, Turane
Foy worries that the next leader of the Troll Mound may not be as desirous of his
services. Turane’s cave is detailed in Wilderness Area 5.

Tactics. Turane watches any parties containing potential arcane spell
casters using his various magic spells. Once he finds such a group, he keeps
an eye on them until they enter and return from the dungeon. He then sends
his trolls to attack the party, using his spells to support them, while he remains
invisible. He watches and identifies the lead character of the party and holds
him or her using his wand of binding. He then appears and agrees to call
off his trolls (and free the held character) if the party agrees to surrender
to him all the magic items they recovered from the dungeon. He notes that
- he is being “reasonable” by only requiring them to turn over the items they
recovered from the dungeon rather than all their items, commenting that he
could simply allow his trolls to kill the characters and take all their items.
He casts dominate person on the held character and forces that character
to tell if the party is properly revealing their newly acquired magic items.
If the party did not recover any magic items from the dungeon he requires
them to surrender one of their current magic items of his choosing. If the
characters do not agree, he orders the trolls to slaughter them. If harried he
casts dimension door and escapes to safety, then flies away to his lair.

Bandit Group 6 —
The Dishonest Patrol

This is a dishonest group of the Coastal Patrol, led by the Sheriff
Ostland? and his captain Felrara®, and includes 2 sergeants (veterans),
Erlin and Gortizin, and 14 footmen”. Felrara is the motivating force
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behind the corruption of this patrol and is the actual leader, though she
makes it appear that Ostland is in charge. These soldiers ostensibly patrol
the Coast Road, but they have turned corrupt and now pick up an extra
“tax” from adventurers coming out of the dungeon. The bandits maintain
a hideout in the Forest of Hope at Wilderness Area 6.

Tactics. The group lurks near the entrance to Rappan Athuk, and
demands that the characters surrender half of all coins and gems brought
up from the dungeon as soon as they emerge. They allow the party to keep
magic items. If the party is relatively low-level, this is a good bandit group
to confront them with after their first foray into the dungeon. Should battle
ensue, they close and engage in melee as soon as possible, only retreating
if 1 of the 2 leaders, both lieutenants, or at least half the footmen are slain.

Treasure. Sheriff Ostland has a potion of healing, surcoat bearing the
insignia of his ruler, writ of authority, 5 gems worth 20 gp each, 134 gp,
and 12 sp. Felrara has a potion of greater healing, a +1 battleaxe, surcoat
bearing the insignia of her ruler, 303 gp, and 106 sp. Erlin & Goritizen
each have 3d20 gp. The footmen have 2d12 gp.

Bandit Group 7 —
Ghotan’s Ravagers

Ghotan®, a bugbear chief, leads a squad of 10 bugbears and is assisted
by Scarl®, a bugbear priest of Orcus. They have recently moved into a
crumbling fortress to the south, and are engaged primarily in scouting out the
region, determining the location and strength of other natives, and observing
the traffic along the Coast Road. They only engage in battle if backed into
a corner or they think their target is weak; otherwise they are content to
observe for the time being. Ghotan’s base is detailed in Wilderness Area 23.

Tactics. If they do decide to fight, 4 bugbears lead an attack from one
direction to provide a distraction, then Ghotan, Scarl, and the other 6 attack
from the opposite side. They seek to close with their prey as quickly as
possible, cut down any defenders in melee, and make off with their booty. If
they lose more than half their numbers Ghotan sounds a retreat, but should
either leader fall, the remaining bugbears fight to the death. Due to the lethality
of this encounter, it is recommended that it be used initially as a harbinger of
things to come — the bugbears may be spotted observing the characters and
retreating, only to strike when they have become a bit more seasoned.

Bandit Group 8 —
The Waytt Family

Brayce Waytt, a skilled half-orc con-man, leads his family of miscreants
around the Horsefly Swamp and northern Coast Road, seeking to pick off
stragglers, or perform some low-stakes con. The Waytt family is described
in detail at Wilderness Area 34.

Tactics. Typical tactics for the family are: Brayce approaches caravans
or travelers from the front, claiming to be a sell-sword or adventurer that
has lost his party. Roddick is always off to the side, within line of sight,
carried into place by one of the twins. Infrequently, Roddick is placed
into a backpack and carried by a twin (although he despises this mode
of transport) if the terrain is difficult to maneuver in. He makes use of
his spells (particularly sleep, his favorite), intelligently, maximizing the
confusion of any opponents. He also tries to spot where loot could be
found from his distant location. The other twin typically takes a flanking
position, to throw rocks or charge in if needed. He stays hidden in
whatever ambush Brayce has cooked up. Lily typically stays close to
Mama, smiling and fussing over her to no end. Should anyone approach
the wagon, the smile drains from Lily face, replaced by the cold look
of stone. She draws out her thin shortsword, and prepares to defend her
mother with everything she has. If Brayce has time to plan out an ambush,
he may use Lily as a “fair maiden” to lull would-be rescuers into a deadly
trap. In this case, Brayce is quick to remove Lily from potential harm,
while Roddick and the twins keep them occupied.

Encounters. The Waytts can be encountered in several ways:

» The Tactics section above details how the Waytts form up when they
are attempting banditry.

:
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* Just as frequently, Brayce concocts a confidence game against travel-
ers; he portrays himself as a salesman, with “cures and remedies for the
common man”, nothing more than a snake-oil salesman. He is, however,
very skilled at the deception, and it requires a successful DC 20 Wisdom
(Insight) check to see through his con. Brayce typically pulls this con alone,
or occasionally with Roddick and Luug, used as “props” or assistants. Lily
can also be used as a distraction, so marks do not pay too close attention to
Brayce’s wares. He has 1d6 different tonics for sale, each “guaranteed to
cure what ails”, typically for 2d6 gp, or whatever his marks can bear.

A favorite con for Brayce is the “traveling evangelist”. He poses as a
dirty orc, preaching the words of enlightenment and forgiveness. His por-
trayal of a humanoid beast in these cases is perfect, and his humility and
self-degradation are almost over-the-top. He uses Luug and Urk in these
scams, portraying the 3 of them as goodly humanoids, just seeking fairness
in the world, escapees from torture and slavery in the dungeons of Rappan
Athuk. “All we seek, friend, is perhaps a few coppers so we can make our
way in the world. Anything you can spare is more than charitable.” Lawful
clerics and paladins can hardly say no to such a request and is a good time
for you to really lay on the guilt, and lighten the party’s monetary load.

* Another option for encountering the family is that occasionally,
when Lily is in a particularly foul mood, she goes off on her own to
“hunt”. Hunting for Lily involves finding lightly-armed or small groups
of travelers, and murdering them in their sleep. Unbeknownst to Lily,
news of her “hunts” have made the gossip-rounds up the Coast Road,
so her exploits are gaining attention from the local sheriffs and foot-pa-
trols. They are on the lookout for the Waytts (specifically Lily), and
may enlist the characters to help in the search. Currently, there is a 200
gp reward for her, dead or alive, payable by the sheriffs.

Monster Lairs and
Encounter Areas

In addition to the bandits, there are several creature lairs and encounter areas
in the wilderness area surrounding the dungeon that do not exist specifically to
prey on adventurers. These are more “traditional” monster lairs.

Area 1. Bog of the
Dragonmarsh Froghemoth

There is only one froghemoth? in the swamp. It dwells in a particularly
fetid bog deep in the heart of the Dragonmarsh mires, although it often
slithers out into the surrounding wetlands, looking to feed its voracious
appetite. Although it is not intelligent or avaricious, its penchant for
dragging kills back to its lair for later consumption has resulted in a fair
collection of valuable items, although finding them may be difficult in the
boggy water. The froghemoth’s pool is roughly 50 feet in diameter and 40
feet deep; its murky water blocks visibility more than five feet.

Treasure. Scattered in the muck at the bottom of this pool is the
froghemoth’s treasure. For each 10 minutes of searching, the party finds one
of the following after a successful DC 16 Wisdom (Perception) check: 800
gp in loose coin, a suit of +1 plate armor, a +1 battleaxe, a staff of striking.

Area 2. Grove of the Fethine

The Fethine is a clan of 36 pixies® and 23 grigs?, along with innumerable
softly glowing balls of light known as witchlights®. The clan is ruled by
King Elmander and Queen Kaja, along with their children, Erika and
Willow; the leader of the grigs is a musician and composer named Krrk’a
Tink. See “Who’s Who in the Fethine” for further details on the members
of the Fethine.

Clanhome. The clan dwells in a clearing amid a small wooded valley.
Characters may notice this area in one of two ways: by night, they may see
witchlights disporting above the woods, which could attract their curiosity,
and by day, they may be approached by Erika Thistledown, a pixie fascinated
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by humans and other “Big Folk™; she sometimes goes on excursions to thers
Coast Road to spy on them as they pass. The clearing is a flat sward, 60 feet
in diameter, with a stream running along it to the west and a rock formation
that serves as the king’s throne at the southern end. The pixies live in small
nests in the surrounding trees, while the grigs favor cozy burrows along
the stream bank. The fey spend much of their time in the clearing, flitting
about and playing. Badger racing (with the cooperation of the local badgers)
is a common entertainment. They run a complete circuit of the clearing
while the pixies flutter overhead cheering them on, and then the winner is
decorated and fawned over. The current champion is a honey-furred fellow
marked with dark streaks, which they have named Sir Buzzlebum.

The Fethine. Though a carefree and insular people, the Fethine do have
one persistent thorn in their collective side — a fearsome beast called a
bone crawler, that dwells beneath a nearby temple (Wilderness Area 3).
On those occasions that the Fethine attract worthy guests, they arrange a
meeting with this beast, in the hopes that their guests can weaken it, then
follow it into the temple and finish it off.

Who’s Who in the Fethine

King Elmander?: Ruler of the Fethine, the king is a wizened old pixie
with skin the color of burnished wood. He speaks and moves seldom,
but when he does talk his words are unquestioned laws. Elmander spends
most of the evening watching the characters and gauging their attitudes.

Queen Kaja®: Elmander’s wife, Kaja is still a great pixie beauty, and
knows it. She delights in compliments, courtly manners and flattery, but
is not particularly vindictive or cruel if she does not receive these. A half-
dozen fluttery pixie? handmaidens form her entourage; they spend much
of their time giggling and whispering to each other while studying the
characters. Queen Kaja also keeps a trio of elder witchlights? at her side
as pets, which she has named Ebb, Flow, and Dropsy.

Erika Thistledown: Erika (NG female pixie who speaks Elven,
Goblin, and Gnome) is the youngest daughter of Elmander and Kaja and
harbors an unusual fascination for outsiders. Though most of her kind
enjoy playing pranks or taunting humanoids, she is genuinely curious, and
flutters about, asking them questions like, how do they avoid tripping with
their huge feet? Why doesn’t the ground shake when they fall? Isn’t all
that hair growing on their chins itchy? If driven off, she may continue to
observe them at a distance, to see what they do.

Thub Dourberry: Every tribe of pixies has one master of pranks, or
Puck, and Thub (CN male pixie) is the duly appointed prankster of the
Fethine. He was given this duty because, according to Kaja, he’s “as uptight
as a sprig-tick,” and she thought this would help loosen him up. In fact,
Thub hates his position, as he is unusually scholarly for a pixie and would
much rather spend his time observing the breeding habits of mayflies or
charting the ripening times of spring strawberries. Unfortunately for him,
on occasions such as parties involving non-sprites, he is honor-bound to
try a few good pratfalls at the expense of the guests.

Willow Clouddancer: Willow (CN male pixie) is the king and queen’s
eldest son. He has a sour, cruel-hearted disposition that makes him ideal
for the position Thub currently occupies. Willow was the tribe’s Puck until
Kaja appointed Thub to it, and he is now quite jealous. He spends much of
his time these days sulking.

Krrk’a Tink: Krrk’a (NG female grig fiddler®) is the leader of the
grig musicians, and their conductor. She is very shy and does not speak to
non-sprites if she can help it.

Tactics. Though not warlike, should the Fethine be attacked, they
are quite capable of defending themselves. The grig musicians use their
fiddle ability to cause their attackers to start dancing, while the pixies
turn invisible and riddle their opponents with magic arrows, using the
trees as cover. They fight to the death to defend their home. The Fethine
are also on good terms with Drusilla, the druidess of the Forest of Hope
(Wilderness Area 14), and if need be can call upon her for assistance or
vengeance against aggressors.

A Fethine Party

Unlike many fey, the Fethine are not entirely xenophobic when it comes to
other races, and once every few weeks they attract company, either through an
invitation by the gregarious Erika Thistledown on one of herjaunts, or when
some group of bandits or adventurers stumbles upon their valley.




The encounter begins when the party is approached by Erika

& Thistledown, either while they travel the Coast Road or in their expeditions
‘, in the northern Foothills region (within 10 miles of their home). Assuming

‘the characters treat her diplomatically, Erika invites them to a “little party”
the Fethine are having. If asked about Rappan Athuk or about the local
area, she hints and teases that she knows valuable information (which she
does), using this as a lure to get them to come to the festival.

The Fethine have parties every night, and this night would have been
no exception. However, upon learning of the arrival of outsiders, the tribe
intends to go out of its way to make this a memorable occasion for all
concerned — and perhaps deal with a nasty threat in the process.

Assuming the characters agree to Erika’s proposal to join them for a
party, she eagerly leads them back to the Fethine grove, where word has
preceded her and preparations are already underway for the party. Spider
silk is being strung from tree to tree, where witchlights can perch and
glimmer at night. Flat stones are lugged out to serve as banquet tables,
and pixie lads and maidens busily prepare thimble-sized leaf cups to hold
berry wine, nuts, and other tasty party treats.

The festival should take place over several stages, as follows:

Meet the Court. The party is escorted to the king and queen, to make
the usual courtesies, and to get a look at the faerie court. How diplomatic
they are, and how much in particular they flatter the Queen, go a long way
toward how they are regarded by the rest of the court that evening.

The Puck. At some point, Thub approaches a character when the other
fey are distracted and begs a favor of them. He explains that it is his job to
play pranks on them, but he’s not very good at it, and he would be grateful
for any cooperation they could show — maybe by acting surprised and
dismayed when he pulls one off. He looks woefully unhappy, peering at
the ground from behind tiny spectacles. As the night continues, he plays
a few pranks on the characters, but they are all particularly lame, clichéd
things, like tying bootlaces together, putting weevils in their wine, setting
off an anemic stink bomb that produces a not-unpleasant odor, or even (if
desperate enough) flying up behind one invisibly and yelling “Boo!” If
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characters react suitably scared and chagrined, Thub is happy, though the
Queen a bit upset at the weak pranks and the fact that the characters are
falling for them. If they fail to fall for them, the Queen berates Thub, and
he becomes even more miserable. However, if they were to help him come
up with some better pranks without the Queen’s knowledge, she would be
impressed and Thub eternally grateful.

Erika and Willow. Erika spends quite a bit of time with the characters,
twittering and observing everything they do. If there’s time before the party,
she offers to take them to meet the local badgers. She does not answer
questions about the region or Rappan Athuk except to say that the king shall
answer their questions later. Willow, her brother, has been sulking since he
lost his position as Puck, and is further jealous of all the attention Erika is
receiving from the characters. He becomes increasingly acrid and petulant
in his comments as the party progresses. There is little the characters can do
to assuage him, short of humiliating Erika or the king and queen.

Early Evening. The party begins as dusk ends and night falls. The
witchlights all start to glow in beautiful pastel hues, and millions of tiny
pinpricks of light gleam on foliage throughout the clearing. The grig
musicians play a merry jig, which immediately gets the pixies out dancing
through the air in the clearing. Several of the pixies fly up to the characters
and invite them to go out and dance with them. If the party does so and
dances very well, with DC 14 Charisma (Performance) checks, they earn
some measure of esteem from the Fethine. As the evening continues, Thub
begins playing his sorry excuses for pranks on the party, and the queen
gauges his success. Willow refuses to dance, even with the comeliest of
the pixie maidens, though a female character may lure him out to dance
with a DC 15 Charisma check or some fabulous role-playing.

Mid-Evening and the Fight! At about the 10th hour non, at the height
of the festivities, the witchlights to the north of the clearing wink out, and
a whisper of unease passes through the celebration. King Elmander makes
a gesture to the grigs, and they begin playing a rhythmic, throbbing tune.
Erika flutters up to the characters and tells them not to fight the beat, but
to use it to their advantage.

Moments later, the pixie dancers squeak in terror and flee the clearing,
as a shambling horror lurches into the clearing. This creature, apparently
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crawler® that guards the entrance to the Tomb of Final Sacrament, Level
1A of Rappan Athuk. The Fethine, by King Elmander’s quiet instruction,
deliberately played loudly enough to attract its attention. Once it enters
the clearing, the grig music forms a pulse-pounding beat. Those within
the clearing feel seized by its rhythm, and start dancing to the beat. A
successful DC 14 Wisdom saving throw resists the effect; the bone
crawler automatically fails this saving throw. Any character who makes
their saving throw and then breaks the rhythm of the dance disrupts the
grigs’ music. Then everyone can act normally.

Should the music be disrupted, the bone crawler immediately launches
into a full-scale assault, attacking with all its limbs. When its bone armor
hit points have been reduced to half] it retreats, whether or not the music
still plays. Attacks against the creature while it is dancing have advantage.
Assuming the characters do not deliberately disrupt the rhythm of the
music, this should allow them to gang up and weaken the bone crawler
in an environment where they have an advantage, which should make an
encounter with it at the Temple of Final Sacrament somewhat easier, should
they not delay long enough for it to heal naturally and repair its armor.

The King Speaks. Once the bone crawler has departed, the pixies
reemerge. The grigs strike up a more traditional tune, while the pixies
flutter around the characters, complimenting them for their bravery. Then
King Elmander addresses them, and all the Fethine fall into a hush. He
compliments their fighting skill, assuming they acquitted themselves
well, and informs them that they just fought with the guardian of a nearby
temple of darkness. He tells them of the location of the temple, and that
few who have entered ever return. The party may ask questions of him;
how he answers these depends on how courteous the characters have
been. When the Q&A session is concluded, King Elmander commands
the festivities to resume.

After the Party. Barring character intervention, the dance ends a
few hours later. The Fethine all bed down for the night, and invite the
characters to rest in their clearing, where they will be safe from further
harm. They are free to do so or not as they please. The next morning, Erika
once again brings them before the king and queen, with the full court in
attendance. The king thanks them for their participation in the party (or
castigates them if the characters were boors), and sends them on their way.

Treasure. Depending on how the characters behaved the night before,
they may be presented with a number of rewards to aid them in their quest:

* Ifthe bone crawler is defeated, and the characters generally are cour-
teous and acquit themselves well, the king presents them with a ceramic
jar holding 5 applications of restorative ointment.

 If the queen is flattered and praised by the characters, and she is not
unduly disappointed by their being “duped” by dumb pranks, she offers
them a comb of desnarling™

This comb would be worth 500 gp on the open market.

+ Erika offers them each a kiss on the cheek or nose to those characters
who are kind and hospitable to her. This grants them a +2 luck bonus on
their next single saving throw to avoid danger or a malign effect.

* If the characters helped Thub, particularly with coming up with bet-
ter pranks than his own, he has nothing tangible to offer them, but does
promise his friendship, and that he would be happy if they should call
on him in the future to perform a service for them.

» If a character performed exceptionally well dancing, or joined the
grig musicians in performing and did very well, with a successful DC
20 Charisma (Performance) check, Krrk’a Tink offers them a reed whis-
tle of confusion®. The whistle can only be used once.

 Finally, if Willow is somehow befriended without the aid of magic,
he offers the person who performed this unlikely task an azure gem-
stone. This is a dark blue rhomboid ioun stone of awareness.

Area 3. The Black Fane

At the center of a clearing, surrounded by stunted pine trees, stands
a weathered building constructed of pure black marble. It has a gently
peaked roof protecting a single central chamber. The roof is supported

o o NG N o R o

WILDERNESS AREAS: DYIN%

'a mass of fused bones with tenticular limbs writhing forth, is the bone

along its periphery by black, Parthenon-style pillars. No ﬂora grows within:#
15 feet of the structure, and the ground bears a dark reddish taint, as if it
has soaked up countless gallons of blood. The fane is 30 feet wide and 40
feet deep. The opening to the central chamber is 20 feet wide and 18 feet
high. The entire structure seems to drink in all light that shines upon it. If
the bone crawler has been tracked here after an encounter at Wilderness
Area 2, the tracks lead directly up to the fane and down the ramp.

Inside the Pyramid. The vaulted interior is empty save for a ramp 20
feet wide that gently descends 50 feet to Area 1A-1 of Rappan Athuk.
Close inspection of the floor inside the temple with a successful DC 10
Intelligence (Investigation) check reveals numerous scratch marks, as if
bladed weapons had been drawn across the stone repeatedly, particularly
on the ramp. Splinters and shards of bone also litter the ground in and near
the fane.

The Plaque. A large memorial plaque like a gravestone is set into the
ground before the entrance, made of the same black marble as the rest of
the structure, inscribed with the Epitaph of Final Sacrament.

The Epitaph of Final Sacrament

Where for the glory of the Horned One does the true essence lie?
Not in the skin, that tattered rag that clothes us, strip it away.
Not in the flesh, mere meat to rot to nothing; let the worms
feast upon it.

Not in the brain, for thought is fleeting, ever changing; crack
the skull and suck it forth.

Not in breath, that most fragile of sighs so easily stolen; drown
it in tears and pain.

Not in the belly, that furnace of power, for it so easily turns;
dissolve it in acids of its own creation.

Not in the seed of man and woman, the agent but not
the source of the spark; it shall waste away in the shadow of
false hope.

Not in the bones, the final dancing relic of the dead; crush
them to dust and let the wind take them.

Where then does the true spark hide?

(The final line of the Epitaph has been chiseled away.)

Area 4. The Troll Mound

This lair contains a large tribe of 42 trolls, led by a matriarch troll *
priestess. These trolls are loosely aligned with the evil wizard Turane
(see Wilderness Area 5), and provide him safe haven in return for gold,
gems, and arcane potions. Several particularly adventurous trolls serve the
wizard as bodyguards.

The Mound. The troll mound consists of a large troll-made hill,
connected to many entrances via a series of tunnels, both dry and water
filled. There are 11 such entrances (see Wilderness Map 2). The swamp
is difficult terrain, and running or charging requires a successful DC 14
Dexterity (Acrobatics) or Strength (Athletics) check. Failure indicates that
the individual in question has rather unceremoniously fallen prone into a
pool of muck. Trolls are unaffected.

While the trolls are quite aggressive, they have also become the masters
of this swamp, and as such, have become lethargic about keeping watch
on their domain. Hence, there is only a 50% chance per 10 minutes spent
within one mile of the mound that an encounter with 1d6+1 trolls occurs.
Each round of combat draws an additional check for 1d4 additional trolls,
arriving 50% of the time until 20 have been vanquished.

