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. . , hut first a word from the editors:

WHOA!
Readers need net fear that DUNGEON ' Adventures will

ever lack for adventure, beeauH-1 wr ure currently flooded
with modules for the AD&D® giimu eyst*m, u uh a fair
share of D&IP Basic and Expert game adventnrefl as well.
If you are considering the possibility of sending us a pro¬
posal for a long adventure, be warned that your module’s
chances for acceptance are very, very slim We recommend
that you wait for at least six months before contacting u£
about your adventure.

On the other hand, If you feel your adventure is very
short, exceptionally good, or covers an area that DUNGEON
Adventures has never approached, you may submit your
proposal — but, again, we do have a lot of modules.

That’s all from me. Barbara Young, who does most of the
real work around here, has a few thoughts below. — RM

I was thinking about how to edit a module for an upcom¬
ing issue of DUNGEON Adventures when a bright light
suddenly went on above my head, (Pete, our maintenance
man extraordinaire, had turned the power back on after
rearranging the walls of my office again.) The thought came
to roe that perhaps not all DMs had the six AD&D game
reference volumes referred to in the short module I was
considering. I began to think about just what we do expect
DMs to have available in order to successfully run the mod¬
ules in DUNGEON Adventures.

DUNGEON Adventures is a magazine quite unlike most
others. It doesn’t just sit there like a lump; it's interactive.
While you can enjoy just reading it, the contents are meant
to be played.

(continued on page 112)
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LETTERS =
Dear editor:

1 subscribed (to DUNGEON' Adven¬
tures] right off. The advertisement said
"firit oU-ndvent Lire publication for
AD4D' and D&DH game enthusiasts!
Adventure for everyone from 1st level
fighters to the mightiest lords and wis-
urds" Out of the first three issues, I
have seep a whopping two D&D Basir
gome adventures! Why’1 subscribed
hoping to get some D&D game modules,
since they are w few, but if I don't get
Liny more D&D modules than I ve seen
-,.i fiir [ will nol mu w my subscription.

Ricky Riddle
Fort Wurth, Texas

Onfj10 ^enceni rj/the u>e
roceipe contain ideus for D&TJ modules
at any level. We are.Just not receiving
enough well’wiltt'n, welbdesigned D&D
adventures. Our standards are not any
lower for DAD modules because they are
Hcoree, 7b publish less than our best
mould be unfair to our readers. We cur-
rently have Basie- and Expert-level
adventures srbedtiled far this and
upcoming issues, however — perhaps the
tide ha* begun m turn. Stay uith usf

Dear editor;
I still prefor more and shorter

dungeons over the longer ones. Among
other things, this gives something for
everybody,

Fn/cunk Peak [issue <3] has a part
where two bw-leve] lighters will be
trapped With a wight, 1 was rather sur¬
prised whon I found they would be
heavy favoriteh to win, but even so,
i hese characters can be expected tn lose
a level while i heir companions are deal¬

ing with ji ma^e Upstairs, I would think
the DM should be encouraged to award
all the wight experience point-3 to those
two, not the entire parly, whereas the
mage experience points should be
divided among the whole party since
the two had to be targets of the mage.

The mage, by the way, behaves rather
foolishly. RiiLher than using his wand,
which damages otdy ut .■ individual per
round, he ha- hold person and web mem-
orized. Either might producea first-
round victory or at least leave him with
les? ta deal with. Defensively, the mage
has shield and mirror image, and enough
lime to cast them before the party can
come through 1 11* door. He apparently
doesn't think of this-, yet it is automatic
with most mages I have seen run.

The encatinttT with the dust pit in The
Book With No End in a poor encountcit
The PC is given too little chance to deal
with it. Indeed, a method that ought to
work, throwing n rope, is expressly
rejected except under conditions that the
average party would not be aware of
until they had lost a member

Regard ini the crystal spider's poison:
It is to be preicumed that slow poison
and neuirafije poison work normally, at
least until crystallization seta in. It
seem* likely that, in the early stages of
crystallization,, other ape!Is, such as
cure pu rafy.fr.i might be allowed tn save
the victim.

The end cl the muduh? (now that you
have killed (me vampire, you get tn take
on four i is punn Tills part should be left
oil' or deva lopad i m i re.

Ln Escape from the Tower of Midnight,
the escaping thfave# will naturally be
rabid in their nl-tempfa to convert any¬

thing into weapons. Thua, the module
must detail whut each room contains
and whnl thane weapons can do in dam¬
age. Bui such WL-apmu nrc not men¬
tioned, even when they must exist. The
torture chumiior h14. n l-1.v has knives,
whips, chain n, .ttid n variety of tools
that can lie used as Weapons. None are
mentioned. Sleeping quartersshould
contain weapons, but only ihe magic
ones are Haled. The players will be
pestering the DM for posable weapons,
and the module just remains silent.

On the subject of Weapons, Cell P con¬
tains a minatnur that does damage only
by weapon type: however, he has no
weapon and is must unlikely to get one.
A figure for damage Lhot this fellow can
do with his hare hands is needed

Trouble at Grog's states “all the con-
spiraiorn' magic items and mundane
poSHeaHiaM become theirs." Tills is seri¬
ous overpayment. For some relatively
minor actions, u PC could quickly
become 2nd level. The conspirators have
at least II magic Items (well more than
their levels justify I, including two rings
of protection. The treasure at Dagger
Rack should aJsa be scaled down or pro¬
vided with an appropriate guardian. Onc-
pussible idea: The items are all cursed
with a gras to return them to their own¬
ers. u nice start for more adventures,
especially since the PCs have no idea
who the original owners were.

The mynt«-rv itM'lrsuienis light, and
per hups the elue^ urn nut the best. Still,
the players should blunder into the
solution. Overall. I deem this probably
the bast of the four this time.

David Carl Argali
LuPuente, California
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MAP SYMBOLS

As you can see from, this issue, we’re
; 7.mg to run more (and shorter) adven-
‘ures. Again, me can only print what we
receive.

Because the modules in DUNGEON
Adventures are (by necessity and by
request) shorter than those you can buy

ffthe shelf, suggestions for how the DM
-an continue the adventure are frequently
: -.eluded. The vampire hunt at the end of

Kingdom in the Swamp" is only one
uch suggestion. It is not developed in

any greater detail because its use is up to
the DM. Feel free to have your adventur¬
ers go about their business instead of
accompanying Candor back to the native
village.

The minotaur in "Escape from the
Tower of Midnight" had his horns and
teeth removed, negating damage from
butting or biting attacks. If the DM
would like statistics for damage with
fists, try two attacks per round doing 2-5/

2-5 points of damage. It was never
intended that the PCs in Trouble at
Grog’s would be guaranteed to receive
every possession of the conspirators.
They only get to keep what they find or
win. As always, the DM is the final
arbiter of how much is too much in his
or her individual campaign.

Dear editor:
After reading DUNGEON Adventures

f 4, 1have to say that Fluffy Goes to
Heck was a nice addition, to my cam¬
paign. It broke the usual adventure
mold.

I also have one question about
renewals. On page 2, the subscription
rate is $15.00, but on the back cover, it
!- SIS.00. Which is correct?

Stephen Raybould
Chester, Virginia

The Si5.00 special rate was offered in
our first issue. The wrong figure was
inadvertently run an page 2 of issues3
and 4. The correct amount is $18.00 for
a one-year domestic subscription. We
will be carefully reading the fine print
on page 2 of each issue to make sure this
stays corrected. Thanks for pointing out
this problem.

Dear editor:
I am writing at this time to express

my diamay in the direction DUNGEON
Adventures may be headed. Over the
course of the last couple of issues of both
DUNGEON Adventures and DRAGON®

Magazine, Eve read letters from other
people trying to encourage you into
publishing modules besides the stand¬
ard D&D and AD&D format. I’m sorry,
but I must disagree with these people.
When I subscribed to DUNGEON
Adventures, I was under the impression
that this magazine was to hold true to
printing only D&D-related adventures.
T was also hoping that one module in
each issue would be based for over 10th-
level adventuring, not 6th-9th level or
lower. I’m sure there are plenty of other
subscribers who must feel the same as I
do about this overall situation,

I apologize if I seem so narrow¬
minded, but the day you publish any¬
thing else besides D&D and AD&D
modules is the same day you can strike
my name from the subscription list.

Donald Ball
Castlegar, British Columbia

It is highly unlikely we will be publish¬
ing modules based on any but the D&D
and AD&D game systems. We won't
swear an oaf h in blood, but we have no
plans to expand the format of
DUNGEON Adventures now or in the
forseeable future.

The editors hope you enjoy “The Eyes
of Evil" in this issue. We have several
more adventures for characters of 10th-
level and higher coming up. DMs, of
course, should feel free to revise any
adventure to suit the level of their group,
by adding or subtracting traps, treasure,
monsters, and NPCs.

Quick Fix
John Nephew, author of “Kingdom

in the Swamp" (issue #4), points out
that there is a misplaced encounter
number on the map on page 7 of that
issue. Encounter 3 occurs on the
northeast tip of the island which is
Kenither’s kingdom.

These symbols are used on most maps
in DUNGEON™ Adventures.

DOOR

DOUBLE DOOR

SECRET DOOR

ONE WAY DOOR

FALSE DOOR

LOCKED DOOR

ARCHWAY

CONCEALED DOOR

BARRED DOOR

PORTCULLIS OR BARS

ONE WAY SECRET DOOR

WINDOW

ARROW SLIT

FIREPLACE

COVERED PIT

OPEN PIT

FOUNTAIN

spiral Stairs

STAIRS

TRAP DOOR IN CEILING

TRAP DOOR IN FLOOR

SECRET TRAP DOOR
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THE ROTTING
WILLOW
BY EDWARD P. BROMLEY II!

Tree houses are not
just tor kids.

Arfwoik by Jim Holloway
Cartography by Diesel

Edward Bromley is a corporate para¬
legal in New York City, He graduated
with a BA in economics from Hobart
College in 1985. This, his first published
work, comes from, his campaign world.
The scenario is an adaptation of an
adventure of Dorian, his wife Lorethra,
Ebeneezer, and Jethro.

The Rotting Willow is an AD&D® game
adventure for 4-6 player characters of
7th-9th level, These characters may be
of any class, race, or alignment,
although characters of good alignment
have added incentive to rid the world of
the evil depicted herein. The characters
should possess only a low to moderate
amount of magic, as too much will
throw off the balance of the scenario.
The Dungeon Master should pay partic¬
ular attention to the viewpoint of the
antagonists: three boggarts.

Forlhe Dungeon Master
This scenario is designed to be used as
the player PCs travel from one adven¬
ture to another, along the fringe of a
swamp. The players should bo given no
introduction for the scdztario. Treated it
as an extended random encounter.

The adventure takes place in the
village of Rotting Willow and the near¬
by swamp. The village lies at the inter¬
section of two trade routes. One route
follows the edge of the Great Cypress
Swamp and is well traveled because it
is shorter (although not safer) than
larger trade routes. A smaller route
runs east and west, ending abruptly
where it meets the swamp route.

It is important that the DM does not
alert the players that anything is amiss
in the village. The townspeople do not
know what name to give to the some¬
times formless, sometimes eerily child¬
like evil that oppresses them. They are
reluctant to discuss the boggarts'
habits, or even existence, with stran-
gers. This is partly due to local supersti¬
tion, which holds that speaking of an
evil draws that evil to the speaker. The
residents are also practical enough to
reason that unwary strangers may
become the boggarts' prey, thus saving
the life of a relative or friend.

As the PCs enter the village, they are
viewed by the boggarts as likely victims
for the latters’ escapades. The boggarts
are Attracted by the strong life forces
surrounding the characters, forces
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THE ROTTING WILLOW

>hich are vital to the existence and
growth of the three boggarts (AC -6;
MV 15”; HD 6; hp 35, 32, 29; IAT 1;
I.-ng 2-12; SA electrical discharge, con/u-

. - SD inyisibiZity, limited immunity to
magit^ limited shape change; AL CE).

The DM should have a complete
understanding of the boggarts' view-

dnt. They are evil, and they take
.'rent joy in deceiving creatures and
feeding upon them. Although the bog-
uarto appear to make a game of their
attacks, success is important to their
continued welfare. All three of the bog-
carts are extremely intelligent and
,-hould be played in this way. During
the adventure, they try to show them¬
selves in only demi-human forms — as
gnomes, halflings, or very young
humane. They attempt to deceive the
party into believing that they are mere¬
ly little thieves or mischievous children
who need a spanking.

The boggarts never fight to the death.
There is always easier (if less tasty?
game elsewhere. If escape is needed, the
boggarts won't stop for anything — they
care little for objects of material value.
They use will-o-wisp form to escape
through the air. If party members have
some means of flying, the boggart will-
o-wisps pass through solid objects
(walls, trees, etc.) to throw off pursuit.
In escape, as in melee, the boggarts
become intiisiZiZe whenever possible.

The village’s oldest dwelling is an inn
named The Rotting Willow. The village
was, in fact, named after the inn, which
was established along the trade routes
long before others moved here to form a
community. The Rotting Willow is the
only inn in the village and manages to
stay in business with a rather small but
steady flow of traffic.

The Village
The ram a hackle village- which has
sprung up around the inn exists primar¬
ily to serve those few traders, merce¬
naries, and adventuring types who
travel on the roadways. The village is
approximately one day's travel from the
closest town or city. As such, it is a
convenient stopping place for merchants
and travelers along the trade routes.

The village lies outside the jurisdic¬
tion of any country or governmental
area. No system of law exists within the
village; each establishment creates its
own rules. However, many written and
unwritten agreements exist between

the permanent residents of the village.
There are usually 15-20 houses in the

village, depending on the population,
which is transient and can vary from
100-150 people. The dwellings are made
of cypress wood from the trees of the
swamp. The houses are shoddily built
and rebuilt, prey to sudden storms
which rage across the swamp.

Six of the village structures are of
more permanent construction. These
buildings and their occupants Eire
described below,

1. Gerold’s Store. This is a one-room,
circular building with a domed roof
which rises 20' above the dirt floor
below. The building is packed with odds
and ends of all varieties, all of which
are for sale or trade — even the ham¬
mock upon which old Gerold sleeps.

Gerold (AC 9; MV 12"; F5; hp 48; JAT
3/2; Dmg by weapon type; S 12,1 16, W
12, D 15, C 15, Ch 14; AL N; long sward
specialisation) is a wily old character
who won’t let anybody best him in a
transaction. He's a retired adventurer
who’s had enough of wandering but is
always willing to listen to a tale (but
not if he believes he may be duped), The

PCs have a 80& chance of finding any
nonmagical item they need in Gerold’s
store. If the proprietor catches anybody
stealing, he immediately executes the
culprit. (Remember, each establishment
in the town makes its own laws.] Most
of the time, however, Gerold is lenient
and allows the thiefs companions to
buy him back by paying a ransom of 10
times the value of the item stolen (plus
the return of the item, of course).

Gerold does not allow children or
other short beings to enter his store
unless accompanied by an adult, prefer¬
ably one he knows. He is very suspi¬
cious of dwarves, gnomes, and halflings
and demands they wait outside unless
the other PCs insist on Lheir presence, if
questioned about this policy, he only
mutters something about “devil chil¬
dren'1 and “shapechangers,"

2. Willy’s Shack. Willy (AC 10; MV
12”; zero level; hp 4; /(AT 1; Dmg by
weapon type; AL CGI is a native of the
area and the bottler of a rather tasty
but infamous swampberry wine, from a
recipe he shares with no one.

Several years ago, Willy made an
agreement with Jebiah, the proprietor
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THE ROTTING WILLOW

of The Rotting Willow Inn, to supply the
inn with wine ut low cost. In turn,
Jebiah helped Willy construct a dwelling
and agreed to Bend alt viaitars who wish
to purchase large quantities of swamp-
berry' wine over to Willy's place.

Willy slams his door in the face of any
PC smaller than adult human size, If
pressed to explain, he clutches a crudely
made eharm worn on a chain around his
scrawny neck acid damps his lipa tightly
together white backing away from Lhe
halfling, dwarf, or gnome Willy is virtu¬
ally helpless against any form of orga¬
nized attack. Jebiah, however, would net
look favorably upon any character
responsible for WilJyk demise.

3. The Sunken Cypress, This build¬
ing once housed a second inn, built in
the heyday of trading on the swamp
route. As the notoriety of the HWump
route grew, due to unpleasant tales of
certain swamp denizens, there was less
need for two inns in the village. The
Sunken Cypress was gradually trans¬
formed into a boarding houM Its owner
rents out rooms for long-term stays if a
v acancy occura

4. Helt’s House. Thia is the only two-
story structure in the village, except for
The Roiling Willow Inn The building is
constructed af solid wood on a stone
foundation. Rei: AC 10; MV 12’; iern
level; hp 3; AT 1; Drug by weapon type;
AL CN; long sword} is a retired trader
whose previous .deals made enemies for
him in more civilized and populated
areas. He infrequent I;. Ships goods
which can only be found in the swamp.
He la basically a recluse but sometimes
hires a few of the villagers to help gath¬
er goods for one of bitt shipments.

Rell's behavior toward strangers is
distinctly odd. He stubbornly refuses td
acknowledge the existence of any half¬
ling, gnome, or dwarf, looking straight
through them and not responding to
any [if their questions. He continually
asks larger PCs, “Don't I know you?"
and "Haven’t 1 seen you somewhere
Wore?” while looking oyer his shoulder
nervously,

5. The Stable. This large strucrure
houses the mounts and trade wagons of
thaw who stay at The Rotting Willow
Ton A center aisle runs the Length of
the building, lined with stulls for the

horses. Larger stalls for earn van wag¬
ons take up the north end of Lhe build¬
ing. At Lhe south end is a room for
Beswick, ih« owner h AC 10; MV 12";
F4; hp 26; IAT 1; Drug by weapon ivpe;
S 15, 1 11, W 10. D14, C 14. Ch 11; AL
LN; hammer J, and Pip, his assistant
(AC 10; MV 12"; zero level; hp 5; 4AT 1;
Drag by weapon type; AL N; hammer},
Pip is a poorly skilled blacksmith and
has just enough ability to shoe a horse,
using an anvil that stands outside the
stable. Boswick Iries to keep an extra
horse or two far sale. Those uro usually
riding horses, but he takes whatever he
can get. Jn any case, the quality of the
mounts is never above mediocre.

The stable owner asks that traders
who leave goods with him post an extra
guard or two at t be stables for security.
He will not, however, allow the PCs to
leave any halil i ng. gnome, or dwarf of
their number as a guard and is
extremely reluctant to allow such a
character ne.u I lit? h arses. If questioned
about this, he replies, “Can’t trust ’em.
You just never know."

6. The Rotting Willow Inn, All busi¬
ness and soc ied activity in the town
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THE ROTTING WILLOW INN
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centers on this irm. h is the largest
structure tn the village, two stories tall
and us broad m it is high.The first floor
of the inn is coiutructad Of sluhl-, sunken
into the ground to support the wooden
second floor. The three steps leading to
the main onlniDce of the tavern are
actually fragments of a monolith which
the ownar drugged from the depths of the
swamp with the help of several friends.

The current proprietor of the inn
appears to be in his mid 4Os hut moves
with lhe body of a much younger man.
Jebiuh (AC 3; MV 12'; F9; hp 48: «AT 2;
Drag by weapon type; S 17. 1 12, W 12,
D 15. C 15. Ch 12: AL CN; double spe-
daliulion in bustard sword; bastard
sword +3. shield +3.chain mail armor
is a very strange character and has
redesigned lhe inn to his whims. Ever,'
scat in lhe firm flour tavern area is
close bo mi I'ntrimw or exit. In addition,
numerous windows placed at eye level
allow customers to look outside. None of
the entrances or exits tn the tavern area
have।i।tcirs ; the windows are likewise
just holes in the walls.

Jobiah I* Very poflseu&ive of his estab¬
lishmenl J i nd lets nil new customers
know Hud if I hoy damage any part of
the inn, they will pay out of their own
hides. Considering his concern, it is
ptiuliag th nt he tells visitors they ere
welcome io fight in his tap room. Hu
dues, however, insist on taking 1Q% of
all valuables from anyone who is killed.
Jrbiuh usually stays out of the affairs qf
others, hut if necessary, he is not
against inflicting control over rowdies
with lhe halp Of his trusted bastard
sword, "St .i and three underlings
I AC 5.4.4; MV 9"; F5,F4. F4;hp40,
29. 2B; #AT d/2: Ding by weapon type;
AL N; long sword specializations and
chain mull armor),

Jcbiah is u HeniireLired adventurer. Ho
is obsessod with nitnors of old civiliza¬
tion;; that once uxisted in the swamp,
and bi' h us dune much adventuring
therein buL is very elosemouthed about
in .■■ - I. He still ventures into the
sWump on occasion, on unknown
errands.

Jebiah spends much of his spare time
brewing his own beer. As this is a hobby
of hi:i, there are often many different
varieties ofbrew on lap. In addition, the
inn sitvc; a :>urprisingly wide variety of
food, 'ichiding packages of rations
which he tnakrn up for travelers when
they leave.

Till' second ilcor of the inn holds the

kitchen and n number of guest rooms.
The large room on the east is known as
"The Barracks"; it serves as a common
Bleeping room for those who wish io
spend only a small amount of money on
lodgings. The remaining rooms have
beds for two Id four people and are ade¬
quate but by no num ns luxurious.

Jubidh dnen not seem to share the
other villagers' provincial prejudice
against uni nil demi-humans. His own
adventuring experiences have given him
a broader base from which to judge peo¬
ple. Besides, his open-air establishment
allows him to observe the approaching
PC- well "nuu.m in advance to decide by
their inl.'rma-n that none of thorn arc
“devil children” in disguise. He will not,
however, discuss the village's problem
with strangers.

The Encounter

The bogq mln 4 while i.'iowWei first
notice the PCs upon their arrival at the
village. They do not attack immediately,
bill they keep an eye on the adventur¬
ers, awaiting an opportunity to steal
something from the party. The boggarts
are intelligent and very patient. They
wait for a good upperI unity and do not
take unn<T"-'‘’tiry chances. The boggarts
do not need the opportunity of a true
thief, nance they are not hoping to be
successful. They wish to be seen com¬
mitting the th,eft sc that the PCs are
alerted and follow them.

An opportunity to steal something
from the Jidvi-nturers should be east- to
find. Belov, are listed a few limes when
the DM should be particularly watchful:

[/pen errioaf in the The PCs
may I rave their horses and equipment
inadequately guarded while checking
out the town.

Ar the stables. 11' the PCs leave their
saddlebtigs 1 1 h t he horses, their equip¬
ment may hr stolen by the boggarts. If
the advent ui i" . take their saddlebags
to the inn. the boggarts may attempt to
steal a few of ths horses. The boggarts
will not Bisai, or even approach, a pala¬
din rn horse. <Such a horse, although it
couldn't detect evil, would be too intelli¬
gent :md powerful to control . If the
boggarts resort to horse theft, they take
only one Of two horses: more they can*

no! handle The theft of a horse will be
not i rod by the owner of the stable, so the
boggarts need not worry about making
sure the party catches them in the act,
The bogunrtu prefer, however, to steal an

inn nt malt' object, and wait patiently for
such an opportunity.

Upon arrihaf at the ion. If the PCs
leave their paioWHSiens in sn unattend¬
ed room, some of their belongings
undoubtedly disappear.

TVM/c staying at the inn. The boggarts
may ti I tempt to steal something while
the PCs lire usleep.

If th4 boggart* identify one of the PCs
as a holy warrior or the cleric of a good
deity, they may perform a suspicious act
in th.ii character's presence in order to
provoke retaliation because of their
eviliteK.

Remember: The beggurte can become
: rar idbte।nd pass through solid objects
to commit their crimes. They can
assume the shapes of various demi-
humans: hnlll ings, gnomes, and small
human children, but need not assume
the same di mi-human shape each time.

If lhi< PCh du not otTer a good opportu¬
nity. Ilie boggarts simply do nothing at
nil. They wish to fight their battles an
their home ground in the swamp, where
they have the advantage. The FCs' visit
to Halting Willow then becomes only
another immemorable stop along the way.

The Chase
Obm the boggarts have successfully
baited the PCs, they run 4<m the road¬
way toward the west The boggarts move
.it whatever sp^ed necessary to insure
that the FC- where they arc- going
but cannot catch up. If lhe adventurers
havi -.■m- '1-r।:i of transportation whose
-pet. d lm e*‘d> that of the boggarts, the
boggart - immediately leave the roadway
and take in the swtunp. Here-, on familiar
put h wayh, they should be able to dictate
the nature uf i ho chase. The boggarts
also enter the swjimp if they are drawing
htiavy mi- allo Tire or spell attacks. At no
ttmu{unless the FCs give up the chaso)
do Llii' boggnrtu allow themselves to gel
out of the PCs' sight for more than a few
menu*rds.

Thi DM mny wish tn add brief ran¬
dom encounters while the PCsare chas-
ing the boggarts through lhe swamp.
fThc ute of the temperate wilderness
swamp and marsh encounter table on
page 1 35 of Mans/er .WaMmr) // is sug¬
gestedJ If the PCs are delayed by an
encounter, the baggtirin wait until the
fight is over, then attempt to provoke
the PCs into chasing them again. The
DM should use random encounters
sparingly to add spice to the adventure,
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but not to demoralize the PCs or put
them off the chase.

The boggarts attempt to lead the PCs
to an area of the swamp chosen as their
killing ground — a tree house built in
an old cedar. Here, the boggarts set
their trap. This tree house is not the
boggarts' real home; it was designed to
deceive their prey.

Regardless of the area in which com¬
bat occurs, the boggarts’ tactics are
basically the same:

First, the boggarts attempt to use
their confusion ability. All three bog¬
garts participate in this at tho same
time, to increase their chance of success.
If possible, they wait until they can
catch all of the PCs within the area of
effect. The boggarts attempt to gain full
cover or become invisible before initiat¬
ing their confusion- It is import-ant that
the boggarts use their confusion ability
to the best effect, possible, as it may
prove to be the key to their success.

After their confusion attack has been
used, the boggarts use electrical attacks
on those members of the party not con¬
fused. They first attack any character
whom they recognize as a spell-caster
and attempt to disrupt any spell-casting
efforts. If it appears to be in their best
interest, the boggarts gang up in an
attempt to neutralize one character.
When using their electrical attacks, the
boggarts change to will-o-wisp form to
avoid the weapons of the PCs. Armor-
class adjustments for metal armor
should not be used. All metal armor
should be discounted when determining
armor class for a PC versus the electri¬
cal attack of a boggart.

Tfthe PCs are willing to chase the
boggarts (in any form), the boggarts
attempt to lead them into a quicksand
pit or deep pool of water (especially if
one of the PCs is wearing heavy armor).
In addition, if several PCs are -wading
in a pool, the boggarts discharge electri¬
cal current directly into the water (see
the DMG, page 57, “Underwater Spell
Use,” lightning bolt.) The boggarts’
electrical discharge has an effective
radius of only 10'.

The boggarts have a few magical
items which they use; a uiand of magic
missiles, and five beads of force. The
wand of magic missiles is used primari¬
ly 1.0 stop the casting of spells. The
beads of force are used sparingly in
attempts to neutralize any particularly
effective PC. One of the boggarts carries
the wand of magic missiles, and the

other two split, the beads of force. The
boggarts use these items, especially the
beads of force, only in extreme
circumstances.

The Swamp

The huge swamp lies in a temperate
area, somewhat like the marshy regions
of the southeastern United States. The
most abundant tree in the swamp is the
cypress; for this reason, the area is often
called the Cypress Swamp. These
cypress trees, and others in the swamp,
are often laden with Spanish moss and
vines. Except across large pools of
water, vision is restricted to 30-90'
because of the heavy overgrowth Game
trails thread their way through the
area, skirting pools of stagnant water
and pits of quicksand. Most of the pools
are no more than 1-2' deep. Below the
water, however, lie 1-4' of soft silt.
Numerous forms of wildlife live in the
swamp, most of which have never been
seen by the average traveler.

The boggarts knowr the swamp well,
particularly the area immediately sur¬
rounding the tree house. They know
which pools contain quicksand and
which trails lead to dead ends. A ranger
or barbarian character familiar with
swamp environments can determine
which t rails are used by making a
tracking roll. It should be noted, how¬
ever, that several denizens of the swamp
travel both on the paths and off. Thus,
even trails that are dead ends to human
types may simply be easier routes for
the swamp denizens. Movement rates
off the- trails are reduced for PCs as
noted below. The boggarts, of course,
make use of their will-o-wisp form to
move through the swamp at will,

The Tree House
The swamp map shows details of the
area leading from the roadway to the
tree house. If combat moves out of this
area, the DM should design additional
swamp areas as necessary.

A. Average pool. The depth of the
water is l-2r. Movement is possible
through this area at half normal speed.

B. Deep pool (depth marked in feet).
If more than 75% of a character is cov¬
ered by water or silt, movement
becomes impossible without assistance.
This percentage may be modified based
on armor type. Movement is otherwise
at one-quarter normal speed.

C. Quicksand pool. A PC wearing no
armor or leather armor can relax and
float gently on top of the? quicksand. He
can then gently swim out of the danger
area in one round. PCs who thrash
about or wrho arc wearing heavier
armor sink out of sight in one round
and drown one round later if not pulled
out by someone on firmer ground.

D. Deep pool. If this area, is searched,
the PCs find the remains of several past
victims of the boggarts. Nonmagicni
arms and armor found have rusted and
are unusable. The DM should determine
what monetary and magical treasure
remains, if any (treasure type X from
the Monster Manual is suggested).

E. Small footbridge. This bridge was
built to allow potential victims access to
the tree house. The depth of the water
at either end of the bridge is only 1'.

F. Tree House. Wooden steps are
nailed into the trunk of a large cedar
and lead to a trapdoor in the floor of the
tree house. Once inside, the PCs notice
that the floor of this bare, 20' X 20'
room is littered with the bones of past
victims. In one corner lie the clothing,
armor, weapons, and goods which once
belonged to these unfortunate travelers,
Buried in this pile are the victims’
coins, gems, and magical items. It is up
to the DM to determine what the PCs
find here, based on the needs of the
campaign.

Ending the Adventure
If the PCs are defeated, they become
one more meal for the boggarts. Future
adventurers may pass through this area
in search of their comrades, necessitat¬
ing another encounter with the bog¬
garts — or With the wili-o-wisps into
which they have matured.

If the PCs drive away or kill the bog¬
garts, the campaign can proceed, treat¬
ing this Scenario as a random encounter.
The encounter can also be used as a
stepping stone to further adventures in
or around the swamp. Perhaps one of
the boggarts’ past victims had an old
map or an interesting artifact that will
get Jebiah’s tongue flowing. He might
then convince them to set off in search
of a Lost, ruined city at tho heart of the
swamp. Heads filled with visions of an
entire civilization's gold and treasure,
the adventurers might pul- aside their
current business, turn their backs on
the lights of Rotting Willow, and squish
off through the swamp — into a new and
perhaps more dangerous quest.
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LADY OF
THE LAKE
BY LAURA FERGUSON

Who is the dying woman?
Where is the lake
that can save her?

too many can jay they
became involved tM role-playing through
lhe4-H Club, an Laura Ferguson did,
Although the i-H Club didn't last, the
AD&D’ game is still Large pari of her
life- Lattra juggles her schedule between
homework, editing her high-school year¬
book, and playing volleyball, trith
enough time left oMr to read and write
fantasy. This is Laura's first appearance
in DUNGEON" Adventures.

Lady of the Lake is an AD&D game
adventure design rd far 4-8 characters of
1st level, to give novice players a feel
for the game. Ideally, there should be al
least a cleric, a magicuser, and a ranger
in the party.

Advenlute Background

Tiie membara of your party have only
been acquainted a ohort time,
brought together through common
droumslancH. All of you are newly
graduated apprentices, each hoping
to gain fame and fortune through
adventuring You ere currently wan¬
dering through the hills and dales of
the countryside with vague thoughts
of trying your luck in the Syzygy
Mountains, when adventure sudden¬
ly comes to you as you head north on
a country road,

A lovely girl bea on the grass
beside the mad. bleeding from an
assortment of wounds. She is simply
dressed in a white cotton gown, now
torn arid bloodied Bruise) marks on
her throat show where some form of
heavy jewelry must hove been tom
from around her mtek. The dirt road
is covered with tracks, giving evi¬
dence of numcrouB attackers on foot.
Ab you approach, the girl’s eyes flut¬
ter open and she whimpers, “Take me
tn Orb Lake . . Only its water can
cure me, I beg you . . ." Her voice
trails off as she falls back,
unconscious.

Unfortunately, you have never
heard of this particular lake. How¬
ever, there is a village called Gydnia
a half-day ? journey up the road.
Perhaps someono there can tell you
how to find Orb Lake.

Artwoik By StamrlO Valunek
COrtogiaphV bv Dlowl

For the Dungeon Master
The party's attempts to heal the woman
meet with failure If no magical spells
ore used (see below). A ranger can tall
from I he trucks thill, those who attacked
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in the- area only within the
. . v.ut, and may yet be in the area
.

_ gh no sign of them can be seen
.

_ s.n. see below for more information).
— e girl is really a phantasm (AC 10;

W S (at best); hp 19, currently 1; see
i : smption at the end of the adventure)

ho was captured by a caravan of evil
ngands. She managed to escape the
eroded iron collar around her neck by

inmng it against a stone (hence the
-jisesi and started to run off. However,
-.e alarm was raised, and the brigands’

magic-user saw her and transformed
r into a girl. That slowed her down

msiderabiy, When the brigands caught
. p with her, they beat her for her
u tempted escape and left her for dead.
The sorcerer was not convinced that she
,vas dead but held his tongue. Seeing
he player characters in the distance, he
mceived a wicked joke and left a magi-
al necklace a little way down the road— a cursed necklace of strangulation. He

reasoned that good people would be
happy to return the girl's *’property” to
her (see below).