Swamp Tactics. Trolls encountered in the swamps have many tactical
advantages over their foes. If faced by fire, there is a 50% chance that a
troll that has been reduced to 25% or less hit points simply jumps into a
nearby pool of water to avoid destruction. Another tactic is for 2 trolls
to grapple anyone wearing heavy armor, and dive into a nearby pool
trying to drown their victim rather than face a stand-up fight. While evil
and stupid, these trolls use the local terrain to the best of their abilities,
gaining advantage on stealth checks while in the swamp. The trolls are
too dumb and cocky to get help, and they do not retreat to warn their
fellows in any case.

The Entrance Tunnels. Of the 11 tunnels shown, 1-5 dtre dry, 6-9 are
partially water-filled, and 10-11 are completely submerged beneath the
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fetid marsh water. The dry tunnels may be crossed with ease, the partially
water-filled tunnels require any creature less than 3 feet tall to swim.

Within the Mound. At any given time, there are 4d6 regular trolls and
the troll matriarch, FedorlaZ, in the mound. These creatures are randomly
distributed throughout the mound, going about their daily business, though
Fedorla keeps to the center of the mound. The interior of the mound is 100
feet in diameter, the ceiling supported by the natural high points of the
land, with three water pools (each leading to an underwater tunnel). The
roof itself is made of wet grass and hides, stretched over a framework of
sturdy wooden poles. Sleeping areas are scattered about, no more than
rough piles of bones, grass, and hides. In the center of the chamber is an
unholy shrine to some bizarre, primitive troll god (an evil form of the
barbarian god, Bowbe), upon which are littered piles of gold and gems,
torn and shredded armor bits, and rusted weapons. No other treasure is
present in the mound.

Mound Tactics. In a direct fight, the trolls, being simple minded and
fearless, charge and attack. They may try to grapple as described above.
They never retreat from this “holy” ground, and fight to the death. Fedorla
is no fool.

She is an old, wise troll, and as such, directs the battle from the rear,
guarded from direct assault by 4 elite trolls (each with maximum hp
and advantage on all melee strikes). All trolls present obey her without
question. She casts aid, bless, and then hold person (cast at the biggest
fighter). You are encouraged to use her other spells as desired, keeping
in mind that she is cunning and wise. It is possible that a wise party of
adventurers decide to burn the mound from outside. This method works,
though due to the dampness of the roof and surrounding environment,
it burns slowly and produces a towering column of smoke. Should the
mound be set alight, all the trolls present inside emerge and attack,
enraged as never before. They come out of each entrance in equal

. numbers, and then converge on the party from all sides. The vast amount

_Map W-2

of smoke generated by the fire also draws all remaining trolls in the
swamp to the fray in 1d4 rounds.

Treasure. As the price of alliance, Turane supplies these trolls with
a steady supply of gold and gems. This material is left on the altar as
sacrifice to the trolls’ god. Turane also exchanges potions he brews with
Fedorla, receiving curative potions that she mixes up in a battered still
standing in one corner of the center chamber. Besides Turane’s offerings,
items taken in battle by the trolls end up in a mound before the altar.
This pile currently contains over a dozen sets of various types of armor,
perhaps 20 weapons, other skulls offered as trophies, 13,200 gp, 9,620
sp, and 31 assorted gems (determine randomly). Among the weapons in
the pile, one plain, unadorned blade is an energy sword (shortsword, fire).
Fedorla possesses weapons and armor, a potion of flying, a wooden holy
symbol of Bowbe, silver bracelet worth 50 gp, sack holding 300 gp, 10
onyx gems worth 25 gp each, fish bones, and a chunk of meat.

Area 5. Cave of Turane and his
Trolls (Bandit Group 5)

This group makes its home near the Troll Mound in the Troll Fens
(Wilderness Area 4). The lair consists of a cave with an iron door that
Turane has sealed with arcane lock (requiring a DC 30 Strength check
to break, or DC 28 Dexterity check with thieves’ tools to unlock), behind
which is a series of 5 smaller caverns. The first 4 caverns are occupied by
Turane’s trolls. The final cavern contains the living quarters of Turane.

Tactics. Whether encountered inside the lair or outside, Turane’s
tactics remain similar: have the trolls swarm his enemies from several
directions if possible. Meanwhile, he stays behind their front line, sniping
at the enemy with spells. If he has time before battle, he buffs himself
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with mirror image and fly. Once battle is joined he starts casting offensive
spells on his opponents, beginning with dominate person on an enemy
wizard, then charm person and confusion on anyone else. He saves his
dimension door spell for escape. Turane views the trolls as expendable,
but he is not willing to risk his own neck needlessly, and flees if badly
injured or clearly outmatched.

Treasure. Turane’s cavern holds a cot, several bookcases containing his
spellbooks, and a limited laboratory. Also in his chamber is a locked and
trapped chest. The trap requires a DC 20 Intelligence (Investigation) check
to notice and activates if anyone other than Turane handles it. The chest
contains a +2 helm as well as 3,059 gp, 403 sp and 21 gems worth 10-250
gp value each. Turane’s treasure chest is trapped with a phantasmal killer
spell cast with a level 5 spell slot. The DC for the Wisdom saving throw
is 18. In addition, Turane has on his person the following items: a dagger,
a greater ring of protection®™, a wand of binding, a potion of healing, a
potion of invisibility, a potion of flying, robes, spellbook, a platinum ring
worth 250 gp, and a map to a hidden treasure chest where he keeps a
backup spellbook and cache of treasure somewhere in the region (your
discretion as to specific contents and what traps and tricks protect it; the
map may also be coded or otherwise difficult to decipher.)

Area 6. Hideout of the
Dishonest Patrol (Bandit Group 6)

This group does not have a traditional lair. They travel the Coast Road
alongside the legitimate patrols, even returning to their respective cities
when their patrol stint is completed. It is possible that the characters could
meet up with the members of this group back in a nearby city once the
characters return from the dungeon. The patrol does, however, maintain
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this small hideout, a formerly abandoned two-room stone cottage. There
are no guards or treasure, just some supplies and a few cots. A

Area 7. Lair of Daarog’s Ruffians
(Bandlt Group 3)

These bandits make their lair in a cave beneath the ruined remains of an
ancient village. See Wilderness Map 3 for a layout of the cave. The cave is
very defensible and well-guarded by an additional 20 hobgoblins. Deeper
within the cave complex are 26 more male hobgoblins, 31 beaten down
and oppressed hobgoblin females (that attack at disadvantage) and 16
non-combatant hobgoblin young (0 XP). The females only fight to defend
themselves if directly attacked, using unarmed attacks; the young do not
defend themselves. Killing the females and young earns no experience,
and might involve a penalty depending on the alignment and ethos of the
party members.

Tactics. A few notes on the layout of the lair:

e Arrow slits. These provide three-quarters cover.

* Pits and earthen walls. The walls slope directly down into the pits;
those attempting to leap the pits and clear the wall must make a success-
ful DC 20 Strength (Athletics) check. Failure by 10 or less means they
have cleared the pit but not the wall, and must make a successful DC
14 Dexterity saving throw or slip off the wall into the pit. The hobgob-
lins keep wooden planks behind their three-foot walls to extend out as
bridges to span the gaps. If forced to retreat from the second pit, fleeing
hobgoblins grab these planks if possible to deny them to their enemies.

* The secret passage. The hobgoblins are aware of thepassage behind
the secret doors. They may use it to circle behind intruders or flee the
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lair if they are being decimated. Both secret doors have locks in the
form of small natural-looking depressions that must have a small stone
skull key pressed firmly into place to unlock, requiring a successful DC
16 Intelligence (Investigation) check to determine this, or a successful
DC 20 Dexterity check with thieves’ tools to bypass. The same key
unlocks both doors, and Zorzunar and Daarog possess the only copies
of the key.

Treasure. Daarog keeps his treasure in a coffer in the back of his
chamber, half-buried by tattered animal hides and other rubbish. The
cofter is 6 feet x 1-foot x 2 feet, made of ivory sheets, and carved on top
and sides with battle scenes. The hinges and locking mechanism are made
of adamantine, and the entire coffer is worth 500 gp undamaged. The
coffer is unlocked (Daarog having long since lost the key), but it is trapped
with a nasty glyph of warding that activates if the coffer is touched by
anyone other than Daarog or Zorzunar. The glyph can be discovered with
a successful DC 17 Intelligence (Investigation) check and removed with
a successful DC 17 Intelligence (Arcana) check. It infects all within a 20-
foot radius when the chest is opened who fail a DC 17 Constitution saving
throw with mummy rot®. Inside are 649 gp, 12,692 sp, a ring of carved
and beaten gold in curlicue designs holding a large spherical aquamarine
worth 500 gp, a gold dragon comb set with a red garnet for its eye worth
250 gp, and an anklet made of 12 tiny gold plates linked with gilded wire
and fastened by a hook and eye worth 250 gp. Daarog has 3 flasks oil, 6
+1 arrows, 3,400 gp, a pink pearl worth 700 gp, 5 gems worth 30 gp each.
Zorzunar has a +1 spear, a potion of healing, 12 vials of unholy water,
silver unholy symbol, priestly vestments, 12 gp, 1 gem worth 12 gp.

Area 8. “Damsels in Distress”’

This is the lair of 2 harpies who have set up a nest in a large, dead,
tree. This tree stands in the center of a 60-foot diameter clearing, located
in an area of heavy undergrowth and thick-boled trees. A wide game trail
leads into the clearing. The wicked sisters have had good luck with their lair
until recently, when a pride of 6 lions moved in. These lions appear to be
immune to the effects of the harpies’ charm ability. Much to the annoyance
of the harpies, the newly arrived lions have been eating all the creatures
the harpies lure to their lair. The lions, on the other hand, find this to be a
wonderful home because the harpies attract lots of “game” for them.

The encounter begins with one of the harpies spotting the party while
she is out looking for food. She realizes that the party can probably kill
or weaken the lions and that she and her sister can swoop in after the
battle and deal with the survivors. Thus, she begins her song and draws
the characters into the area of the lair. She then retreats into her tree and,
with her sister, watches the battle.

Tactics. The lions consider the harpies’ charm song to be a dinner bell
and have gathered in the bushes near the lair to await their meal. They
attack the characters as soon as they enter the clearing. If either group is
obviously weakened to the point that the harpies believe they can win the
fight, they attack. A Medium-sized entrance to the harpies’ tree is present
15 feet up. Anyone fighting inside the tree suffers a —2 penalty to attack
and damage rolls when using weapons larger than daggers, and cannot
wield polearms and other large weapons, due to the narrow confines of
the interior.

Treasure. In the bottom of the tree in the nesting material are several
gems: a chalcedony worth 50 gp, a garnet worth 100 gp garnet, lapis
lazuli worth 12 gp, turquoise worth 10 gp, chrysoprase worth 50 gp, and
a gem of seeing. The search requires 20 minutes and a successful DC 18
Intelligence (Investigation) check. With a DC 20 check, the searchers find
the gems in 10 minutes. The lions do not have any treasure.

Area 9. Rappan Athuk:
The Mausoleum

This is the location of the ground level of Rappan Athuk, the primary
point of entry into the great dungeon complex. Located atop a hill, this
area is fully detailed in Level G.
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Area 10. Canyon River Entry

The river south of the Troll Fens narrows and flows through a 60-foot-
deep gorge. At this point, a subterranean river flows out through a crack
in the rock and joins the river’s eastward course to the sea. Due to the
narrowness of the gorge and an overhanging rock ledge, this outlet
is nearly impossible to spot from above, requiring a successful DC 25
Wisdom (Perception) check, though individuals traveling up or down
the river itself through its turbulent rapids have a much better chance of
locating it. If the underground river is followed upstream, it eventually
leads to Area 10A-41 on Level 10A, The Giant Cavern in Rappan Athuk.

Area 11. The Goblins’ Back Door

The hills around Rappan Athuk are riddled with caves, most no more
than a single chamber deep. However, at this point a narrow cave opening
partly choked by brush leads back and downwards to the southwest,
eventually coming to Area 1B-1 in Level 1B, The Abandoned Bastion
in Rappan Athuk. The goblins use this as a secret way out into the
countryside, and are very careful to mask it with thorn bushes and avoid
making a trail leading to it. Discovering the entrance requires a successful
DC 20 Wisdom (Survival) or Intelligence (Investigation) check. However,
should a goblin patrol be followed, there is a good chance it leads back
here, and can be followed deep into the heart of the dungeon.

Area 12. Small Grove Entry

In a small, wooded grove, at the base of a large oak tree, a crack
between a thick pair of roots leads downward into a narrow passage that
looks in several places as if it may dead end. Perseverance, however, leads
one eventually to Area 11-8C on Level 11, The Waterfall and Akbeth’s
Grave in Rappan Athuk. As this passage sees no traffic by adventurers or
dungeon residents, it is nearly impossible to locate accidentally, requiring
a successful DC 25 Wisdom (Perception) check — unless you wish for
the party to travel immediately into the depths of Rappan Athuk, that is!

Area 13. Giant Honeybee Entry

A rocky cleft at the top of a rugged hill occasionally disgorges giant
honeybees, which search the surrounding area for food for their hive.
If the cleft is investigated, it reveals a tunnel which descends northeast,
eventually terminating at their hive in Area 5-9 on Level 5, Banth’s Lair
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and the Wight Catacombs in Rappan Athuk. Of course, anyone descending
the passage must deal with all the giant bees. At any time, 1d4 giant bees
can be encountered here, and a check for an additional 1d4—1 bees should
be made 3 times when descending into their lair. Angry bees do not pursue
characters more than 100 feet from the entrance to their hive. Giant bees
are giant wasps, except:

+ Hit Points 9 (2d8)

» Sting. Melee Weapon Attack: +3 to hit, reach 5 ft., one creature. Hit:
3 (1d6) piercing damage, and the target must make a DC 11 Constitu-
tion saving throw, taking 3 (1d6) poison damage on a failed save, or half
as much damage on a successful one. If the poison damage reduces the
target to O hit points, the target is stable but poisoned for 1 hour, even
after regaining hit points, and is paralyzed while poisoned in this way.

Area 14. Drusilla’s Grove

Drusilla” is a vengeful druid, her original animal companion having
been slain by humans 20-some years ago. She lives in a small grove.
She harasses anyone within 20 miles of her lair. She does not want
the characters here, does not want to be friends, and does not want to
negotiate. If she encounters characters, she provides them with a simple
choice: leave or die. She is accompanied by her animal companion, Sheiju,
along with a pack of 30 wolves (as standard wolves, except that these can
move up to their full movement and attack as a reaction to a creature
coming within their movement distance) that obey her commands; further,
they regard Sheiju as their pack leader, and follow his lead if in doubt.
Drusilla’s wolves would die to protect her, and they intercept anyone who
approaches her. If and only if the party contains a druid, she may negotiate,
or even let the party stay in her territory. If Drusilla’s wolf companions

S OUTSIDE THE DUNGEON.

have been slain by the party, they have no chance of negotiating with her
Drusilla is neutral uncaring and kills local monsters as well as characters.
All intelligent local creatures fear her. If the characters successfully
convince her, she may (50%) request that the party clear out.the den of
giant spiders (see Wilderness Area 16), as they have grown too numerous
and are disrupting the balance.

Tactics. Drusilla has several possible battle tactics. She may target her
enemies with insect plagues and call lightning spells. Or she may wild
shape into a powerful animal form and work with her wolves to surround
and take down her opponents. Drusilla retreats if reduced to less than 30
hit points, and henceforth is an implacable enemy of those who defeated
her. She is also merciless against anyone who would dare to slay her
animal companion.

Treasure. Drusilla has a +3 club, leather armor, and a ring of
regeneration.

Area 15. Lair of Corrak and her
Brigands (Bandit Group 2)

Corrak has a lyre of building® which she extorted from a group of
adventurers she and her cohorts waylaid coming from the dungeon. Once
a week they move their encampment, tearing down the walls and filling in
the ditches of their old one (so as not to be used by enemies), then moving
5-15 miles away and using the /yre to build a new encampment. Signs of
a previous encampment may be distinguished with a successful DC 10
Wisdom (Survival) check. Thus, the location of their lair on the wilderness
map is only an estimate.
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“Fortifications. In general, they prefer to build their encampments
'semewhere along the outskirts of the Forest of Hope. The exact layout
‘of the fortified camp is left to your discretion, but typically includes a
. ditch-lined with spikes, a low wall from which brigands with bows can
¥ ‘§hoot with half cover, and a low stone building to shelter in, complete
with arrow slits in the walls (three-quarters cover) and a door that can
sbe triple-barred (requiring a successful DC 22 Strength check to burst
open). However, if an unusual terrain feature presents itself, they may
incorporate it into their defense. Usually they seek a hidden location over
one that is defensible, and so avoid camping on open hilltops.

Area 16. The Giant Spider Colony

& This is the lair of a vast colony of 63 giant black widow spiders. The
; spiders have set up nests over several acres of woodland, and occasionally
.+ forage out in search of prey. Spiders lost through attrition are replaced at a

rate of 20 per week unless the colony is completely wiped out. The colony
A does not grow, as it has reached its numerical capacity based on food and
space. Giant black widow spiders are giant spiders, except:

&‘  Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one creature. Hit: 7
(1d8 + 3) piercing damage, and the target must make a DC 15
Constitution saving throw, taking 24 (8d6) poison damage on a failed
save, or half as much damage on a successful one.

Development. Parties traveling south on the Coast Road may spot a
- wrecked merchant wagon. Webs cover everything, and signs of a struggle
" (weapons on ground, overturned barrels, etc.) are apparent. One dead
' spider is found a few yards from the wagon, curled up in some bushes. It
has several arrows in it, and a broken sword blade in its abdomen. Inside a
#  wooden barrel is a very frightened little girl, the only survivor of the 20 or
so merchants and guards. She hides unless the party opens the barrels or
until they have been talking for 5 or more rounds. The characters can make
a successful DC 15 Wisdom (Perception) check to hear her. Her name is
Leah (commoner). Leah is terrified and tells the party that the spiders
came last night (they come at night, mostly) and carried off her father and
all the others. A guard named Larek put her in the barrel and told her to
hide and be very quiet. She begs the party to rescue her friends, and tells
them how rich her daddy is to sweeten the deal. She whines incessantly
if they refuse. The party can track the spiders to their lair relatively easily
with a successful DC 5 Wisdom (Survival) check.

The Ambush. Near the entrance to the lair, 18 spiders wait in ambush.
They have laid thin layers of webs across the trails in the woods to warn
of approaching prey. Characters can notice these with a successful DC
20 Wisdom (Perception) check. This encounter occurs about 100 yards
from the main lair, and is not reinforced from the lair. Astute characters
making a successful DC 15 Intelligence (Investigation) check, notice that
no tree-borne webs are present, and that no nests or human bodies are
in this area. Ten spiders surround the party while the remaining 8 shoot
webs at the characters from above. After 2 rounds of shooting webs, all 18
: spiders attack (divide attacks equally among all characters, NPCs, etc., as
M the spiders do not discriminate) and fight until slain. The spiders are not
intelligent, nor easily frightened. Fire, if strongly presented, requires the
spiders to make a successful DC 15 Wisdom saving throw or recoil and go
after a different victim.

The Lair. In a large clearing in the trees, it grows very quiet. Characters
looking up notice the presence of dozens of web nests, cocooned bodies,
and spiders. The characters have 2 full rounds of action before the 45
spiders react, as nothing ever enters the nest, and the presence of intruders
8- is unexpected. If the nests are set aflame, 3d6 + 2 spiders perish in the
;. blaze, leaving the remaining spiders to fight intruders. This also kills all

the cocooned prisoners, who die screaming and falling the 30 + feet to the
ground, possibly destroying much of the treasure in the nests. Before a
character sets fire to the nest, tell them that they see human arms and legs
protruding from several of the cocoons, and some of them are moving
about wildly.

Tactics. The spiders in the lair are a little less organized than the ambush
party. Only 1d6 attack each round, starting on round 3 until a total of 45
is reached. The spiders are defending their nest, and do not flee. Fire rules
apply as described above. Webs burn at a rate of 5 feet per round.

The Victims. Eleven victims from the merchant wagons are still

* alive. All are sick from spider poison and incapable of doing anything
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but moaning and lying in a fetal position. They are wrapped in Sp;&f?
silk, which must be cut free before they can be healed. They have to be
physically carried the 400 yards to the wagons. They recover in one week
if attended by a healer.

Nine of the victims are caravan guards, who are grateful, and become
loyal hirelings of the characters if desired. The remaining 2 are merchants:
Antony and Greelin (commoners). Antony is Leah’s father. These
merchants are also grateful, and assist the party in purchase of mundane
gear for 15% off for life in the marketplace of whatever city they operate
out of.

Treasure. As might be expected, a huge lair of spiders has accumulated
several items of interest from its victims. Careful search (requires 3 days)
of the webs and nests reveals the following: 1,100 gp in 7 sacks; 2,100 sp
in 11 sacks; 21 assorted gemstones worth 1d20 x 10 gp each; 2 suits of
plate armor; 8 suits of chain mail; 2 dozen assorted weapons; a greatsword
with a gilded handle and a jeweled pommel worth 450 gp; a potion of
vitality; a horn of blasting; and a +1 shield. Note — a successful DC
20 Intelligence (Investigation) check turns up the magic items; otherwise
each hour of searching produces some of the mundane treasure. If the webs
are burned, a check should be made for certain items to determine if they
survived the fire, as follows: the potion has a 75% chance of destruction,
40% for the horn, 20% for the shield, and 15% for the greatsword (roll
individually for each).

Story Award. A Story Award of 200 XP per victim saved should be
awarded to non-evil characters who return the victims to a town.

Area 17. Simrath’s Tomb

Simrath? is the long-undead lord of a small barony in the foothills.
He was once a great general of good, and was much loved by his troops.
Like many other heroes of the region, Simrath rode off against the forces
of Orcus. He was slain in a nighttime battle at the field east of the ford of
the Wild Edge River by a vampire serving the evil priests. That vampire
was slain by the holy light of a sun priest. Simrath’s companions were
unaware of his fate (being turned to a vampire), and buried him with full
honors in the foothills near the battlefield, in a wild grove of great beauty.
There he rests by day.

Simrath’s Tomb. The tomb itself is an ancient stone structure 30
feet square shrouded in the shadow of a stand of 100-foot-tall trees. The
interior and exterior of this tomb are depicted in Wilderness Map 4. The
door is made of thick iron, in surprisingly good shape and barred from
within during the day. Simrath’s coat of arms, a pair of stags facing each
other with the horns interlocked, is carved in the stone over the door.
Anyone forcing the door with a successful DC 18 Strength check, has
a chance of waking Simrath if the attempt is made by day (see By Day).

Within, a single stone crypt rests against the far wall, with Simrath’s coat
of arms again carved into the wall above it. Rusted sconces are bolted into
the side walls, and the floor is covered with rubble, twigs, and other debris.