A cure light wounds spell brings the
girl to consciousness, but she relapses
and dies within two weeks if she does
not reach Orb Lake. During those two
weeks, she is a semi-invalid, though
sometimes able to walk and speak. If a
cure light wounds spell is not placed on
her, she remains unconscious and dies
in one week.

The woman does not know her name
1 phantasms don’t have them) but
accepts any name that the PCs choose
lor her. She can speak the common
tongue but knows nothing else, perhaps
leading the PCs to believe that she has
suffered some memory loss. If ques¬
tioned about how she arrived at the side
of the road in her present state, she
becomes very upset and hysterical,
screaming about “bad men” and giving
no other information. The polymorph
other spell placed upon her has removed
her ability to plane shift or use any
other innate powers, though her 75%
magic resistance is still in effect (the
magic-user who polymorphed her was
lucky). She cannot use the magic resist¬
ance roll while unconscious, however.

Movement rates on the road and in
the streets of Gydnia are normal.
Because there is no path to Orb Lake,
only forest and mountains, the journey
from Gydnia to the lake is at the speeds
listed for rugged terrain (Dungeon
Masters Guide, p, 58),

The Road to Gydnia
Roll ld6 to determine the weather con¬
ditions during this adventure, rolling
twice each day at dawn and dusk. Gyd¬
nia is only 10 miles north of the place
where the woman is found.

7-3, Warm, and clear weather.
''‘4. Humid: extra water must be drunk

to ensure normal movement (reduce
movement to three-quarters normal
otherwise).

5. Rainstorm: movement slowed to
three-quarters normal for 1-4 hours.

6, Hot, humid, and swarming with
bugs: PCs kept awake all night and itch
under their armor on next day. Move¬
ment slowed by half.

A second die roll, made with IdS,
determines any random encounters
with beings south of the Long River (see
the wilderness map). Roll for encounters
at dawn, dusk, and midnight; do not roll
for encounters within Gydnia. If a 1 or 2
is rolled on the ld8, an encounter
occurs; roll the die again for the exact
encounter;

1-2. 2-5 deer are seen (see “Ruminant
Encounter” near the end of the adven¬
ture for details on deer).

3-4. 3-6 brigands (AC 8; MV 12"; Fl;
1-6 hp each; #AT 1; Ding by weapon
type; AL CE; leather armor, short
swords). See wilderness encounter 5
below for more details.

5-6. 1 skunk (AC 8; MV 12"; HD by
hp 2; MT 1; Dmg I; SA musk squirt;
ALNI

7-8. Caravan tracks are noted by any
ranger in the group. The tracks head
into the woods, leading to wilderness
encounter 5.

Only 200' north of the spot where the
nameless woman was found, an expen¬
sive necklace gleams in the dusty road.
If the necklace is placed about the girl’s
neck while she is unconscious, she
screams and starts to claw at her neck;
death is unavoidable for her at this
point, occurring one round later. If the
woman is conscious, she will try to keep
people from putting the necklace on her
(the memory of the iron collar is still
quite strong). She says the necklace lb
not hers and urges the PCs to gel rid of
it, as she fears it might have come from
the brigands and she hates anything
having to do with them. The necklace
appears to be worth 200 gp, although
the most the PCs can get for it (if sold in
Gydnia) is 50 gp.

This nasty prank can be undone if a
ranger examines the tracks around the
necklace, where it becomes apparent that
someone dropped the necklace deliber¬
ately, coming to a full stop and walking
away. The necklace itself is too light to
have caused the throat wounds on the
woman. The tracks left by the person who
dropped the necklace end abruptly about
100 yards away (the magic-user cast a fly
spell and has left the area).

The Village alGydnia
Gydnia is a tiny village. Its 20 families
worship at a druidic tempfe. The only
commercial buildings in town are an
inn and a blacksmith shop None of the
villagers knows about Orb Lake. They
refer the PCs to the temple where “The
Wise One is sure to be able to help you.”
Although the villagers are quite friend¬
ly, helpful, and sympathetic, no one will
accompany the adventurers outside the
village limits.

1. The Inn of the Mirthful Jester.
The inn is small and tidy. The bar is its
largest room, with 1-10 farmers and 0-5
travelers gathered there in the evenings;
the rest of the day it is quite empty. There
are six bar stools at the counter, two
tables that can seat four people each, and
five booths that seat two people each. The
furniture is all of wood, and a cheery fire
is reflected on the polished stone floor. (It
is summer, but the fire is needed to wrarm
a large kettle of hearty stew.) Lanterns
provide light at night. A game of darts
may be played on the corner dartboard for
a mere1cp. The liquor supply is limited,
though of good quality. Beer is 6 cp a
glass, ale 9 cp, wine 3 sp, and homemade
special cider only 2 cp. A dinner consist¬
ing of stew or game fowl with fresh vege¬
tables and either plum pudding or fruit
pie for desert may be bought for 9 sp.

The innkeeper, Boswell (AC 6; MV
12"; F2; hp 15; MT 1; Dmg bv weapon
type;S16, 1 12, W 14, D ]6, C 15, Ch
13; AL N), is 45 years old, with a barrel
chest, black hair, and steel-gray eyes.
He wears an apron over a white tunic
and leather pants. On the middle finger
of his right hand is a plain silver band
(actually a ring of protection +21, and
he keeps 2-20 sp and a long sw’ord under
the counter.

Boswell tends bar while his wife, Dar
(AC 9; MV 12"; zero-level human; D 15,
other scores unremarkable; hp4; #AT 1;

L
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Din g by weapon type; AL N}, waits on the
tables and keeps the guest rooms tidy.
She la in her wty thirties, and her frag¬
ile uppenrmwe bears tittle relation to her
energy level or ability to work long, hard
houm tn the family business. Dar shows
great sympathy for the injured girl and
allows I hi- "pow lamb" to share her
daughter Wil's room nt no cost RW (AC
10; MV 12"; zero-level human; hp 3; fAT
1; Ding by weapon type; AL N) cooks the
mealn and fetches wood for the fire. She is
tn her lute teens and has inherited her
ntolhor's anormoui blue eyes and curly
brown hair, Ri I IS engaged to Rom, the
bhickatniih'a non.

The onu story addition adjoining the
bar contains five tiny guest rooms, each
Furnished with two beds and an empty
chest as well as a candle for fight. A
sixth gui -v. r.. i;h .-idjoiriz- the kitchen an
the Ec-cond floor above the bar- Guest
rooms rent for 12 up a night. Currently,
two of the rooms art occupied.

Feith (AC 5; MV 12*; T6; hp 20; 4 AT
1; Dmg by weapon type; S 12, 114, W 9,
D 17, C 10, Ch B; AL CN; leather armor,
dagger + 1) ocaupieR the northwest
room. He is of medium height, and his
long block hair falls over hiu face to

hide no I low skin and dishwater-gray
eyes The Ljja dty constahies caught
him with his hand in the mayor's pock¬
et, but he managed to escape with his
lift. He ft trying to make it to Sehilia.
financing his travels through pickpock¬
eting and sleight of hand There is a
30% chance he aturmpts to pick one of
tho PCs' pockets.

Th i.- southwest room is occupied by
Ary tAC 4; MV &*; C2; hp 11; #AT 1;
Dmg by weapon type;S14, 110, W 17,
D 15. C 11, Ch 15; AL NG; chain mailt,
n. ^B yeni'-r-ld cleric with blond hair and
green eyes. He ii very tall and always
has a kindly expression on his face. He
poMe.snsS the spells cure light wounds
and protection from evil. Ary is on a
pilgrimage tn bring back Some Scholarly
Lames from the head temple for his
master. He is often neon walking about
the village, preoccupied with thoughts
of religion. His only weapon ft a war
hummer

Ary leaves to continue his pilgrimage
cue day after the PCs arrive. He is not
going in their- direction and cannot help
them find Orb Luka, Feith leaves to find
richer pickings one day Utor.

The inn's aceond story is built only

above t hi- bar area. A locked door operj
into a stairwell along the south wall of
Lite taproom. A second , steep stair
ascends from just Io the right of the bar
end in j; in a kicked door on the second
floor. In addition to one small guest
room, tin - second floor contains a Inrg-
work area and kitchen with room for
storing kegs of wine and ale, and three
small bedrooms for the family. Boswell
and Dar rthare a sunny room in the
southeast corner. Ril's chamber in the
northeast corner shares a commcin wall
with the room occupied by the innkeep
ere' twin Sons (see area lak

lu. Inn Stable. The innkeepers' ideo
tieal twin mu, Alfie and Ferdie (AC
10; MV 12": zern-level hunians; hp 4
each; f AT 1; Dmg by weapon type; AL
N; pitchfi- k: lend the ’table. They az¬
in theii i-urly teen.’ and have inherited
their mother's blue eyes and their
father's black hair and above-average
htdghl.

The Htjibk has twelve stalls, but only
eight an? currently available. A stall

nd oai.H for ono horse cost 4 sp per
night.

2. Blacksmith Shop. A great racket
cun usuni I.v be heard from this building
for Kervm, the blacksmith, is always
occupi' d He r:i nkes and repairs farm
toots, mt-ndn travelers' weapons and
artnor, and fabricates horseshoes. Ker-
vin (AC 9; MV 12'; F6; hp 41; 4AT 1;
Dmg by weapon type; S 17, 113, W 12,
D15, C 14, Ch 11; AL N; long sword
+J)ft a retired adventurer. A robust SO
years old, ha is tall and still very mus¬
cular, but he walks with a pronounced
limp. His hair and eyes are both gray.

The blacksmith's fees vary according
to the size and difficulty of the project,

nd ho fovea to barter and haggle. His
wife. Merle (AC 10; MV 12"; zero-level
hum tin; hp 5; #AT I; Dmg by weapon
type; AL Ni, can mend fine jewelry Tt ft
for her that Kervin may attempt to
barter for the necklace।if the PCs offer
to nil it to himi He offers 40 gp for the
necklace but will pay up to 50 gp if
necy-sary. though no higher. He is the
only person in Gydnia who might buy
the necklace

The dreadful possibility of haring
Morii slain by t he cursed necklace
should bi- immediately apparent. If the
DM wif liofl, the thief Feith (see area 1
above) might chance to steal Lhe neck-
Inee for hi tnself, either from the PCs or

14 Issue No. 5



LADY OF THE LAKE

Keyvin buy* it, if the thief sees or
"f thu item. Perhaps Feith will

- n try it tin iti the belief that the
•. klace has beneficial powers. . . .
Kervin find bin wife have one son,
m (AC 10; MV 12”; zero-level human;

. » AT 1; Drug by Weapon type; AL. . n woodworker who is planning to
: »n hin own shop with the permission

druid. When tin;- shop is opened to
tie public next year, there will be
mi ugh wood to carve and sell on a
•jular basis Ar I hut lime, Rom plans
marry Rd. the innkeeper's daughter.

Romu tall and very handsome, with
iark brown hair and green eyes. The
..ick-mith’s ilimily lives comfortably in
hoUBf adjoining the smithy. A new- 'use is being built nest to the wood-

shop for Rom and Ril.
Servin's family prefers to direct any

juescions io the druid’s temple. There
irt I 23 ip, KJi gp, and 4 pp hidden
under a stonu in the floor of the smithy,
behind the counter.

3, The Temple of Flora. L‘Temple'’
may be too grand a word fur this way-
? ide sanctuary. MbH of the interior is
taken up by n small chapel with room
fpr 30 wonhlppcrs. Jis altar is always
1ecOruti-d with fruits ,ind flowers of the
'esson. At the rear of the ch n pel, to the
left of the eiilriincc. there is a small
meeting room whore one or two people
< an talk with the druid The room, is
Ibrnished with a desk and three chairs.
On tile desk is u coffer Tor donations,
which is e tn pt ted after every visit. A
-tack of paper lies on the desk next to a
caudle for light. Thio room doubles as
the druid’s study, and its walls are lined
with booksun nature and containers of
medicinal herba, ready for dispensing to
ailing townspeople and travelers.

Two other moms branch olTthe chapel;
lhe druid's I h -d room end an infirmary
where the very ill arc nursed by the
druid himself The druid’s room con tarns,

a sleeping pallet .ind a corner for prepar¬
ing Rxjd. In the comer next to the bed
are buried 34 1Ip| 12 sp. 7 gp, and a
'■ledallion of ESP. A stable at the back of
the temple shelters the druid's burro and
sny injured animals tn his care.
The druid Fraggn 'AC 9; MV 12"; DS;

hp 2d; /AT I ; Dtng by weapon type; S
14, I 13, W J8. D 15. C 10. Ch 16; AL N;
quarter fittiff * I) Is in his lute forties
hut hns prematurely white hair. He has
a spell book under his pallet containing
the Follawlng spalls: animal friendship,

pun without trace, predict weather,
create water, care light wounds, locate
plant',. rare disi'ase, plant growth, and
cure jerjoua uiqum/#. us well as a scroll
with call lightning written on it.

The druid u -■•■:■ his magic on travelers
for a armdl fee, although he uses cure
spells <m his villagers and the poor at no
charge. Currently, hL, human infirmary
is empty, hut his animal ward shelters
an orphaned lamb, a horse recovaritig
from an unknown malady, and a dog
with a broken hg. If the druid tries to
heal the girl, she respond? only as noted
above,

Tli>' druid's gruff, no exteri¬
or often intimidates visitors. The PCs
may he -urpr'.-ed by the villagers’ great
admiral ion for him, but if they stay in
Gydnia for any length of time, they
witneu many Occasions Lo explain why
he la held In such high esteem iexam pie;
poring for nn injured child, etc.J

Tin- druid reveub the general location
of Orb Lukfi il' asked politely, if the PCs
have done no domugs to the forest
under his protection, and if a donation
of I gp or more is given lo his temple.
He run} even bo kind enough to draw
the PCs n rough map in exchange for a
slightly larger donation. <The DM can
trace the num feattires of the Wilder¬
ness .Mop, excluding encounter loca¬
tions, and give tin? copy to the players.)
The druid suspects the girl is not what
she seams and drops a hint to that
effect. He personally believes she may
be a supernatural spirit of Orb Lake,
though he hits never seen the lake in
question.

4. Village Humes. Each of these 20
structures houses two adults:AC 10;
MV 12”; zero-level humans; hp 2-6; £AT
1; Dmg by weapon typo; AL N; farm
implements, kitchen tools, utejand 0-9
ch i Idrm 1 k|1 I " I )mg nil k The homes
ar® simply Furnishcdf with 2-S sp hidden
somewhere on the promises. A barn
with horse!,, cattie. nr Aheap adjoins
each huusv. mid each family has cleared
a small pioi of l.md near the house for
growing corn, wheal. cairaU, potatoes,
and fruit trees. The total families also
hunt for food, usually bringing back
game fnw) nnd such animals that the
druid d> ema it necessary to kill in order
to k?ep balance in the ecosystem. The
farmer.-, ore friendly and iiclpful. They
regard the druid’s ward us law and
protect him with th^ir lives,

The Wilderness

After receiving Ihv tint id’s information,
and possibh । map, the PCs will proba¬
bly i rave t lydnla with the injured girl
and head toward Orb Lake. The land
they must iruvcrw is Forested, except
for steep mnuntutas lo the cast. While
I he PCs are for Orb Lake, roll
ld6 each mu rising and evening Tor ran¬
dom encounters north of the Long Riv¬
et; a I Indicates an vncounler, at which
point 1d6 is rolled:

*1-2, Animal enrtiuntei-. The DM
should create a minor ithough seeming¬
ly significant i encounter with a small
animat. Per hups a woodchuck seetns to
watch the PCs with an intelligent gaze,
or .i du®T trml-1 thu party .ictually look¬
ing for loud, us the local druid feeds
nnfnaU herd.

3, An crtgle flies m-trhead. following
the party JunL out of arrow range. (This
is to mjkii the party nervous. The eagle
has nothing better to da and ie curious
about the PCs.}

4, A Uriah of rod ia ruum through the
bushes, li is a rnadtnan (AC 1U; MV 12";
F4; hp 22; *A'I 1 Dmgby weapon type;
AL CE; dagger + i 1, If the PCs do not
invert iguie, he tries tn am hush them al
night, believing (hat they are "out to
get him.'' The madman carries 43 cp
and a potiart nf flying If looking for
tracks, thu ranger finds those of the
madman in the uri‘»

5. 2-6 holignbliii', - Ai ' &; MV 9”; HD
1 + I; *AT t; I img by weapon type; AL
LE; cluhi. They are u piitrnl squad and
carry 1H1 sp each, One hobgoblin has a
small silver and amethyst brooch worth
25 gp. Another has a pair of boots of
eluenkind tin his fact.

fl. 4 wolves (AC 7; MV 18w; HD 2+2;
hp 1J . IB (x©, 15; if AT L; Drag 2-5; AL
Ni who immedhtely attack unless dis-
Iraeled with food or ji ?ht>w of force-

Set Encounters
1. The Hapless Hunter. A skeleton

lips at the font of a tree, clutching an
arrow through ft chest even in death.
The arrow is an ama, + 1 .

This hunter was shot and killed by &
patrol of gtihlina (He encounter 4). His
armor and clothing have decayed
beyond possible ujk, but the knapsack
hecarriod crjnt&inn a lantern and a
flask of holy wliter ilia bony hand once
held u bantitni award +1. now lying half
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five normal arrows. He did not realize
that the arrow he used to kill the hunt - -
at encounter 1 was magical. The goblin
live on the other side of the mountain-
and are looking for plunder to supply
their fort.. (The DM may create the ma i:
goblin fort to expand this adventure. 1

If the goblin leader or more than half
his troops are killed, the rest attempt n:
flee into the mountains. If captured and
questioned, they blubber and babbie
incoherently, frustrating all attempts tc
elicit information.

Each goblin carries 1-6 cp except the
leader, who has an additional 1-4 Bp and
a red-painted metal flute that he enjoys
playing when the troop settles in at
night. Beneath its paint, the flute is gold
and of very high quality, worth about
200 gp. It had better be thoroughly
cleaned before any PC tries to play it, or
the character risks a 25% chance of con¬
tracting a disease (see Dungeon Masters
Guide, page 14). After all, goblins are
pretty grimy, and who knows what the
leader ate before his nightly abuse of the
flute. The flute radiates magic, even
though it is not magical, because one of
its joints has been replaced by a ring of
fire resistance.

beneath his body, and one tattered boot
conceals n small, rare coin that appears
to be worth 1gp but can bring 20 gp in
a large city because of its antiquity.

While examining the skeleton, the
PCs hear a noise in the underbrush. If
they investigate, they discover a white
stag (AC 7; MV 24"; HD 3; hp 17; #AT 1
or 2; Dmg 2-8 or 1-3/1-3; AL NG). If
attacked, the stag flees; if pursued, it
leads the party through heavy under¬
brush, eventually arriving at Orb Lake.
The stag never attacks. It is extremely
intelligent and is too clever to let itself
be backed into a corner or trapped.

2. The Madman’s Revenge. A 15'
deep, 5' x 5' pit is camouflaged with
branches and piles of leaves. Any char¬
acter who falls into the pit takes 1-6 hp
damage. The PC must then roll his
dexterity or less on ld20 or lake an
additional 1-4 hp damage from landing
on the spikes at the bottom of the pit.
None of the nine spikes are poisoned.
Thieves have their normal chances of
finding this trap. If the trap is not dis¬
covered, the first character in line has a
90% chance of falling into the pit, PCs
tn the middle of the marching order

have a 60% chance, but the two PCs
bringing up the rear have only a 10%
chance to fall. The pit was dug by the
madman (see random wilderness
encounters!

3. Dryad Grove. This forest glade is
ringed by six oak trees. Each tree is the
home of a dryad (AC 9; MV 12"; HD 2;
hp 8, 9(*2j, 10 (x 2), 12; if AT 1; Dmg by
weapon type; SA cast charm; AL N;
dagger!. If disturbed, the dryads try to
melt into their trees. As a last resort,
they cast cAorm spells or use their dag¬
gers, The grass within the grove is a
lush, verdant green, and any mounts
that graze here are able to work twice as
long the following day before fatigue sets
in. A cache of 29 gp is buried under the
northernmost tree. A sack high in the
branches of the easternmost tree con¬
tains 12 sp, and a hole in the most south¬
ern tree conceals a potion, of healing.

4. Goblin Patrol. Eight goblins (AC
6; MV 6"; HD 1-1; hp 1, 3 ( x 3), 4 , 5
{ x 2), 7; #AT 1; Dmg 1-6 or by weapon
type; AL LE; spears.) are hiding in the
shrubbery and spring out to attack. The
goblin leader carries a long bow with

o. An Evil Caravan. Two dilapidated
Wagons, each pulled by two equally
dilapidated nags, mark the main camp
of the 1 1 brigands who attacked the
girl/phantasm (see statistics for brig¬
ands in the encounters near GydniaJ.
The twelfth brigand is their leader (AC
6; MV 6" ; F2; 8 hp; statistics unremark¬
able; AL NE; short sword +1, scale
mail). The brigands won't attack if the
party looks strong — unless they see the
girl. Then they do attack, heedless of
cost, in their efforts to kill her. The
brigands know the girl is supernatural,
and they fear she may now be able to
destroy them.

The brigands won't give an inch in a
fight. If they win, they kill the girl but
keep the PCs for ransom. If the PCs
win, the brigands’ horses and wagons
can be sold, but for only half of the
market value as both equipment and
livestock have been ill used.

If the PCs look in the wagons, they
find several pallets, utensils for cook¬
ing. and the cage in which the phan¬
tasm was imprisoned. No slaves are in
the wagons at present, as they were all
recently sold, A careful search of the
wagons turns up 57 cp, 27 sp, 7 gp, a
silver comb (7 gp), a golden corkscrew
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ruby mseL inUt 1 be handle (150
roken necklac<- wiih a 100-gp

re pendant, and a chess piece of
. with emeraid eyeK (75 gpi. Each

’ carries 1-8 gp, end the leader- - as 3 pp. an opal Warth 30 gp, -and- - -■• h of shielding llm! has absorbed
of friagic missile damage, Ho also

t a light war horse of superior qualt- hp ). wearing leather barding (AC
Fhe horse answers to the name

s^r aved on her bridle: Nighthawk. A
- 1- . ki.on is set into her harness that
. tha horse a 75% chance of resist-. or charm spelfa,

brigands have sent off a smaller- mting party — the one possibly
:■ onnlered on the rood to Gydnia —. i i heir magic-user in on tin expedition
I recure rare spell components. If the

- -a nds an killed, the magic-user
n't try to avenge them, for he cares

no one but him-adf ond can likely
. : । i i-t ter-paying job working clse-

re- However, he might be interested
discover the identity of those who

: myt'd his old pang, if such informa-
should come his way, and he would

" H mused to tost his powers against
tch :i group. The magic-User is 8th

.■wy! and chaotic evil, and should be
;। .ued by the DM specificnlly to chal¬

lenge the party at a time in the near
future. A logbook kept by one of the
bandits gives a small nmotmi of infor¬
mal ion about the magic-user, but little
of it will beef use in identifying the
nmgie-user's most import mil powers.

Muta that if the PCs sucwaafuliy save
'he phantasm’s life, the magic-user is
likely to be cursed by her This may
make it easier to Locate the mage (and
mure difficult to fight him, took

fl. Bonee. A huge, granny mound rises
up in the middle of the Woods. In the
shadow of the wait aide (if the mound, a
dk composed body lies covered with
it uves in a shallow depression. Thtters
of whal w as once clothing lie on the
bones, A silver cloak pm (100 gpi lies in
th<- grasp of skeletal fingers. Anyone
W Im approaches within 10' of the akale-
i on during a period of darkness risks
ln'iiiu attacked by the wraith-spirit that
rmcr inhabited the body. The wraith
.tppears out of the ground beneath the
b -dy, but will not do so if bright light or
mniight u present.

The body was once '.he Widow of the
firmer village older of Gydnia Ona day,
whfn she came into the fa refit to lay

flowers at her husband's burial mound,
she was attacked by a starving wraith
(actually her husband, who had not
been the racist pleasant per mm one could
hope to meet i. She tried to attack it
with her silver rioak clasp but was
overpowered. In its hunger to feed on
her life energy, the wr&ilh quickly
drained her entire essence, transform¬
ing her into a half-strength wraith (AC
4; MV 12” /24"; HD 3t hpLftJATl'
Drag 1-3: SA energy dfsim SD silver or
magical weapons to hit; AL l.Ei

The burial chamber is merely a 20'
tunnel dug into the mound, with a bro¬
ken door on the front and a single cham¬
ber beneath the peak of the mound in
which the husband^ body find treasure
lie. If (he PCs enter the burial mound,
they run the risk of attack by the
wraith who inhabits the tomb (AC 4;
MV 12 24T HD 5+ 3; hp 2$; 'AT 1:
Drag 1-6; SA energy drain; SO silver nr
magical weapons to hit. AL LEt The
wraith guards a small hoard of treasure
worth 5,000 gp total (specific treasure
types to be decided by the DM L A ring
of water walking may be found on the
body of the husband within the tomb.

Though deadly, these monsters may
be fought by a coordinated arid strong
group of 1nw-level adventurers. The DM
may subtly warn a weak group away
from this area, saving the encounter for
a inter adventure.

7, Sacred Glade, This is a shady,
peaceful glade with a good view in all
di re i:t ions. If the- parly decides to rest
here, any characters ihn! come within
30' of the largest tree, sot in the clear¬
ing in the center af the ginde, are affect¬
ed by a sleep spell — a magical trap
placed here by n minor deity worshiped
by the Local druids. The spell may be
I rigaered up to three timea per day, and
only affects those within the 30' radius
nrntind the tree.

If everyone foils asleep, a band of
squirrels cornea down from the branches
and steals any weapons and tools that
could be used to chop down a tree (any
bladed weapons, particularly axes}, The
aquirrete can only carry Hems of 80 gp
weight or less, and they place them
Within a hollow tree miarby. Larger
weapons are dragged off into nearby
bushes. The Gydninn villagers know of
this glade /the druid has declared it
sacred I and do not chop down any trees
herft The spell is to protect the trees
from strangers. Weapons on the ground

may be located on a ld8 roll of 1 per
turn of searching, per weapon. Weapons
taken into the hollow tres are found on
a I d!2 roll of 1, per hour of searching

8, Ruminant Encounter. A band of
25 deer ^raze in thin ginde. The deer
i. AC 8; MV 18"; HD 1; hp 1-8; Dmg 1-4
horna/1-4 hooves; AL N1scatter if the
PCs move hastily or try to attack. They
split into five bunds, mo Hiampede dam¬
age is 5-30 hp from any ntie band, if
cornered. Tf undismrlied, they return to
their grazing within 1-4 turns.

0. A Family Affair. In the foothills of
the Syzygy Mountains, a cave opening
ptinrs the south face of a rocky diff. If
1 be cleft is investigated, two giant wea¬
sels appear (AC 6; MV 15": HD 3+3; hp
J 7, 19; #AT 1; Dug 2-12; SA blood
drain; AL Nl They a tuck immediately.
If the party retreats, the weasels do not
pursue them as they must stay to pro¬
tect. their young- If the weasels are
kt I led. there is a 30^ chance that the
battle has left their pelts ri.il L salable
(worth 2,500 gp each}.

Fifteen feet farther into the cave, the
PCs find a nest of three young <hp 4,S,
7 1. Young giant weasols can sometimes
be raised and trained as hunting or
guard animals, if the party decides not
to kill them. If not carefully raised, the
young ones perish.

Orb Lcke
Coming out of tha woods, the PCs see
sunlight shimmering in the spray of a
wal+rfall- It is 160' high, and any
attempts to climb its slippery rock face
may meet with disaster. A —60ft penal¬
ty is applied to any character’s chances
of climbing the waterfall's rocks,
Thieves, barbarians, and others, who
can climb realize how dangerous the
a Horn pt would be after only a moment's
examination. The waterfall pours from
Orb Lake, high above in the mountains,
and flows out into the Foils River in join
the Long River west ofGydma, A trail
moy be found leading safely up to the
Ioka, however.

Orb Lake is magical. All creatures
whti hut he in it revert to their natural
Lrmn if they are capable of sh ape
eA unking, f^jlyrnorgh xrlf alter self, or
have in i?oFne other way been caused to
adopt an appearance different from
their original form at birth Dopple¬
gangers assume their true form, and
lycanthropes change to their human
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forms, though neither are "cured" or
kept from reverting once they leave the
lake. Spell effects are immediately
negated, ho polymorphed persons are
freed from their curse. In additional, all
Creatures drinking of the lake for the
first time are affected by a heal spell.
This power of the lake tan only affect
any one character one time in his life,
and never afterwards.

If the girl is with the party and con¬
scious, she asks Lo be helped into the
water. She must be fully immersed in the
water for the following effects to occur.

One round after the gill enters Orb
Lake, a wondrous being appears out of
the water: a shimmering white deer with
rainbow wings and delicate golden ant¬
lers. She says nothing, though she bows
to the PCs, and vanishes into noth¬

ingness{the Ethereal Plane). However,
within two weeks, another winged white
deer will appeal’ to the PCs and will
reward them with a minor magical item
of the DM’s choosing. A of protection
+1, long sward +J, or similar item is
suggested.

If the girl dies before the PCs can
bring her to Orb Lake, her body reverts
to its phantasm form and slowly fades
into nothingness, disappearing into the
Ethereal Plane in one segment.

If the PCs perform so evil an act as to
kill the helpless girl, the DM should
adjust all alignments accordingly. It is
possible, though not likely, that one or
more phantasms of the girl's group will
enter the Prime Material Plane at the
next opportunity and come looking for
any PCs still alive lo curse them.

PHANTASM
FREQUENCY: Vbrv rare
NO. APPEARING: ?
ARMOR CLASS: 4
MOVE: 18" //24"
HIT DICE: 4
% IN LAIR: 5%
TREASURE TYPE: U
NO. OF ATTACKS: 2 hooves
DAMAGE/ATTACK: 1-6
SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: Nil
MAGIC RESISTANCE: 75%
INTELLIGENCE: High
ALIGNMENT: Neutral good
SIZE Af fB' high at the shoulder
PSIONIC ABILITY: Nil
LEVEL/XP VALUE: IW150 +

4 per hp
A phantasm appears to be a large,

white deer with rainbow-colored
wings. It lives in the Ethereal Plane,
coming to the Prime Material Plane
only once every hundred years or so. A
phantasm usually wanders about,
observing the many things that go on
in the world and collecting various
magical items to take back to its lair
in the Ethereal Plane, where 1-6 other
phantasms await it. Phantasms draw
nourishment from the energies of
magical devices, though they do not
deplete the magical items in so doing.
A phantasm might reward those who
help it with a gift from its treasure
store, but this is a very rare occur¬
rence.

Phantasms never attack any crea¬
ture first, and they fight only if they

cannot escape pursuit. Phantasms
continuously use delect magic and read
magic spells, and they know how to
speak the common Longue. Once per
day, each may cost /taste upon itself,
and once every 111 years, the phan¬
tasm may plane shift itself from the
Ethereal Plane to the Prime Material
Plane. It must shift back to the Ethere¬
al Plane within one- year, or the phan¬
tasm permanently loses1 hp per day
over a year that it stays, until the crea¬
ture dies. Some good-aligned persons
have befriended phantasms, but such
friendships arc always brief. A phan¬
tasm rarely tells any being where it
has its lair, as it fears for the safety of
its fellows.

If anyone tries lo harm a phantasm
but the creature escapes, the phan¬
tasm may cast a special curse upon
one of its tormentors (usually the one
the phantasm dislikes the most).Ths
victim must save vs, spells at -4, or
else an antipathy spell with a perma¬
nent duration is cast upon him, The
spell is designed to repel all humans,
demihumans, and humanoids, mak^the victim stand out easily in a crowd.
Other phantasms immediately sense
the presence of such a person from one
mile away and avoid the person at all
costs. Only a wish can remove this
curse, and few good aligned creatures
will do so.

The wounds of a phantasm can only
be cured by spells cast by a cleric of
9th nr greater level, or by magicel
spells normally used by such charac¬
ters UscoI, restoration, etc j,
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THE
STOLEN
POWER
BY^OBEM KELK

An evil cult with a
trick up its sleeve.

Kmw&k By Valatie Yalusek
ZanoQrqpny by Cleat I

Robert Kilk war born in London, Ontar¬
io and raised in Ottaun. Canada^ capi¬
tal. He is president (and usual DM) of
the Hobby Centre Gaming Club.
Robert states he was once told that men
wouldn’t play female PCs because "they
keep getting sachfired.1' In the interest of
equal time, he has created Shami-
AmdUhut.

The Utoten Punier in an AD&B4 game
module far d-G ployfir characters of Ist-
3rd level, Lawful-good characters, espe¬
cially poind ins, are rccotntnended for
thia adventure. Cleric? of Aphrodite,
Hanali Celaml, Hera, and Ishtar have ft
special interest in despoiling the cult of
Sha mi'A mourue.

Adventure Background

Your travels hove taken you to High-
Und, .s small city of 1J500 people. Its
only chi ini to fame is that it la the
largest fifth Ing town on the shores of
the body of water the locals call the
Fresh Boa. At the momenI, it ia a city
with a problem.

Highland'', clerics have been
plagued by ii number of thefts lately.
Since the thefts have been mostly of
money, they have been quietly
ignored. "Of what Use is money to
the gods?'' the clerics ask as they lock
away their magical items. “Charity
begins at home," say the faithful as
they give even more moncyJ Last
night, however, the local Glade of
RsiVbn (a smail but politically power¬
ful open-air temple dedicated to the
leader of (he local gods) was robbed of
its most pruiod possession. A book of
infinite spells Was stolen from under
their very noses! The clerics fear the
effects of its use by their enemies and
want it back quickly.

The only due to i he identity of the
thieves is a smell scrap of paper,
presumably dropped by one of the
robbers. The name "Hadonis” and
part of a floor plan are scrawled on
the paper.

There is a man named Hadonis who
frequents the town, and he just may
have the temperament and ability to
steal from the good. Hadonis is called
a "dark cleric" by the locals, but
nobody knows which devil, demon, or
infernal deity lie worships.

Moonwind, Raven s most powerful
cleric in Highland, has dincovered
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two pieces of information about the
theft. The first, gained by an augury,
is that the scrap of paper was left
behind by accident and is not a false
clue. The second, gained by bribing
Highland’s records keeper, is that
Hadonis owns a small country
retreat that has a iloor plan match¬
ing that on the scrap of paper. Unfor¬
tunately, the location of the retreat
has been deleted from Highland’s
records, and the clerics cannot find
anyone in town who knows where
the retreat is.

Moonwind would lead a party of
the faithful to look for the book, but
none of the faithful still in Highland
retain the skills necessary to survive
a long trek into the wilderness. She
is not so foolish as to think she can
survive in the wilderness alone, and
she would be abandoning her temple
if she took her assistants with. her.
Having heard that a party of brave
and noble adventurers (according to
the rumors) is in town, she has come
toyeu for your help in recovering the
stolen bom;

Moonwind’s proposal is this: Tf you
agree to help bring back the booA,
unused, the temple will give you 150
gp each, 30 gp now and 120 gp when
you return with the book. You are, of
course, allowed to keep a fair share
of any loose treasure you find along
the way, although donations to the
temple will be looked upon with
favor.

You are making good time to your
original destination and have a few
days to spare. Will you help them?

F^r the Dungeon Master
Moon wind and her two assistants (Bear¬
paw and Deerhunter) are willing to give
the PCs some other considerations if
they are successful, but won't reveal
them unless asked. They will provide
one week’s worth of iron rations at no
cost, and will pay for the resurrection of
any two PCs killed in the line of duty.
Two items are not open to negotiation:
Deerhunter must be allowed to accom¬
pany the PCs, and rhe player characters
must not use the book.

Hadonis has indeed taken the clerics'
booJfe of infinite spells, with the aid of
the worshipers of Shami-Amourac he
leads. (Shami-Amourae, the queen of
succubi, is described at the end of the

module.! He intends to use the fioo/fb
spells bo capture intelligent beings for
use as sacrifices and slaves. He has
hidden the book in the dungeon beneath
his cliffside retreat.

The rectangular floor plan left behind
shows areas 2 through o and parts of
areas 1 and 6 of Hadonis’s retreat.

The book of infinite spells has 12 pag¬
es unturned. The contents of the book,
in order, are teleport (MU5), a blank
page, enntroi weather (MUG), Self's
minute meteor (MU31, monster summon¬
ing V(MU7), chant (C2), a blank page,
fog cloud (12i, levitate (MU2), flame

(C5), contra/ weather (D7), and
mind blank (MU^

Moouwinri, 81h-levcl liuman cleric:
AC 1.0; MV 12*; hp 44; #AT1: Dmg by
weapon type; S13, 1 12, W 15, D 8, C
la, C 11 14, Cm 9; AL CG: mace.

Moonwind is a soft-spoken woman
who never seems to lose her temper or
run out of patience. She is fluent in the
elvish, dryad, and troll tongues. Her
usual spell selection is cure (tghr
wounds ( * 3L protection from evil, detect
charm, hold person, silence 15' radius,
continual light, dispel magic, glyph of
warding (chill), detect lie, and neutralize
poison.

Rearpaw, 4th-levei human dark: AC
10; MV 12"; hp 13; #AT 1; Dmg by
weapon type; S 12,18, W In, D 10, C 7,
Ch 14, Cm 10; AL CG; mace.

Bearpaw is a ladies' man. He is from a
far country, and his exotic accent is very
attractive to members of the opposite
sex. He speaks the koboId language
fluently. Bearpaw’s usual choice of
spells is frkfis, cure light wounds ^2),
light, hold person, and slow poison.

Deerhunter, half-elf Ist-level cleric/
Ist-level ranger: AC S; MV 12"; hp 10;
#AT 1; Dmg by weapon type; S 14, 1 14,
W 14, D 14, C 11, Ch 7, Cm 12(11 to
half-elves and sylvan elves); Al,- CG;
leather armor, short sword.

Deerhunter, the only ranger and one
of two nonhuman: clerics in Highland, is
a man who keeps his thoughts to him¬
self, He can speak with elves, gnomes,
h al fl i ngs, gobi ins, hobgobl i ns, gnolls,
and orcs in their own tongues. Com-
mand is the spell he usually carries.

Starting the Adventure

The PCs should search for information
before setting out. Nobody who lives in
Highland has ever been near JIadonis’s

retreat, so the PCs must either ask
someone from out of town, use magica
means of finding the retreat, or set ou*
blindly (PCs who take such wild risk-
ge neral ly have short life expectancies

Luckily for the PCs, today is mark- :
day in Highland, and 50 merchants
have come to town. Most are food, spr .
or cloth dealers, but there arc five we^:
ons merchants in the throng. Each
weapon dealer specializes in one type i :
weapon. The five are a fielcher/bowyer.
a swordsmith, a lance maker, a pole
arms saleswoman, and a daggersmith.
If the PCs wish to buy weapons, they
should be made aware of the local law
which requires a 10% surtax on the sab.
of deadly weapons other than knives.

The swordsmith and 20% of the nen-
weapon dealers know that Hadouis’s
retreat is to the north of Highland. One
of the food dealers remembers that the
building stands on the site of an “elven
burrow.” Since elves usually don’t live
underground the way dwarves do, this is
unusual in itself. The food dealer admits
that he doesn't know exactly where the
retreat is located but suggests the PCs
check with the town records keeper.
When presented with a bribe of at least
50 gp, the records keeper searches
through his records and, after much
fussing and complaining, manages to
“discover” a document listing the exact
location of Hadonis’s retreat.

Travel to the west of Highland is
impossible without a ship, boat, or some
magical way to breathe underwater,
none of which are for sale in Highland.
The local fishermen are not willing to
hire out their boats or services to adven¬
tures, whom they consider “a bunch of
no-good, lazy wanderers,” no matter
what the PCs are willing tn pay. If the
PCs manage to adventure in or on the
Fresh Sea, they encounter nothing; all
the local marine monsters have been
killed by Highland's fishermen.

There is a large forest to the smith
and east of Highland. There are no
dungeons or ruins in the forest (unless
the DM chooses to place some there}.
The forest is home to one settlement of
200 sylvan elves, although only 170 are
in residence at any time. The other 30
elves are organized into three hunting
parties. At the time of this adventure,
the elves have just repelled an invasion
of goblins and bugbears, and are alert
for intruders. After careful questioning,
they welcome any peaceful party to
Lheir village.
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The elven settlement has no name,
since its residents know what and
where it is. The settlement buildings
ere arranged in three concentric circles,
spaced 40' apart, around a central hut
where the sett lenient’s food in stored.
The six hut? in the smallest circle hold
items the elves consider valuable,
including an armory of IDO long swords,
160 lang bows, and 95 arrows, none of
which are for Bfile. In happier days. One
of the first-circle hula (now empty)
served as the settlement's infant nur¬
sery, hut here are no babies in the set¬
tlement now.

The other two circles, of eight and
twelve huts, contain the elves' houses.
Each residence in the home of 10 elves
but can hold 1'2 elves without crowding.

The elves know that the only build,
ings in the forest are in this Httlsment-
They will not sell weapons to the PCs
hut try to buy all the arrows the FCs
carry, since Lhe elves have so few. They
initially offer 3 up for each arrow, going
uh high as8 up per onow before giving
up. The elven huve the equivalent of
1,000 gp in coins and gems in their
treasury.

Encounters in the forest occur on a
roil of 1 on ldl2 and should be checked
every four ha urn. IT anencauntiT occurs,
roll 2dl0 and consult the following
table. (After the first rail of enconn ter
number 2, 3, 19, or 20, treat each of
these as no encounter.)

2, Unicorn 'AC 2; MV 24'; HD 4 +4;
hp 19; if AT 3; Dmg 1-6/1-6/1-12; SA
charge, surprise an 1-6; SD immune to
pojaan, sense enemy at 24*; AL CG;
dimension dbor 0MB per day, saves 49
I Irh-level magic-user), There is but one
unicorn in the forest, and he will be
encountered only unce. This unicorn can
speak the common tongue and (ells the
PCs that there are no concentrations of
ovil in the forest.

3. Faerie dragon (AC 5 (1 when
incMrfiie); MV 6*/14*; attack? as 4 HD
monster; 9 hp; /AT 1; Drug 1-2; SA
breath weapon, magic use; SD inriiibi/r
ry; AL CG). There is only one faerie
dragonan the lorcat. and she will be
encountered only once. If she gains
surprise, she playa a practical joke on
the party, then files away. Otherwise,
she flies away immediately, (DMs: Make
up your own joke and have some inno¬
cent fun with your PCs’!

4. fl Ravens (AC 7; MV1'06'; HD
V« hp 2 I X 3), 1 I X 3); /AT 1; Dnig 1 . SD

never surprised if then* is light; AL Nt
The i avens may act ‘uspiriously, but
they arc not up to anything.

5. Bnrkburr (AC 0/8; MV Special; HD
2; lip 5; /AT 1; Dmg I ; SA lignification;
SD i mmune to sleep and charm spells:
AL N) If the PCs arc noi wreaking
havoc on the forest, they have nothing
to fear from the barkburr.

6. 6 Goblins (AC 6; MV 6 ; HD 14;
hp fl { X2j, 2.1(X2b, If AT 1; Dmg 1-S or
by weapon type; AL LE) The survivors
of an unsuccessful raid an the elves’
settlement, these goblins just want to go
home. They are running blindly
through the forest, so they might be
encountered more than rmce

7. 5 Wild horses (AC 7; MV 24*; HD
2; hp 13, 11 1X21,91X2); /AT 1; Drag !■
3; AL NJ.

8. 2 Owls . AC 5; MV 1"/27";HD I; hp
6.4;i AT 3: Dmg 1-2;1-2/1; SA dive ( + 2
tn hit for double damage. no beak
attar 1:. I, Surprise on 15;SD never sur¬
prised in dusk Or darkness; Al, Nt

fl. 20 Doer lAC 7; MV 18"; HD 3; hp
23. 21, 20, 1B(X3), n . x^j, 16, 14 ixj),
12. 11(*3), ID) X2i. fl. Bi /AT 1; Dmg l-
6; AL Nt

10. Black bear।AC 7; MV 12'; HD
3+3; hp 20; /AT 3; Dmg 1 3/1-3/!-$SA
hug 1 2-8 hp extra damage if paw attack
“to hit” roll is 18 or more); AL NJ.

11. Squirrel (AC 8; MV 9"; HD Mi; hp
1; /AT I; Dmg I; AL NL

12. 10 Sylvan Elves I AC fl; MV 12';
HD I +1; hp 7। x2i.fi. -I ( *3K2(X4);
/AT 1; Dmg by weapon type; AL GUJL
This group of 10 elves armed with bows
is one of the three hunting parties that
are always out of the settlement. They
cun tell the PCs chat there are no build¬
ings in the forest except for those in
their own settlement.

13. Skunk tAC 8; MV 12"; HD V*; hp
1; / AT 1; Dmg 1; SA. SD squirt musk;
AL Nt

14. 3 Bugbears (AC &: MV 9*;HD
3 +1; hp 18. 17, 10; /AT 1; Dmg 2-8 or
by weapon type; SA surprise on 1-3; AL
CE1 These ure the Last surviving bug¬
bears of the allied gohlinbugbear party
that unsuccessfully stormed the elves’
settlement- They are interested only in
retreat hut are running wildly through
the forest.

15. 5 Druidesses (AC 10; MV 12"; Dl
( x 6>; hp 7, 4 ( X 4); /AT 1; Dmg by weap¬
on type; AL NT This party nf 1sr-level
druidewes is seeking mistletoe. They
won’t initiate combat (although each
carries a scimitar,', nor will they join

the PCs,
16. 2 Wohca (AC 7; MV 8"; HD J * -

hp L5, E; MT 1; Dmg 2-5; AL NJ.
17. Treant (AC 0; MV 12'; HD 7; a;

32; /AT 2; Dmg 246/2-16; SA anirn.it.
trees; SD never surprised; AL CG' ‘1 h-
treant is new to the world and is expkr
mg his forest. He won't be able to help
the PCs in any way.

18. Eagle (AC 6; MV T 30 , HD 1 -
hp 7; /AT 3; Dmg 1-24-2/1-2; SA dive
i + 2 to hit for double damage, no beak
attack); SD oh neat never surprised;
ALNI

IB.10 Sprites ‘AC 6; MV 9'48 ; H t 1

I; hp7<x2\6( x2j,5,^2 (*3), 1; /AT
1; Dmg by weapon type; SA poison
arrows; SD 76% undetectable, .vii!PjC<
ty; AL NG), If noticed, this email band
of sprites tells the PCs that there are
buildings in the forest. They can direct
the party to the sylvan elves' settle¬
ment. The sprites will be encountered
only once.

20. Shedu AC 4; MV 12 724". HD
9 +fl; hp 64: / AT 2; Dmg 1-6/16; SA
pain nits; SD ethorealness; AL LG; MR
25%i- The shedu is just passing through,
so he will be encountered only once He
knows nothing about the forest.

The land to the north of HighIan d i a a
high plain. About 25 miles north west of
the town, the phiin ends abruptly in a
100' drop down an almost perpendicular
cliff, Radonis built his home at the
bottom of t he st.b..-p -slope, against the
cliff face lor pmleetion He then wid
ened and finished the rough burrows
under the cliff that were used by the
warrail’s origina I «1ven inh ubihurts (see
area 2D, page 261.

Hadoniab retreat is not the only fltruc-
ture to be found in this desolate area.
Farther north and west, at tin- very top
of the high clh'. lands a pile of (tones
med to be an inn liven though located
in this out-of-the-way spot, thu inn's
justly deserved reputation for clean
beds and wholesome food, coupled with
the scenic beauty of the locale, insured
it did a thriving business — until it was
demolished by a bund of hobpob) i rr. last
year. If the PCs search through the
rubble for one hour, they find a small
iron box, unlocked end rusty, holding 20
gp and a 45 gp genu

Encouncentun the plains occur on a
roll ofl on Id12 nnd should be checked
every eight hours If an encounter
occurs, roll 2dl0 and consult the follow¬
ing table. If the party knows exactly
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they XI re going, they always
c^aritor the hollyphant ut the first
. : hoor chock. (Afrer the fij|t

unter of 16 or 20, treat each of
- - rolls ns no encounter.J

- _ Wemics AC 6; MV 12"; RD 5+8;
2- x 2): MT 2 claws, 1 weapon;_ 1-4/1-4/by weapon type; SD sur-
. d only on 1; AL N; shun, clubs?. The

i its nrs friendly and will share a
si 'but not their food) with the PCs.

y can direct the PCs to Hadnnis’s
rear if asked its location.

& Oliphant (AC 4; MV 15"; HD 8+4;
5: MT -1 : Ding 3-12 ( x 41; SA can

. j.k up lo four man-sized targets at
once; AL Nk The FCs are able Lo see the

phanl tong before it sees them. If
- y insist on attacking it, they had
ter have home raise dead spells

n undyl
-I. 4 Centaurs (AC 5 ( x 3). 4, MV 18" ;

HD 5; bp 230*21. 19, 11 /AT 2. Ding 1-
-6 or by weapon type; AL CGt A

metering family, these centaurs are
:rrently hunting. Their Leader spenhs

ish and can direct the party lo- idonisb ret real if asked.
5. Axebeak MC 6; MV 1ET; HD 3; hp
;. MT 3; Dmg 1-3/14^8; AL Nk This

store is the last survivor of a small
flock that hila been hunted by hitman,

and oi bar predators. It will try to
r. oid the PCs. but will attack fiercely if

ruered.
6. 20 Hobgoblins i AC 5. MV 9 ; HD

i*l;hp9(M5i. 7ix2),6ix4>. 5<x2.»r
I, 3(*2), 2( X4J; MI?1; Ding 1-6 or by
veapon type; AL LEi. TTicsc running

part of the band that demoi-
^hed the inn On the cliff, have been

a .itcered by a moon dog ihnt has been
h wrying them for the last day. They
won’t even slow down to talk, much less
fight.

7.2 Owl#. See forest encounter.
8. 3 Rann..{AC 6; MV 15"; HD 2; hp

13, 11, 4; MT 1; Drug 1-2; SA charge:
AL Ni.

9. 6 Ravens. Sue forest encounter.
10. Squirrel. See forest encounter.
11.2Small Fnleona (AC 5, MV 1

'8"; HD 1 I: hp5.3t /AT 3; Dmg WL;
- X dive ' +2 lo hit for double damage,

beak attack I; SD never Biirpriaedl.
12. 2 Bulb I AC 7; MV 15"; HD 4; hp

2 i. 20; Dtag 1-6/1-8; SA charge; AL Ni.
13, 2 Woken, See forest encounter.
14,5 Wild Horses. See forest

encounter.
16* 2 Badgers।AC 4; MV 6" (3" i; HD

1 +2;hp7, ‘1; MT 3; Dmg 12/1-2/1-3;
AL N).

16. Moon Dog (AC 2/0/-21H1 M +16;
lip 32; PAT 1 ; Dmg 3-12; SA, SD see
A/M77. pages 92-93; AL NG; MR 25^1
This extrapla nar creature is about to
return to Elysium, Thus, it will be
encountered only mice. It can point the
characlufB in the direction of l iudonis'ii
retreat before it leaves, bui (hey must
ask.

17. 6 Orcs l AC 6: MV 9"; HD 1; hp 6. X3k /AT 1; Ding 1-8 or by weapon
type; AL LEI These nasties ore nut
leaking for a fight. They arc armed with
short swords but have no treasure.

IB. 5 Gin nl Frogs{AC 7; MV 3" 9";
HD 1; hp 5 I >2', 2i*2j1, /AT L Ding
1-3: SA f wallow whole on a "to hit” roll
Of 20; AL Nj. The frogs are sitting an
the bank bl' u small pond which is fed by
i in Underground stream. The pond’s
waler is flafo to drink-

La, 10 Ron® Minima I a 'AC 9; MV
16" : HD % + 1; hp 5 1 x 3j. 4, 3 1*3). 2
(X3h / AT I, Drug I; AL N I.

2Q. Hollyphant (AC -4; MV 9 42" ;
HD 8+8; hp 49; MT 2; Ding 1 -3/1-3; SA.
SD see MAID page 75; AL LG; MR 60'51
This holly phim: has been ."jit from the
Twin Pamdjscs to aid ihe nmon dog
'encounter 16 above I. Since the current
danger has passed, it is about tn return
home and will only be encountered
once, The hollyphant knows where
Hadoniss retreat is located but will tel!
only a lawful’good PC.

Hadonls's Relreal
This country retreat, buiil partly into
the cliff, is rtinrtrucied of white stone. A
small plaque bolted beside the only door
is engrave*I with one word: HA DONIS.
The door is locked but not trapped, and
I here arc no it nords outside 1 he
building.

Lighting in-ide the ret real and the
com pies beneath cornea from coafiauai
Iip fit spells cast on every obvious door.

1. Hallway. The guard dog I AC 6; MV
12"; HD 2 + 2; hp 16; MT J Dmg 2-8;
AL N) in this hull has been trained to
attack intrudetv Seven unlocked doors
lead to room" on either side of the 70‘-
long hallway.

2. Kitchen. Thia 20' x 20’ room is a
kitchen- There are three jugs filled with
mead and six loaves of bncod on the
jentral table Twelve not -too-fresh fish

hang on nwut hooks along the wall
farthest front the door. A counter along
the imrlh wall holds a large bucket of
water, and u pump stands in the room’s
northeast cornet

if the PC< check the loaves, they find
two rings baked into the bread. 'The
baker forgot io take them off before
starting to work, and they got into Lha
dough.1There is a gold ting in the third
loaf checked and a silver ring in the
fourth loaf examined. The silver ring is
worth 500 gp. While the gold ring
appears to ho wgrih 750 gp, il is actu¬
ally a i-tng of dtli/tsion, appearing to be a
rmg of spell storing with room for the
magic-user Spells infrnvisiao jmd
uflrmdsion.

3. Dining Rotinh This 20' x 20' din¬
ing room holds n mahogany table and
two comfor i uhlo. high-baukud chairs.
The far wall is covered by an extremely
lewd lapt-try.

The table is set for a dinner for two,
with twofim- china plates I which save
as crystal and are worth 10 gp each),
two ciystal goblets (30 gp each), a crys¬
tal butter Lray 1'30 gp), two sets of plati¬
num cutlery (two forks, one wt-apon-
qualily knife, and twospooim per set,
i-ach piece wnrth 10 gpj, and :j platinum
blitter knife. The butter knife is cursed
so that anyone removing it from this
room receives a 1modifier io his or her
initiative tolls until the knife is brought
back to the r.xmi. 'This is 1 Eadanis’s idea
of a mild ii. brought into effect as a
minor gift from his deity. He used it to
keep his platinum from being stolen by
any of the Di^cijJes of Delights who live
and worship below the villa. Hadonis
told everyone living in the complex that
one of his pieces of cutlery in cursed, hut
didn't tell them which piece So far,
none of the Disciples of Delights has
had the nerva to take a chance.) The
curse can be removed by a fob level
cleric or higher, [fit is removed, the
batter knife is ivorth 5 gp.

4, Water Closet, This room contains
convenienevH typical fctB water closet
in the DM^ r-iinpaign world.

5. Library. This 20' x 20' room is
lined with bmikahelves. A table and two
comfortable e huira Stand in the middle
of the room. Many of the hooks ore on
ihe topics of sensuality and attractive¬
ness. although there are a large number
< if general interest works as well.
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1 square = JO

There arg two books ill nt are poten¬
tially more important to the PCs than
any of the other books Ono bears no
title. Ibken many year? ufjo as loot from
a “meddlesome"' magic-ui^rk body by
Hadonia, then left here and forgotten, it
is a Ist-1eve I magic-user'h standard spell
book, holding the spells read magic,
sleep, thisId, comprehend languages,
and armor; in that order. Il resembles
the stolen boob of infinite spells, but
Deerhunter will know that it is not
what the party is looking for. This hook
can he sold for 1.5CHJ gp. The second
book, tilled fm ocofiona io SAumi-
A moa rm?. is a nomnngiea I prayer book.
There is, however,a map, taken Tram
the previously mentioned defeated
magic-user, hidden in a pocket within
the back cover. Hadonis intends to fol¬
low the route marked on this map when
his position in the Disciples of Delights
is secure, tSince they're all chaotic evil,
he's in for a long wait,) The marked
route starts in Highland and continue:!
roughly south for a 14-day journey on
horseback, through the forest and into n
mountainous area. The du-st ination is
not idenliftod, end Hadonis does not
know that the map mtirh the route to

the lair of Iwo ancient, h pet I-using red
dragons.

The chant* to find either of the two
books depends on the time spent looking
through the library, since neither is
marked In any unusual way. There is .1

cumulative l^ chance per person search¬
ing per round that one or bath of the
books will be found. If a book is found,
there is a SO1! chance that it is the hook
with the map and a 66# chance that ii is
the spell book. There is a 6% chance that,
both will bo Found in the same round. If
t he PCs fl ml only one book, they Can
continue looking.The books must be
opened to reveal their secrets.

6. Guest Bedroom, This 20’ x 30'
bedroom contains b ehest und a bed with
a feather mattress and pillow. The feath¬
er pillow Conceals a small metal flask
filled with ono dose of an elixir of health.
The cheat in loekc-d and empty, and its key
hangs on .1 blue satin rll>ban from the loft
bedpost ut the foot of the bed,

7, Master Bedroom. This 20' by 30r
room is Hridonis's bedroom when he
sleeps upstairs. The room holds a fine
bed, with Ct-mher pillow and mattress, a

writing table, and a chest that is
unlocked but trapped with a glyph uf
warding. iThns, the t pap can be found
magically, hut not by a physical search
by a thief J Anyone who opens the chest
without Buying “Beware!" is struck
blind UnlBBA he or she successfully saves
vs. spells. A blinded PC must be led
about by the hand. If the blinded PC
takes part in combat, he or she has a
penalty of 4 on all "to hit" rolls. The
blindness lasts 2-5 days.

The chest contains dotiii ng, personal
letters. 0 Imok of sketches of human
figures, 20 gp. and a potion of fire
breath- The writing table holds quill
pens, ink, and blank paper. The only
nonutil it nr ian object on the table is a
small ivory statuette of Shami-
Amouree. 11 the statuette is rotated 90
dockwise, a secret door in the south¬
west corner of the room opens, revealing
a flight ol lairs leading down to the
Entrance Hoorn, area 9. The secret door
remains open for one round.

8. Linen Closet It takes one turn to
search through the linen in this closet.
Other than ihe linen, there is nothing of
value here.
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* Ent reneo Room. When the PCs
- « -f bottom of the Htnfrs. they— - t 20 * 20* room. The floor is

. sawdust to absorb blood. One
: ? on duty here, a human male

'Jarno i AC 4; MV 9": F5; hp 30:
' * Drag by weapon type: S 15, 1 12,
-■ D 15, C 11, Ch 10, Cm 11: ALCE;
. mail, long sword: speak a elvish,

ng, stone gianu. Mfirno hasn't
, i recovered from a wild party the
. before and is found asleep at his

on a roll of 1 or 2 on !d20. If the
3*7, he is awake but facing away

. the stairs and is automntiEnlly
- : '.d. If ftlamo is awn ke, he fights
'■ death to keep the PCs from get-
: past him. He carries no Lreaeure,

! 0. Corridon Unliko the rooms in the
reruiind complex, the corridors are

: fully dressed stone In fact. Huey are
tic bettor than natural tunnels. The

iplea of Delights just can't be both
rod to do anything more than neces-
u y unless they find their actions to be
easurable — and nearly everyone who

"nds work to be a pleasure would not be
••• 1 1 ui the company of the Disciples of
^■lights.
i he hall is patrolled Uv two guard
. AC 6; MV 12" ; HD 2 * 2; hp 15,

»AT 1; Drug 2-S; AL Ni who attack
myone they do not rectignize.

I I. Chapel. The chapel walls are
.iiiiruied with bas-relioih of nee ties that
. mid make a professional '-ireetwaiker

hluah. If the PCs examine the walls Tor
'■.■■re than one round, thuy discover that
the chajw! is dedicated to the chaotic*
iivil <ii< migoddess Shami'Amourae. Paia*
dins need not examine the walls, as this
room and area 12 exude an alira of evil.

A jet-black metal altur h its at the far
nd of the chapel. Dried human, half-

"Ivcn, and elven blood cakes the legs of
he altar. Any worshipper of Aphrodite,

H jmill Celanil, Hera, or Im rar should
^finitely want to despoil the altar One

these worshipers, or any good or
lawful PC, who aids in the despoiling of
: hi.' altar receives 50 xp. For failing to
help despoil the altar, he or she loses 50
xp. The bonus or penalty is doubled for

I tries ami halved if the PC doesn't
realize the nature of Sham i-Amou rae.
Other characters have no benefits or
renulties for their actions in this room.

This chapel is a stronghold of evil, so
that evil clerics isuch as Hadamsi have

[ modifier to their ehiLiices to turn

paladins in this area. If the altar is
donpoiled, the bonus to turn paladins is
negated.

There is a secret door in the southwest
corner of the chapel.

12. Storeroom. This JQ’ X 20’ closet
ill the storeroom far i he altar service,
which includes a set ofmanacles and a
hl iiod .stained, weapon-quality knife,
both made of jet-black drew metal. The¬
se items are cursed so that anyone who
touches them outride of thq chapel or
thia storeroom becomes unable to
approach another creature without
making his or her presence known (ie„
surprise is aftraiB lost 1. If the curse is
lifted, requiring an exwiciism from a
1 0 th level cleric or higher, the manacles
and knife crumble to dust. It is impas-
aible to find a buyer for these items,

13. Guard Room. This dO1 * 80'
room is noticeably cooler litJin the rest
sf the dungeon, although it is not
uncomfortably cold It is the lair of a
small, sub-adult, mmEpcnking white
dragon LAC 3; MV 12' 30' , HD 5; hp 15;
#AT J; Dmg 1-4/1-4/2-16; SA breath
woopan; AL CEJ, The dragon, a pel of

the Disciples of Delights, hast been
trained to act as a guardian and sentry,
and fights to the death if it does not
recognize an intruder ms belonging to
tin.' group living hero, h hus used its
breath weapon twee today, to lower the
room's temperature. 1! immediately
attacks with its breath weapon, using
both remaining attack* bvlore joining a
fight with claw and fang. The dragon is
fed the bodies of those beings unlucky
enough to be sacrificed tu Shamt-
Amourae. Thus, there are many bones
in this room, but no treasure.

14. Corridor- Like area 10, thisT-
shaped corridor could more properly
callrd a tunnel. A guard is posted at the
Junction of the two hallways Sextus
I AC i MV 9";1'6, hp 29; * AT L D.mg by
weapon type; S16, 116, W 10, D 13, C
14. Ch 15, Cm 12; banded mail, dagger,
lon/j meord +1 (Pathfinder, 1 12, ego 2,
CN, detects secret doora 1'P radius) is a
glory seeker who aftampin Io fight off
any intruders silently and single-
hnndcdly.

Se^tus may not be looking toward the
PCs when they enter thia corridor. The
DM nhould roil Id 1 (J Ur find out which
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direction he is facing
1 facing room IB

2'5 facing roam 21
6-0 facing room 13

Sextus moves quickly toward the PCs to
enter battle ns hi hiu ua he realize- i.hny
are in the corridor. Other than his magi¬
cal sword, he carries no treasure.

14a. Escape Passage-. Thia in the
escape route for the Disciples of
Delights. A secret door near the utial.
end of area 14 leads io a 40 -long Line
net At the south end of the tunnel,
sturdy band- and footholds have been
cut into the rock. They climb 115’ Up to
ei hollowed-oui tree nt the top of the
cliff. Illumination ionics from u eontin-
ttai light spell cast on a handhold 60' up
t he shaft.

15. Reception Room. Thia 10 X 20'
rdCm is soundproofed. Il is comfortably
furnished with a couch, table, and small
empty cabinet,

There are two men in this roam, one
wearing lenthej armor; the other not
visibly armored. These two are
riadonis’s chief aides, who often act in

his name without hie permission. The
une in leather armor is Kine 'Ai' I. MV
12"; T5; bp 18; <AT 1; Ding by weapon
type; 810, 1 13. W 10, D 18, C 14, Ch
Th Cm 12; AL. CE; dagger, long sword;
speaks halfling, minotaur, and satyr i.
The other is a magic user named
Harmon (AC G, MV 12 ; MUG; hp 29;
rAT 1; Dmg by spell or weapon type; S
12, 116,^15, D 17, C 15, Ch 15, Cm
17; AL CE; dagger, ring of protection
+ f; speaks bugbear, gnomish, hfilling,
orciah, and spirit nag), Harman haft
memorized the Bpells identify, shocking
grasp (* 2). jpirA'r cltrni, flaming
sphere, stinking cloud, and pAbo/omio/
force.

Hadonis’s two lieutenants can be
i.' a wily convinced to take a bribe to
ignore the PCs. In fact, Kino suggoats a
bribe if the PCs do not (jf, of com ••■.
they haven't started fighting * Th be
effective. Kine’s bribe will have to be
1 ,000 or its equivalent in gams jew
airy, or magical ftemK. Harmon can be
bought off with n new spell for his spell
baoka. If these I wo do fight, they attack
to knock uncon icioua rather than (O
kill, so that they can capture sacrificial
victims Itn Eile PCs' or slaves (female
PCs). The DM should use the vanquish¬
ing rules on page 109 of Unearthed

Art-ana. Kine and Harmon change to
killing attacks as soon ;b-।hey realize
that they are losing the fight.

Til'.- liihle has a hinged i"n which,
when opened, reveals Hee rmon's spell
hooka. They are standard spell books
which hold all of his memorized spells
and also read magic,armor, sleep, com¬
prehend languages, shield, continual
light, mid TiMfta ? uncontrollahle hid¬
eous laughter.

1H. !inlonis’s Room. This 20' x 2t r
raatm is beautifully doeoruled and con¬
tains u bed. table, chair, and writing
desk. It also holds Hadonis, wearing
black clerical robes (AC 10: MV 12n; C7:
hp 33; *AT 1; Dinghy spell or weapon
type; S 12, 1 14, W 13. D 7, C 15. Ch 15,
Cm ifl; AL CEL His current selection of
spells If cause light wounds 1 x3>. sone-
tanfy, hold person ( K 3i, disense,
cause paralysis, and itiiiir wrioui
woandw.

Dev i hunter recognizes him almost
iminedmhdy. Since Hadonis is the spir¬
itual loader of the Disclplea of Delights,
he oCEUpit1 i he room guarding the trea¬
sure vault 1 Besides, it's hie housed
Theft? is a 25^ chance that Hadonis is
asleep whan the PCs enter the room. If
asleep, hi' awakens in two segments. He
attacks, intending to take prisoners,
without engaging in idle conversation.

Thf writing desk holds paper, ink,
quill ports, padded manacles 'showing
signa of heavy and the key to the
treasure room 'area 17* The door to the
treasure rcun is hidden behind the
chair,

17. Trcnatire Room. Thin 10' X 20'
room holds the Disciples of Delights’
treasure board. It also holds two giant
rata,।AC 7; MV 12' 6' ; HD hp 2. ];
#AT 1; Dmg 13; SA disease; AL hb
which attack anyone but Hudonie. 'fhe
treasure. scattered loose about the
room, includes 14.BS2 bp (bronze pieces,
4 bp * 1 cpb 9,2G7 rp. 1,051 sp, 523 ep,
9ti gp, 1 1 pp. two gem - wot th 50 gp
each, a ring of clumsiness with the sec¬
ondary power of feather falling, and the
keys to the celts in room SI.