By Day. Should the tomb be approached by day, Simrath has 3 chances
to notice intruders: First, if the door is forced open in a loud manner,
he is allowed a DC 20 Wisdom (Perception) check to awaken; second,
he notices people moving into the room on a successful DC 18 Wisdom
(Perception) check, as they kick rocks and snap twigs underfoot; third,
opening the lid to the crypt, which requires successful DC 18 Strength
check to accomplish, allows Simrath a final DC 14 Wisdom (Perception)
check to arise. Should he make any of these checks, Simrath awakens,
immediately aware that intruders have breached his tomb.

Simrath Exposed. If Simrath is exposed without awakening him,
enemies hoping to stake him still have to deal with getting him out of
his plate armor. Attempting this, or trying to carry Simrath out into the
sunlight, certainly awakens him. Note that due to grove of trees around
his tomb, the ground is perpetually shaded from direct sunlight for 100
feet in all directions.

By Night. When dusk falls, Simrath prowls the surrounding countryside.
While alone at night, he typically wanders the ancient barony he once
ruled, forgotten to all but himself. Characters can encounter him in this
torpor and may even speak with him.

Tactics. If awakened in his tomb, Simrath calls 12 worgs that are
utterly loyal to him, and den nearby. They arrive in 1d4 rounds after he
sends out the mental summons. He may then attempt to parley, allowing
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them a chance to arrive, before he attacks the intruders. However,
Simrath accepts challenges of single combat if offered, using only his
sword. If his foe displays cowardice, he uses his bite and legendary
actions to full effect.

Treasure. His tomb contains no treasure. Aside from his armor and
weapons — plate armor and a sword of backbiting®™ (greatsword) — all
his wealth passed to his heirs, and he has no interest in the spoils of those
slain from his attacks.

Area 18. Lair of Vorlak and his
Kobold gang (Bandit Group 1)

This cave is in wooded lowlands. Wilderness Map 5 details this location.
The kobold lair contains any kidnapped survivors from encounters with
the bandit group, as well as 43 additional male kobolds, 165 noncombatant
females and young (0 XP), and 8 giant porcupine? pets.

Lair Tactics. The kobolds use the same hit and run tactics as in the
wilderness, utilizing their small size to duck and dodge through narrow
passages that creatures Medium and larger cannot pass through, and
finally flee after they evacuate the females and young. The porcupines
are used as shock troops. A series of 10-foot-deep pit traps are in the
lair. The kobolds know they are there and avoid them without a check.
Characters may notice that the kobolds are running in a funny pattern with
a successful DC 18 Wisdom (Insight) check and can notice the pit traps on
a successful DC 16 Wisdom (Perception) check if looking.

Treasure. Treasure can be found in Vorlak’s chamber, and includes
1,350 sp, 3 topaz gems worth 50 gp each, a jeweled necklace composed
of platinum and rubies worth 2,500 gp, 2 suits of plate armor (Medium-

e size), 5 suits of chain mail (4 Medium-sized, 1 Small), assorted

weapons and lesser armors (all in need of repair, but serviceable), a
spyglass, and a +2 spear which sheds golden light in a 20-foot radius
when held in hand.

Area 19. The Coven of Sea Hags

This encounter can be played in 1 of 2 ways; either as a straight up fight,
or (better) as a roleplaying opportunity. Three sea hag sisters (Rylshna,
Shralynn, and Marmtroth) live along the coast in a cave. They possess a
powerful artifact, known as the cauldron of blood°™ that allows them to
gaze across the boundaries of time, seeing either the past or the future.
These hags have developed skill as witches in addition to their innate
powers. The party most likely encounters Marty the Imp (imp), the
sisters’ familiar, before they ever meet the hags. Marty spies for the ladies
and keeps them informed as to the comings and goings near their lair.
He never fights, and always runs if confronted. If the lair is approached,
Rylshna covers her face and approaches the party. She asks what they
seek, and is friendly, if distant in her conversation. She would much rather
bargain than fight. The layout of their cave is shown as Wilderness Map 6.

The Cauldron. Suggested fees for using the cauldron of blood to see
past or future events are given in the table. This base price excludes the
blood and Constitution loss required to fuel the cauldron; the value listed
is suggested as a starting point for bargaining. They go as low as 75% of
this value if the negotiation is sufficiently skillful. Alternately, in lieu of
this fee, the hags may require the characters fetch them a particular item,
such as a lock of hair from a king’s daughter, an enchanted lyre held by
an ogre mage, or the skull of the Oracle of Rappan Athuk (see Level 3,
Area 3-7).
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Treasure. The cave contains 3 large wooden chests, filled with silver
(total of 2,260 sp) and gold (total of 5,340 gp), tribute from adventurers
seeking fortunes. The chests are neither locked nor trapped. In the center
of the cavern is a huge bubbling cauldron, filled with blood. This is the
cauldron of blood°™, a powerful artifact of divination, created many
centuries ago. Use of the cauldron requires blood from any who would
know the future or view the past. Only one who donates blood can scry
using the cauldron.

Area 20. The Wasp Nest

A sizable giant wasp nest can be found at this location in the Foothills, in
a cave filled in with paper. The lair has 5 exits of various sizes allowing the
wasps to fly in and out. The trees surrounding the cave for about 100 yards
in all directions show signs of infestation by the giant vermin. Inside the lair

Vorlak’s
Chamber

are a total of 40 giant wasps. Characters wandering near the lair encounter
small groups of 1d4+1 wasps who aggressively defend their territory.

Tactics. If the characters enter the lair they are attacked by all
remaining wasps within the hive except the queen, 1d4+1 appearing
each round as soon as the nest is disturbed. If fire is introduced to the
nest, the paper within ignites quickly, burning for 3 rounds and inflicting
7 (2d6) fire damage per round to all creatures in the nest, including the
queen. Additionally, all wasps burned in this manner lose the ability to fly.
While this is an efficient method to clear the hive, burning it automatically
destroys the treasure hidden within.

The queen is a giant wasp, except:

« Hit Points 32 (8d8)
e Speed 10 ft., fly 20 ft.

e Sting. Melee Weapon Attack: +2 to hit, reach 5 ft., one creature. Hit: 3
(1d6) piercing damage, and the target must make a DC 13 Constitution
saving throw, taking 21 (6d6) poison damage on a failed save, or half
as much damage on a successful one. If the poison damage reduces the
target to O hit points, the target is stable but poisoned for 1 hour, even
after regaining hit points, and is paralyzed while poisoned in this way.

Treasure. In the lair, amidst the paper castings, requiring 3 days of
clearing and searching, is a scroll of wish. The scroll was placed here long
ago by a powerful wizard. Possessing a ward against poison, the wizard
used this wasp lair as a location to which he could teleport in times of
trouble. He may return at any time and is not detailed here.

Area 21. Outlaw Camp

This lair is a rag-tag amalgamation of tents, lean-tos, ahd bedrolls set
within the wilderness where outlaws from various towns and countries
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have banded together for mutual defense. At any given time, there are 6d8
outlaws here (commoners) as well as 1d8 more skilled persons (bandits).
Their current leader is a female barbarian named Bugjuice®. She speaks
little, but has a keen sense of honor and justice. The joyful glow that fills
her eyes when she is crossed keeps all but the most unobservant and
foolish from annoying her.

It should be noted that in many instances these outlaws are not evil.
They may have committed crimes in their homeland, and they are on the
run from the justice accompanying those crimes, but this is not a den of
murderers. Those types of criminals are not allowed in this camp which
possesses a strange morality of its own. Though the outlaws can certainly
be brought to justice, as they are fugitives, you are encouraged to use this
camp as a chance for roleplaying. If the characters assist the outlaws, they
may become outlaws themselves.

Tactics. Should the encampment be threatened by agents of the law,
Bugjuice seeks first to drive them off with precisely placed arrows from
her bow. If open battle is joined, she exchanges bow for sword and charges
into battle. For their part, the outlaws have little loyalty to one another.
They scatter at the first opportunity, fleeing into the surrounding wilds if
they see an opening.

Treasure. Bugjuice has 6 sp, and 12 cp. The rest of the outlaws have
various mundane arms and armor you can describe as needed.

Area 22. The Wrecked Pirate Ship

This lair consists of the sunken remains of the pirate ship Scarfist,
which ran aground on the reefs during a stormy night, thirty years ago.
The water around the wreck is shallow (40 feet), but the reefs and riptides
make approach to this lair impossible for any craft larger than a dinghy.
Sea life is abundant around the wreck; small brightly colored fish swim

PETI \ Shralynn’s _ Liga _ >~

a Sy X[

C):) }:.‘a :;Eers Qave Ml‘iﬂﬁ‘ \%J‘\‘i‘{ A {\é\
v

/—‘Marmtroth’s

Coven of the Sea H

Cave j
= :

——

J

T P
sguare Sjeel |

in and around the ship. The site of the wreck cannot be seen from land,
but is easily spotted from the air. Sharks roam the area freely, and in great
numbers. Swimming in the water draws attack from 2d6 reef sharks 20%
of the time; this chance increases to 50% if there is a lot of splashing or
noise. Blood in the water, from combat or other means, brings 3d6 sharks,
which immediately attack anything that moves.

Scarfist. The ship was a great galley and is over 80 feet in length.
It sank in a storm, with the loss of all hands. A map of the pirate ship
interior is provided as Wilderness Map 7. While most of the crew died, the
captain and his most ruthless pirates rose again in undeath. The crew now
consists of 12 brine zombies?, and Captain Killbessa, a mummy of the
deep®. They attack any who enter the lower levels of the wreck. The first
3 chambers of the inside are typical of a 40-year-old shipwreck. Barnacles
and coral have grown along the walls and floors. Old rotten wood debris
floats along the ceiling of the roof of the crew’s quarters. Within this
debris are 4 brine zombies. These beasties hide in the debris, only making
their presence known if they are physically found. Otherwise, they remain
here to block the exit and attack from behind. Brine zombies look like the
bloated corpses of drowned sailors. The rear of the Scarfist holds Captain
Killbessa’s quarters, which also act as his stateroom. He is still here, along
with the remaining 8 brine zombies. He appears as a rotted, fish-eaten
human body still clad in the tatters of a ship captain’s garb, complete with
waterlogged tricorn captain’s hat. Tendrils of seaweed curl around his
frame and grow from his bones, though not enough to obscure a clear
view of the horrid creature. His leather armor is decayed and provides
no bonus. The cutlass sheathed at his side is still in good shape, though
Killbessa uses slam attacks and grappling, and does not bother with it.

Tactics. These creatures rise and attack as soon as the chamber is entered,
fighting till destroyed or until the characters flee the ship. If not already
encountered, the 4 brine zombies from the crew’s quarters try to block the way
out. None of the undead leaves the ship, nor can they be turned while inside it.
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Development. Should any of his treasure be stolen, and Killbessa
survive the encounter, he seeks the thieves, tracking them through the sea
and to land if need be. He never travels more than 500 feet from the sea.

Treasure. The captain’s stateroom holds a locked but rotted chest.
While unlocking the chest requires a DC 14 Dexterity check with thieves’
tools, the chest itself falls apart when lifted from the water (spilling all
contents over the ocean floor below). Inside are 3 bottles of fine rum, 250
gp, and a silver horn of Valhalla. Also within the chamber, requiring a
successful DC 16 Intelligence (Investigation) to locate, is an ivory scroll
tube sealed with wax; within is a chart providing directions to the Isle of
Bonjo Tombo. For more details on this perilous island, see Dead Man’s
Chest by Frog God Games.

Area 23. Ruined Fort
(Bandit Group 7)

This crumbling ruin of a fortress stands perched on a spur overlooking
the Coast Road. Wilderness Map 8 shows the layout of this keep. Once
it provided a defense against bandits and hostile warbands. Time and the
depredations of Aragnak conspired to reduce it to a crumbling relic of
a better time, hunched above the road like an old man beaten down by
the rain. Due to Aragnak’s nearby island lair (Wilderness Area 24), the
fortress has long gone untenanted, but recently a group of 26 bugbears
has taken charge of the fortress. They hope to negotiate a truce with the
dragon, and use it as a base for additional banditry. The bugbears are led
by Ghotan® and Scarl®. At any time, both leaders are 25% likely to be
gone from the lair, off on patrol with 10 of their ravagers. The remaining
14 stay behind to defend the lair from attack. The encounter is much
deadlier should Ghotan and his patrol be in residence.

Tactics. Battle typically starts with a volley of javelins, followed by
Ghotan and the bugbears charging into melee while Scarl supports them
with an aid spell. In subsequent rounds the bugbears attempt to surround
and eliminate opponents while Scarl supports them with offensive spells
such as hold person, silence, and spiritual weapon.
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If the bugbears are encountered within the fort, they fight to the death.
The walls of the fortress have long crumbled or been rent apart by
Aragnak’s claws, leaving the fortress little more than a square shell, open
to the sky. Nonetheless, the bugbears attempt to use the walls as best they
can to defend themselves.

Treasure. Hoping to appease Aragnak with gold and a share of the %t A

spoils from future raids, Ghotan has brought along a sizeable treasure to
give to the dragon as an offering. It is in a locked but untrapped wooden
chest in the fortress’s ruined cellars and dungeon, safe from prying eyes.
The chest requires a successful DC 14 Dexterity check with thieves’ tools
to open. The chest contains the following: 5,333 gp, 2 potions of healing
(which the bugbears do not hesitate to use if need be), and an unhatched
brass dragon egg in an ornate golden casket. The casket is worth 250 gp;
the egg is worth much more to its mother should she be found. Ghotan
has +2 leather armor, 38 gp, 23 sp, key to chest. Scarl possesses a ring
of protection, a steel unholy symbol of Orcus, 47 gp, 29 sp. The bugbears
each have 2d6 gp, 3d6 sp.

Area 24. The Island Lair of
Aragnak (Bandit Group 4)

Thirty miles offshore is the remains of an old pirate stronghold. This
island controls a narrow stretch of safe water in the otherwise reef-
filled waters surrounding this coastal area. The island is about 2 miles
in diameter, of reasonably flat relief, and features a small harbor, a good
supply of spring-fed fresh water, and dozens of wild goats, left behind by
pirates when they were rather rudely evicted from the island by Aragnak.
The island is heavily wooded, and underbrush grows thickly to within
a few feet of the shore. Near the harbor is a small wood and stone fort,
partially wrecked and caved in, wherein lairs the dragon.

Sailing to the island: If the party attempts to reach the island by
boat, they encounter the dangerous reefs and sandbars that made this
location desirable as a base to the former inhabitants. Sée Dead Man’s
Chest from Frog God Games for guldance on sailing rules. Sharks and
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other natural creatures frequent these reefs, as they provide an abundant
source of fish and other prey. The only safe passage through the reefs
for any craft larger than a small boat leads directly into the harbor.
Attempts to land at any other point with a larger vessel or navigate into
the harbor requires a proficiency with vehicles (water). For others, the
ship is destroyed 1d6 miles from the island. If a ship is destroyed, it
sinks 2d10 feet in the shallow waters, and all aboard take 2d10 points of
damage in the wreck. There is a 40% chance per hour that 2d8 sharks
are attracted to any wreck. They attack anyone they can reach if blood
is in the water (indicated by anyone taking over 5 points of damage).
Additionally, there is a 10% chance per day that Aragnak notices the
foundering vessel and investigates.

Going swimming. It is possible that the characters are forced to swim
to the island. If they do, they find the waters calm and easy to navigate,
without any armor or encumbrances of course. There is a 20% chance
per mile of encountering 1d6 sharks, with a 40% that they attack (100%
chance of attack if anybody is wounded).

Arriving on the Island. If the characters arrive by swimming, they
may hide in the foliage and rest unmolested. If they arrive by boat, they
must land in the harbor, directly in front of the old fort. At any given time,
there is a 70% chance that Aragnak is present. If he is home, there is a
70% chance that he is asleep as well. If he is in his lair, he cannot be seen
from aboard a ship. An alert character making a successful DC 12 Wisdom
(Perception) check notes a steady stream of smoke issuing from the fort’s
center (from the snoring red dragon’s snout!).

Look! A Dragon! If Aragnak is awake, he waits for the party to arrive
onshore before destroying their ship and attacking them on land. His
tactics are similar to those described on the mainland; however, he will
not flame his own nest, nor retreat if wounded. Any battle on this island
with the dragon is to the death! Only after he is killed may the characters

. investigate the fort (see below).
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Sleepin’ Like a Baby. If Aragnak is asleep, he can be found nestled on
top of his vast hoard of treasure, carefully placed and arranged inside the
fort. A detailed map of the fort is provided as Wilderness Map 9. Entry
into the fort can only be made by climbing its 8-foot walls, requiring a
successful DC 14 Strength (Athletics) check, as all entrances at ground
level have been blocked by debris. The inside of the fort is 100 feet square,
with the last 65 feet having a collapsed roof. Note that even asleep, the
dragon has a Passive Perception of 23. The dragon automatically awakens
if anyone approaches within 10 feet, or if he is disturbed or attacked.
Loose bones, rusted armor and weapons, and other debris litter the ground
around the lair of Aragnak, rendering it difficult terrain for the characters
to traverse.

Treasure. The dragon’s lair contains a vast hoard of wealth, stolen
from the pirates and from dozens of adventuring parties over the
years. The hoard contains numerous suits of mundane armor, mundane
weapons, and the following: 6,000 gp, 55,000 sp, 21 gems of various
types worth 1d100 x 1d6 gp each, 13 pieces of jewelry of worth 1d1000
x 1d8 gp each, a fancy cloak of silver wolf fur worth 150 gp, a fancy
cloak of winter wolf fur worth 420 gp, an ancient calendar embellished
with turquoise worth 400 gp, an oaken staff shod with meteoric iron and
smoky quartz gems set in the head worth 500 gp, a silver flask etched
with snowflake patterns worth 350 gp, a silver-plated steel gorget chased
with stellar designs worth 25 gp, a simple platinum ring with a vine
motif worth 30 gp, a set of spice jars made from hammered gold worth
2,000 gp, a suit of all or nothing armor®™, a light flail®™ that sheds pale
silvery light in a 20 foot radius, a +1 shield, and a rod of absorption.
These magical items are mixed in with thousands of mundane items.
Days or even weeks are needed to inventory everything.
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Area 25. The Cloister
of the Frog-God

See Chapter 0B: The Cloister of the Frog-God.

Area 26. The Cavern of the Kraken

See Chapter 0A: The Cavern of the Kraken.

Area 27. Zelkor’s Ferry

See Chapter 0C: Zelkor’s Ferry.

Area 28. The Refugees of T'sar

See Chapter 14A: The Refugees of Tsar.

Area 29. Castle Calaelan

See Chapter 0D: Castle Calaelan.

Area 30. The Tunnels of Terror

See Chapter OE: The Ruined Keep — The Tunnels of Terror.
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Area 31. The Sea Cave Dungeon

See Chapter O0F: The Sea Cave Dungeon.

Area 32. The Hand of Hecate

On the edge of the Troll Fens in the Dragonmarsh Lowlands, across the
river northeast of Zelkor’s Ferry, sits a lonely hut surrounded by a ring of
8 skulls. Each of the skulls has a semicircular silver mark. A wooden sign
with an attached silver bell is seen to the right of the path leading to the
hut. The path winds between 2 of the skulls to a large boiling cauldron on
the left and a T-shaped wooden stand on the right. A large black raven sits
upon the wooden stand and a blazing fire is lit beneath the cauldron. Two
large hounds, rusty red in color with sooty black teeth and tongues, sit in
front of the hut’s entrance. Each hound has a semicircular silver disk as a
charm hanging from a collar. A balcony with a large bird-nest of branches
and twigs sits above the entrance. Within the nest, a female with a human
upper body and the lower body and wings of vulture stands with a serrated
dagger in hand.

The Sign. The wooden sign has the following message in the Common
tongue: “Welcome to the abode of Zhanna, the Hand of Hecate. Ring the
bell to request audience whether seeking bounty or fortune.” Upon the
ringing of the silver bell, the door to the hut opens to reveal a slightly
hunched, hideously ugly crone with a wrinkled face, a large nose, long
sharp teeth, and hands that end in wicked claws dressed in loose-fitting
brown cloak. She slowly walks out of the doorway carrying a crooked
and rotting walking stick. Speaking in a coarse gravelly voice, the crone
speaks: “Whether seeking the bounty or a fortune, choosg one to accept
the symbol of Hecate, and then let the one proceed forward and stand
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. before me without fear. One and only one may enter my circle.”

- The Chosen of Hecate. The ugly crone is Zhanna?®, a baba yaga in
service to Hecate, the goddess of evil magic. She is the powerful leader
" of a coven of witches that meets once per month during a full moon to
3 ,,sacrlﬁce enemies of Hecate including any captured servants of Orcus or
“*Tsathogga. She pays a significant bounty for powerful clerics of these
. " »demon princes. The sacrificial flesh used to feed Zhanna and her menagerie
is cured and stored within her hut. She has a posted list of current bounties
on the business door of Ulman Dark, a necromancer in Zelkor’s Ferry (see
Wilderness Area 27). If the petitioner seeks a fortune telling, Zhanna has
a deck of many things that a single draw is allowed from with payment of
a 1000gp or in lieu of a bounty payment.

Two hell hound brothers (with maximum hit points), Vladislav and
Vsevolod, a gift directly from Hecate are always close by the side of
& Zhanna. The chosen of Hecate tattooed with her symbol are the harpy
Dominika and the decapus?, Yegar. Yegar uses his silent image ability to
appear as a black raven. The harpy offers a silver unholy symbol of Hecate
to the one who chooses to stand before Zhanna.

Ring of Skulls. The ring of skulls is 8 gambado® placed in stasis by
e the power of the goddess. Anything that crosses the circle without the
P symbol of Hecate is immediately attacked and devoured. In any case,
they can be activated upon the command of Zhanna. If the party follows
" Zhanna’s instructions explicitly, all is good. If not, the characters may find
themselves on the receiving end of a blade at the waning of a full moon. If
-, the characters get greedy after several visits, this may be the last mistake
they will ever make. Any possible treasure within Zhanna’s hut is left to
your discretion, although she does wear (and use) a cloak of displacement.

Development: Zhanna has a business relationship with Ulman and
Kanndra Dark of Zelkor’s Ferry. As a bounty hunter, Kanndra has caught
e bandits and a few acolytes of Orcus and Tsathogga, delivering them for
sacrifice to Zhanna. However, many of the bounties are beyond Kanndra’s
9 capability. Zhanna is always on the lookout for adventurers to complete
: her quests. She periodically travels to Zelkor’s Ferry to post her bounty
list and to survey the current inhabitants. Ulman and Kanndra are the only
inhabitants that know Zhanna’s true nature.

Zhanna uses polymorph to appear as an attractive middle-aged human
woman. With her fishing boat using felekinesis, she travels to Zelkor’s

Ferry and lands behind the necromantic shop of Ulman Dark. Upon arrival,
she casts detect thoughts and arcane eye. She posts her most recent bounty
S list upon Ulman’s door. Zhanna then proceeds to Bristleback’s Inn. If she
finds an appropriate contact, she hands them a copy of her bounty list. She
returns to her boat within the hour.