IS. Barrdeks.Tln? barracks are
guarded by the skeleton of .li female
half-elf (AC 7; MV 12"; HD 1; hp4; #AT
I; Dmg 1-G; SD half damage from edged
weapons, immune to steep, charm, hold,
and coldbaeed spells; AL N> armed with
« long Hadonis nnimolc-d it and

ordered it to attack anyone with n
drawn weapon.

Hadonis snd his lieutenants mid
guards are the only permanenl n - :
dents of the retreat. All other wor¬
shipers arrive on I hi- night of the full
ninon for the monthly sacrifice, but d,
not stay overnight. Thus, there are
four beds in this 20' * 20' room, each
with a shelf on the wall above it. One
the shelves holds a crude obsidian -i.n -
ette of a boras (worth 20 gp). While it
reHembles an (ihsirffan steed ffigurin,
uumdrous power) and can be onchaEiled
to become a one, it is not magical. Th-:
room holds no other treasure.

19. Anteroom. This chamber hasn t
been used In the 25 years, sincr the
elves moved out The door to room 20 -
locked, and the key was taken away by
ihe departing elves. Thieves have o
4-Sft modifier to pick the
lock because of its age, but they also
have a -2% modifier to detect the irup
on the door. IT Lite trap is unsueceBHfully
diHarmed (there in no mudifinr on the
choince to disarm the Erap), or it is not
detected, a grinding noise is heord
under the Door Five seconds later, (hv
fii i.ir drops away, revealing a W'-decp
pit. If a player ."fly# his or her character
is moving out of the room during the
five secundu of grinding noise, and the
player rolls his or her character's dex¬
terity or lower on -IdG, that PC jumps
I iack into the hall before the tr up opens

1 Deerhunter always tries to jump buck
mto I he corridor,}Characterf wb" fail
their dexterity checks fall into the pil.
taking 1-G hp damage. If the luck is
yuecessfuHy picked, the door lo room 20
can be easily opened.

20, Poo! Room. The only feature of
this natural room is a pool nf wiltcr that
has magical qualities, The magic will
show up as equal parts of a iterat hm-
evocation and nocromantic magic if n
detect magic spelt is cost on the pool. 11'
un empty potion bottle is filled with
w ater from the pool, the water changes
1" the kind of poii^ii that prcvitnnJ t
filled the bon Ie. The same ia true for an
r-mpty bottle thm once contained holy or
unholy water. This, happens only throe
times for any one person. Drinking the
water straight from the pool cures 1 hp
damage, one time per person.

The pmvioug elf inhahitanis eonsid
ered themBelvus keepers of the pint).
They left a quarter century ago, when a
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m the area threated famine,
t*i ;hey have been prevented from
•m ruing by the presence of the fol-
-•-rs of Shami-Amourae,

I ell Block. When these chambers
• - converted to a holding area for- :..•Amourue's sacrifices, the locks
* - bars were enchanted by a 7th-. . magic-user. Thieves receive a -10%

sotun-r to their chances to pick the
-wk>

21a. Cell A. There is one prisoner in
U - cell, a paladin who was captured 13
- : ago. Marvin (AC 9; MV 12"; P2;

1'2; t AT 1; Drug by weapon type;S
.' 41, 1 10. W 13, D 15/88, C 16 93. Ch
' i5. Cm 12; AL LG) was originally

irawn to the dungeon by its strong
-anations of evil and was trapped by

- guards. Twice a day, each time he is
he has been told by the guards that

- e is going to ba sacrificed at midnight.
\ - a result, he has become highly mel-
icholy, Marvin is reluctant to do any¬

thing to aid the party without being
< ked repeatedly,

21b. Cell B. The prisoner in this cell
- Quintus (AC 10; MV 12"; C3; hp 13;

'AT 1; Dmg by spell or weapon type; S
I3.W 14, D 11,C 10. Ch 9T Cm 11;

AL CN; speaks duergar, dwarvish. and
rlvish; spells: cure light wounds, mif!, a
cleric of Dionysus and older brother of
Sextus (the guard in area 141. He
entered the complex to find his brother
>nd take him away to be “depro-
-rammed," but he was captured before
he ever reached the lower level. His
brother intervened to keep him alive
out refusea to leave with him. Being a
realist, Quintus is willing to leave with¬
out Sextua and doesn't blame the PCs if
they have killed him.

21c. Cell C. The doors to this 10' x
10' cell are open. In the middle of the
cell, a pedestal holds the missing book

infinite spells The pedestal is
trapped, of course Through the bars of
his cel), Quintus (Cell B) watched the
trap being ut, tested, and reset, so he
-. nows what it can do. The trap is trig¬
gered by a pressure plate under the
book- If the plate is not loaded with a
minimum of 20 pounds (the weight of
the hood) to a maximum of 22 pounds,
the trap in sprung,

Knowing that a trap is present and
knowing how it works are very dif¬

ferent, m a PC thief must still make a
successful delect traps roll (with a modi¬
fier of -40% to the die roll for knowing
the trap is present). If the trap is
sprung, the cell doors close and lock,
and the cell block fills with sleep gas.
The sleep gas puts everyone present to
sleep for 2d6 turns (roll for each person;
half duration for a successful save vs.
poison.) If it PC can avoid breathing for
two rounds (too long to hold one's breath

without magical aid), he or she won’t be
affected. If the trap is triggered, Quin¬
tus and Marvin always fail their saving
throws.

If any of the Disciples of Delights are
left alive, they arrive to strip the PCs of
their weapons and armor in five turns.
They won’t take away any thieves1
tools, due to a sloppy oversight (and the
game necessity of always allowing the
PCs one way out).

SHAMLAMOURAE
(demigoddess of debased eras, queen
of succubi J "The Lady of Delights’’

ARMOR CLASS: -5
MOVE: 24'36'
HIT POINTS: 200
NO. OF ATTACKS: 2
DAMAGE.ATTACK: I-&1-6
SPECIAL ATTACKS: Energy drain
SPECIAL DEFENSES: +3 or better

weapon ( + 1 if iron) to hit
MAGIC RESISTANCE: 85%
SIZE: AY (6' tall)
ALIGNMENT: Chaotic evil
WORSHIPERS’ ALIGNMENT:

Chaotic mil
SYMBOL; Image of a succuhus
PLANE: A&vm
CLERIC/DRU1D; 19th-level cleric
FIGHTER: 12thdwel fighter
MAGIC OSEIVJLLUSIONIST:

22nd-level magic-user
THIEF/ASSASSIN: Nil
MONIQBARD: Nil
PSIONIC ABILITY: Nil
S: 18/00 (+3, +6) 1:18 W: 20
D: 20 C: 19 Ch: 22 Cm: 24

Sham i-Amourae normally appears as
a succubus with white skin and gold¬
en hair. No matter what her form,
she always has a comeliness rating
between 22 and 25, and never
appears ae a male. Shami-Amourae
has all the abilities of a succubus and
all the standard divine abilities list¬
ed in Legends and Lore. She can also
use the* following powers at will:
charm monster, clairvoyance, dark¬
ness 15' radius, energy drain, and
trap the soul. She can gate to her
location her entire retinae or any one
other inhabitant of the Abyss except
for the demonic deities and Abyssal
planar rulers (such as Lolth or Demo-
gorgonh Her retinue is made up of
six succubi with maximum hit

points. Once a day, she can change
one person's comeliness score by ld4
points, either up or down. Once every
two days, she can cast a wish spell.

Shum i A mourue prefers to attack
(when necessary i by draining the
levels of her opponents. If forced to
fight a being resistant to energy
dram, she attacks with her
fingernails.

Shanu-Amourue was one of the
first intelligent beings on the Prime
Material Plane. Upon her death, she
became a larva, then a quasit, then a
succubus, Her greai skill at her craft
caused Demogorgon to elevate her to
a demigod, and she has used that
status to become the queen of all
succubi. (This is, of course, a nominal
title, since succubi are highly cha¬
otic. However, Shami-Amourae is the
one being with any measure of con¬
trol over every succubus.! In the past,
she has wrarred with Aphrodite,
Hanaii Celanil, Hera, and Ishtar.
Her allies include Demogorgon, Pan,
and Tlazolteotl, She maintains an
uneasy truce with Pazuzu, but
doesn't like his sharing the sky
above her ismu Ui Abyssal stronghold.

Shami-Amourue's male clerics must
have a comeliness of not less than 15,
while her female clerics must have a
comeliness of not more than 14. (She
enjoys seeing n higher level of male
beauty than female beauty. I Humans,
half-elves, elves, and halflings are
welcome as her clerics. They may not
knowingly aid worshipers of Aphrodi¬
te, Hanali Celanil, Hera, or Ishtar.
Her worshipers sacrifice human, half-
elven. or elven males to her once a
month, al midnight on the night of
the full moon.

No matter what happens, Shami-
A mourne won’t take an active part
in this module. Her statistics are
included so that DMs can include her
in their own campaigns.
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A little village with
a turtle-shelled
problem.

Artwork by Holfowoy
Cartography by Diesel

Jay Batista manages art engineering
staff that designs and markets broad
casting equipment. He has a masters
degree, has taught at three university «.
and spent nine years as chief engines
and station manager at radio stations
around the Midwest. Jay credits his
friends in the “Oxford Guild" a group P
gamers who live in and around Oxford,
Ohio, with being the harshest critics
most enthusiastic supporters of his writ¬
ing efforts. He is married, has a two-
year-old daughter, and is currently
working on a science-fiction novel.

The Kappa of Pachee Bridge is an
AD&D' game Oriental Adventures
module designed far 3-5 players of am
Oriental class, from 2nd-5lh level.
Whether a group of religious pilgrims 'r

b samurai with busht attendants, any
strangers passing through Pachee are
slopped by the frantic rice fanners,
pleading for aid.

This encounter is designed to fit into
any Oriental campaign and draws upor.
Japanese folk legends about the nature
of lake kappa, considered here to be a
subspecies of common kappa (Oriental
Adventures, page 124). The village of
Pachee is a remote and usually quiet
spot where travelers rarely pause, a
collection of 35 rice farmers and their
extended families, with fishermen.
hunters, and herdsmen, a smith, two
carpenters, and a potter. It is named for
Pachee-ko, a deep, stream-fed lake west
of the village. The waters of Pachee-ko
irrigate all the rice paddies and yield
the fish that feed the townspeople.

Adventure Background
As the PCs approach the village from
the southeast along the main road,
farmers begin to come in from the fields
and follow them. Soon. 30-40 rustics are
swarming around the PCs at the village
gate. From out of the crowd of towns¬
people steps a man dressed in leather
who stands forward and bows to the
approaching PCs. His bow is copied by
the entire group of villagers, who have
e n ci rcled the PCs at a respectfi11 1 d is-
tance of 20'. The people as well os the
gate are a bit shabby, but the streets are
clean and the main road is cobbled. The
hou-ies are all single-story bamboo and
stone constructions.

The smith begs you to hear and aid
them. If allowed to speak, thia is what
he Bays:
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u the first citizen of Paehee, Ho
the Bpy of thiBridge ha#

l*j - n to stealing children again,
i_‘ hr has not done thia since

-'ither’s lime. Once a horse would
his linnger, but now five chii-

,-n ore guns, and Tbi Po says bis
ih< r Chao is missing. The mer-

lant Yortn is also long overdue. We
d some brave warriors to assist us

md detent the evil kappa that lives
m Pachee-ko."

• o other citizens step forward and
presumed as the sage Tzu and Ma Li

j, the wn of Ling Toa. a fisherman.
e old man Tzu speaks first:

I have conus to warn you - this
nouster cannot be slain by swords
md has lived in the lake since my
father's father's time- It holds
.ncient nod evil wisdom in many
rts. Its knowledge of medicine is so
icellont, it can completely recover

-. cm any dunnerabernmtil. or wound
that doesn't kill ft outright,”

The second man toils this story:

My father was returning from a trip
north to sell smoked carp. It was lata
tn the evening, and it hnd begun to
ruin. He was hurrying through the
forest when he almost stumbled over
a little boy crying in the path. The
boy was missing an arm, and he toid
my father that it was tangled deep in
i nearby briar patch. My a mazed

father drew hie knife and hacked
away al the brambles until he found
a scrawny, white arm tangled in the
weeds. Tiip maimed child begged tn
be carried back to Parheu, Find my
father wan more than willing, but
when they reached Pachee-ko, the
boy grabbed the arm and dove into
the lake! It was then that my father
knew he had been carrying a kappa.

“The next night, the kappa visited
my father and showed him hie arm,
reattached and working property, At

' reward for niding him. the kappa
lent my father a magic bowl for our
family ceremonies, This bowl causes

। any food placed in it to change into
I he fines! quality fare, rivaling a
king's feast. Il has been lent to ray
family five times and faithfully
returned in Pachee-ko at dawn the

following day. We tear the wrath of
the kappa if we keep it."

Ho Lung Pei continues:

"I ask that you honorable gentiefolk
dwell upon uur terrible plight as you
travel. You Will cross the bridge at
Pachee-ko. When you do. that i= the
lime for action. Your destiny lies
along this very road. If you decide to
help our humble city, i pledge ail our
resourci-s Ln your disposal. Ask for
anything we have and it is yours."

For the Dungeon Master
These three N PCs know nothing mare,
although others in the crowd have Valu¬
able knowledge. Any PC who decides to
question the townspeople should roll
IdlOO Use the following table to deter¬
mine the information gained.

Roll Information
01-15 "Tbko melons and rucuiuberH u

gift*."
16-29 "If you kill him, ho will put a

tetrible curse on you.*'
30-44 "He Once defeated a hero of oil r

ancestors!”
45-64 ' ' He's a vempire!" ifaIse i
65-74 "He tan grow five times his

size." (false)
75-84 “He '-i been around for years."
85-94 “He ale my cousin”
95-00 Hu killed my father and took a

family heirloom, a jade signet
ring." (See Concluding the
Adventure.)

Everyone in the village has seen the
kappa once fir twice, in the form of a
small boy cither swimming in the mid¬
dle of the lake or peeking over the irri¬
gation gaies that, flood the paddies.
Villagers always fish in groups of three
to discourn go t he kappa from mischief,
but sometin H's he ties their lines togeth¬
er or hooks them to a sunken log. Some
know of the kappa's curae but don't
bother to mention it (see the section on
the kappa L

The villagers of Pachec follow the Pt's
io the edge of town, pleading for help
and offering various livestock and food
as reward. They have crude nets and
ropes, and will loan them to rhe PCs if
requested, Long bamboo spears

designed for fishing are nleo available.
None of the villagers arc brave enough
to escort the PCs to the Pachoe Bridge,
but they say the main road crosses it
about a half-mile west of town.

The town of Pachee sits on a hill
about 300' above the lake, overlooking
the rice paddies to the southwest. The
village and hike are surrounded by a
bamboo forest. not impassable but thick
in places. The bamboo graves and thick-
eta provide a haven for wildlife, and
songbird-' abound there. No wandering
monsters bother PCs on the road, but if
they decide to sneak through the forest,
or leave the road for any reason, there
is a 25% chance that they meet a group
of 1-3 badgurs fAC 4; MV 6’0' I; HD
I -1-21 /AT 3; DmgI-2)b2/L3; ALNi.
These animals are frightened by men
and run nwny unless charmed or cap¬
tured.They have no knowledge of the
kappa.

The lake u more than a mile long and
harbors fish, turtles, frogs, and insects.
Wild ducks and cranes newt in the tall
reeds along the shore, and dragonflies
buzz and snap through the sir around
the PCs' heads. Following the main
road northwest, the PCs pus a rutted
service read that leads down to the rice
paddies where women and children
work knee-deep in the mud. The PCs
may decide to investigate the irrigation
gates ‘see area 2 below'. If they con¬
tinue on the road, it takes them directly
to the bridge

1. Paehee-ko Bridge. Built 400 years
ago by an ancient emparnr'B troops, thia
squat and massive bridge was made to
carry an army. It span* the narrowest
portion of the lake, its low, heavy arch
es barely S' above the dark waters. The
bridge's 10 pylons are each 10' wide and
support huge stone crossbeams hewn
from mournam quarries 70 miles re the
west The bridge has no curb or railing,
it is 20' wide, leaving plenty of room for
safety. Measuring 500' long, this is one
of the longest bridges the PCs have ever
seen. The water beneath averages 20' in
depth.

Upon closer examination. the bridge s
age becomes apparent — carvings on the
support posts are worn away, a dedica¬
tion is went hored to illegibility, and
cobbles have worked loose, leaving a
rough roadway. There is a 30% chance
that the kappa is hiding under the
bridge, watching the PCs,

DUNGEON 29



30 Issue No 5



1 rrigadon Gates.Six wooden gates
- • • ipened to allow the lake to flood
- . paddies. Each gale is massive,

uring two men to operate. Pulling
ge rings set in the top lifts the

if.- it notched intervals, and a release
- . mism drops the doors like a guillo-

-r The gates are set in n Hlone-and-
- ; : u nil that holds hack the swollen

Miters. On the other side of the
. is deep, clear water, free of the
. uid moss that elog other parts of
there.
^iant frog i AC 7; MV 3" /9 HD 1;

/AT I; Ding 1-3; SA IB" attack
. +4 to hit with sticky tongue; AL.

uven in the mud of the rice fields,
i the farmers warn you that he is
,r good luck charm. A speak with
mabi spell will allow the PCs to

.verse with the frog. He can tell them
:he kappa’s appetite for frogs and

< r distaste for dry land- He can also
। i hem the location of the secret
France (point 5 on the map! to the
pf cave on the other aide of the
kr. This frog has lived to sleep

1 rough “five cold times in the black
ud of the rice paddies'1 in spite of the
ppa's best efforts to cutch him. He

. . not willingly allow himself to be
-cd as bait for the kappa.
There is a 5^ chance thnt the kappa

from the deep water on
I., ot her side of the gatan. If noticed, he
iulckly swims away.

3. The Kappa’s Sunning Spot. Sur-
mnded by thick reeds and marsh grass

i* tall as a man is an overturned stump
hich the kappa uses ns a sunning

. creh. There is a 15% chance that the
jppn is straddling the old trunk, rest-

ng or asleep, but holding his head erect
• > keep water in his bowl-shaped skull

e the section on the kappa). The kap¬
pa may be surprised on a roll of 1 or 2
<>n IdG.

4.The Kappa’s Lour. Fifty feet south
of the center of the bridge, the lake
begins to get deeper, its bottom sloping
down at a sharp angle. At the lip of this
drop-off, a pile of stones hides the

n trance to the kappa's lair from any-
one on the bridge. The lair is completely
;uh merged and can be rr ached by a
tunnel from the secret entrance at point
1 on the map, The lair is a small cavern,
barely 20' across, with n low ceiling
t hat forces man-sized creatures to stoop.
There is no air here, hi* PCs must have

incredible lung capacity or a magical
spell in order to investigate. There is no
light, either; a method of illumination
useful underwater is required. Bones
arc scattered everywhere, and a large
stone in the center of the cave covers
the kappa’s treasure. A PC must have
IB or better strength to lift the stone, or
PCs can cooperate to lift it, The con¬
tents of this trove are detailed below.

Other than the treasure, the lair holds
nothing of value. There isa 60% chance
that the kappa is in his lair when the
PCs arrive, and a 4Qtl chance that he is
nut hunting.

The Kappa
A kappa looks like a small hoy with a
turtle shell on his back, until you get
close enough to see the ancient eyes,
pointed teeth, and peculiar concave
skull This particular kappa is named
Hoj Ta ' AC 3 -2; MV 6.1ft . HD 4; bp
17; IAT 2; Dmg 5-10/6-10; SA martial
arts, curse; SD regeneration; AL CE).
He bus spent the last 346 years here in
Pnchee-ko, a nowhere place with scraw¬
ny children. For thousunds of years, Hoj
carried the Celestial Em|k‘r<»r's entou¬
rage on his back, until his final trip
when, picking up the royal concubines
from the baths, he greased his shell so
that the girls slipped off into the mud,
then jumped in with them! The Emper¬
or might have been soft, on him if the
girls hadn't had ho much fun. Hoj was
sent to the earthly pianos for 360 years
of punishment; he has 14 years to go,
and has slipped into his old habit of
eating tasty (if nearly meatless) young
humans.

Hoj is of average intelligence but
often acts like a little boy. He is fasci¬
nated by travelers and watches the PCs
from under the bridge or the bottom of
the lake. Upon sighting a powerful
party, Hoj swims away and hides in the
depths. He is not a vampiric kappa, so
his nature is more chaotic than evil —but he is still unpleasant

This kappa has a most important
weapon; his death cow. If he is killed,
his spirit casts a curse upon those who
fought him in his last battle, Up to four
opponents may be so cursed. Each per¬
son must save vs. death magic exactly
four rounds after the kappa is slain.
Failure indicates that the person has a
permanent -4 penalty to all "to hit”
nnd saving-throw rolls, until such time
ns n remote ewr.sr from a shukenja of
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10th level or greater is cant upon the
affected person. Additionally, everyone
within 30' of the cursed person receives
a -2 on all “to hit" and saving throw
rolls, for as lang as they remain within
that radius. The Celestial Empire does
look after its owm. Tn a had situation,
the kappu won’t hesitate to toll his
opponents about the curse; whether
they believe him is another matter.

Kappa also regenerate I hp per round
through their knowledge of mind-
controlled medicine. While they can't
regrow a severed limb, they can rejoin
one, even months later. Lake kappa
need this power more than other sorts of
knppa, as their limbs are more fragile.
Anyone striking at a bike knppa with a
bladed weapon of quality nr a magical
blnded wc-apon has a chance to cut off
one of the kappa's limbs .A “to hit" roll
of 19 or better indicates thnt this has
occurred. Roll ld6 to determine which
limb was lost H-2: right arm; 3-4: left
arm; 5; right leg; 6: left, leg), The lake
kappa cannot lose its head in this man¬
ner because of the presence of the shell
and its habit of pulling its head in dur¬
ing u fight. Hoj Th, the kappa in this
adventure, once had rhe bad fortune to
anger a ronin with a katana of quality
(thus leading to the story told of it by
one of the villagers), hut the kappa isn't
likely to mention this tn the PCs.

Hoj approaches any solitary traveler
and offers to finger wrestle. He invites
I hut person to come to the edge of the
water and link smallest fingers. Each
then attempts to pull the ocher across
the shoreline. The kappa uses his supe¬
rior strength (18 00< to try to pull the
PC under the water. To simulate the
finger-wrestling match, have each par¬
ticipant roll his or her bend bar^lift
/tales roll; if both succeed or both fail,
nothing happens in that round. Failure
to make the roll when the opponent
makes his roll indicates the opponent
wins the match. Success for the kappa
nidicates he has pulled the PC underwa¬
ter. Unless aided or able to breathe
waler, rhe PC drowns at the end of the
next round (giving the PC one chance to
escape).

Ab long as the bowl in his head is
filled with waler, the kappa is a power¬
ful adversary. even on dry land. His
tactics are simple: first trick his oppo¬
nent, then dazzle him with brilliant
fighting technique, then claw away. Hoj
fights using the kung fu style (4AT 2,
Dmg 1-6/1-6, principle attack; hand
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lock and strike). On a PC's “to hit" roll
that misses by more than 5 points, Hoj
has u 60% chance to catch, or strike and
break, his opponent’s weapon. When
cornered, Hoj fights like a tiger. Mia
claws extend like those of a cut, and he
has mastered railing maneuvers to keep
his turtle back facing his opponent.

But. when his head-bowl is emptied,
his strength drops to 10, and his limbs
may be severed on "to hit” rolls of 16 or
better. A maimed kappa will do any¬
thing to get his limb back, and this is
the best way to defeat and control Hoj.

Hoj can be defeated in battle, netted
or speared in the water and hauled
ashore, or tricked into coming onto
land. Nonsense and foolishness seem to
work best with the boyish kappa A
mon selling a dead horse might interest
him, or two men stuck together nt the
shoulders and acting Eke simpletons
may draw him out of the lake. A min-
Htiel, ehukenja, or wu jen may charm
him out. He cannot be tricked into spill¬
ing his bowl while bowing, however.
That happened 133 years ago, and he
doesn't make the same mistake twice.

Once the kappa is captured, negotia¬
tions must take place. Hoj brings out
only enough treasure to seal the bar¬
gain, depending on the severity of the
situation. If the players defeated him in
battle and hold one of his limbs, Hoj
brings out nil his treasure. If he was
tricked out of the water and the PCs
hold a limb, he only brings up the first
treasure group and swears there is no
more. If he was defeated but the PCs do
not have his limb, he offers no treasure
but makes one promise thal ho must
keep. In negotiating with the PCs, Hoj
Iios aa much as possible and makes
suggestions like, “I'll only eat stran¬
ger*," or “How about if I only cot chil¬
dren? Nobody will miss them," or “Just
a few horses now and then?" He is a
nasty and insolent brat and acts ill If he
mentions the death curse, he invokes
the name of the Celestial Emperor, bo
the PCs will know he is probably not
lying,

A samurai can deal for a future favor.
For example, in exchange For hin arm,
the kappa may promise that he will
never again eat human flesh and he
will help the samurai once in the
future. Or, a successful group may
demand all the kappa's treasure and
make him promise to eat only fish for
the rent of his days, Hoj is a sly and
cunning bargainer, even in defeat, since

he knows only fools would kill him. The
DM should not let Hoj give in too easily,
but should hem and haw just as the
kappa would. Mis promises, however,
will always be kept.

The Kappa’s Treasures

There are two groups of treasure that
Hoj has accumulated aver the years:

Group One contains four cash strings
of fifty tael each, three bags of gems (10
ch’ien each), a curved lance -2, a do-
maru and matching hajdate in good
condition, and three silver plates (15
ch’ien each).

Group Two contains the kappa's most
prized possessions: a jade and gold sig¬
net ring i worth SO ch’ien, see Canclud
ing the Adventure), a magical enameled
warmtuil that lowers the morale of all
enemies facing the wearer by 15% (val¬
ue 100 ch'ienJ, a short hour + 1 made of
a horse bone <150 ch’ien), 20 bone
arrows with hollow tips ( +2 to damage
due to shatter, duct to add poison if
desired, worth 5 ch’ien each), a bowl of
quality and erinite cover (changes all
food placed inside to the finest quality

fan- by means of a purify food and dr-^)
east once per day; value 200 ch'ivu . inC
H wagon that once belonged to a pu=»
merchant.

Concluding the Adventure
Honor points are gained through thi
following actions:

+ I paint: Defeating the kappa in
battle;

+ 1 point: Showing the villagers
either treasure or a limb as proof of
defeating the kappa; and,

+ 1 point: Returning the jade signet
ring to its rightful owner.

No honor is gained for tricking the
kappa or bartering with him. Beating*
and harsh treatment do not bring hen r
To trick and kill the kappa is dishonor
able as well as dangerous.

The people of Pachee offer success).: i

PCs s feast of humble fare, but in gener¬
ous proportions, and minstrels nre
called in to entertain. The villagers
invite the PCs to spend the night and
promise that the town will be etcrnnlh
grateful, their hemes and hearths
always open for these heroes.

WHOA
(continued from page 1 1

While we try 1u give you enough information in each adventure to run Ihc module
without extennive page flipping, we assume that DM& are familiar with the game
system and hove access to a bare minimum of the source books. For AD&D game
adventures, we ossume you have the Dungeon Masters Guide and Players Hand¬
book, as well ns Mounter Manual, Monster Manual 11. and FIEND FOLlO’ Tbinc. We
give statistics for all monsters and NPCs, but the Conscientious DM should look up
the full description of a monster in the appropriate book. When we print an Orien¬
tal module, we assume you have a copy of Oriental Adventures. For D&D game
modules, you should have all sets up to and including the level of the adventure

While we try to group all pertinent information where it is most useful, we also
assume that the DM will read the entire module before attempting to run it. This
may mean detailing the contents of some room.*, researching the background of an
obscure monster, or deciding how an NPC will react under likely conditions. We
know that these short scenarios are often useful when dropped into an ongoing
campaign, so we try to make the locales as generic as possible. It's up to the DM to
work them seamlessly into his or her campaign world.

We also assume that quite a few of you reading DUNGEON Adventures are nnl.
Dils or will not ba running all the adventuren Wb try to pick adventures thnt are
fun to read us well as to play, so that even if you eu ti only use mid-level AD&D
game scenarios, the rest of the magazine is enterfoimog A room layout nr monster
from an otherwise “useless" (to your campaign) module may be modified for use in it

dungeon of your own devising. Indeed, a module of the "wrong” level, or even the
“wrong” game system, can be adapted by the clever DM whose fancy is taken by
the premise end plot.

So, enjoy visiting our “dungeon,” whether you are a DM looking for ideas or a
player/reader trying tostay one step ahead. And let lie know what you would like to
see in future issues.—BY
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Andrew McCray was introduced la the
D& D‘ game by his dad, the DM of
Andrew's group f>r three years. m
his father resigned as gamemaster, the
group st fleeted Andrew as his successor.
Currently a freshman planning to major
in psychology at Millsaps Cailege in
Jackson, Mississippi. Andrew hopes that
the publication of Mylviii Wi tnbly
breaks the streak of bad luck he has had
in getting his work published.

Ulis Billie D&D gome scenario — best
used as a diversion between twn longer
adventures — is designed for a party of
6-10 characters from 1st to 3rd level,
preferably including nt least one half
ling. If the parly is more or less power¬
ful than the recommended silt and
level, the DM J^iould increase or
decrease the number of ores under the
control of the abiotic magicicm.

The DM may choose between reading
the Adventure Background to the play¬
ers or playing mil Che PCs' Drat
encounter with MyIvin Wunbly.

THE TROUBLE
WITH MYLVIN
WIMBLY
BY ANDREW McCRAY

The enemy you hunt
may not be the
enemy you find.

Anwofk fry flower Roupp
CarioB’apnv by Qieioi

Adventure Background

Having left town a little later than
expected on an expedition to check.
OUt un offer of employment, your
party is caught in the middle of a
large forest by nightfall. Realising
that there is no inn for milei, you set
up camp in a clearing in the woods.
A Hur making a Warm fire find pick¬
ing pin rd shifts, you drift off Ifl
sleep, one by one

Not too long after the second shill
begins, everyone is jolted from sleep
by a shout from the guard. You catch
a glimpse of a short, humanlike
creature racing into the underbrush-
Thr guard explains that be stepped
out of camp for a moment to collect
firewood. When he returned, he die-
covered a scrawny halfling digging
into one of the back packs. He yelled,
and the startled halfling grabbed one
ol the packs and fled into the woods.

YoU scramble to your feel and
begin skimming through the packs to
find out what the little fugitive took.
A magic-user in your group exclaims
thru the pack containing his for her'
spell books is mining. [If there are
no rn ngic-uset’S or elves in the party,
the DM should select some other
item of great importance for the
halfling to steal .]
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for The Dungeon Master
Mylvin Wimbiy. a Joyal friend and hard
worker among halflings, once answered
an advertisement looking for a fighter
to serve as a traveling magic-user’s
bodyguard. The magic-user. Lazambar
the Magician, preferred a human fight¬
er or an elf. However, when forced to
pick between Mylvin, who could speak
several languages, and a dwarf who put
his pants on backward and inside out,
Lazambar decided that the halfling was
better than no guard at all.

As the weeks went by. Mylvin gradu¬
ally learned that his employer — despite
his grandfather,y looks — was truly
chaotic. Mylvin. being neutral himself,
merely ignored this difference in opin¬
ion as far as their personal relationship
was concerned. On one expedition,
Mylvin followed Lazambar to an orc
encampment where, much to his sur¬
prise. he witnessed the charismatic
magician gain an ore band as allies,
with the help of a few spells. For the
next several weeks, Mylvin traveled
with Lazambar and the orcs, searching
for a treasure Lazambar thought was
buried in the region. While hunting for
the loots location, the band camped in a
small cave within a large rock near the
center of the woods.

In the middle of the second week, one
of Lazambar 'h orc patrols was surprised
and almost eliminated by a party of
adventurers who had moved into the
area. The sole ore survivor of the
ambush struggled back to camp and
managed to warn Lazambar about the
presence of the intruders before he died.
Within minutes, the magic-user had his
orcish forces ready and launched a
hasty, poorly planned counterattack.
Mylvin. in his capacity as bodyguard,
accompanied l^azambar and the orc#, He
was holding his own in the dash when
he suddenly recognized two of his old
friends in the opposing band. In u pre¬
dicament between his duty to his
employer and his loyalty to his friends,
Mylvin quietly withdrew from the fight
and observed from behind a tree on a
nearby hill.

After inflicting heavy casualties on
the orcs, the severely wounded
intruders retreated from the forest.
MyIvin’s two halfling friends, however,
were captured by the orcs when they
tried to escape. Luzambar was enraged
lit the damage his forces had taken; he
had lost more than half of his orc ollies

in the costly battle. In revenge, Lazam-
bar decided (he halfling prisoners
should be tortured to death. Mylvin
suggested that Lazambur hold the- pris¬
oners for ransom instead, since their
deaths would not benefit the magician's
cause. Although Lazambar did consider
the idea, he dismissed the thought and
ordered an arc blacksmith (o create
branding irons with which to torture
the prisoners.

By nightfall, Lazambar was ready to
begin the execution. The evil magician
placed his irons into a roaring fire.
Then he ordered the orca to tie the half¬
lings to two large oaks so that they
faced one another. When the irons grew
white-hot, Lazambar selected one and
walked lo face the larger of the pris¬
oner*. In a flurry of indecision, Mylvin
started forward, only to be stopped short
by thoughts of loyalty to his employer.
But the bound halfling’s eyes implored
him to help in the name of the friend¬
ship they once had shared and the bond
of their common race. Grubbing another
iron, Mylvin charged the chaotic magi¬
cian The metal burned through the
magic user's robe and buried itself in
his right thigh Lazamhar screamed in
pain, and Mylvin dropped the iron and
fled.

Although Mylvin never knew it, he
saved his friends’ lives. The orcs bolted
from the camp in an attempt to kill the
little traitor; Lazambar drank a potion
of healing and raced after his hench¬
men. Left alone in the clearing, the
agile halflings managed to wriggle free
of the orcs’ sloppy knotcraft and ran off
in panic. A filthy and exhausted Lazam
bar returned to his camp lo find the
prisoners gone; he swore to get even
with Mylvin Wimbiy if he had to stay in
the woods forever.

Now. Iwo months later. Mylvin is still
hiding and running in this part of the
woods. 1 lie supplies are almost gone and
he wk a twice attacked when he asked
for food and assistance from travelers in
the forest. Mylvin would be perfectly
willing to leave the woods and go home,
but he knows he must kill Lazambar or
have no security anywhere. The orcs, on
the magic-user's orders, have set traps
and laid ambushes but have not yet
succeeded in capturing the halfling.

The forest in which the adventure
lakes place is quite extensive; only a
portion of these woods, however, is
shown on the map. The trees stand
relatively close together, but a few

clearings do exist. Within this hoc _ J
of clearings are set ihe many trap- • #
ambushes of the evil Lazambar

In the center of a large clearing
stands a huge rock. Ages ago, it DUxc 4 I
a river bed. The interior of this trem-. r
dous boulder has been eroded into thr™ 1
chambers ( areas 8, 9. and 10).

The forest mop has been drawn so
that each hex is about 120' across Mms
unencumbered PCs can walk one hex
per turn and run three hexes per turn
Mylvin is unencumbered.

Trying to catch a halfling who docsn t
want to be caught, in the middle of a
dark woods under the moonlight, is a
tricky business Mylvin Wimbiy hides
from the PCs, leads them into traps,
and does everything in his power t<i
evade his pursuers and escape lo his
small cave hideout larea 10).

The path Mylvin follows to return to
his hideout is marked on the map. He
runs out of the adventurers’ camp
toward the northeast, then follows the
marked trail and does not deviate from
it unless he is forced lo do so. Each turn,
Mylvin advances one hex along ihe path
toward his hideout. However, if he sees
torchlight or any other artificial light
source, he rums for three hexes dow n the
trail during the next turn. He also
begins to run if the PCs enter his
present hex or if they make a lot of
noise in an adjacent hex.

The presence or absence of light is
important in this scenario. Any crea¬
ture with a light source — torch, lan¬
tern, or magical illumination — is
noticed by’ anyone in the same or any
adjacent hex. The carrier of a light
source has no chance lo surprise. Since
the orcs do not regularly carry torches,
their chances of surprise are unaffected.

The benefits of carrying a light
include an increased chance of finding
traps (detailed for each trap) and an
easier Job nf trucking the elusive
Mylvin, Parties walking with light
source have a chance of spotting Mylvin
Wimbiy's escape route. If the PCs are in
a hex that Mylvin has passed through,
os marked on the map, they have a 25%
chance to notice broken twigs, over¬
turned stones, bootprints, and other
signs of Mylvin’s passing, including his
direction of travel. For each elf or half¬
ling in the party, t he chance increases
by 15% to a maximum of 85% For
example, a party i.hat includes an elf
and two halflings has a 70% (25% base
+ 15% for one elf + 30% for turn
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’lings) chance to track Mylvin from
r present hex if Mylvin has been

t ere previously.
If the party searches a hex that

: vi n has not entered recently, there
i 40% unmodified chance to find a

•ge number of bootprints leading
sard Lazambar’s headquarters. These

'ints may be followed, without any
nice of losing the trail, because the

orcs have no reason to cover their
r <cka If the party is not carrying a
•ht source, the PCs automatically
Heit any opportunity to discover both

Mylvin** and the ores’ tracks.
Wandering monsters are rare in this

; art of the woods, hut they do appear
• rasionally at night. Every third turn,

: lie DM should roll ld8, On a roll of 1, a
; hanee encounter occurs. The DM
should determine the direction of

jiproach and roll again to determine
he nature of the encounter:
1-2. 1-4 orcs lAC 6; HD I; hp 5 each;

MV 120’ (40'); IAT 1; Dmg by weapon
type; Save Fl; ML 8; AL C) carrying
jiuarB and looking for Mylvin. Each orc
has 1-10 sp on his person.

3-4. 2-5 giant rat* I AC 7; HD bp 3
ach; MV 120' (40‘); MT 1; Dmg 1-3 +

disease; Save normal man; ML 8; AL N,
mt hunting for food.
5-6. 1-6 orcs (same as above) with

rhort swords, on their way to relieve the
guards on duty al area 6. Each orc has
1-10 sp on his person.

7-8. 1-6 orcs (same as above) with
«hort swords, returning to Lazambar’s
headquarters.

Encounter Locations
The encounters given here are shown on
the Forest Map.

J a and lb. The Pits. These two areas
each contain a poorly camouflaged pit.
The pits are easy to spot (90% chance) in
daylight, but at night they ore discov¬
ered only 50% of the time by walking
PCs who carry some form of artificial
Light. Running PCs take a 15% penalty
on their chance to discover the pits, and
those PCs who are moving without a
light receive a -20% penalty. Any PC
who steps on top of a pit falls in, but
L-nm panions who are following close
behind have a 90% chance to stop in
time if walking, 30% if running.

Mylvin Wimbly has fallen into each of
these 15' * 15' pit* once, so he no long¬
er ventures into these areas unless he is

trying to escape from an enemy. Fortu¬
nately for him, both pits were only 5’
deep when he fell in, and he escaped
easily. Lazambar later ordered the orcs
to deepen both pits to 10'. Because of
the roughness of the walls, any PC
rolling his dexterity or less on ld20 is
able to climb out of the pit during the
next round- Anyone falling into either
pit takes 1-6 hp damage.

There are several small metal cups,
attached tn a cord tied to the camouflag¬
ing branches, that rattle loudly when
anything falls into a pit . If someone
fulls into pit la, there is a 75% chance
that three members of the orc detach¬
ment just west of the pit I area 6) arrive
in 7 12 rounds. The drunken orc guards
at area 7, just beyond pit lb, are unable
to make any organized response to the
rattling sound.

2. The Mound of Dirt, This mound
was made by the orcs from the dirt they
removed to make the pits at areas la
and lb. Lazambar forced the orca to
carry the dirt here to prevent enemies
from guessing the locations of the pit
traps. The soil-and-dny mound is about
20' long, 20' wide, and 6’ tall, PCs

attempting to run over the mound must
roll their dexterity or less on ld20 or
lose their footing on the loose soil.

3. The Branch Trap. The orcs
thought this trap might incapacitate
Mylvin so he could be easily captured.
Unfortunately, the stupid orcs picked a
branch 3^’ Grom the ground, and it
sail* harmlessly over Mylvin’s head- On
the ground, a raised trip wire is tied
between two oak trees, Walking PCs
have a 50% chance of slapping on the
trip wire; running PCs have a 90%
chance of touching the trigger. If the
thin trip wire is touched in any way, a
large branch swings forcefully between
the trees, hitting the first PC to pass
between the trees if the party is headed
north or west; however, the back of the
PC immediately fallowing the leaders is
hit if the party is heading south or east.

Quite possibly, the PCs might notice
this trap before they activate it. Thieves
can spot the trap with the usual
chances, and elves and halflings have a
25% chance to notice the trap. There is
no chance, however, of finding the trap
while running or moving without light.
The PC who spats the trap sees a huge
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branch wrapped back around Im. side of
its I ree and tied to a stake on the olher
side of ihi trunk. Touching the trip wire
cqmws the loop to slide oiT the stake,
rei&iming the branch in a forceful arc.

Mylvin has enjoyed tins futik' attempt
io catch him, and suffers no remorse for

between, the trees -urrounding this
clearing' is a 50' * 50' fisherman's net
with weights steadied in sureral places.
When a PC enters ibis hex. he crosstie a
trip wire set by the orcs (60% chance of
springing the trap, eu using the net to
falli. A FC st;i ml!iij r near the edge of the

thus avoiding the embarrassing and
uncomfortable problem of finding ihetm
selves auddcnly hanging upside down in
the middle of the clearing. If the PCs
ere running or moving without light,
they receive cumulative penalties of
40% (running) and 30% (no light I to

THE ROCK IN THE FOREST

1 square = 5'

leading his many tomenters here for a
free belly nrhe. An elf, humzui. or orc
taikH 2-fl hp damage if hit by the
branch. Dwarves are hit on the forehead
lor buck of the head J and lake only 2-n
hp damage, hut must save vs. breath
weapon nr bo knocked unconscious fw 2
5 turns. PCs wearing plate mail take 2
hp damage less than indicated on the
die, ami PCs running south ot cost -
the direction the branch swings tuka
1 less hp damage. The trap always does
al leaat 1 hp damage, even if the final
result tn I- jb than 1. Halflings stiffen no
adverse effects, as the branch swings
above their heads.

net must roll his dexterity or less on
ld20 to avoid being trapped by the
fa]ling net. Those H a standing square¬
ly within the clearing have no chance to
avoid being trapped b> the net. Entan¬
gled PCs requiT- 3-30 rounds to get free.

Mylvin has already examined this
pailieulnr trap m detail. umi he knows
the trip wire locfitums and what hap-
pens if one is pulled. As R result, he
does not enter this urea while being
pursued. He has, however, led various
groups rf ores into the trap by standing
as bait near the middle and escaping
when the bits chin : > . He might do the
same to the PCs if nacresary.

locole the traps.
Anyum? who is not aware of the traps

ha* a -Wi- chance of being grabbed by
one of the snares. PCs snatched from
the ground by these devices are totally
helpless until another PC cuts the rope
When the rope is cut, an elf or human
sufleri' no harm if he put:? nut hit* arnu>
to break the full. But 6' oil the ground is
quite high for a dwarf or halfling. These
races take 1-3 hp falling damage if nn
move is made to catch them.

0. Orc Ambush. There are six orcs
< AC fl; HD I; hp 7, 6, 6, 4, 3, 2; MV 120'
<40' i; HAT 1; Ilmg by weapon type. Save
r 1 ; ML H; AL C; 3 have crossbows, all

4. The Net Trap. If PCs are not rum
ning when they approach this area,
they may notice that leafy shadows in
daylight rlii'ii! a diamond pal lorn on the
ground.. They can discover the reason
for this by looking up. Stretched

5. The Snare Trap. Four of the trees
in this section of thi wo-rds are equipped
with fool-grabbing snare traps. PCs
walking with light aourHS have an 80$
chance to netfee oh her i he ropes hang¬
ing from the trees or the loops below,

have diort -wards hiding in tln^-hirk
clearing They do not hesitate to attack
a parly that includes elves, but if the
part y bRs no elves, they react positively
on n roll of 9 of better on 2dtL If the
reaction is positive, and. if the ad vent ur-
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perform no hostile act, they offer to
v the PCs to Lazambar.

if the orcs attack, the three archers
p 'i, 3. 2) each fire cue quarrel from

.oeir crossbows. then nil the orcs lake
-words and attack. If their morale
. a, they attempt to flea to Lazamhar's

quarters; failing 1.1iib, they sutren-
Each orc has 1'20 Sp on his person.

If the PCs fall into the pit al area la,
i -rrish archers are sent to investi-

.’- If the party' has stain the archers
it the pit. the PCs find only three orcs

ith short swords here nt area 6-

7. Drunk Guards.. In this small clear-
g, threa orcs (AC 9; 11 D 1; hp 6r 4, 3;

MV 30' (WJ^ JfAT 1: Dmg hy weapon
pe; Save Fl; ML 11; AL Ci are sitting

miund a dying complin- They have
mid a little more wine than they should
nave. Scattered about the outpost are 14
mpty and two half-full 'vine bottles.

orcs are Stationed here to check on
nearby pit iarea Ihl and net (area 4}

i pg, In their present condition, how-
voc, the orcs are ineaptibie of checkin;;
।he traps.

When the PCs enter the orcs' camp,
roll 2d6 for the ores' reaction. If the
result is above 7, the orca burst into
laughter, apparently finding the PCs'
iress hilarious. If the result is 5-7, the

orcu merely ait and stare in a drunken
tupOr. However, if I he renult is less

i him 5, the orcs insult the PCs for 3-12
।ounds, Shen attack if the adventurers
have not left. The orcs have spears but

I w ays swing lust, at a - 4 penalty to
hit. PCs may avert violence by offering
n not her bottle of wine, which the arcs
eagerly accept, Mourning the adventur-
"rn join their little celebration. Each orc
curries 1-12 Bp.

& Lazambar's HeucJqunrters. A
narrow pathway leads up the side of
1 his huge rock. Next to the path, in a
protective niche in th I -1one. stand

excavation tools, all covered
with dirt. In addition to the spades and
hovels, the niche contains a small cart,

Hu interior walls encrusted with dirt.
Al the top of the path, an opening in

the rock leads into the cave that serves
is the headquarters for Laza.tnbar’o
।iperstiona to capture the halfling. The
Ttwlement "all wounds heal through
time" is untrue in this case. Lazambar's
rage has only gotten Worse since MyIvin
fried his leg. In fact, ihe magic-user is
on r he verge of insanity.

The eave is Hl by torches held in
makeshift holders. When the PCs enter,
10 orc guards (AC 6; HD 1; bp 8, 7 lx2i.
6 tx3L 5.4. 3 MV 120’ HOT; /AT
I. Ding by weapon type; Save Fl; ML S;
AL C) move to halt the intrusion by
blocking the passageway io the rear
section of the cave (area 9) and aiming
crossbows at the PCs. An long as the
PCs do not attack, Laratnbar the Magi-
tian emerges from thu hock of the cave
in two rounds.

If the party does not have Mylvin
Wimbly, roll IdlO and subtract the
number of halflings in the party. If the
result Is greater than 1,Lazambar talks
with the party briefly, responding to
their questions to ths beat of his knowl¬
edge. If he is probed about the halfling,
ho tells the PCs a condensed version of
the DM's history, modified te sound like
the traitorous halfling roasted Lazam
bar's leg with a branding iron while he
slept. He might be willing to let the
gmup spend the rest of I he night here if
I hey have no halflings or elves, but he
would prefer to hid them farewell, ask¬
ing them to report findings to him.

If the result of the mil it 1, or if
MyIvin is with the party, Laiambar
orders the orca to a pack and retreats to
the back of the cave. Four orc archers
each lot one quarrel fly, then all the orcs
attack. The orc anchors and their leader
(8 hpi use short Swords in combat; the
rest employ spears. If the orca lose
morale, they retreat tr> the rear of the
cava. As long as Lazambar is alive and
within sight, they continue to fight; the
ores surrender if Lazambar dies, surren¬
ders. or disappears. Each orc has 1-20
Up, and each orc archer has 2-7 extra
quarrela in his quiver, for use in pro¬
longed missile battles.

9, The Sleeping Cnve. When the
party arrives at the buck of the main
cavern, they find a narrow tunnel lead¬
ing te a smaller cave. Six cote are scat¬
tered about this enclosed area. A chest
is hidden beneath each of the cots and a
bockpuck lies on top of one of the beds.
The decor of this sleeping room Is domi¬
nated by a large rock net into the west
wall. Some resourceful orc has set a
stubby candle aiop the rock, and the
wax has melted down the stone in gray
rivulets.

Lazamhar always felt he wm close to
catching Mylvin. hut he never knew
I ust how close he was. If three PCs with
a combined strength of 40 pull on the

rock, it rolls out of the way to reveal
MyIvin's hideout

If Lazambaj* is forced to fight, he
approaches the bed with the backpack
and casts his spells. The first spell he
costs — when he detects the orcs are
losing in the front cave - is mirror
image. He then casta sleep and charm
person. If it becomen evident that he
will not be able to defeat the party, he
Hrabs his backpack — if he ran — and
raids inrisibility, After doing this, he
escapes to plat his revenge. When the
PCs emerge from the cave, Lazambar
follows them without their knowledge,
if possible.

Five of the cheats erm tain food and
other supplies; torches, oil, etc. The
other chest, the one under Lazambar's
li-\ contains only 1'otni and 100 addition¬
al quarrels for the tn-ciah arctierS-
Bi-neatb the false bottom of this chest
are834 sp, two ruble j ( worth 50 gp
each i in a small pauch, twopofrorfs of
h filling, and a map indicating some
kind of treasure cache buried nearby,
The DM may decide if the cache actu¬
ally exists and what treasure it holds.

If the PCs grab Lazumbar's backpack,,
I hey find two weeks worth of rations,
three torches, a tinderbox, a small blan¬
ket, s purse containing 25 sp, and a
bottle of watered wine In addition, the
linek pack contaitiH a falsified copy of the
niup in the chest; Luambar never total¬
ly trusted the orcs mid thought they
might attempt to seek the hidden cache
themselves. Besides the false map.
Larambar also kept his spell book in the
puck. This spell book conla ins all the
spells Lazambar knows. Needless to say,
loei ng his spell book wifi handicap
Lazambar significantly If the party
takes the spell book, they are visited by
u plague of thieves in Lamm bar’s hire
who try to steal every book in the PCs'
possession until the magic-User gets hts
spell book back.

IQ, Mylvin Wimbly’s Hideout- PCs
who examine the northwest side of the
huge boulder in the clearing notice a
limn11 gap in the bushes surrounding
this side of the rock. If they probe the
gap, they discover a small hole in the
boulder that leads to ri Hhnrt tunnel.
The hole is too small for all but crawl¬
ing dwarves or smaller creatures, and
the tunnel is no wider than the hole.
Magical means of entry may, of course,
also be used. About 10' in, the tunnel
turnB sharply upward nod widens
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significantly. Any PC who can fit
through the tunnel may climb up into a
email room that has wrved as My Ivin's
hideout for the last two months.

This room is connected to Lazambur’is
headquarters through an opening in the
oast wall. A large lioulder, shoved into
the fitip from the other aide, blocks this
opening. If throe PCs with a combined
strength of 40 push on the boulder, it
rolls into a larger cave beyond, which is
Latambar^ base of operations. The
magic-user would have the orcs crawl¬
ing all over this place if he knew about
it. Mylvin ofton listened at the boulder
for information about new ambushes.

If the PCs caught Mylvin earlier in
ths advvnturq, this room is uninhabit¬
ed, If Mylvin has escaped their efforts,
continue reading this section.

In the enclosed epace, the PCs see a
candle flickering; beyond that, a small
creature huddles over the contents of a
backpack f the one stolen frirni the PCs)
which he has juat emptied onto the
ground. Piled about on the bare rock are
rjumerona other items which the half¬
ling ha* also t liken. Obviously, this
little thief made n regular habit of
acquiring other people's things. If the
PCs Wait a few rounds, they hear sob¬
bing and a quiet whisper of complaint
"So hungry ... no food"

Mylvin Wimbly will certainly be sur¬
prised to learn that anyone has found
hie Little hideout. If the PCs approach
him with hostility, he cowers in a cor¬
ner If they attack, however. Mylvin
lights ns best he can with his short
sword In the third round of the fight,
Mylvin begin* to suffer stomach pains,
and his "to hit" rolls arc decreased by 2
until the light is over.

If the PCs approach him sympatheti¬
cally, Mylvin Is willing to talk — once
he ia assured the PCs arc not working
for Laxambolt Mylvin can toll the PCs
most of the information given in For the
Dungeon Master, if the PCs offer him
food and drink, he accepts without ques¬
tion, He know= he will die soon without
sustenance; if the food is poisoned, it
will just make the ending cornea little
quicker. After eating his fill, he becomes
much more affable.

Mylvin is quite willing to give the
PCs anything in the roam they want
that in not his personal property. The
items the party may take include a box
of nine pink candles, three backpacks,
five iron spikes, a stuffed eagle, a crow¬
bar, a mtioll sack, it broken lantern, and

the party’s backpack and its contents
If, after th v halfling tells his tale, the

PCs agree to eliminate Lazambar,
Mylvin nm lead them around the rock
to th i- magic-ukit'h headquarters lift he
PCs have noL previously been there).
Mylvin has nut recovered sufficiently io
think of suggesting that the PCs move
the boulder and surprise Laznmhnr and
his wca from behind, but the PCs may
discover this possibility themselves.

If i^iuimbur is defeated, the halfling
may become a henchin anally for the
parly, if the DM believes the party could
benefit from the association and the
PCs are willing to add him to their
band. If the halfling does not join the
group, he return? to his hometown,
marries hl*- childhood sweetheart, and
vows never to go adventuring again.

Concluding the Adventure
Just because the characters may have
found Mylvin and defeated Lazambar
doesn't men ri this scenario is exhausted.
The adventure, in frid, may be just
beginning. The PCs may have Lazam-
hor's IrOuHUre map and attempt to find
the hidden cache. It is also quite likely
t hst I -itzs iobor I if he sorvivesJ will seek
revenge on the adventurers, and of
couric, he still has a score to settle with
Mylvin Wimbly.

NPC CopSutes
Mylvin Wimbly is h Lst-level halfling
adventurer and ex-bodyguard rAC 7; hp
H; xM V 90' 130' i ; S 10. 1 13. W 9. D 13. C
14, Ch 12; ifAT 1; Dmg by weapon type
। - 1 for weakness); Save Hl; ML 4; AL
Ni. Ilin present equipment includes
leaf bur iu mar, a crossbow with seven
quarrels, a nhurt sword, a backpack, a
tinder box, and a pair of unused torchor.
He gratefully accepts anything the PCs
offer him to increase his supplies,
because he has no money whatsoever to
purchase the things he needs.

Mylvin Wimbly is fun tn he around
when Limes are good. In bad limes,,
however, be tends to become withdrawn
and moody He is fiercely loyal to his
friend* and employers. PCs ihatallow
him to join their party will find him a
determined Tighter who takes reason-
ahte rinks in combat, a willing negotia¬
tor when he can communicate with
monsters, and a shrewd business dealer
who cun often (KM chance) get a weap¬
on or suit of armor nt only 80% of its list
price, Due to hih intelligence, he speaks

the language of pixies in addition m |
common tongue and halfling speech

Allowing fdylvin to join the party dje*

have its drawbacks, however. He nevt'
agrees to be left alone with any mac::
user, Hr iteo is moderately allergic '

fur and begins sneezing violently if a
large quantity of hair (a bear rug, for
example) comes within 20' of his hose
The DM should roll for wandering mor
stere twice as often when this allergy
activated, and no surprise is allowed th-
party during one of Mylvin's sneezing
fits.

In addition to hifl filter gy, Mylvin has
urochniphobia and lunges into the arm
of the nearest person at the sight of a
mere house spider. There is no telling
what might happen if he sees one of the
larger spider varieties common in
dungeons.

Lazambar the Magician is a 4th-
ievel magic-user, adventurer, and expe¬
rienced caln-raiser (AC 9; hp 10; MV
12tf 140'1; S 12,1 17, W 8, D 12, C ft.
Ch 16; f AT 1 ; Drug by weapon or spell
type; Save M4; ML 8(9 if Mylvin is
present); AL C>. He uses a dagger + 7 in
con tb ril., blit he also has two normal
daggers in case something happens to
the magical one. Lazamhar is well

with supplies, and his backpack
serves u an emergency pack. He speaks
common. orcT goblin, and agro.

Lazambar is a familiar figure in cer¬
tain Isolated areas of the world. People
Jove to Ktage contests for him. The most
popular form of these competitions is an
archery contort with a moving target —
Lazamber is given to the count of ID to
run ns far as he can before the archers
start shooting,

Larambar's personality made him bo
popular with his magic inatructor that
he wan given a ^pt-U book with only
rend mtigie in it. From this rather disap-
pointing beginning, Lazambarhas col¬
lected the following spells: charm
persori, detect mqgfc, hold portal, read
magic, deep, irwieibiliiy, levitate, and
mirror imqgc At the time- of this adven¬
ture, he has memorized charm person,
sleep, ini'iiibihly, uhd ni।rror image.

Lnzanibor's pnasni objective is to
exterminate Mylvin Wimbly but he is
quite willing to odd other targets to his
lint. He i-- very bigoted toward halflings
and would love to leave aach of them
wit 1 1 the same scar on the right thigh
the( Mylvin gnve him.
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THE EYES
OF EVIL
BY TOM HICKERSON

Conquest, not
beauty, is in the
eyes of this
beholder.

Artwork by Sogai Raupp
Cartography by Cisse I

Your band of weary adventurers has
stopped nt Vynahi, a small town to
the south of a long stretch of moun¬
tains. The town's only inn — Nev-
vnrl's Inn and Tavern — is small but

| cheery. You are sampling an after-
dinner brandy when Nevvar, the
mayor of the town as well as the
proprietor of the inn, sits dowm at
your table He is a middle-aged elf
dressed in green and silver. Earlier
in the day, h«> looked cheerful and
merry — but. ns he speaks to you, his
face reflects a strange mixture of
embarrassment and fear.

"Your occupations have taken you
far across the face of this world,” he
begins, "and you have probably seen
more treasure flow through your
hands than would ever be seen by my
citizens. 1 beg you, however, to listen
to my proposal, even though it does
not offer much. Recently, a band of
manticores appeared in the moun¬
tains tn the north. They pillaged and
destroyed most of the surrounding
countryside but offered to spare our
village if we delivered one hundred
gold coins to their cave each month.

"A few of our more stubborn citi¬
zens — retired adventurers and the
like — would not sit still for this
extortion They armed themselves
with their weapons, both magical
and mundane, and ventured into the
caves. They have not yet returned.

t/us is the first publication of Tom
Hickerson's work, he hopes this is the
start rtf a career to writing. Jbm is cur¬
rently a sophomore at Johnston High
School in Austin, Tejas, and an avid fan
of numerous role playing games, includ¬
ing the AD&Lb" game. He also enjoys
hiking, swimming, and reading.

This AD&l) game adventure is designed
so the DM can easily fit it into a single
game session. It is suitable for 5-8 char¬
acters of Kith level or higher. At least
one paladin should be included. The
party should also have several powerful
magical items, since the challenge that
it faces is great. The geographical back¬
ground and the local population are left
vague so that the adventure can fit any
campaign setting.

Adventure Background
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Several months have passed, and out
Lown has barely been able to survive
on what is left over after paying the
manticores. We have heard of the
terrible things they have done to
other towns and settlements. And
now, the tna nt i cures are not the only
threat wour security. Black-garbed
men have in varied the village, men
who use strength and Spells to take
what they want.

"Only those who stay shut in their
houses at night, are safe — others
have disappeared. Not only car
townspeople, feu*, the merchant cura-
vans have also been attacked and
raided, leaving us almost no fond but
what our local clergy can create for
us. The nm nt i cores and these
unknown brigands are killing us,
slowly but certainly.

“You are obviously adventurers,
tind experienced ones. There is ne
real reward to thin task, that 1
present to you. but if you bring back
nil oitr gold, we will give you a por¬
tion of it. I cannot promise anything
else - except food and shelter — but
you can have everything that you
bring out of those caves, except our
gold. In fairness, however, 1must
give you thia warning. One of our
clerics has performed an augury and
determined th ill a great evil lives In
those caves — greater even than the
manticores. Be wary."

You sit for a nr intent and consider
the elf's proposition. A baud of man¬
ticores and men — probably an easy
challenge, and easy treasure ah well
if those former adventurers did have
magical weapons. The townspeople
have been treating you better than
many others you've met in your
travels, and if you did succeed, they
would give you food and a place to
fall buck on in cobs of hard times. Do
you accept?

Far the Dungeon Master
Several years ago. n beholder laid three
eggs in a small cavern somewhere- in
the mountains north of Vynald. One of
Iha eggs hatched, and as the resulting
beholder grew in size and intellect, 11.
expanded the caves with its telekinesis,
living off the wildlife of the area.
Zeecas, the beholder fine the deacription
it the adventure’s end], charmed a

large group of manticores who laired
nearby mid used them to raid nearby
settlcmr'nt^. This activity attracted a
group of evil clerics, followers of the god
Dreyneld (nee notes at the adventure's
end', who svnietimes tabu the form of a
beholder. The clerics made camp in the
tnountoins near the caves There they
were discovered by Zeceas and taken m
as servants and followers. The beholder
then turned hs evil thoughts to a plot
that might bring even more profit:
extortion.

Zeccas decided to start with a small
village. VynaId's citizens eagerly agreed
to the beholder’s demands i relayed by
bis manticores.', so Zeccas was
exlroindy displeased when a party of
adventurers tried to flush out the crea¬
tures. The beholder grow more wary
and decided to send spies to watch the
trails to its caves, so it could be warned
aEinvAdurs. It stepped up raids on other
villa pes nnd also let the evil clerics take
what they wanted from Vynald, attack¬
ing caravans and stealing livestock. It
carefully hid most of its trsSHBure in the
lair of a nearby purple worm, leaving
only the extorted gold in view.

The caves nf Zeecas are 16 miles from
Vynald, iktuss a rugged mountain
range While traveling, the PCs experi¬
ence nt least one of t he following
encounters froU 1B61 with u 2Q% chance
of two encounters;

1. 2-12 gargoyles i AC n; MV 9 15 ;
HD 4 +4; hp 25 each: f AT 4; Drag 1-3.'
1-3/1-6/1-4; SD +1or better weapon to
hit; AL CEi

2. 14 manticores (AC 4; MV 12"/IB";
HD fl +8; hp 23,27,30. 38; MT 3; Drag
1-3. I .Tl 8; SA tail spiki-n; AL LEk

3.2-8 peiytonsiAC 7; MV 12 21";
HD 4; hp 15 each; *AT 1 : Drag 4-1G; SA
+2 to hit; SD +1 nr better weapon to
hit; AL CE)

4.14 hierocQsphinxefl (AC 1; MV
9"/36-"; HD 9; hp 32, 34. 44, 50; #AT 3;
Drag 2-8/2-8/1-10; AL CEk

5, 1 fl trolls < AC 4; MV 12H ; HD 6 + 6;
bp 29 each; #AT 3; Drag 58 a-^2-12, SD
regeneration; AL CEi.

6. 1-12 giant wasps [A* 4; MV 6*/
21": HD 4; hp 12 each; MT 2; Drag 2-8/
1-4; SA poison; AL Nt

These encounters are nut meant to
kill off PCs; they are there to add color
and life to the surroundin,: Campaign.
The manticores do not attack anyone
carrying the town's extortion money,
all hough they follow such h group to

—
make sure the gold is delivered sur- . i 'd j
ii assumed that the PCs Bel off ft - t
caves at the break of dawn unb-1 th .
any otherwise. They reach the en* v >

610 hours of travel, assuming that f . .
do not stop along the way for more that
a Ifominute rest The PCs may me
spells such as fly, levitate, mind tt'alk.
dimension dtxm teleport, ortho psmn;r
ability dimension tt'alk, but flying P< -
BtiU encounter nt least one of the mon
atera above, perhaps just as the PCs
alight near the caves

Thu encounters presented here shoulc
not stop a DM from detailing the wilder
ncas and Che town of Vynald. Exploring
the wilderness 31Relf Could be nn excit
ing adventure, with Vynald serving ax a
base for several ottcapadds.

Most of the caverns that comprise
Zeccaa's lair are natural limestone lor
mat tons, except for some newer ekcava
lions tareas 8. 9, and 11 1 Area 6 has
been enlarged from the original cave st
this spot. Each of these excavated rooms
has some structural weakness and may
collapse if a great explosion (a fireball
ar lightning holt, for exampfol is set of!
within. The chance of a cava-ln is 10$
per die of damage caused by thy explo¬
sion (5% per die in orca 6k A 5iW fire¬
ball thus has a 50% chance to cause a
cave-in, while a lOdB lightning bolt
would most certainly col J appt the cava.

When an explosion causes a rave-in,
an area10 -10 mdiameten centering
on the explosion., collapses. Anyone
within this radius takes 3-36 hp damage
faave vs. breath weapon for half dam
ago), PCs tha! suffer over 20 hp damage
are buried under (he rubble. Buried
characters have only a limited amount
of air, which runs out in 1-4 turns to
cause asphyxiation. Digging hy hand
requires 1-6 turn-, while using d shovel
lakes 1-2 turns io uncover a buried PC.
Specific spells (dig, levitate, disintegrate,
etcJ can shorten the digging time
considerably.

There is a 1 in 8chance per turn of an
encounter while exploring the caves of
Zeccas. Roll ld4 to tii-tennjne the oppo¬
nent encountered:

1. 2 curates of Dreyneid (AC 4 1 MV
0"; C4; hp 14, 16; #AT 1, Ding by weap¬
on type; AL NE; chain mail, shield,
mace) from ana 6

2. 1-2 hicrmosphinxes (AC 1; MV
9 36'; HD 9: hp27,25; #AT 3; Dmg
2-8^2-8/1-10; AL CE) from area 7

3. 12 manticores (AC 4; MV 12"/]8";
HD 6 *3; hp34,34; *AT 3; Dmg I -3/1-3/
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3; SA tail spike1,; AL LE? from area 4.
4. A canon of Drcyneld (AC 3; MV

; OS; hp 30; #AT I, Dmg by weapon
ype; AL NE; banded mail, shield, flail?

from area 0.
Creatures and NPCs killed in an

will not subsequently be
wind in their rOonin or lairs. For exam¬
ple, if twocurates are slain in a random
encounter, only four curates are encoUn-
eered in area 6.

The Caves of Zeccas
The DM should determine the party's
marching order before reading the first
Area description. The areas described
are shown on the map nt right.

1. Entrance Paasage

The hurt leg of your journey takes
you along u narrow ledge that hugs
the side of a high cliff. From far
below comOB the sound of a river,
running dfirk and deep. The sun sets
quickly behind the mountains ad you
inch your way along the path, and
you suddenly 11nd yourselves walk¬
ing in the pitch-blackness of a mDun-
less night.. As you shuffle forward,
each with a shoulder or hand touch¬
ing the rough rock wall, the lead PC
notes that Lhe rock wall ends here at
some sort of entrance. You see no
guards, but you know that this must
be the manticores' cave as you can
make out faint tracks along the
dusty floor. The trek up the moun¬
tain has exhausted you, Do you want
to continue along the Eedge, rest
within the mouth of the cave, or
immediately enter and begin
exploring?