Bounties. Here is a suggested list of Zhanna’s bounties:

e Any living human bandit working in the vicinity (50 gp)

g
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* Any living cleric of Orcus or Tsathogga. Price varies by cleric level.
(50gp+)
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The horn of a green guardian gargoyle. (250 gp)
e The feathers of a vrock. (400 gp)
 The skull of vampire. (500 gp)
e The sap of a gallows tree. (500 gp)
* Destroy the coven of sea hags and steal their cauldron of blood. (750 gp)
» The tongue and eyestalks of a froghemoth. (1,000 gp)
 The liver of the matriarch troll priestess. (2,500 gp)
e The heart of an adult red dragon. (5,000 gp)

Area 33. The Waytt Family

In the hills overlooking the Horsefly Swamp, a family of misfits preys
upon travelers and the occasional caravan.

Introducing The “Family”. The Waytt family (pronounced ‘wait’)
are a mismatched, mongrel assortment of characters, led by Brayce
Waytt?, a clever half-orc that keeps the rest of the family in line. In
addition to Brayce are Luug? and Urk®, half-ogre twins that dwarf
even the stout half-orc. Tall and bulky, the twins have only the basest
ability to communicate with others outside the family. Their series of
grunts and hoots are completely unintelligible to outsiders, although
they are quite accomplished in pantomime, and take great pleasure in
“aping” the movements of others. Another member of the family is
Roddick?, a small, broken man that spends his days locked in a large
trunk. Roddick is an accomplished hedge-wizard of some ability. His
trunk resembles a hound’s den; clothes and books are piled in every bit
of space, except that taken up by his dwarf-like body. The boys also
have a sister, Lilyandra®, who Luug refers to as “Lily-Flower” in his
addled and slurred speech. Lilyandra is a slight, beautiful half-elven
girl, with an extremely pale complexion. If one did not know better,
it might be assumed that she was a vampire. Lily is a doting daughter
and sister, always performing her tasks with an ethereal smile on her
face, never quite looking anyone in the eye. Lily is a psychopathic
killer, and when she is set off, none of the boys (except Brayce) go
anywhere near her. The matriarch of the family is a grotesquely fat
hag named Agga®, a virtual prisoner of her own body. Both of her legs
were broken when she tried to stand, giving out completely under the
stress of her bulk. Now, she lays in the covered wagon, with Roddick’s
trunk, flanked by her hulking twins, her beautiful daughter tending to
her needs, and Brayce leading their way.

Travelers. The family has no permanent home; they travel the hills
and edges of the swamp foraging for anything they can find. First pick of
food items goes to Momma Agga; anything pretty, or fine clothing, goes
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o Lily; other items are traded or stashed for later use. Surprisingly, Brayce
has managed to keep the family together and if not flush, reasonably
well cared-for. He is quite intelligent for a half-orc; his interactions with
outsiders, being able to size-up good targets and high-percentage banditry,
and his ability to minimize damage to his family is quite remarkable.
Brayce should be played with poise; he will not risk the well-being of any
family members, and he plays to their strengths brilliantly.

Treasure. The spoils of the family business are carried in the wagon, in
a well-hidden secret compartment on the inside, somewhat under the bulk
of Mamma Agga’s bedroll, requiring a DC 20 Intelligence (Investigation)
check to find.

Hidden in the cache are the following items:

* A latched box worth 20 gp, set with a single green moss agate. It
contains a leather case worth 1 sp holding an ornate carved stone pipe
worth 30 gp. Along the stem of the pipe are 8 pieces of silvery-white
gems (freshwater pearls). (From their irregular shapes, one can see that
these pieces are from 4 gems cut in half.)

* A woman’s skull has been sheathed in silver, her teeth pulled and
replaced with jagged gold fangs. Large and almost luminous pieces of
green talc have replaced the woman’s eyes, and tiny slivers of jade dot
her cheekbones. The jeweled skull is easily worth 50 gp to a morbid
collector.

* In a small wooden box carved with leaping fish, worth 2 gp, is a set
of 6 matching cups and saucers worth 8 gp per set, suitable for hot tea
or some similar beverage. The cups are painted with gold leaf and have
a fishlike design.

* A wooden chest the size of a large dog is covered in elaborate enamel
and lacquer work showing a bare-chested young king in a war chariot
leading great hunts and war parties, worth 25 gp. Inside are a black mar-
ble statue the size of a forearm depicting a stiff-armed, bare-chested war-
rior standing at rigid attention, worth 10 gp, and a black granite carving of
a bull with the bearded head of a scholar, worth 18 gp, which is a similar
size. The sculptures are padded by straw underneath them. Concealed
in the straw is a black glass jar worth 2 gp, containing a scented yellow
ointment. The straw also hides a white leather pouch worth 2 gp, which
is so stuffed with gold and silver coins (21 gp, 126 sp) that the tie will not
close all the way. At the bottom of the chest, is a light bronze necklace
appointed with comma-shaped blue beads worth 9 gp.

* Arolled piece of parchment, an arms-length-long and half that wide,
cut into a rectangle with crisp symmetrical ends, worth 4 sp. Beside it
is a doll, dressed as a lady of fashion. The face and hands are wood,
painstakingly painted to smile engagingly. Her pale blond hair is real;
her gown, shoes, and hat are made of the finest fabrics and worth 20 gp.
A plain longsword in a wooden sheath is under the doll. Its basket hilt
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is wrought iron, the blade sharp and unadorned (sword, 15 gp; sheath Tv o e
gp). There is an uncomplicated well-made lock with the key in it (worth. ¥éis
40 gp for the lock and key as a set). Also, there is a wooden spoon and
a rather dented brass plate (worth 2 sp for both) beside a tall plain silver
goblet decorated with raised leaves worth 15 gp. The goblet holds a
handful of coins (8 gp, 7 sp, 2 cp).

» A single iron gauntlet sized to fit an ogre warrior-prince, worth 4gp,
has been pressed into service as an improvised “treasure chest.” A piece
of knotted canvas fills the wrist opening to keep the contents secure
within the pitted, battle-scarred gauntlet. A pair of dice carved from
quality ivory, worth 4 gp, rattles around within the glove along with
variously sized coins (15 gp, 13 sp, and 5 cp). A small golden letter
opener with a sapphire set into the mushroom-shaped pommel worth
12 gp protrudes from one of the fingers. A small gold and onyx amulet,
shaped like a stylized warhammer and covered in protective runes and
inscribed prayers worth 59 gp, is stuck between the gauntlet’s palm
and one of its fingers. A slender yellow ceramic perfume vial worth 3
gp, contents long spilled, rests in the gauntlet’s little finger. Bas-relief
pictograms of bees decorate the vial.

* A cache of weapons: A tall gray flail worth 8 gp, a horseman’s
shortbow with the grip wrapped in red leather and the bowstring dyed
red worth 75 gp, and a compact quiver with 20 arrows, unpainted and
fletched with gray goose feathers (worth 1 gp for the set). A brown
leather shoulder pack worth 5 sp holds a pair of gauntlets made of thick
pigskin, reinforced with iron, for very small hands worth 3 gp, a thin
flexible dagger worth 2 gp, and a whetstone worth 2 cp. There are sever-
al fine pieces of parchment paper, rolled up and tied with a leather thong
(15 sheets, worth 2 sp each). Below the paper, carefully protected by 3
leather cases (2 sp each) and braced against the bottom of the pack are
3 vials of expensive ink, red, green, and blue, worth 9 gp each. A leath-
er-wrapped parcel (leather wrapping worth 2 sp alone) lies behind the
pack, and beside it is a small metal box. Gold, silver, and copper coins
are scattered in the area (7 gp, 119 sp, 766 cp). The parcel contains 9
items, each carefully wrapped in strips of light brown wool. There are
4 vials, cut of rock crystal with tight-fitting rock crystal stoppers, worth
80 gp each, and 5 gold spoons (soupspoon size, worth 15 gp each).
The box is copper, with handsome curling designs pounded into the
sides and top worth 2 gp. The lid is hinged and closed with a latch. In-
side, a gold ring with letters inscribed in it (someone’s initials, perhaps;
worth 18 gp) lies atop a silver and rose quartz necklace (8 pieces of
rose quartz; worth 450 gp in total). A leather bag, split open along the
seams lies behind the leather pack, empty but for 6 cp (bag, as is, has
no value).

These treasures are taken from The Mother of All Treasure Tables
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Ground Level:
The Graveyard
| and Mausoleum

As the party crests the last hill, the complex finally comes into view.
In stark contrast to the lush greenery of the hills lies a large sunken
: graveyard laid out in the shape of a cross. Rather than towering above
o the ground, the graves have settled into depressions, and the main
mausoleum, a building of strange green stone, rests in the deepest
depression. At the other end of the grave-filled hollow stands what
appears to be a stone well. There are no gravestones near it. The normal
sounds of wildlife are gone, and large carrion birds circle overhead. An
_ ominous silence rests about the place. This must be legendary dungeon
e of Rappan Athuk. Will anyone live to return to the warmth of hearth and
home? The graveyard is shown on map G-1.

Ground Level

. Difficulty Level: Tier 1
Access: The Mausoleum leads to Level 1, “the Well” goes to
. Level 3A, rat tunnels leads to Areas 1-10, 2-10, and 2-20
L Wandering Monsters: Check once every 30 minutes on 1d20.

g 3dé giant rats with 1d2 wererats (these creatures
dig their way to the Ground Level from Area G-3
below. If wererats are encountered, there is a 75%
chance that they simply spy on the party rather
than attack and report their observations to the
wererats in Areas 1-12 and 1-13)

2  2dé ghouls and 25% chance of 1d3 ghasts
3 3dé normal rats

4 1d3 green guardian gargoyles®
5-20 No encounter

g General Features
b Atmosphere: The entire area detects strongly of evil.
B

Al Ceiling Height: The ceilings inside all buildings are 18 feet tall.
o2 Doors: Locked, iron-reinforced wood. Require a DC 8 Strength check
. to open.
* Locked Doors: Require a DC 20 Dexterity check with thieves’ tools
or DC 20 Strength check to open.

» Secret Doors: Stone. Require a DC 16 Wisdom (Perception) check

to find. Also require a DC 16 Intelligence (Investigation) check or DC

25 Strength check to open.

Shields and Wards: None.

Surfaces: Unnatural green stone buildings. The stone regenerates even
if completely destroyed.

G-1. Tombstone and Key

In the courtyard is a life-sized statue of a dwarf on a 4-foot x 4-foot
stone block. He looks to have been a great warrior, and dwarven runes
adorn the front of the pedestal. This rather large tombstone, crested with
the statue of a dwarf, seems to have been visited frequently. The dwarven
runes read “Blessed is he who spares these stones/And cursed be the man
who moves my bones.”

The Iron Key. Examination of the base of the statue reveals a small
compartment that is easily opened. It is not trapped. Inside is the magical
iron key to Rappan Athuk that opens the doors to the Main Mausoleum at
Area G-6. Once used to unlock the doors of the mausoleum, it teleports
back to this compartment.

G-2. A Dire Warning

Nine graves lie filled with fresh earth and makeshift markers. Some of them
famous names and recent legends — a grim foreshadowing of things to come.
A tenth grave is present as well, only it is empty and freshly dug. Towering
over it, a marble gravestone bears the name of one of the characters.

G-3. Rat Tunnels

There is a 3-foot diameter hole leading down into darkness; bits of cloth
and bone lie about the entrance to the hole. There is a 10% chance every
10 minutes the characters spend in this area that they encounter some form
of rat (roll 1d20 and consult the rat table).

Tactics. Any wererats encountered are spies for the many creatures in
the dungeon. They rarely attack a large party. Instead they retreat to report
to their superiors on Level 1. They may also serve more nefarious masters
who reside deeper in the dungeon.

d20 Encounter

1-5 1d10 normal rats
6-19 1dé giantrats
20 1d2 wererats

Traveling in the Rat Tunnels. These tunnels twist and turn, with
numerous dead ends and side passages. Only Small characters can use the
tunnels. Anyone doing so has a 1-8 on 1d20 chance of encountering 2d6
giant rats during their journey. Because of the number of twists and turns,
these passages do not lead to the same place reliably. Barring a successful
DC 25 Wisdom (Survival) check, after 10 minutes of travel roll 1d20 to
see where the trip led:
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d20
1-3

Destination
back to the start

. 4-8 at adifferent area marked G-3
“ 9-14  LlevellinRoom 1-11
LAE" 15-18 Level 2in Room 2-10
19-20 Level 2in Room 2-20

G-4. The Well

An ornately-carved well is located on the other end of the sunken
graveyard, opposite the mausoleum. The finely crafted artwork of the well
is diminished only by the horrific images of demons, devils, and undead
things that form the bas-relief carvings. Runes and scribbling adorn the
spaces empty of these carvings. Anyone gazing down inside sees large,
grooved scratches along the interior stones, as if something tried to claw
its way up the sides.

The well ends in water some 90 feet below. The well opens into a larger
cavern at the bottom. This well is the entrance to Level 3A of the dungeon,
at Area 3A-1.

G-5. Empty Mausoleums

These 2 buildings are made of the same green stone as the main
mausoleum. They lack the intricate carvings and the green gargoyles of
that building. The doors on each of these buildings are standard locked iron
doors. The buildings themselves contain numerous destroyed sarcophagi.
Roll for a wandering monster when the party enters one of these buildings,
ignoring the “gargoyle” result.

G-6. The Main Mausoleum

This is a huge stone building, its outer side carved in a grisly bas-relief
of demons, devils, and other creatures of the underworld. Hundreds of
skulls have been carved into the stone. The building extends 60 feet long
and is over 40 feet wide. Ringing the top of the building are numerous
demonic statues made of a strange green stone. They seem to stare at the
characters. This structure is the main mausoleum within the graveyard.
It is made of solid granite construction with 4-foot-thick walls, 20 feet
tall. The mausoleum itself radiates magic. The walls of the place seem
alive. Enchanted, they repair any damage done to the structure in one
day, with stones crawling back into place of their own volition. If detect
magic is cast, a successful DC 14 Intelligence (Arcana) check reveals
some of the nature of the magic. At the terminus of the stairs, set within
the mausoleum wall, is a set of ornately worked iron doors. Ringing
the top of the mausoleum are 8 green guardian gargoyles? of Rappan
Athuk.

Tactics. The gargoyles animate and attack when approached or
whenever they are touched, attempting to grab victims with their claws.
Once grasped, the gargoyle attempts to fly off with the victim. One
gargoyle can lift a grasped opponent weighing 150 pounds or less. Two
gargoyles working together can lift an opponent weighing up to 300
pounds. If the party is of very low level, simply have 1 of the gargoyles
animate and fly off to report to some unknown master. Or have less than
the full 8 gargoyles animate.

Treasure. The gargoyles are carved of a strange green stone and each
gargoyle has 2 eyes of jet worth 250 gp each. The eye gems radiate magic
and evil. Unless the gems are crushed, both dispel magic and remove
curse spells cast over them, and the fragments scattered, they reform as
gargoyles of the same type in 1d8 + 2 days. Even if the gem eyes are
carried away, any gargoyles killed are replaced within 1d8 days.

The Front Doors of the Mausoleum

Built into the doors is an intricate lock, which looks worthy of the most
legendary dwarven smith, and requires a DC 30 Dexterity check with
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thieves’ tools to open. The doors may be unlocked easily with the I'{eil
from Area G-1. The doors open inward.

Trap. Ifthe front doors’lock is picked or opened in any manner other than
with the magical iron key from Area G-1, including using a knock spell, the
trap is activated. Three rounds after being opened, the doors slam shut, and
the stone floor of the mausoleum slowly begins to rise. The doors close even
if spiked or propped open — only total destruction or removal keeps them
from closing. If not disabled, after 5 rounds the floor reaches the level of the
ceiling, crushing all within the mausoleum to a pulp. It moves on Initiative
20 each round. Because the doors open inward, when the floor starts to rise
they cannot be reopened as the rising floor bars them. Exit can only be made
by teleporting, by somehow tunneling through the 4-foot-thick walls, or by
finding the secret door in the floor at Area G-7 before it locks. There are
no other means of escape. (That’s right, the very first trap is an instant-kill
trap. Rappan Athuk isn’t a dungeon of legend for nothing.) Characters with
a passive Perception score of 15 notice the shifting floor even if they are
not actively looking for it; dwarves and others with stonecunning or similar
traits should be given advantage on an active check. Be sure to keep track
of time, because after 1 round of the floor rising, the secret door is blocked
(see Area G-7). This mechanism resets itself in 2 days. The stone walls are
enchanted to repair themselves when damaged, and will regenerate even if
completely destroyed.

G-7. Inside the Main Mausoleum

The mausoleum itself is filled with damp, musty air. Dust covers most
of this barren room of solid stone. Several broken and rusted weapons lie
on the floor along with the butt-ends of several used torches. The room’s
sole furnishing is a large stone sarcophagus, on top of which stand 2 brass
candelabras, each holding a black candle.

A character notices, with a successful DC 14 Perception check, that there
is an indentation in the ceiling of the mausoleum identical in dimension
to the stone sarcophagus. Inside the sarcophagus is a black skeleton?. It
animates only if the sarcophagus is disturbed. If the floor trap is triggered,
the skeleton shrieks hideously and laughs at the players as they meet their
doom. It will gladly be destroyed along with them, as it reforms in a week.

Candles. The candles radiate magic and evil. They are lit with
continual flame spells and are impossible to extinguish. The candles are
effectively minor artifacts; if destroyed or removed from the mausoleum,
they reappear here, lit and fully intact, at the next sunset.

Secret Door. South of the sarcophagus, between it and the south
wall, is a secret door, requiring a DC 17 Wisdom (Perception) check to
discover. This is a 10-foot-square slab of stone, which may be removed
by pulling upwards; a DC 16 Strength check is required. Beneath is a
ladder leading downward, set in the wall of a circular shaft which leads to
a small hallway described at Area G-8, which itself leads to Level 1 of the
dungeon. If more than 1 round has passed since the floor started to rise,
the mechanism that raises the floor has also inserted a 2-inch-thick iron
slab over the opening to the shaft, thus barring exit from the room even if
the secret door is found.

G-8. Hallway to Level One

This is a circular shaft descending into the darkness below. The smell of
death radiates from the pit as it plummets into oblivion. The circular shaft
descends 30 feet below the floor of the mausoleum to a dirt-floored hallway.
There are some blood stains and smears on the rough-stone walls of the
hallway, including one rather recent large hand-smear of blood on the north
wall. The passage leads east and comes to a dead end, 100 feet later.

Pit. At the end of the passage is an obvious 10-foot deep, 5-foot x
S-foot pit. There is a rope pegged into the wall that drops into the pit. At
the bottom is a poorly hidden secret door, found with a successful DC 5
Wisdom (Perception) check, which leads to Area 1-1. The door begins 3
feet from the floor of the pit and opens by pulling up and out on a small
knob on the bottom of the door.
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Rappan Athuk Graveyard — The Grave Markers

Littering the sunken landscape surrounding the three
mausoleums above Rappan Athuk is an abundance
of grave markers, noting the gone but not forgotten
— some formal headstones, some half-buried shields,
a few basic stick-markers. In all, a sad reminder of the
souls lost in and around the Dungeon of Graves.

Some of the more famous markers are as follows:

Ben Bullock, That is not dead which can lie eternal

Willgar, Shed not for her the bitter tear, Tis but mere
ashes that lie here

Jason “Hierax” Verbitsky, Stop by here my friends, As
you pass by, As you are now, So once was |

Thark, Couldn't outrun Fate

Mark Basgall, Saved Soul

Bracton, Sings the Song of Sleeping

Liz Courts, Sweet Soul

Beneath this simple stone, That marks his resting place,
Aaron F Stanton sleeps alone, In the ground’s long
embrace

No pain, no grief, no gripping fear, can reach Aidan
Domogalla, sleeping here

Eternal Artificer Crux, the Mad Captive, Don’'t mourn my
loss, | am home

IN MEMORY OF OUR PATRIARCH, James Redmon

JMEP Cornelius, AT PEACEFUL REST LIES

In Memory of Sterno, Whom | Loved, Now He Resides in
the Realms Up Above

Lordan Ironwolf, OUR FRIEND UNTIL THE END

Mark W. H. Lambe, Saved all naught himself

Martin Britt, Did not see that Coming!

Scantrontb, Until we meet in the Heavens

Mainspur, Our Silver Lining

Zomblebees, ‘ware the gargoyles!

Michael Salt, The Best among Us

Alex Bianchi, We miss you very much and love you
dearly

Alex Hoggett, Earth has no sorrow that the heavens
cannot heal

Andrew Daley, Gone, but not forgotten

Lee Darby, Entered into rest

thaumaturgan, The song is ended, but the melody
lingers on

Stefen Styrsky, Quick of Foot, the Arrow was faster

Adam Graham, Step softly, a dream lies buried here

Derrick A. Landwehr, His tfrue wealth was in his
generous heart

SolitonMan, What we gave, we have, What we left,
we lost

DaveMage, Good friend laid low, He gave many a
killing blow

James Van Horn, Sad cause of grief for here in dust lies
a dear friend, good, virtuous, and just

Erica Balsley, Our Angel

Phage Neurospora, A loved one sleeping

David W. Kaufman Il, “He died rejoicing in hope.”

Marshall “leadjunkie” Mahurin, A Man amongst men

Michael David, A Poor man, Rich of Soul

drnate29, You drank what?

Aelrik Ravenmane, One room too many

beasterbrook, We never saw anything like it

Napoleon Einstein von Smith, The prettiest Man |
ever Saw

Scathaigh, A song of heaven plays for you

Paulon, Mitra have Mercy

Ralph Kelleners, NEVER SWIM UNDERGROUND

Bob Keller, One wish foo many

Andreas Lenhart, In Sacred Memory

Here lies Edmond Courtroul, His Luck Ran Out Before He
Did

Henrik Landervik, Until We Meet Again

James Johnson, Hero, Legend, Friend

Lyle LaRue, One Man Who Fought Like Two

Scott Kehl, Favored Son

Boodro H Viperion, He did it His way

Nidor Dacson, The good die young

Here lies Cheragh Ali, And there lies Cheragh Ali,
And there. ..

Robb Lukasik, He stood his ground

Johon De the One-Handed Archer, One miss was
Enough

John Ling, Rolled Down the River

Terry Demeter / Lord Metal-Demon, His soul is
Spoken for

Tom and Donna Harvey, Stood Close Together To the
Bitter End

Dragnmoon, A crack shot And a Good Man

Aarok Hawethorne, Our Love knows No bounds

Ryan Simm, Gave it his All

Thalendar, One Step Too Slow

Shawn Hibbs, At Rest in the Hands of our Lord Thyr

Tholwon, Doubled Down and Lost

Kerion “Guppy” D’Archangeli, How Big Was that Thing?

Mirth Mristar, Still Smiling

EOTB, RIP DOA WTF

Sara Garda - daughter of Arlen, Her Soul Is Eternal

Darien Reswald, Stood Tall And Lost His Head

Jakk, He bit off more than he could chew

Sykoholic, “I told you | was sick!”

dafaddu, Once | wasn't, Then | was, Now | ain’t again

Jerry Ward, Lived and Died by the Sword

Jim O’Sullivan, A finer man was never buried

John K Morris, Who traps a book?

John N. Caparso, Nothing but the Best

‘Awesomer Lockwood’, God-Emperor of the Universe

Lisa Kellogg, Loved One Lost

David Caldwell, Embraced by the Higher Planes

James Douglas IV, Any day above ground Is a
good day

DaemonSlye, While living men my fomb do view,
Remember well, there’s room for you

Greg Raglund, Feaster of Blood

Johnathan L. Bingham, Trollfood

Andy Reynolds, Attacked by a Toilet

Joseph C. Fox, Don’t go down the Well!

Awesomer Lockwood, Cookies for you in heaven

Mark ‘Mars’ Petrick, the Hand of Vengeance
Shall Redeem

The Death Tribble, In his Furry Embrace We find Warmth
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Level 0A:
- The Cavern of the Kraken

This sea cavern is a long-lost entrance point into the deep levels of
Rappan Athuk. Located over 12 miles east of the main entrance, it
connects to the depths of the dungeon via a series of winding tunnels
and hidden ways. This lost entrance is no easy way to bypass the normal
method of delving, for it is the lair of a fearsome, evil sea monster known
as “The Kraken.” Even the dread red worm living to the south gives this
area a wide berth, having once almost been dragged down to the surfin an
encounter near the shore. Fortunately, the wise adventurer can avoid this
many-tentacled horror by knowing the way. The map of this area is shown
on Level 0A, Map 1 and 2.

Level oA

Difficulty Level: Tier 3

Access: Ocean cave from surface, secret underwater
tunnel from surface, tunnel to 12C-1 from Area 0A-2,
tunnel to Level 10A-41 in Area 0A-9, tunnel from Area OA-
11 to Level 13C-3.

Wandering Monsters: Check once per hour on 1d20:

d20 Encounter
Otyugh

Roper

3dé giant rats
1d3 trolls
Black pudding
Gray ooze

Will-o’-wisp

O N o 0 A WDN =

2d6 stirges
9 1d3 piercers?®
10-20 No encounter

General Features

Atmosphere: Strong evil emanates from the water at Area 0A-3. Noisy
(waterfall), wet.

Ceiling Height: Ceilings are natural rock, ranging from 8-20 feet tall.

Doors: None

Shields and Wards: None.

Surfaces: Wet and slippery, natural caverns. Floors and ceilings are
covered in stalagmites and stalactites.

Other:

» The noise of the waterfall in Area 0A-12 gives disadvantage on all
perception checks that rely on hearing

» The entire area is filled with fungus. 20% is edible while 10% is poi-
sonous. A successful DC 15 Intelligence (Nature) check is required to
determine the difference. A character who eats a poisonous mushroom
must succeed on a DC 14 Constitution saving throw or take 7 (2d6)
poison damage.

oA-1. Secret Entrance

Hidden beneath the waves on the side of a coral reef 40 feet from
shore is a tunnel. The entrance is approximately 6 feet in diameter and
roughly circular, cut at a slight angle into the pink coral. The entrance
teems with marine life, with dozens of sea anemones and fish playing
near the entrance. For some reason, the cave entrance itself is lined with
peppermint shrimp in a large colony. A small and harmless octopus (shades
of things to come) lairs in the roof 5 feet inside. At low tide, the tunnel
entrance can be seen from the surface of the water and is 12 feet down. At
high tide, the water above the entrance is over 20 feet deep and cannot be
seen except by a diver. The problem is that the tunnel works like a siphon.
At low tide, one must swim against the current to move towards the beach
(impossible without a water breathing spell or a swim speed of at least
30). At high tide, the water pulls one in towards the air-filled pockets and
exit, and anyone who can swim makes it easily inside.

The Tunnel. The underwater tunnel runs for 200 feet towards the shore,
with breathing space after 100 feet at low tide, and 140 feet at high tide.
The tunnel daylights in a sandy-beached cavern at this point, and winds
for another 300 feet until it opens into the side wall of a vast cavern, 60
feet above the surface of Area 0A-3.

The Cave. Stalactites and stalagmites grow from the roof and ceiling
of the cave in great numbers. The roof of the cave is over 80 feet high,
and bats swarm about in the torchlight. The way is smooth and slippery;
running water can be heard from somewhere out in the distance, as can the
tidal surge washing out Area 0A-2. The water below is filled with wrecked
ships and flotsam and has an eerie stillness to it. The tunnel continues up
the side of the cavern, terminating in Area 0A-4.

oA-2. Empty Caverns

Self-explanatory, although this is a good time to roll for wandering
monsters.

oA-3. Cavern of the Kraken

A vast cavern opens to the ocean at high tide, and to a shallow lagoon at
low tide. The entrance itself is shielded by a rocky outcrop of 5 to 7-foot
boulders spaced every few feet. The entrance is approximately 100 feet
across in a semi-circle with a peak height approximately 50 feet above the
beach surface. At high tide, the entrance is only 10 feet high. A few feet
past the entrance, the land drops off to a deep tide pool inside the cave.

The Kraken’s Cave. The cave itself is over 400 feet in diameter, and
roughly oval shaped. Along the edges, a sandy beach runs from 10 to 40
feet from the water’s edge (no beach at high tide, although the edge is
very shallow), terminating in steep walls that gently slope to the roof apex,
giving the whole a strange “egg” shape. At the far end of the cavern, a
rough-cut tunnel leads up into Area 0A-5. The water surface is filled with
wood and other debris, with this area acting like a sump, and retaining
floating material as well as fine grained sand and silt. The water inside
the pool is murky and filled with silt, and visibility is limited to 10 feet
underwater. There are the remains of several crushed ships (7 total; 2 large
and 2 small galleys, a caravel, and 2 merchantmen), some broken in two,
others with sides dashed in, partially submerged. Within the hull of 1 large
galley resides an evil horror.
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If the water is disturbed in any way, a kraken knows there are intruders
and attacks. A careful group can avoid the encounter if they work their
way around the beach at low tide, but even the slightest amount of noise
of rippling of the water is noticed. The party needs a successful DC 16
Dexterity (Stealth) check to avoid the kraken’s notice.

Tactics. If the kraken attacks (it can reach 30 feet!), all that can be
seen initially is grasping tentacles. Two rounds after it attacks, its body
crests the surface. It attacks primarily with its tentacles, dropping its
poisonous ink cloud into the water 2 rounds after it attacks. If it loses
half its tentacles, it closes to crush and bite prey and presses them
against the walls of the cave. In doing this, it attempts to block the
exit. If its body takes over 50% damage, it retreats to its lair and hides
beneath the pool (effectively invisible due to the ink cloud). Anyone
incapacitated by an active tentacle is dragged beneath the pool and
eaten later.

Treasure. A great deal of treasure is present beneath the silt and sand of
the pool. The problem is that hundreds of tons of material must be moved
to locate it, and defect magic is baffled by the thickness of the overburden.
If a locate object is used on “gold coin,” “gold bar,” “necklace,” “scroll,”
or “sword,” several treasures can be found. Digging them up takes several
hours. The following treasure “piles” exist within the pool:

2 29 ¢

* Cache 1: In 10-foot-deep water, buried under 4 feet of silt and sand,
is a merchant ship’s hull. Within the hull is a locked copper chest (dulled
green with verdigris) in the shape of a cat with opals for eyes, requiring
a DC 14 Dexterity check with thieves’ tools to open. The chest itself is
worth 3,000 gp if undamaged and polished, and weighs 80 pounds (it is
3 feet x 2 feet). Inside this chest are 11 gold bars worth 1,000 gp each, a
silver necklace set with 12 black pearls worth 5,500 gp, and a matched
pair of jeweled cups set with a variety of semi-precious stones in silver
and gold filigree worth 2,500 gp as a set.

* Cache 2: In 4-foot-deep water, buried under 2 feet of silt and sand,
is the rotted remains of a wooden chest. An obvious but non-functional
scythe blade trap is set on its interior. Careful removal of the chest, or
mass-excavation of the silt, reveals a total of 4,000 sp and 2,200 gp.

* Cache 3: In 40-foot-deep water, buried under 6 feet of silt and sand,
is a pile of rusted metal. Wrapped up in this pile is a single intact sword,
untarnished by the saltwater. Its scabbard has long since rotted away,
and it glows with a dull light once exposed. This sword is a unique
weapon called Grindor®™.

» Cache 4: In the heart of the Kraken’s lair, in 30-foot-deep water bur-
ied under 4 feet of silt and sand, is a grey stone sarcophagus shaped
like a man. It has retained its watertight seal, and floats in the water
if uncovered (the stone is pumice, and the sarcophagus is filled with
air). It is sealed with a deep purple wax and can be opened easily by
removing the wax seal. This should be played up to maximize the terror
(stone floating in water! Oh no, a lich!). Inside the vessel, itself worth
2,500 gp, are the inanimate mummified remains of a man. Beneath the
wrappings are 3 scrolls: scroll #1 (control water, speak with animals,
animate dead), scroll #2 (passwall, disintegrate, mind blank, cloudkill),
scroll #3 (conjure animal, contact other plane, wish), and a spellbook
containing all 1st and 2nd level spells, 7 3rd level spells, 5 4th level
spells, and 3 5th level spells from the wizard spell list. These treasures
are all lost if the interior of the coffin gets wet or is burned.

oA-4. The Back Door

The corridor stone changes color from slate grey to reddish brown as the
characters enter this chamber. Torchlight gleams off the calcite and halite
that line the corridor and ceiling and drops of water ping on the ground as
they drip from above. The temperature of the room is noticeably warmer,
and the air feels humid. Hiding among the columns and stalagmites that
cover the floor is a single roper that attacks as soon as the party moves
to the exit. Due to the uneven and rock-cluttered floor, no more than 3
characters can engage the roper with melee attacks at any given time. All
targets in the room greater than 10 feet away from each other have three-
quarter cover due to the cave’s features.

Tactics. Using the pillars and columns as cover, the roper attempts to
attack 1 or 2 characters at a time, using its strands to incapacitate them
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prior to choosing another target. If possible, all its attacks are focused on
a single character each round, trying to reduce the number of opponents to
be faced. If any characters are abandoned, or if all are incapacitated, the
roper eats them at a rate of one per hour, after first biting their heads off to
prevent any from being rescued.
Treasure. Inside the roper’s gullet are 220 gp and 4 beryls worth 100 gp each.

oA-s. The Way is Up!

This tunnel leads out of the Kraken’s lair in a steep, 30-degree climb
up loose, wet rock.

The Slide. Inside this 200-foot tunnel are 20 stirges, who attack at the
100-foot point. Each melee round that someone swings a weapon or tries to
move at greater than one-half speed, the character in question must make a
successful DC 16 Dexterity saving throw or slide down the slippery slope
and land in the pool below (stirring the kraken). If a character slides into
another party member, that character must in turn roll a successful DC 18
Dexterity saving throw or both will slide. This can cause a cascade effect
whereby each saving throw is made at a cumulative +2 to the DC over the
previous saving throw; hence the 5th character in line (with 4 characters
coming down) must make a successful DC 24 Dexterity saving throw.
Bludgeoning damage from the slide is 1 (1d2) per 10 feet.

The tunnel the stirges come from daylights in an empty cave on the top.
The cave has sunlight shining through at its apex, and holes big enough for
the stirges to pass through. Just outside this hole in the ceiling is a patch
of twilight mushrooms? (inactive in daylight), that affect any that climb
through the 4-foot-wide exit at night.

Tactics. The stirges are hungry. They are tired of rats, and they wanna
eat! They attack in swarms of up to 5 per Medium character (then they
crowd the rest out). They avoid the pool, of course, and do not attack
a character within 40 feet of it, even abandoning a character they are
attached to as soon as possible if they get within that range.

oA-6. The Hot Springs

Clouds of steam billow from the ground ahead, and gurgling water
noises can be heard. The air smells of sulfur and gets warmer as the
pools are approached. Steam fills the air, and vision is limited to 10 feet.
Anyone running through the room must make a successful DC 15 Wisdom
(Perception) check or fall into a pool and suffer 7 (2d6) fire damage per
round they remain within.

Pools. This area contains a series of pools of water fed by a geothermal
pipe branching off from Level 10 of the main dungeon. The water is hot
(180 degrees F.) and full of minerals. Pools range from 5 to 25 feet deep.
The pools contain large colonies of harmless bacteria, and fungus grows
in abundance near the hot springs. Bats, rats, and other small inhabitants
of the cavern frequent this area, as the abundant fungus provides a large
supply of food. Increase wondering monster checks here to every 30
minutes due to the abundance of “easy to catch” food. The left tunnel
leads back 50 feet and then drops off a cliff, 80 feet to Area 0A-7. The
right tunnel leads to Area 0A-2, then to Level 12C, Area 12C-1.

oA-7. The Slippery Slope

Torchlight seems to lose some of its vigor, and the swirling mists of the
hot springs create a surreal effect of shimmering colors as light is reflected
by the mists. The entire area is lightly obscured.

The Cliff and Pool. One can see there is a pit into an abyss but cannot
tell if its 10 or 100 feet down. Water spills down the cliff, creating a
slimy, slippery climbing surface, requiring a successful DC 20 Strength
(Athletics) check to climb. The cliff to the bottom drops from 80 feet
above into a shallow 40-foot diameter pool of warm, mineral rich (and
slippery) water. Any movement beyond one-half speed, or combat,
requires a successful DC 15 Dexterity saving throw or the character in
question slips and falls (no damage). At the center of the pool, 20 feet
away from the bottom of the cliff, is a black pudding. Due to the steamy
mists, the characters may not notice it before it reacts unless they approach
within 10 feet or succeed on a DC 20 Wisdom (Perception) check. The
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tunnel leading past the pool and chamber leads to Area 0A- 8 Sounds of: &
combat in this area (splashing and shouting) draws the will-o’-wisp from
that area. Behind the waterfall is a second tunnel leading to Area 0A-10.

Tactics. The pudding is surprised by anyone entering -the pool and
fails to react for 2 full rounds. The black pudding preferentially attacks
characters in the pool, avoiding fire by staying submerged. It is unaftected
by the slimy pool bottom. If the pudding is slain and the party looks hurt,
the will-o’-wisp appears and starts shocking the pool (the damage affects
all within the water area).

Treasure. In the bottom of the pool are 3 mithral nuggets worth 500
gp each mixed with the bits of limestone detritus. They are easy to spot
if the pool is illuminated in any way. Mithral is unaffected by the acid of
the pudding.

oA-8. The Will-o’-Wisp Lair

The tunnel from Area 0A-7 leads 20 feet down to another mist-filled,
100-foot diameter cave of hydrothermal pools and cluttered debris.
Movement through the area is at one-half speed at best. Combat or
movement over one-quarter speed requires a successful DC 13 Dexterity
saving throw each round or the character falls prone (25% chance of
falling into a pool). These pools are far more acidic than those in other
areas. Sulfuric acid in the pools causes 1 point of acid damage if touched,
and 5 (2d4) acid damage per round if a player falls or slips into one of the
pools, with 2 (1d4) residual damage the round after exiting it.

Toxic Air. Each character must make a successful DC 16 Wisdom
(Survival) check upon entering the room to realize the air is poisonous,
necessitating an additional successful DC 16 Constitution saving throw
each round or suffer 1 (1d3) point of acid damage from the sulfur dioxide
gas present; roll but don’t tell the players until they exit the gas or collapse,
see text below. The gas is only toxic in this low cave (it is heavier than
air). Once back in Area 0A-7 or through Area 0A-9, the gas ceases to
affect the characters. One of the properties of this gas is to deaden the
senses to its presence — one may be poisoned and not realize it until they
feel weak to the point of collapse. This gas is precisely why this cave’s
inhabitant, a will-o’-wisp, decided to stay here, feeding off the dead and
dying vermin that pass through the area. It sees a party of adventurers as
an even greater food source, feeding off their emotions as they die slowly
of gas poisoning.

Tactics. Unless it is encountered in Area 0A-7, the wisp is in this
room. If it shocks the party in the pool in 0A-7, it then retreats here if it -
encounters resistance. The wisp does everything in its power to keep the
characters in the poison air, attacking any who try to escape, and avoiding
all others. It tries to bait the characters into the area, only to fly away once
the room is reached. The wisp feeds more heartily on creatures that die
from the poison air than creatures it kills. If reduced below 5 hp, a wisp
burns out, not returning to the fight.

oA-9. Out of Gas

This 120-foot tunnel leads up 40 feet at a 30-degree slope out of
the poison gas area. The mists are heavy, and end at the 40-foot mark
(characters still on their feet take damage now). The room has no denizens
unless the characters are still in combat with the wisp. A cool, clear stream
of water flows down the far side of this chamber, pooling at the end and
running down the 30-foot-wide tunnel leading out to Area 0A-10. The
water is potable. This passage eventually leads into Level 10A, Area 10A-
43. Occasional wandering monsters come up from that level to hunt or
head out to the ocean. Trolls are particularly common in this passage (50%
chance an encounter is 1d3 trolls, otherwise roll as usual).

oA-10. Behind the Falls

This narrow passageway is 6 feet off the ground and travels in a
winding pattern for over 200 feet before leading into Area 0A-11. The
passage is only 3—4 feet wide in places and varies in height between 3
and 8 feet. After the 100-foot mark, the tunnel becomes ery noisy, and
the sound of the waterfall in Area 0A-11 drowns out normal speech. After
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In some areas, Medium creatures must crawl and squeeze. The end of the
passage is 20 feet off the floor of a large, 200-foot diameter cavern. Due
to limited visibility, unless care is taken to move slowly and carefully,
a successful DC 18 Wisdom (Perception) check or a DC 16 Dexterity
saving throw must be made to avoid falling out of the end and taking 7
(2d6) bludgeoning damage.

oA-11. The Loud Cave

This cavern is over 200 feet across, with a floor almost completely
covered with water. In most places, the water is only inches deep, but there
are randomly spaced holes ranging in size from a few inches to several
feet across. None of these is particularly dangerous, though characters
could get wet if they are not careful.

Waterfall. At the far end of the cavern, opposite the entrance from Area
0A-10, the floor of the cave drops off sharply in a waterfall. This has the
effect of creating a loud, crashing noise, completely drowning out any other
sound in the room. Speech, even yelling, is overwhelmed by the sound of
the waterfall. Due to the shallow water, there is no real risk of anyone being
swept over the side (unless they are foolish). It is an easy task to secure
ropes or other means of descent down the falls to the bottom.

Pool. At the bottom of the falls is a 6-foot-deep pool of water, 70 feet
across, filled with hundreds of small blind crawfish. Careful search of the
area, and a successful DC 13 Wisdom (Perception) check, reveals a few
rusted links of iron chain, the links themselves being 2 inches in length.
Two of the links appear to have been torn apart. The chained gorgimera,
the guardian of Area 0A-12, has since left its post, and wandered to Area
13C-3, down the left passage. Grubbing around in the pool reveals dozens
of pieces of what appear to be chunks of broken statues (victims turned to
stone and smashed by the gorgimera).

Cracks. Characters might look for something that a chain was hooked
to. A successful DC 16 Wisdom (Perception) check while searching the far
wall reveals an iron ring set in the mineral encrusted wall. Encrustations
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175 feet, verbal communication becomes impossible except by shouting.

cover the spike that holds the ring in place. If the calcite and hallte crust is
broken away, one can see a mural painted on the cave wall, and a faint crack: !
running along the floor. If this crack is traced, it is discovered that additional
cracks run at right angles on both sides of the floor crack, and along the wall
at 7 feet, in a roughly rectangular pattern. Basically, a large stone block or
door has been placed to look like a natural part of the cave wall. The block
cannot be moved by brute force. It is 12 feet x 12 feet x 20 feet in size. A
passwall spell can bypass the block. An easier way is to solve the riddle.

The mural contains a series of runes, a picture of a man-headed snake,
and a symbol of the god Muir. Comprehend languages or a successful DC
18 Intelligence (Arcana) check reveals the following inscription:

“My step is slow / the snow’s my breath I give the ground / a grinding
death My marching / makes an end of me Slain by sun / or drowned in sea.”

The answer to this is “glacier” or “ice,” and is precisely the way the
block can be moved. Water in the cracks of the wall expand when frozen,
pushing the V-shaped 120-ton block of stone free, and allowing passage
beyond to Area 0A-12. Any source of magical cold serves this purpose. If
the water in the cracks is frozen, the block moves forward 4 feet, allowing
passage beyond.

oA—12. Stasis Chamber

This cut-stone room is adorned with symbols of Thyr and Muir and appears
for all intents to have once been a holy shrine of some sort. The symbols are
recognized with a successful DC 12 Intelligence (Religion) check.

Captive. In the center of the room, cast in a bluish force field is a
guardian naga. All wealth and other matter has long-since been removed
by the evil that trapped it. This naga is in stasis, the result of a spell cast
upon him. If this can somehow be reversed (possibly dispel magic against
a 7th level spell) a good-aligned party gains a powerful new ally. The naga
serves any like-aligned being who frees him until the party leaves the area
of Rappan Athuk.
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0B: The Cloister

the Fro

Background

The Cloister of the Frog-God has stood on a desolate ridge overlooking
vast swampland since time immemorial. Dedicated to the great and terrible
demon lord Tsathogga, the original sanctuary was erected in a distant and
forgotten past, long before the survivors of Tsar built their fell abode.
While the cyclopean standing stones were thrown down with the coming
of Man, the underground sanctuaries and stone grottoes have survived.
Eons ago, malignant men came to learn from the graven idols, and joined
as brothers of the cloth. Fearful for their lives, innocents attended sermons
and offered gifts. The barges of the frog-cult visited their villages with fire
and sword. That was long ago, and the might of the order is no more. Yet
still, half-broken evil lingers in the ruins of the cloister and its underground
passages. The hopping masses hold their vigils in the remaining section as
their ancestors have, guarding a nightmare that refuses to die. The cloister
and grounds, as well as the under-levels, are shown on the 0B maps.

-God

Level oB
Exploring the Cloister

Difficulty Level: Tier 2

Access: Area CL1 (Outer Cloister), Area CL12 (Inner Cloister),
Area CL7 to outside (Outer Cloister).

Wandering Monsters: None.

General Features

Atmosphere: Faint evil is detectable everywhere.

Ceiling height: Ceilings are a uniform 10-foot height.

Doors: Wooden. Require a successful DC 8 Strength check to open.

* Locked Doors: Require a successful DC 16 Dexterity check with
thieves’ tools or DC 15 Strength check to open.
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1 square - 25 feet

two leagues'in the Dragonmarsh Lowlands
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« Secret Doors: Stone. Require a successful DC 16 Wisdom (Percep-
-tion) check to find. Also requires a successful DC 16 Intelligence (In-
vestigation) check or DC 25 Strength check to open.