If the adventurers decide to rest, there
is a chance that something or someone
will Hcppet them in the night. Making
camp far along the ledge might insure
their sleeping unnoticed through the
night; camping nut in front of the cave
will certainly lead to an encounter.
There is a 9591 chance of attack by
something at the mouth of the cave,
minus 59r for every 10' from the cave.
Encounters range from meeting one of
the lesser priests of Dreyneld ' see areas
B-9' to being discovered by Zeccas itself,
depending on the amount of noise the
party makes.

The cli IT plunges 700J down to the
river, which is 100J deep. This river 1 square “ 10'
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runs southwest and empties into the sea
many miles away. Anybody falling into
the river suffers 20-160 (2d8 x 10) Bp
damage and is carried downriver, possi¬
bly drowning if wearing encumbering
armor. The ledge here is 10' wide, with
space for two people to fight abreast.

2. Waste Cavern

This round cavern reeks of sewage
and rot. Its floor is littered with Tilth.
Here and there, you can see a skull or
two along with the glitter of metal
and the shine off a polished surface.
The- cave itself is a large dome, pitch-
black beyond the range of your light
source. There seems to be no exit, to
this room except the passage that
brought you here.

This cavern is the main waste dis¬
posal cavern for Zeccas and some of his
servants. (The worshipers of Dreyneld
throw their trash and waste off the cliff
into the river.) Hidden in the refuse are
the partially decomposed bodies of sev¬
eral adventurers, along with 378 cp and
a few worthless glass gems. IC the PCs
search the entire cavern, there is a 35'7
chance (50% for an elf or thief) to find
the hidden passage, only 2' wade, lead¬
ing to area 3. When the debris is
removed from the passage entrance, the
PCs uncover 4-24 rot grubs (AC 9; MV
1”; HD Vg hp 1 each; 0AT nil; Drag nil,
SA burrow into flesh; AL N).

3. Treasure Cavern

As you edge sideways along the nar¬
row passage, your torches reflect off
the gleam of coins and jewels heaped
on the floor of the small cave at the
end of the tunnel. You can also dis¬
tinguish the forms of metal urns,
coffers, and wooden chests.

This cave is the lair of a symbiotic
jelly (AC 8; MV 1"; HD 2; hp 11; 0AT
nil; Dmg nil; SA charm monster, illu¬
sion; AL N) and a charmed troll (AC 4;
MV 12"; HD 6 + 6; hp 39; #AT 3; Dmg
5-8/5-8/2-12; SD regeneration; AL CE)
which appears to be a goblin because of
the jelly’s illusion. As soon as the PCs
enter the cave, the "goblin” rushes out
and attacks. PCs must save vs. spells at-7 on the roll in order to see through
the illusion. There is no real treasure
except for that on the body of a deceased

adventurer, the last member of the
original party from Vynald. Most of his
equipment has been ripped apart or
broken, but one item still remains; a
pouch around his neck contains three
gems (500 gp, 50 gp, and 10 gp) and a
ring of protection +3. Note that the jelly
may try to charm a PC that slays the
troll (normal save vs. spells, with
wisdom bonuses, required).

4. Manticore Lair

This roughly circular cave is only 15'
high at the center, dropping to 5'
high at the sloping walls. The stench
of blood and sweat fills the air, and
the remains of something - what it
is you cannot tell at this distance —lie in the middle of the rough-hewn
chamber.

Currently, eight manticores (AC 4;
MV 12"71S"; HD 6 +3; hp 17, 25, 27, 29,
31, 36, 37 ( * 2); 0AT 3; Dmg L3/1-3/1.8;
SA tail spikes; AL LE.i lair in this room.
Once the adventurers enter the room,
two of the manticores fire their tail
spikes to dra-w the PCs’ attention. The
others circle around the PCs, cutting off
the exit, then attack with tail spikes,
claws, and teeth. The shapeless mass at
the center of the room was an elf, one of
the bold few from Vynald. There is no
treasure on the body, since all of it was
hidden in Zeccls’s lair.

5. Mossy Cave

This dome-shaped cave is particular¬
ly damp, with the sound of dripping
water echoing off the rocky walls.
Moss and mold cover the walls and
ceiling, some of it shedding a soft
glow over the cave, lending it an
eerie atmosphere. The floor is cov¬
ered with scattered pools of liquid,
and the sound of rushing water can
be faintly heard.

Among the many less sentient
growths here, there are ten obliviaxes
(AC 10; MV nil, HD hp 1 each; 0AT
nil; Dmg nil; SA memory drain; SD east
stolen spells; AL NE). Each PC must
make a saving throw vs. spells or lose
all memory of the past 24 hours, includ¬
ing spells and possibly knowledge of the
route back to Vynald. If there are more
than 10 PCs in the party, determine
which ones have lost their memories.

The obliviax mosses continue their
attempts to steal memories until earn
succeeds. If the PCs try to attack th -

obliviaxes, those mosses who stole me:r
ories from spell-casters use the stolen
spells in retaliation.

Zeccas discovered this cave by acci¬
dent and decided to leave the oblivinx^
undisturbed as a trap for intruder-.
There is no treasure in this cave.

6. Guard Cave. This cave seems t
have been expanded and modified, sintJ
the walls form rough comers and the
floor is smoother than in the tunnels.
There are several packs and blankets
piled in a corner. In the center of the
room, a glowing globe hangs by a chair,
illuminating the entire cave. A large
brass gong hangs on the eastern wall, a
hammer at its side, If sold, the gong is
worth 120 gp,

Six curates of Drevneld (AC 4; MV
9“; C4; bp 1 2, 14 ( x 2), 15, 22, 28; 0AT 1:
Dmg by weapon type; chain mail,
shield, mace; AL NEj guard this cavern,
attacking intruders on sight. The weak¬
est curate sounds the gong (taking One
round to do so), then casts spells. The
other curates each cast one spell, then
rush to the attack. The curates have the
following spells:

Curate 01 (12 hp): detect good, curse,
sanctuary, hold person, chant.

Curate 02 (14 hp): putrify food and
drink, detect good, cause light wounds,
silence 15' radius, speak with animals.

Curate 03 (14 hp): resist cold, light,
create, water, chant ( *2).

Curate 04 (15 hp): resist cold, curse,
putri fy food and drink, slow poison,
resist fire.

Curate 05 (22 hp): detect magic, fear,
detect good, snake charm, silence 15'
radius.

Curate 06 (28 hp): create water, resist
cold, fear, silence 15' radius, detect
charm.

Each of them carries 2-16 sp and 2-12
op. The strongest curate also has 2-8 gp
and a gem worth 50 gp. Their belong¬
ings and equipment are worthless as
treasure, but t heir iron holy symbols
might be sold to an inquisitive sage for
10-80 gp each. If the gong is sounded,
the remaining creatures in the caves
arc alerted to the presence of intruders
and cannot be surprised. The chance of
a random encounter increases to 1 in 4,
and Zeccas floats out of his lair (area 11)
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:■ area 20, accompanied by hierepo-
- >hinx guards.

7. HieraCowphiin Lulir

i Inn cave is nlrewn with all ontta of
garbage. The stench of sweat wrin¬
i', b-* your nostrils, and the walk ere
revered with claw marks and what
appear to be bloodstains.

Dus cave is home io five hieracte
sphinxes (AC 1; MV ST /36"; HD 9; hp 84
x2Jr 36, 47. 53; #AT 3; Dmg 2-0/2-B?) 10;
ri . CE) who are Zeceas’s pels anti per
-. nat guard. They burst from the rub-
bifh as soon an the entire party is in the
cave, hoping to surprise a nd defeat (he

PCs 'They are all charmed, to make sure
that none of them rebel against their
muster. There is no treasure here.

B. First Clerical Chamber. Thin
room, as well us the passage leading to
it, has been excavated from the rock,
but on u grander scale than the guard-
room. This room also has the appear¬
ance of being inhabited, with pocks
lining the walls and another glowing
globe hanging from the ceiling by a
chain.

Three canons of Drevneld (AC 3;
MV 9";CG; hp 22, 30 ( * 2h MT 1; Dmg
by weapon type; /'LL LE; banded mail,
shield, flail) and two lumas of Djcy-
ueld (AC 2; MV 6"; 07; hp32,38; MT
I; Drug by weapon type; AL LE; plate
mail, shield, morning etar) live in this
cave. If Burpriaed, they east spells and
try to put on their armor as soon so
possible. If the gong in urea 6 was
sounded, however, they tire prepared to
da battle. The canons cast spells while
the lamas rush to the attack. Their
spells are as follows:

Canon /1 (22 hp):protectton from
good, curse, detect good, chant, hold
person I x 2), beaiow curse ( x 2).

Canon f 2 (30 hph fear I *2), probchon
from good, resist fire, hold person, slow
pouan, create food and teater, caUsr
disease.

Canon #3 (30 hp^ curse ( x2i. error#
water, anaAe chrtrm, resist fire, speak
with animals, cause disease, locate
object.

Lama fl (32 hp>; darkness, command,
create water, resist fire f * 2), chant, dis-
pel magic, speak with dead, cause seri¬
ous wounds.

Lama 42 (.36 hpt detect good, chant
*2], hold person, snake charm i * 2i.

glyph of warding, prayer, sticks to
snakes.

The canons ull- spells tn their greatest
potential, aiming them al spell-caster^
end thieves, and leaving the fighters for
the lam us, Each canon carries 3-18 gp
and 1-10 ppdamu #1 carries 37 gp ami 3
gems worth 50 gp each, and lama i2
carries 12 pp and a brooch of shielding.
The first four packs searched contain
nothing; the Iasi. pack contains n small
iron box with a glyph of warding for
lightning, Anyone touching this box
receives n shock for 14 hp electrical
damage. The box is locked, und the key
La held by lama 42 Inside the box are 16
gems ' i jQOO gp, 500 gp < x 2 1, i 00 gp
( x 4), 60 gp (k 4). lo gpix4i).

9. Second Clerical Chamber. This
room in rather dim, ilhuninuted only by
(he light spilling in from area 8. Two
beds are visible, along with a table and
four stools. Three chests are lined
Against the south wall, along with a
pack and n small statue of on ugly
humanoirl. The eaetem portion of this
room is shrouded in darkness.

This is the homo of Arehiv, the high
priest of Dreyneld (AC 1; MV 9'; CIO;
lip 33; MT 1; Drug by weapon type; S
12,19, W 17. D 10, C 12, Ch 13; AL NE;
banded mail +2, shield, flail +21 and
his assistant, Vreldn, a matriarch of
Dreyneld (AC 2; MV 9\ C8; hp 48; 4AT
1: Dmg by weapon type;S 10,1 H, W
16,0 11. C 11, Ch 8; AL NE; chainmail
+3, morning star + li If they are alert¬
ed by th# gong in urea 6 ar Hounds of
battle from area 8, they arm themselves
and ready their spells; which include:

Arehiv: darkness, create water fear,
detect magic. curse, putrifr food and
drink, resist fire r*2:. s/ow poison,
snake charm, find traps, silence 15'
radius, glyph of warding, feign death,
dispel magic, animate dead, exorcise,
sticks t<> snakes, protection from good 10*
radius, cause critical wounds, plane
shift.

Vreidii: cause light wounds, detect
good, resist cold, fear. chant, find traps,
speak with animals, hold person, speak
with dead, cause blindness I ^2). protec¬
tion from good 10' mdius, neutralise
poison, speak with plants.

Arehiv is a tall, thin man u. ith a pale
complexion, white hair, and umber-
colored eyes. He is a schemer rind a
plotter who prefers to cast spells in
combat- Vrelds is n large woman who Is
fond of physical combat and uses her

spells sparingly. Either could become a
formidable enemy if he or she escapes.
There are numerous ways this could
happen (plane shift, feign death, eto).
Arehiv carries 56 gp and 35 pp; Vrelda
baa a ring of swimming and 27 gp.

The eastern part of the room in shroud¬
ed in a combinution of ronh'oual dark-
nws and silence 15' radius, covering the
real treasure of Dreyneld; a silver statue
of Dreyneld himself worth 2,000 gp. The
statue, however, is oursad so that it
draw? one experience level from anyone
not of neutral-evil alignment who touch¬
es it. The statue does not nffccl the Hame
person twice, but if it is kept, it dm I tie
magical items of ail powers (an pt r a rod
of ctincellatumi at the rate of one item
per day, starting with the least powerful
items (potions, acrolls, ctc.k The statue is
a symbol of one of the most hated ol
gud?t. so the sale of it will be difficult, if
not. impossihle. If ths PCs attempt, to sell
it buck to the Church of Dreyneld. they
may find that the price received does not
balance the enemies they have made.

The other statue, found near the
packs, is of corvad stone and is worth
150 gp. It is nut cursed, but its sale is
just ns dangerous. The three chests are
all locked and possess u glyph of ward¬
ing.।myone but Arehiv who attempts to
open them is paralysed far 10 turns. The
first chest contains 830 ep and 20 op,
the seepbd contains 624 ap, and the
third contains 440 ep. The pack con¬
tains clothing, rations, .'uid a small sack
thftt holds 104 gp.

10, Volcanic Shaft

The Lun nt* I path ends abruptly at the
lip of what appears to be the shaft of
an extind volcano. It tunnels bath up
and down for st least L,000J in each
direction. From above, you can hear
the wind blowing and sec the sun¬
light. Below in derkneHs. Acrons Lhe
shaft you see the entrance Lo another
passage tunneled into the rock.

The walls aft he shaft ore crumbling
and loose, making climbing dilTietii I and
dangerous. This gives a -15^ chance to
thieves' skills nnd makes it nearly
impoKsihle for others to Kale the walls
unle.ss they are roped (ngether and. use
the proper climbing equipment- The
opening of the volcano in 240' above.
The bottom of the shaft lies 350' below
th* (unnel entrance. Anyone falling

DUNGEON 43



THE EVES OF EVIL

suffers 20d6 hp damfige.
The door of the shaft id honeycombed

with large, circular openings, sach
about 9 in diameter, 1uading to pas¬
sages that burrow deep mto the moun-
toin. This is the lair of purple worm
(AC fl; MV 9"; HD 15; hpSB; /AT 2;
Ding 2-24/2-8; SA swallow victims; AL
N) that has boon living here since
before Zeccas wa? born. Recently, how¬
ever, Zcccas baa cAormed it into guard¬
ing the beholder a treasure. If the worm
encounters the PCs, it attempts to drive
them into a dead end tunnel und devour
them quickly.

The beholder's trekBura is carefully
hidden in the worm's lair, in a large
chamber directly beneath the lava floor
of the volcanic shaft. Zwcas’a treasure
consists of: 3,492 up, 619 pp, eight gems
worth 5f>0 gp each, two gems worth 100
gp each, nine gems worth 50 gp each,
five gems worth 10 gp each, a golden
tup covered with gems worth 3,000 gp,
an emerald-encrusted necklace worth
8,090 gp, a staff of curing (19 charges),
(ind a Acm cf ore +2. If th« PCs search
through the worm’s cu'ilinge, they find a
locked steel box containing 548 gp, a
atm of sca/c nail +2. mid n long sword
+ I, +3 vs. regenerating creatures..

If the gang in area fl whs sounded,
Zeccas is standing in the archway of the
fur tunnel with its hurmcosphiiut guards.
It uses its arfinwgic ray first, then its
c/jorm, telekinesis, death ray, mA slow
spells. The guards attack any Hying PCs,
If this battle is going against Zeccas. it
imcb fear spells and levitates upward over
tiie edge of the volcano erator

H. ZeCPUs’5 Lair

This rectangular eha in her has been
crudely hut effectively carved from
the rock. Your eyes arc drawn immet
d lately to the pile of gold in the
southern corner.

Zeccas, the beholder (See next column i

nod two hieracosphitDc guards (AC 1;
MV 9'736”; HD 9; hp 42, 48; MT 3; Dmg
2-8(2-8/1-10; AL CEjan hiding in the
shadows of the northern part of the cave.
If the PCs start toward the gold, Zeccas
and the hieracosphinxas attack, the
beholder casting spells from the rear
while the sphinxes spearhead the attock-
Tf the battle starts to go against them,
Zeccas flees to area 10 and waits there
for the PCs, levitating above (hem to pin
th।‘in down at the entrance to area 11

until it or they are dead.
There are 1,034 gp in the beholder’s

lnu", 800 gp of this sum belongs to the
townspeople of Vynold. Also in the pile
is golden ring of X-ray i ision, which
may be mistaken for a coin. Keep in
mind that the removal of no much trea.

across the volcano sheft is going to
bn a problem, especially if Zeccas is still
ztbove the PCs.

Concluding the Adventure
Tliere will be a great celebration in
Vynaid when the PCb return The
townspeople beg the adventurers to tell
them stories of their battles with the
evil forces in the caves They are very
surprised to hear about the beholder,
und marvel at the PCs' success. They
fi Iso want to know what happened to the
adventurers from Vynald who previous¬
ly entered the caves, and mourn after
hearing of their friend-' fate. The mayor
reminds the PCs that he needs the gold
they have recovered to hulp rebuild his
town and other nearby nettlemonte.

Further adventures uro possible when
thia n lodule is coneludt:il W hat if Archi v
rind Vrelda escaped and twgan to hunt
the PCs? What will hapjnm if the cursed
statue is sold? What if Zeccas escaped?
Will the party return to Vynald Bt a
later date, perhaps to rest and recuper-
ate after some part icularly harrowing
ndventure? The scenarios are only as
limited as the DM'S imagination.

ZECCAS, THE BEHOLDER
ARMOR CLASS: P 2 7
MOVE: 3’ (levitating)
HIT DICE: 12
HIT POINTS: 54
NO. OF ATTACKS: I bite
DAMAGE/ATTACK: 2-8
SPECIAL ATTACKS: Spells
SPECIAL DEFENSES:

AnfintCtgtc ray
INTELLIGENCE: Exceptional (16)
ALIGNMENT; Lawful evil
SIZE: L 15’ diameter)
PSIONIC ABILITY: Nil
LEVEL/XP VALUE: X/13,980
Zeccas is about an evil and cruel as
any beholder could he ll io also very
cautious, and so surrounds itself with
charmed servants, using its powers
ne effectively as possible. Zeccas’s
eyes are arranged as follows (starting
from the large central eye and mov¬
ing clockwise);

Antimagic ray (14* range '
Fear ias a wandi
Sfoti- spell
Flesh-stone ray (3' range)
Charm monster spoil
Sleep spell
Disintegrate ray f2" range)
7l.7i?&i'neae 2,500 gp weight
Charm person spell
Death ray f4" range I
Ca use scriotia ununds 15“ ran ge :

Therefore, if an uttock comes from
within a 90° arc in front of Zacees, it
can use its anftmtwe ray and 14 of
i In.- I lowing; feur. slow, death ray.
and crufse serious wounds. See Mor.
ster Manual, page 10, for more
details cm the bcholiiur. Additionally
DRAGON^ Magazine issue #76 con-
tuina an article detailing the ecology
of the beholder.

If at all possible, Zeroes avoids
ri uni ng in combat with PCs, and uses
it.-: tmfimagic ray on all who appear
to be magic-usera or cIltics.

DREYNELD
Igod of foul deeds and disease)

S(al iet ics for DreyMid are not pro-
virjed, lor he doea not come forth from
his castle in the Abyss except for the
moat evil of schemes; then, lie prefers
the form of a beholder. When several
members of Dreyth? I de clergy discov¬
ered that a beholder hud appeared in
the area, they- assumed that their god
hod returned to wre-nk df st ruction cm
the land. When the cleric,-, made camp
nearby, the beholder discovered ihem
and took them in as woi^htpers and
fut towers. These clerics are not
iVinrmcd, as are most of the other
creatures in the I air. Drey neId's dark-
rubed clerics are well known for their
rn ids on small villegeti and settle-
ments They are usually found in
service tosome evil L-reuture or acting
as bandits. Dreyneld's churdiEs are
u,-'.inlly found tn dark, desolate places,
in id are the sites of ceremonies involv¬
ing the sacrifices of warm-blooded
creatures. Dreyneld granto spells
according to the magnitude of the
sacrifice; a simple farm animal for
first or second-level spells, but a

aligned human or demi-human
for seventh-level spells.
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HIRWARD’S
TASK
BY RICH STUMP

When a wizard
makes a mistake, he
makes a mistake.

Rich Stump credits his addiction to the
DUNGEONS*DRAGO.VT game to
his father, who bought the original
boxed edition for him. A high-school
sophomore in Irnea City. he enjoys a
wide mtgn of activities, from wreetling
and drama to HiitaatLire^ prtmting'and
artwork /or his school Bewspaptr. Rich
says he wra*iJ this adventure asa war
Counit back at ali those thoughtless
adventurers who enjoy looting and
totally destroying every dungeon
they enter.

Hirward's fash is an AD&D' game
adventure designed for 5-8 characters of
levels -I’H. A good mix nf che racier types
is strongly ndvlaed, but paladins. rang-
era, dwarves, and gnomes may not be
comfort nbh- sparing the liven of
Hirwisrd'n kobold assistants. A genet'
ally neutral party composed of humans
and half-orcs will stand the best, chance
of comp11-1 i ng Hirward’s Tnnk.

The DM should pace the adventure to
heighten Prnsion and keep the modal--
moving, Ports of Hirward s complex arc
empty, h u I improvised encounters with
selected NPCs, monsters, nr t.he air
clement ni enn he easily arranged. The
elements! must be carefully end intel]i'
gently run to avoid killing off ihe entire
party. Use it to frighten the PCs, not
simply tn stay them fhlthough this, of
course, is '.Lill an option/,

Hit-ward's Tbsk » not a standard
"hack-and slush" adventure, The PCs
will have Iddo some fighting to be sue
ccssfui in completing the module, but
most of.the time they must use their
brains to figure out the beat way to
complete their mignon.

The treasure that the characters gain
will not hr had in the u«ual way, eithut
Though the main action of the adven¬
ture takes place in the underground
liiboruUms of a powerful wizard, the
wizard is the person responsible for
hiring the PCs, Thus, the characters
involved in this adventure must exer¬
cise caution and not destroy or steal any
tjf the items in the wizard's complex
Possibly the only treasure that PCs will
gain is payment from the mage for
completing the mission - and the
mage's goodwill, of course.

Artwork by RichardBennett
Cadogrophy by Diesel
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Adventure Background

You have been traveling for days
now, stopping each night at some
nameless village for Hmd and shelter
The last two days have been the
worst. Rain has fallen nonstop, and
the poor footing caused by the muddy
ground has upset your pack animals.
Tbnightyou are staying in the vil¬
lage ofLeirchmon, in the province of
Eren.

The rain really started to come
down ("in buckets," aw the locals
said!around dusk Now. the rolling
boom of thunder find flashes of light¬
ning echo through the small common
room of the Brown Mastiff Inn where
you are staying. As you quaff flagons
of wine and ale, your party is plot¬
ting the next day’s travel.

After one particularly loud clap of
thunder, a worn and ragged-looking
man in a brown, hooded cloak stum¬
bles in through the door. He scans
the patrons in the tiny room, then
saunters over to your table and pulls
up a chair with forced cusualness.

"You may not know who I am,’’ the
man says, “but 1 know who you are. 1
am Hirward Histamothus, once high
mage to the count of Arrel. I am
hazarding a guess that you are all
adventurers. If so, I have a business
proposition that may be of interest to
you" After you ask for him to go on,
Hirward continues,

"Earlier today, I had a serious
accident in my laboratories. I was
attempting to unlock the secrets of
elemental power when I made a
terrible error and brought a gigantic
elemental into my home. Taken by
surprise, I could not defeat it, but I
hope to find someone who can.

“I would like a group of brave
adventurers such as yourselves to
enter my complex, located in the
Eastern Hills, and dispatch the crea¬
ture by any means you see fit. If you
choose to take up my request, I can
see that each of you is the recipient
of 4.000 pieces of gold, « nd will give
you six potions to be divided among
your group. Do you accept?"

If the PCs want to hold out for more
money. Hirward offers to sweeten the
pot by up to 1,000 more gold coins per
PC and a total of two more potions. If
the party accepts, Hirward continues:

"The approach to my home is fairly
simple, but you must be observant,"
Hirward says. “Follow the east trade
path along the Thornbrush River
into the Eastern Hills. You will come
upon Eagle Rock some three leagues
into the hills. You will then be in the
valley where my laboratory is situ¬
ated. From this point, you have two
alternatives to enter my home. At
the base of Eagle Rock is a small
guardpost that leads into the com¬
plex. It is disguised as a cave. Or. you
may enter through a camouflaged
river entrance located nt the first
bend in the river.

"When you do penetrate my com¬
plex, please be very careful. I do not
relish the thought of anything being
mined in my home, aa I own numer¬
ous valuable antiques. Also, do not
steal anything. You are welcome to
try and use anything you find in the
labs to get rid of the elemental, but
do not remove anything from the
premises when you are done. I have
many goods of import, and 1 would
hate to devise an impromptu punish¬
ment for anyone 1catch thieving
from my home... ”

Hirward produces a document and
n pen from under his tattered cloak.
"I would like each of you to sign this
writ of agreement so that our bar¬
gain is legal. It also assures me you
give your word that my labs will not
be unnecessarily destroyed or my
servants slain. 1 have n number of
kobolds and humans under my con¬
trol, and I do not want them killed. If
any of the monsters 1 have in captiv¬
ity have gotten loose, kill them if
(hey directly interfere with your
task. Otherwise, I ask you to let
them be.”

Hirward passes the document around
the table and attempt s to collect every¬
one's signature. He also assures the
party that the scroll lb not magically
binding.

After safely tucking the parchment
nway, Hirward gels up from the table.
“I trust you will leave as Soon as you
can — now, if possible,” he says. “We
will meet here again in three days,
which is plenty of time for you to com¬
plete your mission t will pay you upon
your successful return. I have but two
pieces of advice for you, One: Be careful
of what you do, for there are traps inter-

speraed about my abode, and I havt -
lime to give you detailed warnings.
Two: Do not take anything from the
complex. Good luck, and may your gods
be with you'” He pulls his cloak abou:
him and walks out into the rain.

For the Dungeon Master
Over 15 years ago, an unemployed wiz
ard came to the eaunty of Eren seeking
a place to reorganize his power. The
mage was Hirward Histamothua, once
high mage to the court of Arrel until he
was discharged by the Count of Arrel
himself for "not being of enough
assielance.”

Hirward was looking for a secluded
place where he could build a laboratory
and conduct experiments that the Coun:
of Arrel bad deemed useless and foolish
In Eren, Hirward found what he was
looking for. Nestled among the Eastern
Hills was a glen known as Eagle Rock
Valley. A small river, the Thornbrush,
ran through it, and a copse of trees
bordered the valley’s southeast corner.
As an added bonus, a lilt le-used supply
trail crossed the valley.

With the help of two assistants,
Hirward conjured up several earth
elementals and cast many spells to
shape his labs. He diverted the river,
added an underground side fork, and
camouflaged the fork's entrance,
Hirward’s elementala dug out the basics
of the complex and the escape tunnels
on the first level. After rewarding the
clementals and sending them back to
their home plane, Hirward hired a crew
of dwarves to finish up the rough-hewn
rooms and corridors of the complex.

Hi rward’s next task was to find a crew
that could do menial labor and chores
for him in the labs. Hirward already
had a following of humans, but they
were either guards or apprentices.
Hirward decided not tn hire the dwarves
because of their dour dispositions; they
had constantly grumbled about hours
and pay while they worked on the labo¬
ratory complex.

Hirward learned of n band of kobolds
that were living on the border of Eren.
He figured that they wouldn't make bad
servants — someone would just have to
keep an eye on them, With a small
group of guards. Hirward went to find
the kobold clan and persuaded them to
come visit his complex for a possible job.

Before leaving, Hirward had one of
his associates cast a permanent illusion
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’ Lbe kobold god Kurtaimak in one of
complex 'h I'ooms. With a skilled

ntriloqufct nnd illuaioniHl, Hirward
evinced the tribal leadcrathat he was
_-ndly With KurtuJ ma k Hi- also cOn-
nced them that they would gain sta-
iiin Kurtulmak’seyes if they agreed
work for Hirward.

The kobo!da e nthusiastically agreed to
so,and they found chai Hirward

them well. They hud goad pay- i rood quarters, and Hirwnird allowed
it kobolds tn speak with the mighty
:--.urtulmuk'r whenever he "dropped in
r a visit." Not one nf the khboide has

elected hu ruse yet.
Kobolds usually wear only loincloths,
ith straps and belts to hold pouches

md Ecabbards. All koboldn encountered
n this adventure have the fallowing
untistica, unless otherwise itated: AC
' MV 6*HID ifc /AT 1; Dmg 1-4 or by
weapon type: Ah LE ©0^ are I.NL

The personal statistics <strength,
ntelligenre, etc.’ of human NPCs see

.issumed to bo average it 1 1 unless othw-
wise noted. Hutnatis wear normal cloth-
ing unless armor is stated in the text.

liirward woe aware of the problems
that might <xxur when buraans and
.obolds work together, as neither race
bears any great love for thi' other. Be-
. .mse of this, ho decided to laydown
।me rules far his servant •. and bench-
hsU, Bolh in i mans and kobolda were to
cooperate whenever pnu^ble or neces-

Those that did were rewarded with
pay and fringe benefit!, while

dubborn or disruptive beings were
punished. Repeal offender* were usu-
slly dismissed from Hirward’s pervice.

To minimize racial strife, humans nnd
k ribalds were quartered separately
whenever possible. To encourage the
k yields' continued aid, they were al¬
lowed to he led by tribal shamans, paid
monetary bonuses, and given pormis-

io go outdoors and attack wild
in i mats in the woods if they chose. Most
n a bolds Chose to stay indoorri after the
first few hunting bands wore decimated
by the local fauna. The presence of
Kiirtulmfik" has also encouraged them

t a cooperate.
Hirward’s human workers distrust the

kobolda but put up with them and their
-1range he!iefa because of the mage’s
policy. The koboIds feel I he same way,
but trust that '‘Kurtulmflk" will make
sure that they do not come lo harm.

After the construction was completed,
Hirward anti his associates began man¬

ufacturing various magical items and
started mu ny experimentn in his labs.
By sending messengerfi tn nearby
towns, Hirward acquired needed sup¬
plies and equipment. For years, work al
the complex went well.

Hirward hud the ambition lo create
magical rorf t>f elemental pouter so that
he might use it to propel himself into
.mother position of path ini I power. With
the services of apprentices and sum¬
moned creatures alike, be was close to
attaining hi* goal.

On the next In the last-step, however,
Hirward Inedyertently acquired a
cursed magical device (a mW of sum¬
moning hostile air elementalsi and sum¬
moned a hostile air elemental from the
Elemental Plane of Air. The huge e]e-
mental nearly killed Hirward, and it
fereed him to flee his complex while the
monster raged unchecked. Barely alive
nnd shaking with fear al his narrow
escape, Hirward began a MNirch to find
someone- wha could rid hit home of the
elemental, He1 hen no intention of re¬
turning until the elemental has been
removed.

Hirward h a I5th4evel mngic-user
and is actually 148 years old Although
he appears to be only in his mid-forties,
he has magically increased his life span.
He has an incredible memory und can
remember u near'perfect inventory nf
what he owns If the PCs steal any item
from Hirward '5 home, he has 3 bare
30% chance per day of mil icing that the
item is gone. For every i 00 gp of item
value up to 500 gp, thin chance in¬
creases 9%, He has an 80ft chance of
noticing 1 ho disappears nc<- of any object
valued from fiOl'750 gp, and a 90ft
chance If the object is worth 750-1,000
gp. The tib.se uce of any item Worth more
than 1,000 gp haB a 98^ chance per day
nf being noth ed. The absence nf pratni-
nent or obviously placed item a i regard-
Ic.rs of value’ will be noticed 100% of the
time- Hirward attempts to track down
any missing valuables and will severely
punish anyone caught stealing from his
home

There is n 25% chance that Hirward
iiiuisiWy fallows the parly lo his labora¬
tory. If Hirward did not get everyone’s
signature on hi* document, or if some¬
one acted Auspiciously, he it 95% likely
to fellow the PCa. Once al the complex,
he waits out*ide, being ch refill al all
times to keep at least 60 of distance
between himself and the group.

Hirward Histamothus: AC 1; MV 12J;
MU15; hp 37; /AT 1; Dmg by weapon
type; R 8, 1 17, W 13, D 14, C 12, Ch 1G;
bracersof defense (AC 4L ring of protec¬
tion +3; AL LN. The DM should pro¬
vide Hirward with 2-5 additional
magical items. Hirward dt-pfeted most
of his mon: powerful spella before sum¬
moning thi- ok-mental and cannot get to
his spell books in the complex (though
he tells no one of this?. Hirwards cur¬
rent spells include friends, tight i *2).
read magic, ESP. knock < x 2h Ulrb, fly.
protection frion normal ntinsiles, poly-
morph self, wizard eye, passwalL ( H 2),
and legend lore.

Eagle Rock Valley
The distanct.- from Leirchman to Eagle
[tock Valley i< about 20 miles. For half
[Jie distance the PCs travel Lb rough thu
Enstern Hills. The party ejin purchase
any needed -applies in Leirchmon.
However, prices charged insiders are
140% normal, as Leirchmon is not a
very snei.jl town. Unless the Dungeon
Master dosirea, ihere are no hostile
encounters nn the road to Eagle Rock
Valley.