" Shields and Wards: The entire building, and Area DL1A, are under a

a . ‘permanent hallow effect. All good-aligned creatures have disadvantage

on attack rolls. Area DL1A provides the benefits of a bless spell to

~ worshippers of Tsathogga.

Surfaces: Stacked cut stone.

The Green-Robed Men

Greatly diminished, the order of Tsathogga now counts § acolytes
(cultists), and 4 under-clerics (cult fanatics), who in turn control 16
zombies raised in the under-temple. The leader of the congregation
is Abbot Grosso®, a grossly obese, graying man with a tonsure, an
unnaturally wide smile, and bulging eyes. The Abbot is awake day and
night, concocting witching brews and performing unwholesome rituals
beneath the ground.

During the Day. Normally (during the daytime), the cultists aren’t
hostile. If a group of characters approaches their temple and don’t display
obvious holy symbols or signs typical of do-gooders, they are welcomed
as pilgrims, and admitted to the cloister if they agree to lay down their
arms at the entrance and offer tokens of their goodwill. Significant
material contributions (over 120 gp value) earn a blessing and probably
an audience with the Abbot. An evil character may even accept Tsathogga
as a patron and become his champion if proven worthy. The “good”
brothers sell unholy water for a mere 10 gp per vial, midnight tears®
for 1,500 gp per dose (a bargain!), and potions of foul water® for 60 gp
each. Worthy servants may gain additional gifts — mostly potions — for
their services. Possible missions include recovering items from dangerous
locales, furthering the cause of Tsathogga, assassinating undesirables or
anything you think up.

At Night. During the night, there is a 50% chance a sermon is in
progress. In this case, all doors to the temple are locked save the front
one (where 6 zombies and an acolyte stand guard), and the rest of the
congregation is down in Area DL1A. Visiting worshippers who wear dark,
hooded robes may be admitted if they don’t behave out of order (or don’t
look heavily armed). Otherwise, it is assumed that half of the acolytes
and under-clerics are asleep in their cells while the others hold vigil in the
upper temple. Abbot Grosso and the zombies, of course, are ever vigilant:
the former experiments in the laboratory (Area DL1C), and the latter stand
by his door to make sure he isn’t bothered.

Tactics. In case of an assault, the acolytes and the under-clerics attack
immediately, making a fighting retreat into the dungeons if their foes
prove superior. Abbot Grosso is informed by an acolyte if he isn’t present
and sends all zombies against the invaders. He only joins the fight from
behind, and flees if things go badly, retreating through the catacombs to
seek allies and vengeance against the defilers.

Treasure. Abbot Grosso possesses a +2 sickle, 6 vials of unholy
water, potion of healing, bracers of defense, dark green felt robes
with face-covering cowl (richly embroidered, 25 gp value), unholy
symbol of Tsathogga, and key ring (for all doors). Each under-cleric
has weapons and dark green felt robes with face-covering cowls, an
unholy symbol of Tsathogga, 3 vials of unholy water, and keys to the
cells; one also has a key to the entrances. The acolytes have assorted
weapons, dark green felt robes with face-covering cowls, and unholy
symbols of Tsathogga.
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The Cloister
CL1—CL7 Outer Cloister

CLt1. Entrance

Leering, grotesque statuettes squat in small niches around the iron
reinforced oak portal. Even the metal bands are of a strange shape, and
they seem to wriggle and twist at night. The door may be locked and
barred from inside if the monks anticipate an attack.

CLz. Upper Temple

Aside from the frog motifs on the stone columns and the small
soapstone idol opposite the entrance, this place could be the temple of
any other deity.

Temple Interior. The interior is spacious and clean, and the scent of
incense floats in the air. Stairs lead up to the belfry, and curtained exits
lead to other parts of the cloister. Usually, there are 5 or 6 under-clerics
(cult fanatics) here in meditation, who greet travelers and administer
to their needs. On a closer examination, or at night, it becomes obvious
that things are not as they seem. The frogs on the columns are animate
— now and then, one can be seen moving (and at night, they leap down
on intruders, going straight for the throat). The incense is calming, a
bit too calming. It dulls the mind and makes one susceptible to subtle
enchantments (disadvantage on saving throws vs. mind-affecting spells).
The flames of the candelabra on the two sides of the altar are unnaturally
greenish and their radiance makes everyone look cadaverous. Should a
hostile intruder go near them, the flames leap on them and burn like the
flames of the Netherworld, making a melee weapon attack at +6 to hit,
with a 10-foot range, inflicting 8 (1d6+5) necrotic damage!

Idol of Tsathogga. The idol shows the bloated, perverted shape of
the demonic frog-god. Even being near the figure awakes a sense of
wrongness, and any good- or neutral-aligned character touching it must
roll a successful DC 14 Charisma saving throw or contract Tsathoggan
rotting disease®. Evil characters are unaffected by this filth. In fact,
kissing the idol heals them as a 1st level cure wounds spell, once per day.
At least 20 points of radiant or fire damage or 40 points of regular damage
destroys the idol, but in the case of fire damage, the resulting noxious
vapors affect everyone in a 10 feet radius just like its touch. If the idol is
destroyed, the hallow spell ceases to function in the temple area.

Treasure. Each under-cleric has a weapon, dark green felt robes with
face-covering cowls, an unholy symbol of Tsathogga, 3 vials of unholy
water, and keys to the cells; one also has a key to the entrances.

CL;. Refectory

This barren room has a long wooden table and 16 wooden stools.
Acolytes and pilgrims consume their meals in silent contemplation,
mostly simple porridge and stale bread with water. The northern staircase
leads down to a hallway to Areas DL1A and DL1B.

CL4. Dormitories

This is where the brothers sleep and meditate when they are not working
on temple service. The smallest room belongs to the 4 under-priests, while
the rest have simple beds for the acolytes, 6 per room. There are no other
furnishings or items of comfort.

CLs. Anteroom

Cold air and stale dust fills this short corridor, while cobwebs hang
from the ceiling. The southern door is locked. To the east, an old wooden
carving of a hooded priest, mostly worm-eaten, stares at visitors. Pilgrims
who wish to see Abbot Grosso must kneel for at least half an hour in
this uncomfortable hole before they are admitted before him. If danger is
afoot, and the temple is alerted, 4 zombies are stationed here.

Leering, grotesque statuettes squat in small niches around the iron-
reinforced oak portal. Even the metal bands are of a strange shape, and
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barred from inside if the monks anticipate an attack. A successful DC 18
Strength check is required to break it down.

CL6. Bedroom

Not at all like the cold and damp dormitories, the room of the Abbot
hints at a level of luxury.

Interior Decor. Rich carpets cover the floor and precious tapestries
hang on the walls. To the south, by the sole window, is a small reading
stand. A brazier filled with hot coals stands by the north wall, next to
two bookshelves full of folios, codices, and scroll cases. A lantern with
colorful glass panes sheds a soft light on the scene in the evening. Unless
expecting visitors, the room is empty (most of the time). Abbot Grosso
occasionally reads the works in his library, but he never sleeps or rests,
preferring to spend time in study and experimentation in his dungeon.

Treasure. The bookshelves hold mundane treaties concerned with
herbalism, metallurgy, alchemy, and religious philosophy, with the occasional
work on geometry and construction (worth 1,100 gp total). The northern
bookshelf conceals a secret door leading down to Area DL1C. Both regular
doors are locked, and the one leading outside is barred as well. A successful
DC 18 Strength check is required to break down any of the doors.

CLj7. Peaceful Pond

Water lilies float on the calm surface of this clear little pond in the shade
of ancient trees; occasionally, concentric ripples break the surface as small
frogs jump out to hunt their insect prey. Mossy stepping stones lead to the
Abbot’s room, and a stone bench in the shade offers a place to daydream
and meditate.

Stone Frog. A lifelike, moss-covered statuette of a frog with moss agate
eyes, sitting on a large boulder, feeds the pond with a steady stream of water.
Unless the party does something wrong, this place poses no risk. On the other
hand, a character touching the eyes of the frog is affected by a polymorph
spell — a successful DC 17 Wisdom saving throw negates — which turns
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the character into a mundane frog. In this case, the 15 killer frogs” lurkings =
underwater emerge at once to drag the poor frog down and tear it to shreds! -

Treasure. The eyes of the stone frog are large gemstones of moss agate;
fancy, and worth 160 gp for the pair.

CL3. Old Ruins

Here on the windswept plateau stood other buildings of the cloister.
Razed by the superstitious village-folk and further ruined by time, only a
few walls and the stump of a bell tower remain among the hardy shrubs.

Entrance to the Catacombs. One of the ruined structures to the east,
a small rectangular building, hides a barred shaft under a pile of planks.
Clues to the shaft’s existence can be put together with a successful DC 12
Intelligence (Investigation) check. The shaft leads down to the catacombs
at Area DL1M.

CL9g. Cave Entrances

Three dark caves enter at the base of the cliffs. The western entrance
leads to the ogre lair at Area DL2B and the pool of the harpies at Area
DL2C; the central one to the giant rats at Area DL2G and the third, which
is always hazy with escaping steam, to the springs and sinkhole at Area
DL2H.

CL10A—C. Vineyards

The distended vineyards of the cloister are overgrown with briar and
thistle; mossy, ancient trees grow stunted and monstrous. There are
bunches of wild grapes on the vines, but theirs is a sour vintage, and 4
of the plants are assassin vines®. The Area CL10A leads down into Area
DLII on DL1 Map 1. CL10B leads to Area DL1J on DL1 Map 2, and
CL10C leads to Area DL1K on DL1 Map 3.
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A half-sunken barge rests next to the rotted pier. Before the serpentine
,€limb, a statue depicting a bowing, hooded monk faces the road.
Treasure. The statue’s hands bear a stone begging bowl with 2d10 cp

B 5+ and 1d10 mixed gp and sp.

e

CL12—27 Inner Cloister

Silence mixed with an area of dread desolation shrouds the inner cloister,
battered by constant winds. This is a place of decay and abandonment.

Occupants. Due to a conjuration gone wrong, 4 invisible stalkers
were set free by the former abbot, and they proceeded to slay all within
the walls. Those who investigated from the outer cloister were “attacked
by the thin air itself”, which tore a few hapless acolytes to bloody bits.
Nobody dares bother this place now. The extraplanar monsters still roam
the empty halls looking for live prey. They may be encountered anywhere
within the inner cloister, but usually remain inside the building (except
one, which likes to grind human bones in the mill).

Tactics. The invisible stalkers attack from surprise and retreat for a
while if heavily wounded.

CLi2. Gates and Courtyard

The oak gates are open, their hinges rusted. Tall, dry grass grows
in the courtyard. A pile of sacks full of rotted grain is stacked by the
northwest tower.

CLi13. Skeletons

A group of monks who had tried to flee were discovered and killed here.

Skeleton Keys. One of the skeletons, concealed by a small bush, is still
intact, and carries a key ring with keys to all locked doors in the outer and
inner cloister save Area CL6 and Area CL21.

CL14. Northwest Tower

Ruined grain lies here in large sacks. A small hand-operated mill stands
in the middle. It is jammed with chips of human bone, which is also
collected in a wooden bowl at the base of the contraption.

There is a 50% chance at any time that 1 of the invisible stalkers is in
here, playing with the grain works.

CLis. Northeast Tower

This tower is a burned-out, hollow shell. Only the outer walls stand
intact. Black, charred beams, ashes, and molten metal items remain. A
character investigating the rubble must succeed on a DC 13 Dexterity
saving throw or suffer 6 (1d12) bludgeoning damage due to falling rubble.

CLi16. Inner Garden

A few fruit trees, a well, and untended vegetable beds are found in the
miniature garden. Thick grape vines growing on the stone surface block the
door to the southwest tower. The vines are the tendrils of an assassin vine®.

CL17. Southwest Tower

The lower level of the tower is reasonably intact. There is a poorly
concealed trapdoor in the ceiling, leading to CL25. It is spotted with a
successful DC 10 Wisdom (Perception) check.

Treasure. The tower contains 3 barrels of fine wine, smoked meats
(rotten), 10 glass bottles (distilled spirits worth 50 gp per bottle) and
chopped firewood, all of it stored neatly. A successful DC 10 Wisdom
(Perception) check reveals that someone has hidden a small package
between 2 barrels. The oilskin bundle“™ holds a parchment and 3 potions
of healing.

The hastily scribed script reads:

“Having secured the cross in the observatory with the unblessed oil-skin,

now depart this sorrowful demesne and hide this message so [smudged

Wit ___.
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¥ CL11. Harbor

lines] ...mercy, for the malevolent unseen remain about, waiting, ever
waiting — for me, the last monk of Abbot Thum.”

CLi18. Common Room

Previously used for meditation and meals, this chamber is a wreck. Two
long tables lie in ruin; splintered chairs, broken bones, a fallen chandelier,
and the fresh, torn body of a young man in leather armor, his longsword
still in the scabbard, bear testament to the strength of the devastators.

CLig. Kitchen

Pots, pans, and broken dishes are scattered about this area. Spiral stairs
lead down to the catacombs at Area DL1S, and a sturdy staircase lead up
to Area CL22.

CL20. Carnage Site

Five recently slain bodies, all mangled beyond recognition, litter the
floors. The iron door to the southeast tower is locked securely. It can be
broken down with a successful DC 20 Strength check, or the lock can be
picked with a successful DC 18 Dexterity check with thieves’ tools.

Treasure. The corpses bear minor arms — maces, daggers, and the
like. One also possesses a finely engraved horn worth 125 gp and a money
pouch containing 18 sp.

CLa21. Southeast Tower Basement

This chamber was emptied by the monks to hold an evil magic item
once possessed by a rival order, the horn of flies“™. The monks, finding it
impossible to destroy the foul item, locked it in an iron chest, requiring a
successful DC 17 Dexterity check with thieves’ tools to open, which was
in turn placed within a magical warding circle.

Warding Circle. The silver tracings of the circle are still here, as is the
chest. If the outline of the circle is broken or disturbed without first being
dispelled, an unhallowed aura of red light descends on the chamber, and
all must make a successful DC 14 Wisdom saving throw or attack their
companions. A new saving throw is possible every 3 rounds. A successful
DC 18 Intelligence (Arcana) check reveals the danger of disturbing the
circle.

Treasure. In addition to the sorn, a small wooden stand holds 8 flasks
of unholy water and a chest with 200 gp worth of pure silver dust.

CL22. Prayer Rooms

The adjoining rooms were used by the brothers to hold vigil, with
wooden pews by the walls. There is evidence of heavy fighting: scorched
walls, dropped maces, smashed furniture, and broken candles.

CL23. Cells

Each cell used to be inhabited by 3 monks. Their possessions are broken
and useless. Four bodies lie in the corridor.

CL24. Abbot’s Cell

Somewhat more spacious, the abbot’s cell was where the invisible
stalkers got loose, as evident from the broken conjuration circle in the
inner room. A successful DC 20 Intelligence (Arcana) check is required to
understand the purpose of the circle. Both doors are smashed, broken in
half by forceful blows. Pages ripped from torn books litter the floor.

Treasure. Beneath the mound of rubble, wrecked furniture and
destroyed items, the dismembered corpse of the abbot still bears a ring of’
protection, a +1 morningstar, and a ruby-studded unholy symbol worth
700 gp.

CLz2s. Southwest Tower, Upper Floor

A storeroom like the lower level, this place wasn’t spared by the wrath
of the invisible stalkers. Nothing of value remains. The trapdoor to CL17
is unhidden and obvious from this side.
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CL26. Southeast Tower Armory

Weapon racks line the walls of the room, and a spiral staircase in the

" southwest corner leads to a trapdoor in the roof, leading to CL27.

“_ ., Treasure. The racks hold 45 maces, 11 morningstars, 6 heavy
~“crossbows, 55 bolts, 7 halberds, 5 glaives, and 4 longswords. 50% of the

" weapons are too old to be usable. Two chests contain 7 well-oiled suits of

chain mail and a single suit of +/ chain mail.

™ CL27. Observatory

i Three star charts depicting the major heavenly bodies hang on the walls.
» The roof may be pushed aside with a pulley system to observe the sky
: with a spyglass mounted on a tripod. A former monk (see Area CL17) has
hidden a captured holy relic, the silver cross of St. Yora® on a small ledge
outside the southern window. It can be found with a successful DC 20
Wisdom (Perception) check. Only lawful good characters may employ the
cross, others find it too weighty to even lift, unless they possess the oilskin
bundle® from Area CL17. A spiral staircase in the southwest corner leads
5, to a trapdoor in the floor, leading to CL26.

. Within the Vaults

k#  General Features of the
b Dungeon Levels

Atmosphere: The taint of chaos and evil is everywhere.
A sickly smell of death permeates the underground.
The air is cold and very clammy. There is an occasional
sound of water dripping. Random gusts of wind blow out
unshielded torches.

RAPPAN ATHUK

Ceiling Height: Ceiling height of 12 feet is typical. Each level
is 30 feet below prior level (DL1 is 30 feet below cloister,
DL2 at 60 feet and DL3 at 90 feet).

Doors: All normal doors are locked, iron-reinforced wood.

* Locked Doors: Require a successful DC 20 Dexterity check with
thieves’ tools or DC 20 Strength check. A character who has successful-
ly unlocked one door on this level has advantage to unlock the others
on this level.

* Secret Doors: Stone. Require a successful DC 16 Wisdom (Percep-
tion) check to find. Also require a successful DC 16 Intelligence (Inves-
tigation) check or DC 25 Strength check to open.

Shields and Wards: None.
Surfaces: All walls are damp and cold, and the floor is wet
and moldy in patches.

Dungeon Level One

Difficulty Level: Tier 2

Access: Stairs up to Area CL3, stairs up to Area CLé, stairs
down to Area DL2A, stairs down to Area DL2I, stairs down
to Area DL2K, stairs down to Area DL2D, stairs down to
Area DL2L, stairs down to Area DL2M. Hallway up to Area
CL10B. Hatch to Area DL2M. Shaft to Area CL8. Staircase
to Area CL19.

Wandering Monsters: Check once per 20 minutes on 1d20.

Roll Encounter

1-2 2d10 skeletons

3  2dé zombies
4-5 Gray ooze

6 Gelatinous cube

7 Tsathar priest® and 2dé zombies
8-20 No encounter

Other:
Zombies wear the dark green habits of the frog-worshippers. There is a
total of 3 gray oozes and only 1 gelatinous cube in the catacombs.

Dungeon Level Two

Difficulty Level: Tier 2

Access: Stairs up to Area DL1B, stairs up to Area DLIE, stairs
up to Area DL1G, stairs up to Area DL1J, caves to outside,
sinkhole to Area DL3C. Stairs down to Area DL3A. Long
passage (25-30 miles) to Area 4A-1.

Wandering Monsters: None

Dungeon Level Three

Difficulty Level: Tier 2

Access: Stairs up to Area DL2M, Stairs up to Area DL2R,
sinkhole in ceiling leading up to Area DL2H.

Wandering Monsters: None

Dungeon Level One
DL1A. The Lower Temple of Tsathogga

Unless a sermon is in progress, there are 8 zombies in the room. At
night, there is a 50% chance the whole congregation, except for the 6
zombies and 1 acolyte guarding the cloister, is present along with Abbot
Grosso himself! The area is under the effects of a permanent bless spell
affecting worshippers of Tsathogga.
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Temple Décor. This sinister worship-room presents a scene straight
out of some Stygian hell. Squat columns support the ceiling, while
heavy smells of burning tallow and boiling fat mingle as candles burn
in wrought-iron sockets and a grotesquely large cauldron bubbles with
foul steam. The peering gemstone eyes of a gross idol, the demon-lord
Tsathogga, gaze at the scene with morbid indifference. Stairs of slick
olive stone climb to the altar and the cauldron, then the idol. The altar is
a simple soapstone block, vile and venomous (like the idol in Area CL2).
Upon its surface are several carved eyes that resemble warts. Yet the worst
is the cauldron behind.

The Cauldron. Enchanted fire burns constantly, heating the vile
broth it contains. The stew is viscous, smelling of molten fat and waste.
Occasionally, a cooked limb or head bounces up to the surface before
sinking back. Just above the cauldron is an iron hook connected to a pulley
system by the side. It is used for lowering hapless sacrificial victims, bit
by bit, into their most unpleasant demise.

The cauldron is hot to the touch, inflicting 2 (1d4) fire damage to anyone
placing exposed flesh to it, and its contents are scalding, inflicting 21 (6d6)
fire damage in the case of full immersion. The broth causes 4 different
kinds of disease if sampled (your choice, but mummy rot®, Tsathoggan
rotting disease™, slimy doom“", and pestilence®” would be a potent mix!)
No saving throw is permitted to avoid contracting the diseases, but the
usual saving throws can be used to get rid of them.

The Hideous Idol. The idol’s gemstone eyes are emeralds worth 3,000
gp each and bear a potent curse: they induce a plague equivalent to mummy
rot® if possessed for more than a day. A well-hidden secret door behind
the idol, requiring a successful DC 20 Wisdom (Perception) check to find,
leads to the catacombs. It may be opened by pulling a lever hidden behind
the statue. Pushing it upwards releases a cloud of acidic gas from the idol’s
mouth that inflicts 10 (3d6) acid damage to all targets immediately in front
of the idol, with a successful DC 16 Dexterity save reducing damage by
half; in addition, triggering the trap requires a successful DC 15 Dexterity
saving throw or anyone standing in front of the statue is knocked into
the cauldron. A successful DC 20 Intelligence (Investigation) check is
required to determine the correct direction to move the lever.

DL1B. Holding Cells

As Tsathogga needs a steady stream of sacrifices, these rooms hold
abducted travelers awaiting their dreadful fate. They are locked behind
barred doors; the keys being held by the ogre on Level Two, Area DL2B.
Of the captives, 3 are insane wrecks, another 3 common farmers, while 6
are adventurers:

Prisoners of Tsathogga
Cell # Prisoner Notes
If freed and armed, he fights
Bithan of Un by the party’s side and may
1 (CN male even convert to a lawful
human alignment if treated well. He
berserker) is distrustful of Xor, his distant
cousin.
Befter known as “the Hand”
for the member he displays
on his (fake) coat of arms,
2 ABTEI 1S Morton is wanted in three

(Nmaleelisspy) fowns for forgery and fraud.

He denies all rumors as
fabrications and slander.

Frederik and
Carolus (N
male human
veterans)

A pair of seasoned veterans
looking for adventure. Both
are rather dim, but likable
that way.

3and 4
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Cell # Prisoner [\ [o] (=
A thoroughly wicked
swordsman and a distant
cousin of Bithan; speaks
about himself in the third
Xor of Un (CE person, and has a hollow,
5 male human . . Predictabl
ladiator) menacing voice. redic gb Y,
9 his first deed once freed is
betfraying the characters
to whomever is most
convenient.
Vilis is an Amazon worshipper
S of Mitra. She has a
6 fe\rf':hoslg/\rl:&neon concealed dagger in one
veteran) of her leather boots and

isn't afraid to use it if a good
opportunity presents itself.

DL1C. Laboratory

Unless reading upstairs or preaching, Abbot Grosso is found in his
subterranean lair (accessed from Area CL6), mixing strange alchemical
salts with poisonous herbs, acids and other substances. The Abbot is
guarded by 8 zombies, who may be summoned from the lower temple
with a yell.

Lab Equipment. The items in the laboratory are worth 700 gp for the
tools and glassware, and 400 gp for the chemicals — stored neatly in
heavy chests, on shelves, and on acid-scarred tables. In addition, there are
many extraordinary items as well. A locked metal box (requiring a DC 14
Dexterity check with thieves’ tools is required to open; failing the check
by 5 or more means 1d10 of the flasks break) holds 10 flasks of acid, each
vial wrapped in fine cloth; a bundle of 6 lightrods®; and 4 tindersticks".
A rune-etched silver flask holds 3 vials worth of unholy water.

Treasure. There are 2 chests by the western wall, holding much of the
Abbot’s wealth.

* Chest #1 is trapped with a glyph of warding requiring a successful
DC 16 Intelligence (Investigation) check to notice, and a DC 16 Intel-
ligence (Arcana) check to disarm. It triggers unless the chest is opened
by an evil being, discharging a contagion (slimy doom®) spell. The
chest contains a leather sack with 350 gp, 3 small sapphires worth 150 -
gp each, a mummified hand, two blocks of an orange wax-like sub-
stance and a round leather case with handwritten documents. The mum-
mified hand is a hand of the revenant®™. The orange substance is meant
to be burnt and its fumes inhaled. They allow their user to commune, but
only evil deities may be reached this way. Each block is usable once.
The documents in the leather case reveal the procedure to create hardi-
er enchanted zombies. This method requires 250 gp worth of material
components per zombie and a fully equipped laboratory. The resulting
zombies have maximum hit points. The papers are written in a very
incomplete shorthand. It requires a successful DC 19 Intelligence check
or suitable magic to decipher them.

* Story Award. You could award 200 XP as a Story Award to a good
character who destroys the notes.

* Chest #2 is much smaller than the first and is trapped with another
glyph of warding (inflict wounds spell). This glyph also requires a suc-
cessful DC 16 Intelligence (Investigation) check to notice, and a DC
16 Intelligence (Arcana) check to disarm. It is divided into 16 small
compartments, with a potion in each one:

#1 to #9 hold potions of healing.

#10 and #11 hold potions of greater healing.

#12 holds a dose of crawler mucus poison.

#13 is a super-potent acidic concentration (like a standard flask of acid but
causing 10d6 acid damage).

#14 is a potion of speed.

#15 is a potion of contagion® (mummy rot).

#16 is an elixir of all-seeing doom®, created under the specific instructions
of Tsathogga’s demonic minions. PR




Moldering coffins lay along the walls, each with a decayed corpse

" inside. At Area DL1DA, a spiral staircase leads to Area CL19.
v

"DLiE. Graves of the Lower Priesthood

Letters carved into the floor of this grey and cobwebbed burial chamber
identify it as “THE GRAVES OF THE LOWER PRIESTHOOD”. Each of the
side rooms contains 16 wooden sarcophagi surrounding a round stone table,
illuminated by a single lantern glowing with a greenish-blue continual flame
spell. A small dais on the northern end of the hall holds a stone statuette of
a man clad in monastic robes, wearing a diadem. If the characters disturb the
sarcophagi, the lanterns, or the diadem, the statue emits a loud croak and 6
zombies from the burial chambers spring to attack. The zombies are all blackish,
with unnaturally thin limbs, and move with dreadful speed (as if hasted).

Treasure. This diadem is worth 240 gp.

DLiF. Pit

A covered 40-foot deep pit trap leads down to the pool at Area DL2C. A
successful DC 15 Wisdom (Perception) check is required to notice the pit
trap, and a DC 16 Dexterity saving throw is permitted to avoid falling in if
it is not noted. A character that falls in the pit takes 14 (4d6) bludgeoning
damage from the fall.

DL1G. Chthonic Crypts

Faint, dissonant music resonates within the hall. Letters in the floor
identify the place as “THE CHTHONIC CRYPTS”. The side chambers
are laden with stone caskets, each containing miscellaneous bones of
what appears to be human and animal origin. Horned heads, hooves, and
misshapen bones are common.

Statue. On a dais to the east stands the statue of a goat-legged shepherd
playing a set of metal panpipes. The music is coming from the statue as the
wind blows through the instrument. Characters who stop and listen must
make a successful DC 14 Wisdom saving throw or start dancing a tarantella
in the crypt. A new saving throw can be attempted every 3 rounds to break
the effect. If they dance, bizarre goat-human skeletons emerge from the
stone caskets at a rate of 3 every round to join them, up to a maximum
of 24. They do not attack until the characters attempt to leave, or they are
themselves attacked. Dancing characters have disadvantage on attack rolls,
and Dexterity and Strength saving throws. Characters who dance for a full
hour receive a dark blessing which gives them the ability to leap up to 12
feet vertically but turns their feet into hooves. After each hour of dancing,
a character must make a successful DC 14 Constitution saving throw. Each
failed save results in one level of exhaustion. A character collapsing from
exhaustion (after five levels of exhaustion) may crawl away without being
attacked but may be trod upon. A successful DC 16 Dexterity saving throw
negates suffering 3 (1d6) bludgeoning damage per 3 points of failure.

Treasure. The pipes do not function outside this place, but they are
made of a rare alloy that makes them worth 900 gp. It takes a successful
DC 17 Strength check to dislodge them.

DLiH. Hall of Entombment

A sign on the stone door reads: “THE HALL OF ENTOMBMENT. THEY
WHO HAVE RISEN ‘GAINST THE GREAT FROG-GOD, THEY SHALL
SEE NO REST”. The portal is locked and secured with chains. Each of
the 3 locks requires a DC 15 Dexterity check with thieves’ tools to open,
or each chain can be broken with a DC 20 Strength check. Inside are the
gnawed-on skeletons of some 30 frog-cultists who had rebelled against a
long-dead abbot and were put down to face live entombment. Five of them
remain as ghouls inside the room, envious of the living.

Treasure. One of the skeletons bears a staff of healing.

DLil. First Wine Cellar

Casks of sour wine stand in the recesses of this vaulted, moldy cellar.
The place has been ransacked and there are no valuables; however, 8
stirges lair here. This cellar is located on Dungeon Level Map 1
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DL1]J. Second Wine Cellar

Accessible from the upper reaches through Area CL10B, and located
on DL Map 2, this looted wine cellar is clearly inhabited by an intelligent
being. There is a smell of human presence, and the western tunnel of
the cellar has been turned into living quarters with a bed made of rags, a
small fireplace with a kettle, a lantern, and a drinking cup. There is a 60%
chance Smir is present. Smir is a wererat, except:

Multiattack. While in hybrid or humanoid form, Smir can make one
dagger attack and one shortsword attack.

+1 dagger. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit:
6 (1d4 + 4) piercing damage.

Shortsword. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 6 (1d6 + 3) piercing damage

Tactics. If encountered, he poses as an insane hermit ranting about
undead, and tries to lead the party away from his lair and his treasure
behind one of the casks. If forced into combat, he fights with a dagger and
shortsword until he can make an escape attempt.

Treasure. Smir’s treasure consists of 680 gp, a silver mirror wrapped
in black velvet (worth 22 gp), a potion of greater healing, a +1 dagger,
and a shortsword.

DLiK. Third Wine Cellar

This cellar has been looted like the others (through Area CL10C).
Grotesque skeletons with gnarled limbs and half-dissolved bones lie
everywhere, and there is a glistening trail over them and all over the floor,
walls, and ceiling. However, the mysterious assailant is long gone. This
cellar is located on DL Map 3.

DLi1L. The Vault of Abbot Cyngamon

The vault is surrounded by a circular corridor with stone slabs set in the
walls sealing burial niches. Each slab depicts a mailed warrior; they do not
open unless the warriors are called to defend the vault.

Door. The entrance to the vault is a brass-inlaid iron door flanked by
large, sooty copper braziers still burning with flames. Letters on the door
read: “THE VAULT OF ABBOT CYNGAMON. HE LIT THE SCENTED
OIL BEFORE THE GREAT FROG-GOD, AND THE FROG-GOD WAS
PLEASED THEREBY.”

The door is locked; however, burning some scented oil, perfume, or
oil mixed with incense in the braziers allows passage. Alternatively, a
successful DC 16 Dexterity check with thieves’ tools opens the doors. On
a failed lock picking attempt, the flames leap at the offender! Consider this
aranged attack at +5 to hit, 10 ft. range, 8 (1d6+5) fire damage.

The Vault. The grey room beyond is inlaid with carved stones, and
an arched canopy with blue stucco. All is very old and smells faintly of
scented oils. A font by the western wall has clear water inside, healing 1d6
damage each time it is sampled (there is enough water for 4 quaffs). A
metal hatch in the floor can be opened to descend to Area DL2M; the way
is barred by a metal grille on the bottom. The grille can be removed with
a successful DC 18 Strength check.

The Abbot and Guards. In the northern chamber, the mummified frame
of Abbot Cyngamon still slumbers atop a stone bier, surrounded by 62 vials
of perfume. He is also a wight, and if he attacks, the burial niches in the
outside corridor also open to release his guardians, 8 undead swordsmen in
mail and coif (normal skeletons; AC 18). The swordsmen first attempt to
come through the northeastern door. If they find it blocked, 4 stand guard
and 4 go around through the secret doors to finish the interlopers.

Treasure. The vials of perfume are worth 15 gp each. Abbot Cyngamon
possesses a scepter worth 1,300 gp, and a ring of telekinesis. Each guardian
has chain mail, shield, and a shortsword.

DL1M. Looted Crypt

Slime and mold coat the walls of the crypt, creating an atmosphere of
wet miasma. The sarcophagi in the room have all been looted. What at first
sounds like faint whispering turns out to be an air current — it comes from
the cobweb-concealed shaft above, which climbs 30 feet and opens onto
the plateau at Area CL8. A successful DC 10 Intelligence (Investigation)
check reveals the source of the whispering.
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DLiN. Collapse

Letters in the floor read: “THE CRYPT OF CALLIXT”. The way is
choked with rubble and impassable.

DL1O. The Tomb of Kynos

A sign above the iron door reads, “THE TOMB OF KYNOS”. The
growling heard before entering the chamber turns out to come from a hell
hound; the monster is accompanied by a solitary wight.

Statue. In the middle of the tomb is a statue depicting Kynos in
his life, with his faithful pet hound. At the base of the statue is a sign
reading KYNOS; behind the sign is a secret compartment with the wooden
statuette of a dog and 2 potions of resistance (fire). A successtful DC 16
Intelligence (Investigation) check is required to find the small indent in the
O of KYNOS that opens the secret door.

Coffins. Standing by the walls are 10 unmarked stone coffins. The bones
inside are gnarled and twisted. Some skulls have more than 2 eye sockets;
others have small horns or bumpy protrusions. One of the coffins contains
diseased grave dust, requiring a successful DC 14 Constitution saving
throw or contract mummy rot®”. This rot is extremely fast-acting, with
a mere 1-hour incubation period and ability loss every 2 hours thereafter.

DL1P. The Tomb of Gwoth

A sign above the iron door reads, “THE TOMB OF GWOTH-WHO-
IS-TWO”.

Inner Chamber. The bricks of the decaying wall in this domed chamber
have started to fall and the whole structure is on the brink of collapse;
there is a 50% probability of collapse every time the walls are disturbed.
If the chamber collapses, all within take 21 (6d6) bludgeoning damage
or half this amount if they succeed on a DC 16 Dexterity saving throw.
Hidden behind beardlike growths of putrid mold, 3 ghouls wait patiently

.-‘os’

to leap at intruders. They are covered in the stuff — hopefully, none of the
characters is allergic! A successful DC 18 Wisdom (Perception) check is -
required to avoid being surprised by the ghouls. :

Experiment. In addition to the ghouls, there is a grotesque skeleton in
the middle of the room suspended in a murky liquid in a thick glass tube.
This strange, deformed being was some sort of human-frog hybrid, and
while no traces of flesh remain, the wide jaws, bent spine and muscular
legs are still apparent.

DL1Q . Webbed Chamber

Yet more webs and mold fill this chamber. A bricked-up niche concealed
by a layer of wispy and mold-shot webs is the source of shuffling noises
and occasional coughing.

Hidden Secret. Walled in is a moldering corpse who falls outward with
a dull thud if the brickwork is removed. It still grasps a sizable bundle
of rotted parchment maps describing a multi-level dungeon complex,
complete with key and notations. The parchments crumble into filth no
matter how delicately they are handled, but the players should be given
the opportunity to leaf through the Rappan Athuk maps for a total of 15
seconds. In pace requiescat!

DLiR. Tomb of the Red Death

This crypt has never been broken into, as intact seals on the door indicate.
The seals also warn the living: “HERE BE THEY WHO WERE CLAIMED
BY THE RED DEATH. DISTURB THEM NOT, FOR THEY ARE LOST.”

Sarcophagi. Beyond the grim reminder lies a corridor and a chamber
with 10 simple, hastily constructed sarcophagi. Four of them contain mere -
corpses; the others are occupied by 4 skeletons and 2 wights, who animate
when any of the lids are raised. These undead possess a skeletal visage
mottled with patches of reddish mold, and cackle madly as they join the
fray. They have no treasure, save for clothes suggestive of minor nobility.




This rough-hewn room looks half finished, as if construction had been

&+ .abandoned and never resumed. A deep, narrow crack spans the stone floor.
e

Wedged into the crack is a rusty chisel.

DL2B. Ogre Lair

The jailer, a hunchbacked, nameless ogre, lairs here. As he has received
no victims for a while, he is hungry and irritated. The chamber is cold
and empty, and its only furnishings are a bed of flea-ridden furs, a bucket
of water, and a shelf of goblin and human skulls. A key ring opening all
cells at Area DL1B hangs on a nail. The way to the caverns has been
barricaded with a barrier of nailed-together planks. A successful DC 20
Strength check with any appropriate tool proficiencies allows the barrier
to be removed quickly; otherwise, it is a slow, noisy process.

DL2C. Amber Death

Enchanted phosphorescence glows in a 6-foot-deep pool of hazy amber
liquid. It illuminates a haggard, mossy tree, and 10 moss-covered statues
along the walls. The statues are humanoid, and from 10 to 18 feet tall. The
centermost is a figure of a 6-armed human, pointing to the east.

Amber Pool. The inhabitants of the strange shrine are 4 harpies. They
usually perch on the statues if they hear someone approach and start
singing to lure unsuspecting characters into the amber pool. The thick
liquid therein is paralytic, requiring a successful DC 14 Constitution
saving throw, or be paralyzed for 2d6 rounds, and dissolves flesh at the
rate of 6 (1d12) acid damage per round. Inorganic materials are unaffected.
Once a sufficient number of characters are in the pool, the harpies rush the
remaining heroes to tear them limb from limb.

Treasure. Lying on the bottom of the pool are an iron flask, a silver
dagger, and 70 gp. The flask contains rough brandy. Above the pool, there
is a chute leading up to the pit trap at Area DL1F.

DL2D. Walled-up Archway

This doorway has been bricked up. The construction is ancient, and
easy to knock down, requiring only a successful DC 10 Strength check.

DL2E. The Imprisoned

An observant character that makes a successful DC 14 Wisdom
(Perception) check notices odd fissures in the northern wall with something
gleaming within. Excavation reveals that the objects in question are sizable
slabs of sea-green glass, with shadowy, humanoid skeletal forms frozen
under their smooth surface. There are 5 slabs in all and they radiate magic
and evil. No magic or weapon can penetrate the glass, but “listening” to the
thoughts of the skeletons with detect thoughts or similar powers broadcasts
such fear and shrieking pain that the character must make a successful
DC 15 Wisdom saving throw or become afflicted with indefinite madness
(please refer to the Indefinite Madness table in the SRD.)

DL2F. Rubble Hall

Large mounds of crushed stone fill this chamber, a building half
inside the caverns. It was once used for religious purposes — a group of
supplicants in hooded robes is still visible on a faded fresco. The space has
been filled in so thoroughly that crawling through is no easy feat in bulky
equipment. Medium creatures would need to squeeze to get through, and
it is considered difficult terrain for small creatures.

DL2G. Small Grotto

In this single grotto live 2 giant rats, attracted to a half-buried copper
ball that radiates a pleasant warmth and glows with a faint coppery light.
Tactics. The rats protect their lair ferociously, fighting to the death.
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DL2H. Steam-filled Grotto

Hot water flows from the cracks of the wall to the central sinkhole,
vanishing to Level Three. The ground around the sinkhole is slippery,
requiring a successful DC14 Dexterity saving throw to avoid a fall.
Although cushioned by the pool below, failure still inflicts 7 (2d6)
bludgeoning damage.

DLa2I. Graves of the Upper Priesthood

Letters carved into the floor of this grey and cobwebbed burial vault
identify it as “THE GRAVES OF THE UPPER PRIESTHOOD”.

Stone Dais. The place has been ransacked and defiled. Bones lay strewn
about; rubble covers an empty dais. A clump of green slime? hangs above
it; unless checked for, there is a 40% probability it falls on an investigating
character. The stairway in the west leads to Area DL1E.

DL2]J. The Crypt of Monos Diarmos

Carved letters above the entrance read, “THE CRYPT OF MONOS
DIARMOS. MAGIC AND ENCHANTMENT GUARD HIS WAY”.

Interior Crypt. Two barriers consisting of thick iron bars separate this
crypt into 3 sections, although the doors allowing passage through them
are both unlocked. A successful DC 30 Strength check is required to bend
the bars enough to allows passage of a Small or Medium creature. Tiny
creatures can squeeze through. There are signs of a previous battle: soot-
blackened stones, broken arrows and weapons, smashed bones and split
shields. If the characters enter the middle area, both doors slam and lock,
while a malicious voice chuckles in glee. Opening the lock requires a
successful DC 19 Dexterity check with thieves’ tools, or the door can be
broken down with a successful DC 22 Strength check. Beyond the bars,
a faint apparition of a wild-eyed phantom in billowing robes, clutching
an ebon staff and displaying a gem-set ring murmurs unknown words of
power as the lights dim and an unnatural silence falls on the scene. The
iron bars have been enchanted so that a spell with a line of action passing
through the bars has a 50% chance of being reflected by the bars, and a
spell that materializes on the far side of the bars (e.g. teleport, sacred
flame) has its effect appear on the same side of the bars 50% of the time.
The phantom is a mere illusion of no substance. The illusion can be seen
through with a successful DC 20 Intelligence (Investigation) check.

Tombs. Various tombs are found in the vault: sarcophagi, niches in the
walls and slabs of stone in the floor. Many have been looted and broken
into, but one still contains the intact body of a young lady — but that, too,
falls apart with a moan in a shower of dust if touched.

DL2K. Lower Cellar

The walls of the damp cellar are black with mold. Ancient oak barrels
full of wine stand in wall niches and orderly stacks.

Treasure. Some of the barrels are still full, and 3 crystal bottles — worth
100 gp for their antiquity and workmanship — in a small, locked wooden
case contain an excellent vintage equivalent to 3 potions of healing.

DL2L. Abandoned Vampire Lair

A corroded brass lantern suspended from the ceiling burns with a
continual flame. Four suits of rusted armor bearing halberds guard a dirt-
filled coffin. The coffin has not been used in ages, as its inhabitant was slain
by adventurers. If the lantern-light is extinguished, a permanent darkness
effect falls on the room — this inky black veil may not be removed short
of dispel magic cast against a 5th level spell.

DL2M. The Hall of the Brothers

A plaque at both ends of the vaulted hallway reads: “THE HALL OF
THE BROTHERS”.

Coffins. Standing coffins flank the way on both sides; many looted, the
others are nailed shut and contain corpses in dark green habits. A barred
shaft above the north-eastern segment of the passage leads up to the vault
of Abbot Cyngamon (Area DL1L). A successful DC 18 Strength check is
required to pull the bars out of their frame.
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¥ DL2N. Looted Crypt

The coffins in the room have been broken open and their contents
~ despoiled. Soot and ashes cover the floor. A bent brass plaque, discarded
n a corner reads: “WIZARD’S LIGHT, WIZARD MIGHT, LIGHT OF

4
. FIRE, FUNERAL PYRE>.

"+ Secret Door and Trap. The secret door in the wall is relatively easy to

find, requiring a successful DC 10 Wisdom (Perception) check, and the
operating mechanism is hidden under a loose flagstone: a brass valve with
the relief of a grinning skull, its mouth open, must be rotated. This also
opens reserves of flammable gas; the mouth of the skull itself is the release
pipe. A successful DC 10 Intelligence (Investigation) check reveals that
the valve controls the secret door; a DC 20 Intelligence (Investigation)
check reveals that it will also release the gas. Of course, both effects can
be discovered simply by turning the valve. If there are open lights nearby,
the gas ignites, causing 10 (4d4) fire damage to all within the room, and
burns for 3 rounds before the valve automatically shuts itself. There is
sufficient gas for 6 operations.

DL20. Secret Passage

The walls of the passage are laden with a thick layer of mold. Any
movement disturbs a huge cloud of spores. Characters must succeed on
a DC 17 Constitution saving throw or suffer a —1 penalty to attack rolls
and saving throws if they remain in this place, and for 1d3 x 10 rounds
afterwards due to coughing. Three skeletons lie in the passage, having
fallen prey to now defunct spear traps in the walls. They are covered with
a thick crust of growth, and still seem to be somewhat alive, emitting
wheezing, gasping noises if they are moved or disturbed.

DL2P. Crypt

A niche in the east wall contains a mound of glistening, slime-covered
skulls flanked by 4 tallow candles.

Skulls. If the candles are lit, fire flares in the hollow eye sockets and the
skulls shriek, but there are no other effects.

DL2Q .Storage

Dust covers the religious paraphernalia left here: sooty braziers, velvet
drapes, incense burners and a collapsed podium.

DL2R. The Circle of Exchanges

A title of this magical enigma is “THE CIRCLE OF EXCHANGES.
BROTHER ARN SEES TO HIS AMUSEMENT”, and is written in a mosaic
circle on the floor. The statue of a hooded monk watches over a domed
chamber with 4 pedestals.

Four Pedestals. Clockwise, from the northwest, the following objects
rest on top of them: a nugget of molten iron, a skull, a dagger, and a
potion of healing. Approaching any object, it is immediately exchanged
with (1d3):

1—the one across them

2—the one to its left

3—the one to its right

The speed of exchange is such that it is almost impossible to capture
an object, requiring a DC 25 Dexterity check to do so. However, the
pedestals can be loaded with extra objects, in which case only a random
object moves, and the rest remain dormant, now possible to remove from
their place.