The most outstanding feature in Ea¬
gle Bock VUJey is, of cootk:, Engle
Reck. It is h natural sandstone farma¬
lien which Hl.andsPU' at im highest
] joint. Heating atop the rock is a family
of normal eagles fuse area Bk

A. Trade Path. This dirt track ctm-
nects the- village of Leirchmon to the
west with the toWn of Fcldcll to tha
south. Although it is rarely used, there
is a 5% chance per 12 hour? spent near
the trail uf '?i' -.ting either 3 12 peasante
or a caravan nf 1-3 merchn nts with 7-12
guards (till zero level!.

B. Eagle Stork. This large, birdlike
rock is made nf sandstone. Noting on
its crest in a family of four normal ea.
gks f AC d; MV 1'/30"; HD I +3; bp 10,
fi. 5. 4: *AT 3; Drag I -21-2;] 2: SA dive:
SD 95% never surprisod: AL N), Two
are adult: the other two arc iheir young.
In the nest is o shiny agate11 0 gpi and
16 sp, Th<- eagles do not attack adven¬
turers unic.-s bothered nr attached.

At the northeast comer of the forma¬
tion’s base ih n medium-Bused cave bh>
trance. Piled around thecuvo mouth an:
slones and ihe bleached bones and
skulls of various aniipala Tha cave
leads to a gunrdpost isee EAgla Rock
Guardpom. mnpi.
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Area 1 in the entrance. [t is surpris
ingly clean, iind the footing is good as
there on no small stones to cause any¬
one tn stumble- Ana 2 is the main
chamber- ill the back alcove aresavcral

which contain iron rations, thin
blankets, and 20 furs।1-6 gp value
each j. The floor in hr-re is also very
clean and free of dust Area 3 is the
guards' quarters. Normally, only twe
kobo]da nod a human are on duty here,
but the panic resulting from the loosing
of the elemental has caused six more
koboid-' to flee to the post <hp 3 each:
short swords}. The kobo]ds are led by a
human named Gom i AC 5; MV 9" ; F2;
hp 17; if AT 1 ; Ding by weapon type; A!.
LN; chain mail, long swfwd).

Goto docs not know what happened in
the complex. He belit:vra the kobolda
did aamathing wrong, and that they are
fleeing Hirward's wrath. Goto has
promised not to turn them in. though
they have tried to tell him (in a very
confused and incoherent fashion i what
occurred. Corn won't id the party pass
the guardpost unless the PCs cun con¬
vince him of the serious problem in the
complex. If Gomis killed. the koboldi
put up no resistance

In the guardroom are three bunks, a
table, four chairs, and Gora's (bollacker.
The locker contains n long bow. 4n ar-
rows. and 40 gp- The door to this room
can be humid from the inside Th*' -iLnrs
(ores 4J lend to a secret passage and
room 33 on level one of the complex.

C. Rivet Entrance, At this point, the
Thornbrush River has been diverted
into two forks.The secret entrance tn
Hirward’fi complex is wall camouflaged
by branches nnd other vegetation, and
can be discovered only from the river or
by searching the area where it is Io
cated. The north fork of the river i JE
deep. Th® secret fork Opens into room 2,
but there is u portcul I in blocking the
river there (st e room 2 for details).

D. Sinkhole, This portion of the
ground collapsed due to a sudden lowor-
fug of the water table several years ago.
It is BO' deep. and any who fall in suffer
I Dd6 hp damage from striking numer¬
ous rocks nt the bottom of the sinkbole-
Currently living in the- northern part of
the sinkhole arc 20 huge cent ipcden (AC
9; MV 21T HD hp !; #AT1: Dmg nil;
SA poison; SD —2 on a)1 saves; AL Nl.
They have not even a single copper
piece and won't attack unless disturbed-

E. Secret Passage. This under¬
ground passage runs from room 55 to a
concealed trapdoor in the forest. The
trapdoor is bidden under layers of moss
and gruss. Any spell or dm roll designed
to delect either concealed doors or traps
allows a chance to locale this door.

F, Slirge Neat. Anyone who ventures
into this area is attacked by a puck of
10 very territorial atirges (ACS: MV 3“/
Di- ; HD 1+ L hp 6 each, f AT I ; Ding
1-3; SA blood drain; AL Nt The stirges
attack until either bleared with blood or
slain. A ^Urgc drains 9 hp worth of
blood before detaching itself.

Just inside the forest is the '-keleton of
a dwarf, slain only three months ago.
The body wears ci suit of ring mail, and
lying next to Lin- body art 4 hammer, 17
gp, 5 op, and n puuch of wohreabane.

Hlrward's Laboratory Complex
AU ceilings in the complex are 12' high
unless otherwise noted. Light sources in
each room are listed in brack cl1- before
Lhc room's text. Lamps (lanterns) and
torches are as described in the Players
Handbook] page 102, gave that most of

them have either gone out fl-4 on ld6>
or are low on fuel (5-ii on ld6’ when the
party arrive. Most doors cm both levels
are 4' wide and 8' high, of oak or ash
bound with iron. Bomo rooms have
special maps; these are noted in the
text. All floors. ceilings, and walls ore of
stone unless noted. There are no ran¬
dom encounters on level one. The air
elemental that Hirward num mon rd is
currently rampaging about cm level two.

Level One

I.Undi-rgrouiid River. [19' ceiling;
nil illumination] This rough-hewn tun¬
nel contains the south fork of the
Tharnbruflh River The river is 28' deep
and flows eastward, Add 2" to the (ihive-

ment rate of any boul or swimmer hi
the river moving with the current. Sub¬
tract 2" from the movement rate if
attempting to move against the current.
Slime covers the damp walls of the
tunnel, rnuking them impossible for
even a thief to climb. Xf-rmally,
Hirward s associates bring goods for use
in the complex dawn l hr river by rati
nnd unload them in room 2.
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i River Dock- 115’ ct'iling; four lan-
<113, one in each corner] Use the River

. >ock inep for thia room. This dock is the
irop-nfT point for goods brought by wa-
..r^ay to the complex. Presently tied
jp at the dock h & four-man wooden
.-.it:. Several empty crates occupy the
..■nter of the room, and a large wheel is
mounted on the west wall. Tied to the
raft Is a long pole used for steering.

The wheel on the west wall rains*and
.were the portcullis which blocks the

river just east of the dock at point A.
A total of 1" strength points is necessary
to turn the wheel, and it lakes two
rounds to either raise W lower the pori-
tullu. The gate may he cither up or
down when the PCs reach this area
50% chance). If it is down whiln the
; buractors are entering the complex by
river, they arc 90'S likely to crash into
the gate union illumination is being
used. A crash does 1-2 hull points of
damage to watercraft and 1-4 tip dnm-
age to swimmers.

The open catwalk [B) is another defen-
sive measure. Anyone hit while engag¬
ing in combat mi the walk must roll his
dexterity or less on ld20 or fall into the
riven The catwalk wan designed tn
allow archers to fire on invaders if the
docks are attacked. It is 12' above the
river, and the tunnel ceiling is 7' above
tho Catwalk.

I'barfully Watching the double doors
to the south lire five knbolds fhp 3 each).
They have seen the elemental in notion
and are absolutely horrified by it. if the
doors are opened, four of the kobolds
immediately hurl javelins. Due to their
ilertness, the kobolds arc only sur¬
prised on a roll of 1 on ldl2.

11' the party advances through the
double doors or arrives in room 2 by the
underground waterway, the kobo!ds run
Tor roam 3 and bar the door. Otherwise,
they draw short swords and advance on
the intruders. If two or more of the
kobo!ds are killed, they surrender.

3. Guardroom. LS'' ceiling; no Illumi¬
nation] This is I he bedroom of the ko-
bold guards from room 2, It contains
five cots. Hanging on the Aouth wall are
five short buWH and two quivers contain'
ing 20 arrows each. Under one of the
cots is a pouch containing 28 sp and 37
cp. If the kabolds flee here, they bar the
door and overturn the coi.fi to form n
barrier ( + 2 to defenders' AC va. mis¬
siles). Two kobolds um the bows while
the others wield short swords. If out -

manned, they surrender. The kuboidr
know only that a "giant wind tnonflter’'
is rampaging through the complex to
thesouth.

4. Sloping Corridor, [no illumina¬
tion] This passage 'dopes downward at a
30° angle I oward the north, and the
doers swing open into roam 2 (to pre
vent any possible flooding of the com¬
plex). A deed koboId Jies in the corridor.
In a jnuch by its body are 15 :.p and 2
gp. The kobold appears to have been
repeatedly hurled against a wall,

5, Temporary Storerooms, ino illu¬
mination] Goods brought up from the
dock are stored in one of these two
rooms before being moved to their
proper area. Room 5a is currently
empty except for some old linen sheet.-,
but 5b contains a barrel of wine (poor
grade), six crates of noriper ^liable food,
find a cheat. Inside the unlocked chest
are supplies of parchment, quill pens,
and various colored inks (30 bottles,
value 1-8 gp each I. The crates are
stamped with the mark of Hirward —
an elaborately carved double H.

6, Access Chainbet. (one torch on
southeast wall] This dimly lit room has
exitu in all four directions. There is
nothing unusual in the room except for
a single gold coin on the floor. It was
lost by a fleeing guard.

7, Wood Storage, [no i Humin Htmn]
No lights are kept in this roam because
of Its flammable con Lento. All sizes and
shapes of timber fill this room. In one
corner of the room, a ruck holds eight
one-pint flasks of special wood oih If
tot alight, each flask acta as a normal
flunk of oil. The oils have a value of 4 gp
per flask.

8. Well Room, [no illumination! This
cold and drfdly room Harves as a water
source for the complex. Six empty casks
arc rolled against the Wv=t wall. Water is
brought up to the room from the river hy
lowering a bucket 7' into the (under-
groundi ThLirnbrush River through h
hole in the floor. The bucket is tied toa
thick rape, si nd the rope is attached to an
iron ring in rhe north wall. Up to 100
lbs of weigh I Can be placed on [hr rope
before the ring corner- out of the wall.
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9. Cooper and Barrel Storage* [no
iHuminalion] Many casks and barrels
are strewn about the room, and a good
many loose boards have been smashed
or splintered. Two dead kubolds lie in
the tenter of the room, and two daggers
lie near them. Thekofeolds were re¬
cently slain by the air elemental’s wind
blast. Neither corpse has any treasure.
The closet to the east contains tools
useful to a cooptin

10. Wood Storage. (no IlluminaLion]
Thia room is a bit larger but ia other¬
wise the same as room 7 in all respects.

II. Living Quarters, [one earthen¬
ware lamp] Thia dimly lit room is tho
quarters of Medhal, the human dock-
master. Ho is not here. A bed, table, and
two chairs arc the room's only furnish¬
ings. Under the bed. a footlocker con¬
tains clothes, a broad sword, and a
leather pouch containing 40 gp and
7 pp.

1?. Living Quarters, [five candles]
Chanting can bo hoard coming through
this doorway. In the room, a thauma¬
turge named Yoric is inscribing a spell
of protection from evil on the floor with
colored chalk. Yoric (AC 3; MV 12”;
MU4; hp 10; #AT 1; Dmg by spells or
weapon type; D 15; AL LN.' knows the
following spells; ma^ic missile, shield,
protection from, evil tai ready cast), c«m-
tiniioi light, end pyrotech nice.

If the spell-casting is interrupted*
Yoric becomes extremely upset. Unless
the party immediately tells him of ram¬
paging elemental (which Yoric knows
little about but fears greatly), he fires
his magic missile spell at the person
who interrupted turn. If befriended,
Yoric asks the party to accompany him
to see Johanna (room Si).

This room contains only a bookshelf,
desk, and bed. Under the bed, a locked
wooden collet contains Yoric's funds of
315 gp. One book on the shelf conceals a
scroll of wizard mark. Yurie's spell bonk
ia hidden under the bookcase. It con¬
tains seven first- and four second-level
spells.

13. Small Lecture Hall, [two contin¬
ual light lamps] Small assemblies are
often held in this room. At the present
time, I he hall is empty. Two small
lamps are set into the floor in front of
the raised platform at the north end of
the hall. They cannot be moved.

14. Dining Hall, [four torches] This
large chamber contains many long
tables and benches that can provide
seating for Lip to 120 people. The hall is
unoccupied. On one of the tables are
three plates of stale food.

15. Kitchen, [two lit firepits] Two 10'
x 20' cooking pits, one each on the
south and east walls, illuminate this
room. A 20-gal Ion iron kettle hangs
o-ver each firepit. Five kobolds (hp 2
each) have made a stand here against
the elemental. They have come up with
an ingenious plan to defend themselves,
and they put it into action as soon as
anyone enters the room. Due to the
kobolds’ state of hysteria, there is en
80% chance they initially mistake ad¬
venturer for the elemental.

One kobold is stationed at each door
with an open seven-gallon keg of oil.
Their first action is to spill the oil in a
lO'-radius circle centered in front of the
doorway. Another kobo Id is stationed at
each firepit with a torch in hand- When
the doors open, they light their torches
and hurl them into the oil at the party's
feet. A roll of 11 or better on ld20
means success. Damage taken from the
burning oil is 3d6 hp the first round and
ld6 hp the second round, due to the
quantity of oil. The fifth kobo Id stands
in the center of the room and hurls a
javelin at the first character through
the door.

After this attack, the kobolds have a
5-in-6 chance of noticing that the party
is not really fin elemental. In this case,
they surrender and attempt to make
amends. If they are not bo observant,
the kobolds flea out the door through
which the party did not cuter. A fleeing
kobold must roll 9 or less on ld20 or slip
in the oil at it runs. Each kobold carries
a dagger, a javelin, and 5d4 sp.

In the center of the room arc two
cutting tables and n chopping block.
Five boxes of salted meat are stacked in
the northwest corner. Many kitchen
tools hang on the walls.

16a anti 1Gb, Food Storage, [no
illumination] These two rooms contain
bairels, boxes, and crates full of differ¬
ent foodstuffs. A careful search of either
room for one turn reveals 1-6 sp and 1-4
gp tost by accident when Hirward's
servants came to fetch supplies. The
crates of food are all Stamped with
Hirward’s double-H mark.

17. Meat Locker, (no illumination!
This room has been magically cooled t-
40°F to preserve the meat stored here.
Some cuts of meat are packaged in
boxes and stored on shelves. Six whole
sides of beef hang from iron hooks in
the ceiling. Most of the meat has been
treated for spoilage, but 1 in 20 pieces
have spoiled. Anyone who eats a spoiled
piece of moat without, first purifying it
has a 75% chance of contracting a mild
acute gastrointestinal disease (as per
the DMG, pages 13-14).

18, Wine Storage, [one torch near
stairs] A score of full barrels are stored
in the northern end of this room. Five
barrels contain cheap red wine, two
bold cheap white wine, and the rest
contain various wines of average grade
or better. Each cask is stamped with the
runes of Hirward’s winery. The stair¬
case at the west end of the room leads
down to the access chamber (room 68).

19. Storeroom, [no illumination]
Various tools and maintenance equip¬
ment aro kept here, including pails,
buckets, mops, and brooms. Bags of lime
and mortar are piled against the south
wall; tools for fixing cracks in the walls
or floor are stored in a crate. Nothing is
out of place-

20, Large Hall, [six lanterns, three
each on the east and west walls] It Is
obvious that a battle has been fought
here. Six kobolds and three humans
{two in chain mail) lie sprawled about
the room. If the PCs check the bodies or
cast a detect life spell, they find that the
unarmored human is unconscious but
alive. He is Adern Awlstaff, a low-
level magic-user (AC 8; MV 12"; MU3;
hp 9 (now 2}; f AT 1; Deng by spell or
weapon type; D 10; magic missile).

Adern tells the party that he and his
companions were attacked by jLa raging
creature that fought like Hellspawn.”
He can also tell the party that one of
the other humans has a special broad¬
sword +1. Each kobold has 3d6 sp;
Adern and the other humans each have
2® gp. He can take the parly to the
labs on level two if they ask.

The hall was richly decorated, but
much of the decor was ruined in the
fight. Shreds of banners and three torn
tapestries lie on the floor of the cham¬
ber. Two mending spells can fix one
tapestry, but the banners are too ripped
to be salvageable.
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2k Tapestry Room. [continsrcFJ
from ceiling] This chamber is adorned
with several of Hirward's many tapes-
rios. Four of them are small (4r X 9'),
, nd two of them ore large <10' x 16'1.
The small tapestries have a value of 700
cp each. The larger ones (depicting an
eiven feast and a huge green dragon)
u-a worth 2,900 and 1,600 gp respec-
: ively, The PCs might tear the tapes¬
tries i 16% chance > if they try to take
them off the wall without cut. It takes
2 turns Id remove the tapestries With nut
damaging them.

22, Fungus Forest Room, (dim eon
tinual light Irani ceiling] This large
chamber looks like a nightmare. Matd-s
md fungi grow rampant, some reaching
heights of 8' or more! This is Kirward $
experimental garden, where he once
tried to cultivali' certain fungus and
mold plants for use in poisons and po-
cions. Due to long-term neglect. the
garden has gotten out of hand, and
some dangerous strains of plants have
cropped up. Player characters that leave
the paths have a 25% chance per round
of encountering a plant monster. Koi I
ldl2 to determine the creature
encountered;

Roil Plant Monster
1 Obi i max Moss

2-3 Brown Mold
4-6 Yellow Mold
7-8 Riwset Mold

9-11 Green Slime
12 Violet Fungi

Any druid or ranger has a 10% chance
per level to corr ctly identify the poison

and edible fungi in this chamber.
None of the special fungi bother the
party unless attacked or touched (except
for brown mold, violet fungi, and obli-
viax moss).

23. Fungi Maintenance Room, [no
illumination] Itois and feti 1 1 izer are
stored here to help cultivate the forest.
A trand of defoliation (four charges} is
kept in a locked and poiaon-rwedle-
trapped iron box lanve vs. poison at -2 or
take 6d6 hp damage). It looks like n I1-
long ivory stick and is used to destroy
overgrowth in the fungus gardens. The
stairs al the cast end of the corridor lead
down to the guardian's cave (room 66).

24. Marble Garden, [continual light
from coiling] Many exotic and beautiful

grow in this underground nur
sei y Some of the flora is decorative
only; other plants arc useful in making
salve I. nnd poisons. It is up tn the DM to
determine if the party finds any poten
tially useful plants.

A huge marble bench carved with bas-
reliqf occupies position A. It is worth
over 5,000 gp. but is 6' long, S' high,
and Weighs 750 lbs. The bench is nearly
impossible to move without magical aid
A dead guardsman holding a shattered
long sword lias slumped against the
bench. His belt pouch contains 14 gp.

A concealed door in the southeast
corner of the room leads to n curved
hallway and the plant examination
room iroom 26).

25. Plant Examination Rnom. [one
lamp, fl' ceiling] Fungi and other plants
arc I iikcn here from the gardens and
can-fully examined to learn more about
them The 3CC0U corridor to room ‘24
allows a specimen gatherer to retrieve
the proper plants without walking in
the garden and ruining its bwiuty.

Two tables almost fill the chamber.
Sets of dissecting tools, various beakera
and flasks, several thin knives, end u

pair of notebook? lie scattered on the
tahiea The notebooks contain plant
sketches and information mi the many
plantn in the gardens,

26. Plant Preservation Hoom, Inc
illumination] Useful plants and fungi
si i. injurs of solution, ready for use in
various concoctions. The jnrs are made
of p lass or glazed clay, and 99% of them
are clearly and legibly labeled. Exam¬
ples of possible plants contained in the
jars are: ‘ Birthwort,” “Mandrake Root,"
“Death Angel Mushroom," und "Butler-
cup Petals” If the DM allows, some of
these plants may be useful ns spell
components or for sale.

27, Plant Maintenance Room, [no
illumination] Maintenance equipment
(shovels, spadefl. peat moss, and fert it-
iser) for room a 24 and 36 is stored here.
The I’quipmenl is in disarray, as if
something fell nr Was thrown into the
tools There are several drops of kobold
blood on the flngstones of this room.

28a and 28b, Sendee Chambers. Ino
illumination. 6' ceiling] These tiny
rooms are reached from the main corri-
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dors by 5r-wide and 5'-high tunnels. The
rooms and corridors are suited to the
kobo!ds, who are charged with cleaning
and maintaining the complex. The con¬
cealed doors are found 50% of the time,
if searched for, as they are not well
hidden.

Maintenance equipment similar to
that stored in room 19 is kept in both of
these rooms. A scrap of parchment is
nailed to the wall of each room. In faded
script, it lists the jobs that need to be
done (in the kobold language, of course).

29. Luxurious HaLI. [three torches,
one each by north, south, and west
exits] Beautiful mosaics and colorful
banners adorn the walls of this arched
hall. The floor is inlaid in a mosaic
pattern made of black marble, white
marble, and ivory. An empty, brass
torch stand lies on the floor near the
cast exit.

The torch stand lies half across a
discarded and bloody short sword. Drops
of human blood form a trail leading to
room 30. The banners hanging on the
walls are of fine make and arc worth 30
gp if removed and sold.

30. Storeroom, [no illumination] As
soon as any PC opens the door, a human
corpse falls out into the corridor! A huge
gash in his left side shows where a
sword pierced his scale armor. His mace
lies in the room. This unfortunate
fighter was fatally wounded by the
elemental (flying debris can kill, end
someone’s aword was part of the debris),
but he still had enough strength left to
enter this, room and slam the door be¬
fore he expired against it.

31. Lounge, ifmlr dim continual light
spells] This room is one of the most
lavish in the entire complex. The walls
have been painted light blue, and the
floor is covered with a thin layer of
polished black basalt.

Undisturbed in this room arc three
easy chairs upholstered in velvet (1,200
gp each), a very beautiful and ornate
divan (3,759 gp), I wo maplewood
couches ^900 gp each), and a pair of
marble-topped end tables (SOO gp each).
Though of the highest quality nianrtfac-
tura and very valuable, the furniture is
also quite bulky and must he handled
with care by would-be thieves.

The floor in ths exact center of the
room is covered by an 8' * 11 ' multicol¬
ored carpet. Each comer of the room

contains a glass rod with continual light
cast upon it, set into the floor. The rug
is a carpet of flying; the command word,
however, has been long lost, A legend
lore spell has a 10% chance of revealing
the word ('’Aviator").

The staircase at the south end of the
room leads to the great hall (room 77).

32. Portrait Room, [one continual
light lamp] Sixteen portraits of Hirward
and his assistants line the walls, four to
a side. They are very lifelike pictures
and are worth 400 gp each. They are
also fragile and are easily torn.

33. West Guardpast. ]no illumina¬
tion] Normally, two kobolds are sta¬
tioned here to regulate the passage of
goods and people through the Eagle
Rack entrance (see Eagle Rock Guard¬
post). The two bunks and the table have
been Overturned, and the door is wide
open, giving the impression that the
room’s inhabitants left in quite a hurry.
The kobolds were tvarnod of the elemen¬
tal’s rampage and fled the area before it
got to them.

34. Trophy and Museum Hall,
[three torches] A variety of interesting
cur ins from Hirward rs past are dis¬
played in this roam. The major exhibits
in the hall are a red dragon’s hide, some
robes from an evil temple, a stuffed
winter wolf, a stone rust monster, a
depleted staff of the magi, and the heads
and hides of several deadly monsters. A
large brass plaque just inside of each
entrance warns visiters not to touch the
exhibits,

A special trap has been placed on each
showpiece by Hirward. Unless
Hirward’a name is spoken when Ein
object is moved, the vandal is shocked
for 6 hp damage. Rough handling or
damaging an exhibit causes a 24-hp
firey explosion which affects all within
a Iff radius of the exhibit, A save vs.
wands for half damage is applicable in
both cases, and the displays are not
harmed by the explosion.

35. Floral Gordens, [continual I t^/ii
from ceiling] Beautiful show plants and
flowers abound in this room. The cen¬
tral area is dominated by a crystal-dear
pool of water 4' deep. Unfortunately, a
water weird (AC 4; MV 12"; HD 3+3;
hp 22; #AT 0; Dmg nil; SA drowning;
AL GE) has taken up residence in the
pool. It lashes out at anyone that conies

within 10' of the pool. Damage equal to
its total hit points disrupts the water
weird, but it reforms again in two melee
rounds. Only a purify water spell can
slay it. No one is aware of the water
weird's existence, as it was recently
placed here as a little joke by a mage
that Hirward antagonized,

38-45. Kobold Chambers. [1-3
torches each, 8' ceilings] The kobolds
hired by Hirward to work in the labora¬
tories are quartered in these rooms.
They are wary of the elemental but
have not yet been attacked. One kobold
is stationed at each end of the long
corridor to notify the others if anyone or
anything approaches (surprised 1 in d
times). Tt is impossible to surprise tha
kobolds once they are warned, as they
arm themselves and take up defensive
positions in their rooms, If friendly
contact with the kobolds is attempted,
they are 60% likely to befriend the
party (90% likely if the PCs are accom¬
panied by a human servant of Hirward
or a half-orc character). Each adult
kobold has personal funds of 3-30 cp, 3-
30 sp, and 1-4 gp.

Threfe male kobolds (hp 4, 3 (*2)) are
stationed in room 36. They are armed
with short swords and javelins, and
hope to frighten off the elemental by
banging an old gong. They hang the
gong whenever the door is opened by
someone who doesn’t knack first.

In room 37, four female kobolds (hp 3
( X 2), 2 ( x 2)) are protecting five young
koboldsfAC 8; hp 3 ( x2), 2 (*2),1
( x 5)), The females each wield a club.
They have overturned cats and chairs
by the door to form a barrier. The ko¬
bolds get + 2 to hit anyone climbing
over the barrier (only action allowable
that rounds

Room 38 is unoccupied. Rat bones,
small drums, and various other pieces of
junk mark this chamber as the kobold
youngsters' playroom.

Room 39 is the chamber of the kobold
shamans. Five males (hp 3 each) armed
with short swords guard the outer
chamber (room 39a). The two tribal
leaders are Grudnik (AC 6; C2; HD
2d4; hp 7; fight as 1-HD monster; club)
and the high shaman, Letcher (AC 6;
C5; HD 5<14; hp 16; fight as 3-HD mon¬
ster; mace). Grudnik knows the spells
light and remove fear, while Letcher can
cast cure light wounds ( X 2), remove fear,
light, augury, chant, resist fire, and
prayer.
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Hnlh shamans believe that Hirward i'
Kurtulmak's ally, and I bat JKur-
lultnak" irwm 84 ( is real. In truth,
Kurtulmak is aware of the situation,
but the deity has oil lowed the deception
to continue for new. Ai an unspecified
future tinuj, Kurtulmak plans to notify
Letcher of the true state nt rdfalrs, thus
sparking a kobold uprising to slay
Hirward and all non koboIds, and gain
control of the complex. Grudnik and
I-etcher handle any negotiations with
t hr PCs.

Room 39b is L heir sleeping quarters. It
contains two cuts, a table, and a shrine
to Kurtulmak that holds 06 cp, 18 sp,
two 20 gp gems, and a pouch containing
an additional 108 sp And 41 gp. Letcher
Wears H necklace of chenp stones worth
I') gp. and Grudnik lm> un even cheaper
ni'ckiace worth but 15 gp

Faur female kobold^ 12 hp eachi and
two males (3 hp each). all tinned with
short swords, guard three kobold in-
l,inH in room 40. The doOT is slightly
ijur, mid a one-pint crock of oil is bal¬

anced on the top edge of 1ho door. If no
prvmutions are taken when opening the
door the crock falls on the opener’s head
H -2 hp damage, and recipient is covered
with oill. One of the kobolds then hurls
n torch unless the party shouts friendly
intentions.

F&lir females koboldn hp 3, 2 ( *3))
mid one male ihp 4 I urc nt nl loncd in
room 41. Each carries a club.

Six male koboIds armed with javelin.-,
dip 4 i * 21, 3{ x -i n are in room 42 pro-
i <;fting five youngBlcr.-i i hp 1 each). A
f^nricade of beds has boon set up across
the room, providing fifiA caver 1 +4 to
At! vs missiles; for the koboIds. Each
adult hap; three javeliui to hurl.

Three female kobolds (hp 3 each) and
three males (hp 4 tachs guard the tribal
.irrimry in room 43. Hanging on racks
in this room are12 short awards, eight
hand axes, IS javelins, nine clubs, and
six daggers. Three wooden shields and
five flasks of oil in ceramic jars lie on
the floor.

Three male koboId.a armed with clubs
1 hp 4, 3 I x 2)j guard two young kobo I ds
In room 44.

A kobo]d champion, Yob Uljickspino
AC 5; HD 1; hp 6; chain mail shirt,

short sword) lairs in room 45. He- is
nrolccted by three guards 'hp 4 each
<rmed with javelins ond clubs. Yob
wtmrs a bone necklace th nt has a key

i rung on it lvalue 35 gp), The key fits
the kick of the cheat that holds the

uibiil treasure - 200 Hp, 8H gp, 7 pp, six
10-gp tigereyes, and a potion of sweet
uniriT Yob nervously parleys with ad-
V* nturers. offering them information on
r hi complex or event- in it for 1-4 gp per
question.

46. Storage. Ino illumination] This
room is cluttered wit'll midsand ends of
no practical use to the PCs: soiled
clothes, cracked jug*, esvoral mis-
mniched boots, a worn leather strap,
and so forth.

47.Storage, [no illumination] This
rimni contains a similar variety of junk
. i?. i imni 46, but. 5-10 t'uunds (if searching
reveal five flasks of Oil und2d8gp.

48. Minor Library, I four magical
torches, two lamps] This brightly illumi-
n.ited room contains books and volumes

many arcane subjects. Two perma¬
nent unseen servants inhabit the room,
ready io fetch hooka when asked. Thu
parl y will only be aware of (hem if the
Pl’s- can see invisible ubji-rlr or voice a
den ire to find e hunk. Though many of
the books make excellent reading. none
fire reallv useful io the PCs unless the
DM so desires.

The torches on the walla are magical.
They "burn" comimin usly unless dfo-
peltedlvs, 8th-lcvcl magic). The flames
are rmt hot, and the magic is just a
variation of the anninmi continual light
Kpell. Six reclining chairs are provided
for comfort while re uding The elemen¬
tal has not entered this room,

40- Empty Chamber [no illumine-
lion] This chamber is current ly empty
’There is nothing of interest in it unless
the PCs are intrigued hy blank walls
and dusty floors.

SO, Multipurpose Room. |no illumi-
nattOEi, 15' celling] This room has
served various purposes over the years,
if was last used as the site of a large
thirty, and six tables tir<- pushed against
the walls. Twenty-sight chairs rest
upsirlu down on the table- Littering thu
Hear uro many pieces of ribbon, cloth,
and other debris not cleaned up after
the cricbration. The furmt riy festive
atmosphere is marred hy the sight of
death. Two chain mail-chid humans and
an unnrmored kobold, covered with
hrufeee. He an the floor Thu hitmens
each have a long sword and &d6 sp; the
kobold has four daggerw (ind 4 gp.

51, Ganie Room, [one lamp] Off-duty
koboLds and human-- coma to this cham¬
ber to white away their free time. It in
furnished with five tables for cards and
dice games. A half-filled barrel of cheap
ln-vr in close tn the tnblvs. Spread on the
flour near the barrel ore nine pewter
mugs. Several targidn fur knife and dart,
throwing deaerate the eoutll and Bouth-
ennl walls. Along (he northeast wall are
«ix plush divans for resting iHirward
UrtraLs his servants well! I.

PntHemly. twokabolds (AC B; hp3
each j are hidden behind an Overturned
divun. Each has a dagger and 2d6 sp.
Neither kubold shows itself La the ad-
venturers- They attempt to flee if dis¬
covered and attacked.

52, Access Chamber. I no illumina-
I urn।This room is unremarkable except
for the garbage that is atriiwn ail over
tiu? fioor. It holds nothing nt interest to
thu PCs. The elemental lib-w the- junk
into this room from othor areas of the
complex. The stairs going down to the
<ilih1 lead to a hallway nenr a guardroom
tromu 88).

53. Dais Chamber ir -mbonc/ light
from dais] The chamber fe empty except
for a sword which hangH. apparently
unsupported, in mid air above a raised,
10' x ] 0' platform in flic center of this
room.

This room was designed to show ulf
Hirword’s powers in it lamvjnlem way.
A permanent wuli <>f farce surrounds ihv
dab Any attempt to bring it down is
mfBinst ISth-level nmgic, The broad
sword inside the wall is irritated 3’ oft
the ground. The same fapitafioa affects
anything else placed over the dnis.

The broad sword i-2। u great work
of art Its Hilt ia wryppnd with silver
wire and set with Jive onuithysis (total
value 000 gpi. Anyone wIki grasps this
-word may cast a j?uji -detn-tion spell
from it <at 12th level) twice per day.

54. Storeroom, Ino ilium i nation]
Many crates are plfod against t.he walla
cf this chamber. Upon tnspeeiion; all of
them are found tri be' empty. The crates
serve to disguise the Iocslion of the
secret door nt the north end oflbe room.
Moving the crates to find the secret d«x*r
LakcH 4-9 rounds < ld6 +3k

The stairs at the renter।if the east
w.-iH lead to the “che. kerboord room"
।room 93 1 below.
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55. East Guardroom, [one lorchl A
lane human named Arreglaa stands
watch here, protecting the in-cret pas¬
sage. Arrcgias (AC 4; MV 9" ; F2; hp
17; /AT 1; Dmg by weapon type; S16, L>
15; AL N) wears chain mail and carries
20 =p and 8 gp. He does not know about
the elemental, but ho saw llirward
hurriedly leave the complex by the
passage loading cut.

Arreglos won't let anyone out the
complex by this corridor and won't
leave his post unices forced to d(i so_ He
knows o bout the Heerct corridor to room
54 and may tell PC& about it to get rid
of them - but reports them to Hirward
at a later time.

Level Two

Roll ld6 for each turn the PCs are on
level two of the laboratory complex. If
the result is a I, roll Ld6 again to deter¬
mine who or what is encountered. En¬
counters 2-5 are mol only or.ee; count
future rolls of these numbers as rolls

1.
1. i-i normal rats'AC 8; MV 15«;

HD hp 2 each; /AT 1; Dmg 1; AL NJ.
They flee from any group of more than
two PCs nr anyone that carries an open
flame.