DL2S. Chambers of the Frog-Men

Slime and glowing fungus covers the floor and walls, thriving on the
wet rot. Rough stone pillars support the low ceiling of these irregularly
hewn chambers. The inhabitants of this place are 5 Tsathar monks®.
Lurking beneath the overworld, these forsaken, wrinkled pilgrims still
tend their ancient shrine after their human disciples fell. They move with
a shambling gait and like to capture victims with nets. They obey their
high priest (Area DL3T) and come to his aid if they are needed.
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DL2T. The Secret Temple

Slimy, green-gray clumps of mold cling to the ceiling. The walls
are adorned with an endless throng of dancing figures, contorted and
repulsive. The procession ends in the inner shrine to the west, where 2
hunched statues of hooded frog-men flank a great, bloated idol seated on
a slab of translucent lime-green glass.

Idol. The frog-idol of Tsathogga is flanked by 2 heavy golden
candelabra worth 800 gp each (but they are heavily tainted with evil).
There is a continuous hallow aura radiating from the idol, causing the
temple area to be desecrated ground.

Caretaker. Fortunately, the place is mostly abandoned. Its only
caretaker is a Tsathar priest®. This misshapen mongrel is clad in the
grotesque garments of a high priest and clutches the symbol of its station,
a heavy brass staff studded with green glass “eyes” and “warts”. The high
priest may summon its companions from Area DL2S with a bellowing
croak. The high priest and his cohorts occasionally emerge to the surface
world to hunt for new captives to sacrifice; at other times, they travel deep
underground to Rappan Athuk to consort with the darkest powers.

Treasure. The frog-man priest possesses +/ leather armor, and the
staff of the Batrachian®™.

DL2U Laboratory

The door to the east is locked and apparently has not been opened
in some time. This chamber, resembling a cluttered storeroom, is an
abandoned laboratory once used by the priests, both frog-man and human,
but now avoided by both. One of 3 sarcophagi contains an animated
mummy wielding a longsword named Hell's Touch.

Tactics. The mummy emerges from its resting place if any of the doors
into the laboratory are opened and defends the place vigorously. Use
normal mummy statistics, except:

* The mummy attacks with Hells Touch in preference to its slam at-
tack. Melee Weapon Attack: +7 to hit, reach 5 feet, one target. Hit: 12
(1d8 + 8) slashing damage.

» Wears a ring of spell turning.

Lab Equipment. Everywhere one turns, there are shelves of dusty
glass implements, ceramic containers, boxes, dried homunculi, mummy
wrappings, spices and so forth. There are also great trunks full of
crumbling garments, heavy laboratory equipment, ruined components and
bottles of barely potent acid. Six heavy bars of a silvery metal (mithral)
are hidden under moldering rags in one of the trunks. A successtful DC 16
Intelligence (Investigation) check leads to the hiding place.

Secret Door. The entrance to the southern closet is concealed behind
one of the shelves. A successful DC 17 Intelligence (Investigation) check
reveals a slight discrepancy in the shelving. The shelf turns on hinges
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to reveal a wall of swirling blue mist obscuring the entrance. The mist
radiates extreme cold, and even being near it (within 10 feet) inflicts 1
point of cold damage per round. Anyone passing through suffers the full
chilling effects of 16 (3d10) cold damage. Any effect that deals 20 points
of fire damage shuts the mist down for 2d6 rounds.

Treasure. The mummy wields the longsword Hell's Touch® and wears
a ring of spell turning. The 6 mithril bars are sufficient material to create
1 suit of Medium chain mail, and each bar is worth 500 gp. The closet
beyond the wall contains 2 spellbooks, a globe of devious entrapment®™
and a prism of separation®™. The spellbooks contain the following spells:

* Book #1: 1st—charm person, detect magic, feather fall, magic mis-
sile, shield; 2nd—detect thoughts, levitate, locate object, mirror image,
suggestion, web; 3rd—fireball, hypnotic pattern, lightning bolt; 4th—con-
jure minor elementals, dimension door, ice storm, wall of fire.

* Book #2: 1st—comprehend languages, detect magic, magic missile;
2nd—continual flame, arcane lock, flaming sphere; 3rd—animate dead,
clairvoyance, counterspell, fly, glyph of warding, lightning bolt, water
breathing; 4th—confusion, hallucinatory terrain, polymorph; Sth—cone
of cold, dominate person, geas, teleportation circle.

DL2V. Frog-Pit

Those unfortunates who died before the loathsome idol of Tsathogga
were disposed of in the deep pit in this rock grotto. At other times, they
were thrown alive among the carnivorous giant frogs to be devoured
screaming. The frogs are all dead, but the pit is still a peril for the curious
and the foolhardy. The chamber above the pit is a bare, simple place. A set
of irregular stairs descends to the east, and, as the letters above the portal
declare, they go “TO RAPPAN ATHUK, THE DUNGEON OF GRAVES—
BEWARE, O PILGRIM, OF THIS JOURNEY”. After many hours of
travel (possibly a few days, roughly 30 miles underground), the passage
terminates at Level 4A-1 in Rappan Athuk.

The Pit. The round opening is covered with a corroded iron grille (50%
probability of breaking under more than 75 pounds of weight). A system
of winches and pulleys used to lower victims are in the same sorry state:
it appears sturdy on a casual observation (sturdy enough to climb down
on its chains), but a more careful study, requiring a successful DC 16
Intelligence (Investigation) check, reveals the weaknesses which would
send any foolhardy character down into the depths. The pit is 50 feet deep
and contains several rotted corpses. The corpses are covered by a 4-foot-
thick layer of green slime? which forms a gelatinous plug above the mass
of bodies, which in turn rests below 4 feet of water. Anyone falling in the
pit gets stuck in the green slime.

Dungeon Level Three
DL3A. Room of the Stone Head

The walls here are inlaid with all manner of semi-precious but flawed
stones. A huge stone head wearing a diadem rests on a marble slab. Spells
cast at the image either prove ineffective or are reflected on the caster
(your discretion).

Treasure. The gemstone value in this area is 2,500 gp and requires 2
full person-days’ worth of work to extract.

DL3B. Catacombs

Thick sheets of cobwebs hang from the ceiling, their white shot through
with filaments of sickly gray-green mold. Characters who fail a DC 15
Constitution saving throw suffer a —1 penalty to all attack rolls, ability
checks, and saving throws due to coughing if they remain in this place and
for 1d3 x 10 rounds afterwards. The coffins here are rotted, and the dead
inside covered in mold.

DL3C. Caverns

Rough, irregular chambers make up this section of the level. No undead
visit its solitude, and only the dripping of water and the sound of the
waterfall to the northeast breaks the silence.
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Pool and Statues. Next to a deep pool of water, there is a motley: # *
collection of 5 statues: 3 adventurers and 2 zombies, who have strayed

into this place. This is the work of a basilisk.
Treasure. The beast’s hide, a sparkling shield of gemstones, is worth
1,600 gp; its blood imbues normal gems with a rainbow radiance.

DL3D. Tomb Entrance

This part of the caverns is unlike the rest of the dungeon: from the
cyclopean stone blocks used in its construction to the bizarre abstract
patterns adorning its walls, it looks like a relic from an eldritch past. This
vault (along with Areas DL3E-F) is the tomb of Prince Koshag.

False Doors. The false stone doors leading to the west bear the markings
of several pickaxes. The true entrance, however, is out of sight and requires
a successful DC 20 Intelligence (Investigation) check to discover.

True Entrance. In the south, a layer of stones is more shallow than usual,
and the stucco can be removed to reveal the outlines of a stone door with
ancient glyphs declare: “THIS IS THE [GOING UNDER] OF PRINCE
KOSHAG XANTOLLAN / HE WAS THE [FINAL ONE] / SAILED THREE
TIMES SIX, SAILED FOUR TIMES FOUR [GREAT WATER] / ALAS, THE
WORLD IS NO MORE / [UNWORTHY] LIVE NOW AND FOREVER.”*

*Words in brackets are rough translations.

DL3E. Shadow Gallery

This room is crisscrossed with several shadows forming a sort of
web that fills the entire area. A character crossing the room must make a
successful DC 17 Dexterity saving throw to avoid touching the shadows
1d3 times. If a character fails the check by 5 or more, they touch the
shadows 3 times. Gaseous form provides advantage on the checks.

Shadowy Webbs. Each touch is like the touch of a shadow (the victim loses
1d4 points of Strength). A character reduced to 0 points of Strength becomes
a part of the shadowy web itself. If the character survives, the reduction in
Strength lasts until the target complete a long rest. Characters accompanied by
magical light or its equivalent are unaffected; dispel evil and good or hallow
destroys the shadows permanently (along with all absorbed characters).

DL3F. The Hidden Tomb of
Prince Koshag Xantollan

This is the final resting place of Prince Koshag Xantollan, ancient warlord
and conqueror. Neither the frog-men nor their human followers have discovered
the place. The tomb is a simple room, decorated with a few ornamental patterns
on its walls, and the following glyphs: “THIEF, DEFILER / GREAT WRATH
/ RUN FAST / [illegible line] / KOSHAG IS HERE”. There are 6 desiccated
corpses in antique bronze breastplates propped against the wall here. They are
zombies who animate if the tomb’s contents are disturbed. They surround a
stone bier where a mummy in plate armor slumbers. The mummy holds a heavy
greatsword made of some unknown bluish metal. It is inanimate, although it has
been treated with enchanted oils, making it resistant to age.

Treasure. Next to Koshag Xantollan’s stone bier lies a great cauldron
filled with 4,000 ancient gp. In addition, the strange sword clutched by
the mummy is a powerful ancient weapon known as Koshag'’s Sword™.

DL3G. Storage

The cramped room is a well-stocked storehouse of weapons. There
are 10 shortswords, 60 scimitars, 60 maces, 10 flails, 18 longswords, 30
battleaxes, and 70 spears in unruly stacks. Three extraordinarily ugly
stone statues, gargoyles, slumber in wall niches. The monsters activate to
attack from surprise.

Secret Chamber. In one of the niches (hidden behind a gargoyle)
is a larger stone slab engraved with an open eye. A successful DC 14
Intelligence (Investigation) check determines that the slab turns on hinges
to reveal a cavity housing a black iron box, containing a slightly mold-
eaten black tome of weird dweomer.

Treasure. The book is a dark tome containing the following spells:
3rd—animate dead, clairvoyance, fireball, lightning bolt; 4th—polymorph,
wall of fire; Sth—cloudkill, magic jar, telepathic bond, teleportation circle,
wall of stone; 6th—circle of death, disintegrate, flesh to stone, wall of ice.
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£ Hundreds of rusty swords hang from the walls in a neat order. They all
*" point towards a gate in a wrought iron fence to the north. This is the tomb

i;,_‘(')f a vampire warlord® and his 10 zombie minions.

Tactics. The minions are typical zombies, except:

+ AC16

* Melee Weapon Attack: +3 to hit, reach 10 feet, one target; Hit: 5
(1d10) slashing damage.

o>
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The vampire used to be a great lord and is still clad in the plate armor of

2 his station. The zombies simply wear blackened chain mail and brandish

4 halberds, and slumber to the side of the tomb, standing guard. Beyond the

gate lies the iron coffin of the vampire on a round podium. If the gate is
opened, the podium rotates, the coffin opens, and the zombies animate.

Treasure. In the coffin, there are ashes mixed with earth, and a gold-
and-diamond diadem worth 1,200 gp. Next to the podium, there are also 2
large iron chests with 2,000 gp each.

DL3I. Antechamber

A plaque above the portal to the south reads: “THE TOMB OF ZODMAR
ADATRES, CHAMPION OF TSATHOGGA. HE WOULD SEE ALL, AND
WAS THUS INTERRED HEREIN.”
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DL3J. Frog Tomb

This sepulchral vault contains the mortal remains of Zodmar Adatres,
feared champion and disciple of Tsathogga, founder of the cloister. To
show dedication to his harsh master, Zodmar consumed an elixir of all-
seeing doom® when he grew old and frail (see Area DL1C). Thus, his
awed and fearful apprentices made sure he would get a hero’s burial...and
a place he couldn’t escape from once dead.

The Tomb. The grand tomb is painted with colorful frescoes depicting
Zodmar’s deeds: his conversion at the altar of the frog-god, his crusade
against the innocent, his sacking of Tal Zun, a now-forgotten town, and
finally his self-sacrifice. Censers in the 4 corners of the outer room provide
illumination with sickly-green continual flame spells. Large clay jars once
contained gold and silver in abundance. Unfortunately, they have already
been ransacked: only clay shards and 7 gp remain.

The Stone Coffin. The great stone coffin is where Zodmar Adatres was
laid to his final rest. It is securely bound with sturdy iron chains and 3
locks. All 3 locks are sealed with lead and bear the mark of an ancient
seal. Even the crack between the lid and the sarcophagus is filled with
old, hardened beeswax, sealing the coffin hermetically. Faint gurgling,
bubbling sounds, cackling and croaks, may be heard from inside. Opening
the locks requires 3 separate successful DC 16 Dexterity check with
thieves’ tools to unlock them, or DC 20 Strength checks to break them.

Foolishly opening the sarcophagus reveals a gruesome horror: Zodmar
Adatres, now nothing more than a mindless mass of flesh, slime and
peering egg-eyes, has become an unnatural host to his lord’s minions. A
mere round after the lid is opened, the eyes “hatch” and killer frogs® come
streaming out. Ten frogs emerge every round, up to a maximum of 666
frogs. Even replacing the lid is useless: The small horrors push it open
with surprising strength! Unless sealed inside the tomb (by blocking the
entrance with rubble, for example), they emerge into the outside and march
on the cloister, then the close villages, most likely dealing a dreadful blow
to civilization in the area. Together, the frog swarm possesses a collective
Intelligence of 16, and is thus capable of rational planning. There is no
treasure in the sarcophagus.
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Background

Rumors about the Rappan Athuk dungeons will not always point
adventurers directly toward the Mausoleum (Wilderness Area 9), but
toward a remote, semi-fortified encampment known as Zelkor’s Ferry. The
wilderness around the Mausoleum is known to be extremely dangerous,
and lower-level adventurers may very well choose to base themselves —
at least in the early stages of the expedition — in an outpost of civilization,
however small it might be. At the very least, Zelkor’s Ferry offers a
place to re-provision, to rest with some safety, and possibly even to hire
some men-at-arms or baggage carriers. These benefits might be of little
importance to a higher-level party that has access to its own magic and
healing, but for a lower-level party the resources of a “home base” could
very easily mean the difference between life and death.

One reason why there are more rumors about Zelkor’s Ferry than about
the Mausoleum is quite simple; most adventurers who enter the Mausoleum
never return to tell the tale. On the other hand, the cellars and dungeons
beneath the Mouth of Doom are not quite as lethal as the central levels
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Level 0C:
lkor’s Fe

of Rappan Athuk where the catacombs beneath the Mouth eventually lead.
The citizens of Zelkor’s Ferry have seen, with their own eyes, adventurers
who have returned alive from this part of Rappan Athuk with treasure and
strange tales. These adventurers soon go to explore the dungeons further
— and generally never return — but their shiny gold and mysterious tales
remain behind, evidence of the dungeon’s riches and actual existence.

The Ferry is a small cluster of buildings surrounded by an old stone wall
that once served as a border fort. Zelkor’s Ferry now provides an inn and
a small trading post for occasional river traffic and infrequent overland
travelers following the river trail to and from the Coast Road. The Ferry is
the last convenient place for downriver traffic to make a safe landing, so
although the settlement is small, and the river traffic is infrequent, barges
and keelboats do arrive here from time to time, offloading cargoes bound
for the Coast Road. This last leg of the journey overland to the Coast
Road is quite dangerous and requires guards; escorting one of these small
caravans is a possible side adventure for the player characters to undertake
if they choose to do so.

The settlement itself is little more than the inn, a smithy, a merchant
trader, and a ferryboat for those who desire to cross the river. Nevertheless,
Zelkor’s Ferry is a place of comfort and safety compared to the hungry
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"'wilderness that surrounds it on all sides. The area in and around Zelkor’s
Ferry is shown on Maps “Environs of Zelkor’s Ferry” and “Zelkor’s Ferry.”

Rumors in Zelkor’s Ferry

Each member of the adventuring party automatically gains 1 rumor
about the Mouth of Doom or the area surrounding the Ferry, in addition to
the rumors listed in the Introduction.

d10 Rumor

Don't go down the welll (True; but that well is a long
1 way from the Mouth of Doom’s entrance to Rappan
Athuk.)

The Mouth of Doom, which leads into the dungeons
of Rappan Athuk, can be found to the south of
Zelkor's Ferry. (True.)

They say that if you go adventuring in the Mouth of
Doom, beware the hand. (True.)

There are one or two places in the Mouth of Doom
where the airis bad; don't sleep in those places if
you want to wake up again. (True.)

An adventurer went intfo the Mouth of Doom a year
ago with a lucky gemstone sewn into the heel of his
boot. He never came back. | guess the gem wasn't
so lucky after all. (True.)

A band of gnolls has been lurking around to the
south of the Ferry for the last several weeks. If you're
headed south, better watch out for them. (True.)

Bristleback buys bearskins and panther skins for 50
gp. and wolf pelts for 20 gp. If you bring back a
whole bear, the meat’s worth 10 gp to you as well.
Wild boars aren’t worth anything to you, though.
(True.)

A couple of levels underneath the Mouth of
Doom there is a long passage — miles long — that
connects with the main levels of Rappan Athuk.
(True.)

Zelkor was a powerful wizard who led the army of
Light info Rappan Athuk to attack the high priests of
Orcus. They say that he didn’t die, and one day he'll
return. (Partly True.)

The Mouth of Doom is cursed: anyone who enters it
will become weaker and weaker over the course of
ten days. (False.)

Map Key
1. Zelkor’s Ferry

This is a small trading post and fortified inn, surrounded by an ancient
and crumbling stone curtain wall with wooden guard-towers that were
clearly built in later years for added defense. The gates of the fort are closed
and manned by 2 crossbowmen (LN human bandits) who scrutinize the
adventurers closely, but since most visitors to Zelkor’s Ferry are armed and
dangerous-looking they are unlikely to bar the party from entering unless
the characters do or say something extremely stupid. Ten kobold skulls have
been nailed to the gate as a mild warning to would-be attackers.

10

Guests and Arrivals

In addition to the inn’s staff, there are some travelers staying at the
inn. Some of these are mercenaries hoping to pick up work as caravan
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New Arrivals in Zelkor’s Ferry

In addition to the people who are already staying at Zelkor’s
Ferry, there is a chance each day that a new set of travelers arrive.
Roll 1d100 each day to check for arrivals. It is not necessary to
track these events closely unless they are of interest to a party
waiting for possible hirelings or waiting for passage on a boat.

d100 New Arrivals

01-05 A keelboat (see list below) arrives at the
Ferry from the West

Wayfarers arrive on foot from the West,
along the Old Path

Wayfarers arrive on foot from the East, along
the Old Path

10-00 No new arrivals

06

07-09

guards when the next river boat comes in, some are travelers waiting for
upstream passage and some may even be adventurers who are in the area
for the same reason as the characters. Roll 1d10 twice on the Travelers
table below to see who is already staying at the inn.

Travelers

d10 Traveler

1  Solitary fighter (veteran)
Solitary cleric (priest)
Solitary wizard (mage)
Solitary thief (spy)

Adventuring party (1d4 NPC characters). Roll 1d4 on
this table for each NPC.

Merchants
1d4 fighters (guards)
1dé outlaws
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Patrol
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2dé mercenaries

When there is an arrival at the Ferry, the Travelers table should be used
to determine who or what has arrived, although this step should be skipped
if new arrivals are not important to the party’s current activities. New
arrivals do not generally need to be detailed unless the party is trying to
hire NPCs or to find missions other than an expedition into Rappan Athuk.
Roll on the Travelers Table to determine who arrives; if the arrival is one
of the 3 keelboats that dock at the Ferry, the travelers rolled on the table are
passengers on the riverboat. To keep a running tally of the Ferry’s transient
population, assume that each group (or individual, if solitary) plans to stay at
the ferry for 1d10 days. This helps keep track of the departures as well as the
arrivals. Obviously, the actions of the characters might cause a group or an
individual to delay departure for a while if they are waiting for employment
— or planning to kill the characters and take their gold!

Merchants: Merchants (commoners) arriving by road have 1d8 wagons
or carts, with an appropriate number of accompanying pack animals per
cart as well as 1d6 caravan guards and 1 sergeant-guard (LN human bandit
captain) per cart or wagon. There are 1d3 merchants per cart as well.
Merchants arriving by boat bring wagons and draft animals along since
they know none are likely to be for hire at the Ferry — only 1d2 wagons
are loaded onto the riverboat. Whether arriving by boat or on foot, if the
merchants do not have at least 3 guards per wagon, they seek to hire more.

Outlaws: Outlaws (commoners) are simply peasants who are on the
run from the law. They are tolerated at the Ferry if they“do not appear
dangerous, and if a patrol appears while outlaws are present, the citizens
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> of the Ferry hide the outlaws until the patrol has left. Outlaws can be hired,
- although they are less reliable than mercenaries.

Patrol: Patrols consist of 8 footmen? and a wilderness knight®. The
_ knight rides a warhorse, and the footmen walk.

Mercenaries: Mercenaries are wandering soldiers looking for work.
. They fight as guards.

" Treasure. If the party decides that killing the various members of Ferry
- society is more fun that than conversing with them, they may acquire,
along with the town’s enmity, the following: each caravan guards carries
1d12 gp, 2d12 sp, 3d12 cp. The merchants possess a 10% chance of a
s minor potion, 2d10 gp, and additional coffer of coins hidden in wagon,
i with a total value of approximately 10 x the total HD of all NPCs in the
caravan. The sergeant-guard has 2d10 gp, 40 + 2d10 sp. Footman have
2d12 gp. The knights have 2d10 gp, and 40 + 2d10 sp. Each wagon

B contains 1d4 x 200 gp worth of trade goods, of various types.
Keelboats

-

2578 There are 3 keelboats that carry almost all of the trade upriver to and

from Zelkor’s Ferry: the Yellow Dagger, the Lucky Oak, and the Brawler.

¥~ The Yellow Dagger

The Yellow Dagger is a fast riverboat that usually traffics in furs,

‘;3 ale, and wool. The captain is Riko Jaskin®, who travels with a crew of
3 sailors (bandits) and his guard, Orik. Riko also has a lynx® named

Ramakin, who attacks anyone threatening Riko. Each of the sailors has

o ; 2d6 gp worth of assorted coins.

The Lucky Oak

The Lucky Oak is a keelboat captained by Petrus Kolvio®. It is manned
by 4 sailors (commoners) and 1 guard (bandit). The boat also keeps

s oy P e sk e i e T B S

: " RAPPAN ATHUK R e

: o AL
2 guard dogs (mastiffs). In addition to the value of the trade goods in
whichever merchant wagons are being transported, the crew has the
following: Kolvio carries 3d6 gp. The guard has 1d4 gp, 2d4 sp, 3d8 cp.
Each sailor has 1d6 cp.

The Brawler

The Brawler is a very large keelboat that transports heavy cargo such 