2, Endivk, an elven warrior'AC 6;
MV 9' ; Fl; hp 6; / AT 1: Dmg by weapon
type; AL N, long word + D He is an
old friend of Hirward and is scouting far
Jeh&nim I room 84) and carries 9 gp.

3. Bardel, a scribe < AG 10; MV 12";
zero-level human; hp 3; /AT 1; Dmg by
Weapon type; AL N; dagger i. He has left
hie chamber (room 73) and is looking for
help and protection from the el(mental.

4-5- A tone kobold ihp 4; javelin). Ho
is lost and scared, and carries but 19 cp

6. The air elemental (see description
at end of adventure).

56, Guardian's Cave, [no ilkimiaa-
lion I Lairing in this rough'hewn cham¬
ber is a basilisk ( AC 4 ; MV 6”; HD 6 +1;
bp 31; /AT 1; Dmg 1-10; SA gaze; AL
Nj. Thin horrid creature was pul here by
Hirward to act as a watchdog for the
laboratory ureas and to restrict unnec¬
essary travel hetwwn the labs and roam
22 at the lop of the stairs. The basilisk
is awake only 50l< of the tune, u it han
become lazy from good treatment.

A stout iron chain, 26' long, Inhere
the basilisk to the middle of the west
wall. Thus, the Kfih'St way to crow this

room ia to feel one's way along the east
wall without a lamp or torch, since
looking at the bnnilisk is hazardous.
The reptile Wears a silver-iron collar
<2,750 gp) enchanted with a prn(ectiow
from normal missiles spell.

A corridor leads south from 1 his room
to a flight of stairs. The stairs ascend to
a corridor outside the fungi mainte¬
nance room (room 33).

57.Storage Lab, Ino illumination]
New materials, as Well as finished ar
abandoned projects from the lnborato-
ries, are stored here. Crates and boxes
containing everything from iron bars to
weak acids to bra^ scales arc kept in
the northeast corner nf the room. The
actual contents of I he crates fljjould he
determined by the DM ifneCi-i-sary.

The western half of the room once
'■sr.iiui' fl several tobies and benches
covered with completed potibns and
other items. The tables have been over¬
turned, and broken glass, ceramic
shards, and a multicolored pool of liquid
cover the floor. A careful search of the
mess reveals one unbroken flank con-
Laining a potion of extra^heahng, and n
ceramic vial filled with a mild .icid'1-6
hp damage if used a? a weapon)

58. Botjmy Labjnb illumination]
The overturned benches, scattered
plants, and broken gloss seem to indi¬
cate that soniething big came barreling
right through thia room. Several jars
containing plants are still unbroken,
but none are useful tn the PCs.
Sprawled under a pile of broken equip'
meat Hud plants are two dead kobolds
and an unconSMlitiUN human nib med
Bering < AC 10; MV 12*; zero-level
human; hp 4 (now 1 1; #AT 0; Dmg nil!
Borlag regains cunscinusness ld4
rounds after player characterh first
enter the room.

Boring tells the PCs that a huge tower
of wind CUne whirling through the
room and killed his koboid oaelatants.
He was knocked unconscious when a
lamp hit him in the head. Boring wauls
to go to the Great Library Toom 74) for
help

59. Magical Lab. Sune lant^rnl The
door to this room is locked from the
inside. If PCs pound on the door, the
occupants answer Mrem Torlnc (AC
10; MV 12"; MU?; bp 6; MT I; Dmg by
weapon tvpe; dagger and Weren Loar-
stone (AC 8; MV 12"; MUS; hp 21,

*AT 1; Dmg by weapon typo; dagger+3 J
were both warned when the elemental
was inadvertently summoned. The
spells I hat Mrem has remaining are
unseen servant and enlarge. Woreu has
the spolh comprehend languages, light,
prcsecL'e. audible glatnen and kowte; and
the cantrips stir, polish, freshen, and
gather

The pair were at work completing a
potion when the attack occurred. The
only things nf value in the room. aside
from magical ingredients for potion-
making, are two glims flasits, each con¬
taining p. it rows of invisibility lynch
mage has one.i, Werena dagger +J. and
a scroll of di'spe/ mugic at the 9th level
of magic use.

GO. Storeroom. ' no ill uni inn I inn]
Extra equipment, not needed at present,
is stored mthis nom, Alembics, flasks,
burneri, charcoal, and many other
items are stored in carefully slacked
boxes.

The door to this room is open. Occupy¬
ing the room are two dirges i AC 8: MV
avia*; HD1+1; hp 9, 6; /AT J ; Ding
1-3; SA blood drain; AL Mi that escaped
from the main lab ( room 61 ). They at¬
tack any warm-hleaded creatures that
enter the room.

6L Main Lab. (three torches, one
Iamp I Ten long trade tables covered
with supplies take up most of the space
in this room. Thore are several experi¬
ments and project! lined up on the ta¬
bles, some only half finished If PCs
search for two turns, they find two vials
of type A ingestive poison, a potion of
tluunmai control, and some silver
weights worth 60 gp. Nothing else in
the roam has any real value.

This room also contains two cages
made of iron. The smaller cage has
broken open and Is empty; the larger
one flits in a corner।if the room and
contains a giant poisonous snnke < AC 5;
MV 15"; HD 4 +2; hp 25; /AT 1; Dmg
J -3; AL N) that han bad its venom sacs
removed — though this is not immedi¬
ately obvious.

02. Host Area, (one lantern] Four
lawful pout ns I humans are liiding in
Ibis roam They were warned of the
elemental’s rampage and have taken
refuge here. They are Vegel (AC 9; MV
12"'; zero-level human; hp 3; / AT 1;
Dmg by weapon type; knife i; Hlmid

10; MV 12 rero-level human; hp
2; /AT 1 ; Dmg by weapon type; dagger].
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Nord (AC 3; MV fiV Fl; hp 8; Ml 1:
Drug by weapon type; brom! sword,
splinted maill, and ZcrhorMC 7; MV
12*; MUG; lip 1G; #AT 1; Dpig by kpNl
and weapon type; staff). ZerbtK han the
following spells committi-d to memory:
Ar.-. j/5c- missile, urife, prenem-. uhafter,
item, nod malerial.

The refugees first try to parley with
the adventurers for news afthe dan^r-
ouselemental. If attacked, Nord,
Vengel, and Eiland protect Zerboc, find
n|! four fight to the death. Each of the
men has 2- J G gp.

63. Workshop. [no ilium!ruilimi] This
room Was used for the construction <if
simpI- objects. Two tables, a bos of iron
rods*, several hammers, a pile of lumber,
and many tools litter the room. In the
Bomar of the chamber is a portable
forgo, weighing 250 lbs.r that magically
heats up when used. Four dead kobolds
and a dead human lie on the flour of the
room, metalworking;tools stiil in lin n
handfl. Each wears a leather apron bill
hns no cash.

fM, Construction Chamber, [two
candlHl Hirward was workinghere
when he accidentally summoned the air
eiemontal. Sixteen candles of various
colors, on brass stands, are scattered
about the room. The curved east wall is
scurchcd and blackened, and the floor
near the east wall is caked with dried
blood from a slain kobold.

The room also contains u lectern aup
porting n large, unreadable book, and
mu iron vise on a stand clamping a sim¬
ple gold ring. In the center of the room,
n bi.-ken i haumaturgic triangle nr
rounds an overturned ibut still burning)
center made of electrum. Hirwnrd in¬
tended to use it as a Denser Decontrol-
Zing air rfomenta/s, but it is really a
iwurr of summoning hostile air
elemtntfti£

Th i- magical censer acts as a gale. If it
h destroyed nr broken (by a rm! of can¬
cellation. for example, or by smuahhig it
with crushing blows), anything previ¬
ously mi in inoned through it will be
sucked back through the remaiufl of Lhe
censer to the creature's home pin no.
This would feffietively rid the complex
nt the elemental.

Sth Alchemical Lab, i eight torches,
one lantern] The.dour to this room la
barred from the inside, though 30 hp
dn mugfl from an axe or mace can brouk

it to pieces. The flu main nge of this
irregularly dinped ehambar include a
row of 24 eight-gnlhm urns, two large
vats, several t ill" , "n me open boxes,
and rows of shelves containing glass
equipment, many chemicals and infu¬
sions. and several oichemleal prepara¬
tion manuals.

Busilv working tu*re is Amex, a deaf
alchemist (AC 9; MV 12*; ALCB; hp 19;
r* AT 0; Deng nil; AL N He is quietly
preparing some tfort n/ appearance, of
which one pinch n- already completed.
Near Arnes on- six lemon-flavored
healing potion:- itwo ware nut done cor¬
rectly and heal only j -1 hp> and a flask
of red liquid which is u i pe C ingestive
poison. Amex ignores i intruders as long
as possible unless they try to steal any
of the completed potions. See the Best of
DRAGON’ Magazine Anthology, Abi.
mT for detailed information on the
alchemist NFC Huss.

Since Arnex in deaf. be answers al!
questions with "Wfou did you say?” or
ignores the speaker To co i iverse with
him, PCs must write their questions on
parchment nod hand thorn to him. Ho is
not awake of 11 foraenters rampage.

66. Quarters, [no ilmuinationl This
room contains five bunks, a table. and
some chairs. Hiding under one of the
bunks is an apprem ire brewer named
Berq AC 8; MV 12 . T1 , hp 4; /AT 1;
I img by weapon type; dagger). Eerq is
only 1)6 years old, and he is very fright¬
ened by i he elemental. Hi- will not leave
the room unless forcod, Bqrq was taught
his thieving skills by the brewmaster
and has only 6 gp and 8 sp to his name.

67. Quarters.fno Illumination]Six
bunks, a table, and five chairs are the
spartan furnishing? in this room. A
careful search reveals 840sp. three
short swards, 8 pp, and a thin, leather-
bound, magic-user's spell book contain¬
ing five random first-level spelj&

68. Access Chamber- [(me torch] The
fluor of this ruijni r: litlered with scat¬
tered bits of wood, AH the doors are
battered, and the west door is halfway
off its hinges. The .->ine-ll of fermenting
wine and beer is strung tn this room. A
staircase leads to the wine storage area
room 18) above

69. Hirw ard’s Brewery.[Four lan¬
terns] Thking up moKt nfthe space in
this room are levom] wils, a number of

crates, two wooden hoppers, and a ii-
rock. Four men, the brewmaster and

1 hrue iqipfi-niiccs, ere hiding behind tho
vats that Hue the west wall, Helgath
(ACS; MV 12"; T3; hp 12; *AT 1; Dmg
by weapon type; AL N; ehott award, tw<
daggerfl) is the master brewer. Thi- op
prentices 'AC 8; MV 12’; zero-fowl
huniunc. hp5 each: /AT 1; Dmg hy
weapon ly]»; AL LN' each wield malct
shift clubs, Eadi man wears a lentluu
apron,

Holgath is not very honcat; hi; 1111*
money whenever he can. He has si ii shed
87 up unci 46 gp behind a loose bIoHO in
thu north wall. The men call mil fo the
PCs, but delend themselves if niiacketl.
They know very little about the elomcn
Lal bu t fear it greatly.

70. Wine Storage,[our torch! ThL
riHun, like rooms 68 and 69, lb per me
Hied with the aroma of wine mid beer.
Twenty full barrels and casks are
stacked against (he east and north
walla. Thequality of the beverages
r anges from below average to very good,
Ono particularly large cask near the
north exit is precariously balanced and
w - 1 1 -II 8551 of the time if bump>-d or
ii stled. Anyone standing within 10' of
tbc north d-iorway is ’'attacked" b> the
foiling cask as if by a 4-HD monsior.
Anyone hit by the cask suffers 1-6 hp
damage,

71. Guard's Quarters, lone lamp]
Eighteen bunks line the walfoofthfo
Tunrii Two round tables wii h six dum •■

i.-ach nre in the center of the room. Must
uf I lirward'a hired msreenariett and
guards sleep here. The elemental passed
(hruugh this room recently, which is
fairly obvious from the overturned
chairs and three dead humans on the
floor Eoch decoiised fighter has 5 2U up
A starch of the bunks reveals b Lola! of
9-90 more up in various secret honrdn

72. CT-llbluck. lone torch I The autrr
room is the guard station for tho epPi

plmC^i smuil! jail. A large table, dusk,
mid four chtcirs are the room's only
ftirnishingo. Stumped over the desk Has
a portly human clad in studded I ent her
armor, At first glance he appears to be
firm!, hui his snoring gives him away,
PechontiAC 6; MV 9"; Fl, hp 9; /AT I;
Ding by weapon type: AL LN: hand axe<
is the miler. He curries 16 Bp, 2 gp, and
h ring of keys that opens the cnUfc
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Foebout is aware tliat there Is a prob¬
lem, hui he has decided it dneon't have
anything to da with him and has ^one
10 sleep. The center desk drawer con-
lain* a ledger of everyone who has bec-n
imprisoned in the Inst six months. Only
five names are written in It.

There are three cells in the block. The
first two are empty, hut the third con-
Lains a very beautiful female human.
Gwynn (AC 10; MV 12"; MU2; hp 5;
#AT 1; Dmg by weapon type; AL CN;
knife*claims she was unfairly impris'
tmed and tortured, but she was really
jailed for stealing mope components
and selling them in other towns. If the
need arises, Gwynn defends herself with
H hidden knife. Sho leaves thejafl area
a nd triea to escape tiic complex il
released.

73. Scribe Quarters, [ns illumination
in 73a and 73b; one lamp in 73clThe
main chamber of this area 173a i has
papyrus and books spread nil over the
floar. AL one time, they wore neatly
stacked, A large tabla rests against the
wall that contains the secret door. Both
rooms 73h and 73c are Very spartan.
Each contains only bed. writ ing desk,
and chair, The desks are filled with ink
hotties and pens

Hiding in room 73c is Um (AC 10;
MV 12"; zero-level human; hp 4; /AT 1;
Dmg by weapon type; AL LN; knife),
one af the scribes. He surrenders unless
he is nt tacked. All Lim knows about the
crisis is that another scribe, Burdel, has
gone far help (see random encounters
for level two).

74. Great Library, [rentinimf light
Irani J 5'-high ceiling I This immense
chamber is richly decorated. A thick,
plush carpet covers the flour, and the
tables nnd bookcases are made of highly
polished walnut. A statue of u robed
ri in deep in thought occupies the center
of the room. Voicescan be heard com tag
through the closed door lending to
rocin 75.

Stored in the 12'-high bookcases are
no less than 20,000 loat her-bound vol*
umes, each of which could bring a-60 gp
in any city. The books are nil labeled,
and a catalog system can find any book
for potential reader in 3*6 rounds — so
long as the title or author is known.

A careful search of the library reveals
one of the following books every two
hours:

— a tome on various ways to aummon
Clementals;

— b 1st 'level magic-user’s Spellbook
with the name '‘Ahoyo" written <3n
i he cover, containing five random
first -level spells;

- a red book with a IBth-levi I /ire trap
L Lint explodes for 16-19 lip damage if
opened {a small tag on the book reads

DO NOT OPEN'D;— ,ri fume of understanding1,— n blank book containing a forgotten
scroll of gust of wind <9th level of
ability1; and,— a black book that cause* readers to
save va spells or take al penalty to
all saves until a nemotw curse is cast
upon thorn, as the book is cursed.

The baneful hooks arc kept only as
curios, and none of the above books are
listed in the magical file, Il will be
8 + Ida days before any b<n,ks taken
from this room arc trussed.

75. Study, ftwo lanterns! This room is
richly decorated, much in the same
manner us room 74. Six vnluable vases
of gnomish work 1160 gp value each)
odd tn the room’s elegant decor. In the
northeast comer, a suit of gnome-sized
plate mail holds a 5’-long halberd.The
pinto moil suit is supported by an inter¬
nal win- framework.

lour hum nos are sealed al a round
table, debating what course of action to
take against ths elemental. The elderly
man in yellow garb ill Darrin lAC 9;
MV B" ; MU9; hp 2S; /AT 1; Ung by
spell or weapon type; AL N). His assist¬
ant. u beautiful woman named Ahoya
(AC 10; MV 12-; MU4; hp 12; /AT 1;
Dmg by spell or weapon type; I 16, Ch
18; AL LN; dagger), is seated to his
right- Vonrall lAC 5; MV fr ; C6; hp 35;
tl AT 1 ; Dmg by weapon type; AL LN;
mace, chain mail! is the in 1 1 man in
religious garb. Guarding the door with
u loaded heavy crossbow is the dock
warden, Medhal ( AC 5; MV 9"; F4; hp
27; /AT l ; Dmg by weapon type; AL LN;
chain mail, nvssbow, axel.

They know the elemental is free and
dangerous, but they have no magical
weapons with which to fight il Darrin
has memorized the fallowing apalls:
u/Thrt normal fires, etilarge, shield, knoif

alignment, scare,material, plant
growth. and stoneaitn. Ahoya can re¬
member grease, levitate, nod protection
from coil VooralL Iha complex's Only
cleric 'a servant of Priinua — Monster
Manual II, page 9D, has bless, curelight

UMrunrfa, aaneluarr, hold per-tati. and
dispel magic.

If anyone enters the rmim, Medhal
shouts "Halt!” and aims hut crossbow
dirrctly at the uimidero if they proceed
farIhor without permission. Darrin casts
Aflpm olignmenf and trios to parley with
any good or neutral parties, if they are
given no alternative, they fight to the
death. Otherwise, they try to talk the
PCs into looking for Jcbntmn (n»m 841.
These four will not accompany the PCs,
however, as they fear far their safety.

76, Storage ftnom.[no illumination]
This chamber contains lab equipment,
chairA, two tables, tools far miuntenance
and othor odds and endB. Nothing in the
runni is useful to the party unless the
DM desires.

77, Great Hall, [four torches, 15'
ctri! ingl This huge chamber is decorated
in a grand, ornate style. The fluor is of
polished marble, and lavish tnpestriee
hang against the walls, Four more tap¬
estries lie on the Hoar, and one of them
is torn (the work of the nir elemental},
In each of the room*E five alcoves stands
a suit of plate armor with n broad sword
clenched In its gauntleted hands. Two of
the soils have been knot'kud to the floor.

The suits of plate armor are strictly
ornamenLEiL though an enterprising
adventurer may try to wear one of
them. In actual combat, I hoy protect as
AC 3. Any PC wearing one of these
suit* who Is hit by a roll of IB or 20
rriust save vs. crushing blow at —2 or
the armor falls apart.

A -vcrei dwr is hidden behind the
upright suit in the alcove at the far end I
of i In- room. The portal is activated by
press i ng a floor knob located next to the
mail's lofr foot. A knob in the mime place
on thi- other side of the dror can also
open it. Casual inspection of I he armor
gives n 10# chance of noticing the knob-

The stairs in the north wall of the
room lead to the lounge iroom 31ion the
level above. A blood and nah smear
.’ilnin't Lhe marble floor iu front of the
HOUth Axit.

7W> Howard’s Private Lnbjno illu-
m motion] The door to thi* room has
been tfiiard locked at the ISth leveh
Though it is unlikely that FCs will be
able to enter this ™m. detHii.H are
given in c&se they do

This chamber fa a jumble of niche mi-
enl ntid magical equipment. Four tahlefl
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door to this room is wide open. The five
bunka, twp table*, and seven chairs
inside are in n st-ute of disarray. The
bodies of two hutnaiui clad in scale ar¬
mor lie near tin overturned table. A
search of the room reveals 47 ap, 19 gp,
a long swiird, four hand axes, and a
dagger,

83, Quarter*, mo illumination]This
room housed four wgea. While it is
furnished with the usual beds, table,
and chain, it also contains a long,
heavy trunk and two empty lanterns
suspended from the ceiling by brass
chains. A complex diagram depicting
the relationship of the Inner Planes to
each other ha* been chalked onto the
north wall A dead human In robes lies
slumped over the trunk,

Tiie trunk contains clothes, material
spell component* (for first-level spells
only), and a sack. In the sack are 16
ttgentyeu 10 kp each), 75 gp, and a
burned-cut wand. The trunk's faba back
copceah four identical spell books and a
book of cantrips. Each spelt book con¬
tain five random first-level magic-user
spells, and the flAh book contains six
random cantrips.

Find three benches are covered with
alembics, flaska, bottles, chemicals, and
all sort* of tools, A locked cheat hidden
under one of the tables ut trapped with a
poisoned nvcdk-. Il contains nine po-
tions: thri-e of healing, two of mammal
aMirot, two of water breathing, one of
chmrnHiJfmn. and one c'/uir of health.

A locked Well cabinet contains a set of
crystal flasku (total value 200 gp), two
silver stirring rods 1 20 gp), four vials of
magical scroll ink (400 gp), and a small
wooden box. The box is locked, and
contains Iwa jar* of NWxur's
pigments and B brush. If the lock of the
box is picked, two poisanoua darts shoot
out when it is first opened.

With diligent Htiirching (one full
turn i, the jumble of equipment may
yield 1-3 set.* of spell co mponents fer
any first- or second-level magic-user
spell- Hinward will be twy upset if any¬
thing I* taken from his lab!

”9, Preparation Chamber {one
magical torch] The walls of this round
chamber are stained a dull black and
covered with many cabalistic symbols.
The symbols do not detect as magic. An
intricately curved clothes rack bears

three black rolies with gold trim. Four
silver elnfs decorate the right shoulder
of each robe. On the flour next toihe
rack is n wooden box. It contains 13
tallow candles plus many colored chalk
sticks and four small packets of herbs.

The magical torch will nol go out un¬
less a dispel magic is cast upon it.This
merely snuff* out the torch for 3-18
rounds.

60. Summoning Chamber,[five
candles! A lO'-wide pentagram and
thaumnturgn- triangle are the dominant
features of thiH chamber. Stationed at
each poin! of the star is a magical, ever¬
burning candle. A gold censer (value

500 gp) filled with chaimal rests in the
pentagram's center

A ?mall wooden podium with a thick
book upon it to pushed against the
southern wall 6' to the west of the door.
The book is bhnk except for three
Bpeilkt blind, dismissal, and tia/or It has
an aura upon it (hut allows Hirward to
track it down if it is stolen, HirWard
used (his chamber la summon various
extrnplanar treattires.

BL Qunrtura. Ina illumination] The

SIL Quarters. Ino illumination] The
door to this chamber has been ripped off
its hinge-: Inside the room are three
overturned bunks, four broken chairs, a
table, and o footlockcr. A dead human
in yellow robe* lies under the cable, and
the body <if u fighter with a born broad
sword lies in a heap in the northeast
corner of the room. A broken lantern
lies beside him.

Tlie only item of interest in this roont
is ihe fuotl-irker It contains three
pouches with 15 up and 16 gp in each,
clothing, and a brace of very sharp
knives. Th&ro in u 10% chance of en-
countering the elemental in this room.
Or, if the Pt T have not yet encountered
the elemental, and the DM fee!5 the
pace of the adventure will be better
served, it will ta* encountered in this
room.

84. Kurtit I ranks Throne Room,
{four braziers, cnnrjauof light spell from
throne. 14‘ coiling) This dim room is
painted with firescoeB of exaggeratedly
targe armored and armed kobolds. Four
copper breriers cast on unsteady light
in the room 1he door opening out into
the hall is locked and. shows signs of
being battered Only 20 hp damage
from a blunt or chopping weapon are
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necessary to break down the door.
The dominant feature of the room is a

huge throne made of gold and studded
with hundreds of gems. It glows with its
own reddish light. One round after
someone opens the door into this room,
a 7'-tali kobdd covered with steely
scales a p pears on the throne. It clutches
h spear and appears tn have a nasty
stinger at the end of its tail- In reality,
this is a very complex illusion.The
throne is really just carved stone inlaid
with numt-roun cheap ( 1 gp! gems. The
reddish glow from the thrtMiu is a vari¬
ant continual light spell, and “Ktir-
tulmak" is just an advanced illusion.

Hiding behind the thrum- r and control¬
ling the illusion1 is HirwardV most
powerful LiBSoeiate, Jehannu Fuel 'AC
3; MV 12" ; Ill; hp 31; *AT 1; Ding by
.spell or weapon type; J 17, I) 17; AL LN;
daggeri. Sho wears a pendant of invisi¬
bility las pel' the ring' and bracers of
defense I AC fik and carries a dagger * 1.
She has the following spriLi left: chro¬
matic orb, phantasmal force, color spray,
ventriloquism, alter self, hypnotic pat-
fern, fear, wraith farm, emotion, phantas¬
mal killer and demi-shndoM' monsters.

When intruders first enter the room,
Johanna mses her ventriloquism spell to
have "Kurtulmak" damn nd the PCs’
reason for visiting (in the kohold lan¬
guage, uf course), If answered in the
common tongue, Johanna switches to
lbal language. "Kurtulmak" insists
that the PCs leave and la extremely
arrogant. If the PCsSpeak of needing
Johanna’s aid or inquire about her,
“Kurlulmak" demands to know why
they ask. Johanna reveals herself if a
good answer is given. If, however, the
party is accompanied by a spell-caster
from the complex, she recognizes the
mage’s voice and does not go through
her routine with "Kurlulniuk"

If the parly makes hostile gestures or
advances, the illusion of Kurlulmak
jumps off the throne and threatens the
party with a painful death. The illusion
runs behind the throne if the party
continues to advance. Jehanna then
casts citer seif and changen her appear¬
ance to that of Kurtulnmk. She casts
phantasmal killer at the closest enemy,
followed by either color spray or chro¬
matic orb. If the odds are bad, she turns
invisible or Coats wraith form. and flees
to her bedroom through the secret door
behind the I hrone.

Jehanna can be a good Source of aid if
befriended. She can direct PCs to any

CHAMBER OF LIGHT
Room 91

location in the complex and may give
the PCs a potion or two if asked. She
oaks the PCs to tell nil resjdenis of the
complex to gather in the Great Library
< room 741 She advises the party ta try
1.0 parley with the elemental or. if that
fails, tn attack it with magical weapons.
If the FCs ask Jebanno to accompany
them, she politely refuses, stating that
she must get to the Great Library.
harma might also suggest to PCs that
Hirword hue something of iw in his
quartern — hut they had hatter put back
whatever they take! Jehanna follows
the PCs invisibly to keep them honest if
she disckiscs this bit of informat ion-

85. Jehonna'a Bedroom, lone lamp]
Tins room is locked from the corridor
side. It can also be entered through the
secret door behind “Kunulmaks”
throne in room 84.

A lavish lbnrposter bed fills the.
northwest corner of the room. Jehan mi's
five spell bocks ore strapped to the
underside of the bed, camouflaged to
look like wood. They will not be noticed
unless the PCs look under the bed ton.
fully or turn it over. Each book contains

eight spells of each level from first
through fifth.

Next to the bed is a writing desk and
q shelf. A 12' * 10’ rug covers the mid¬
dle of the floor, A gold ami nilver-
trimmed mirror (400 gp) hangs next to
the corridor door, and robes hang nn the
wall ta either aide of the secret door.

The writing desk is locked, and Je-
harma has the only key. The desk con¬
tains 20 sh-i't? of vellum, ink pots, and
a scroll cuotninlng spoils of mtsdirec
lion, phantasmal force, and phantom
armor at the 11th level of magic use. A
cache of HO pp and eight alexandrites
1 100 gp each) is hidden liehind the false
hack of the desk. The shelf holds 20
detailed day figurines of koboide, orcs,
ogres, giants, and a yuan-ti, The figures
have a value of 1-10 gp each and are
used to focus concentration when cast¬
ing pAunlaxmql force spalls

A trapdoor concealed under the rug
opens into a shallow niche. The trap¬
door is locked, and the key is in the
pocket nf one of the robes. The niche
contains four sacks of 250 gp and four
potions: two of healing, one of Auman
control, and one of (wiftifir'n.
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CHAMBER OF DEATH
Room 92

— a ccndJ containing push and write
spalls (9th level of ability )i and.— a silver dagger 150 gp).

91. Chamber of Light, [four light
beams] This octagonal chamber is de¬
void of hII furniture. Four beams of
light, tach aa thick as a man's wrist,
stretch from fluor to ceiling and mark
the corners of a 10’ square at the center
of the mom. These beams continually
change colors, going through all the
hues of the spectrum each round.

In tocli of the room's two entryways,
an invisible electrical field shacks any¬
one contacting it for I-10 hp of electrical
damage and throws the injured being 5'
back into l he room.

This rami is a magical trap designed
by Hirward. The electrical fields are not
active until someone enters the room.
They then activate, trapping the unsus¬
pecting victims inside the room. Once
activated, the fields cannot be physi¬
cally paused through from either
direction.

The only way to deactivate the two
force field* is to touch the light beams
when they arc blue, The force fields
become dormant one round after all four
beams have been touched in this
manner.

&i. Storeroom too illumination] This
room contains maintenance tools and
equipment of no real use to the PCs. Six
giant rale (AC 7; MV 12' S' I; HD
hp 3 each; f AT 1; Ding l-S, SA 6%
chance of dbeAM; AL N) have recently
mmed into this room. They scurry to
attack anyone who pokes around in
their lair.

87. Quartoru. lone torch] The door to
this raun hns been barricaded from the
inside With two bunks and a chair. Hid¬
ing In here are two apprentice mages
( AC 10; MV 12"; MUD; hp 3 each; if AT
1; Dmg by weapon type; dagger1 and a
Isblevel prestidigitator (AC 10; MV
12' ; MUI; hp 3; IAT 1; Drug by weapon
type; AL LN; dagger!. They have no
spells or cantrip* left and won't remove
the barricade unless the PCs are con¬
vincingly friendly. The rest of the room
contains six bunks, two tong tables, and
eight choirs. Each magician has 2dlQ sp
and ld6 gp as well as two daggers.

88. Guardroom, Ino illumination]
The door to thia room is off its hinges
and lying on the floor. The room's fur¬
nishings — a table, a desk, and three

chairs — are now reduced to kindling.
There is no one in the r oom. The stairs

t the end of the ha Liu. ay lead up to the
access chamber iroota 52*

89, Cleric's Quarters, [one brazier]
This rootn in the quarters of Vbnrall, the
complex 's only cleric Vrmrall is a wor¬
shiper of Primus, us noted in the de¬
scription far room 75 Aside from a
normal bad, dresser, and desk, the room
conuitie nothing of real interest. A look
through th* desk reveal* two holy sym¬
bols of Iran and 50 gp in mixed coinage.

90. Training Cham ben [no iliumi na¬
tion] This room is used for the training
of apprentice mages :ind alchemists.
Various texts, uquipment. and tools are
piled on eight 1ables about the room. A
small sitrine in one corner is dedicated
to a deily of nuigic.

Characters who -earch through the
equipment have an 85% chance to dis¬
cover one of the following items each
turn;
- a scroll containing a read magic spell;— a book can mining six useful cantrips;— a brig containing 13 gp;
- a crystal ewer ( 100 gp);

93, Chamber of DenthJno illumina¬
tion I This octogtutnl room is a complex
mechanical trap set by Hirward to deter
intruders from reaching his personal
abode. A cautious person can get
through Safely, but foolhardy adventur¬
ers are in for a lot of trouble.

Four of the chamber’s walls (A, B, C,
and D> are decorated with bas-reliefs of
leering faces with open mouths. Each
face is really o re!ouding,.dart thrower
that. spews forth two steel darts when¬
ever someone steps on a flagstone keyed
to that wall. For example, if someone
steps on u tile marked A, darts are shot
out of tha bas-relief on wail A. Stepping
on a 11to marked AC triggers four dart
attacks, I wn each from walls A and C.

Each dart causes 1-3 hp damage and
hits its target on a roil of 12 or belter. A
save vs. poison must be made by a vic-
lim of a dart hit or that individual takes
5-20 hp poison damage.

93, Checkerboard Room. [no illumi-
nation] An unlit lantern hangs on the
west wull Hint north of the entrance to
the stairs coming up from the storeroom
irooni 54J, Turning a knob on thelanter
causes it to give oil light bright
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naugh to lifjht the entire room. The
intern bums Tor four hours botore it
mist be refilled with nil.

rti is room in aunthcr deterrent to foil
and keep people out of

1 Inward’s privhi C area. The fimr is di-
ided into 25 squares — 13 red and 12

yellow — in a checkerboard pattern. The
yellow squares are perfectly soft io walk
upon, but the rod ones are nut. Stepping
m a red square causes it to magically
,i U1 up in one segment- doing 1-6 bp

1 ullage to the unlucky person.
Tho secret door in the east wall is

iponed by slid।nr. n portion of 1 1 n wall
to the left.

HI. Hirward's Sanctum, ifatir contin-
. .if light lantemsi] The private quarters

Hinvard are divided into two sections
oy n beautiful block velvet mill lain that

I retches from 11nor to calling and 30'
from wall to wall. Ito possible। tail
alue is an incredible 6,ODO gp, but it

tin* an encumbrance value of 3,000 gp.
fhe roam to the West of the curtain is
i rd mostly for storage, while the east¬

ern section is Hirward's living quarters.
Spread about the western rotnn are

everal large si one sculptures from 5’ to
7 tail, six iron chests full of robes and
other magic-user garb, two rolled-up
tapestries iSfBJ gp each), and four divans
made of ashwmd.

The eastern room has an oriental
Four br:ii- 'asiterns hanging from

bronze chains id it'd light upon the cham-
ber, A maplewood table sits upon a
,-Jnnl I, silk rug in the southwest coraw
of the chamber. Instead of a bed. six
huge, overstuffed red pillows are piled
near the middk- of the east wait. Next to
i he pillows is a brass stand in the shape
of a dragon and n beautiful hookah of
hdnss and gold. A locked cabinet hangs
on the east wull, and a writing desk and
i^'u benches are placed against the

wall. Two jade coffers and a
wicker basket sit next la the Secret door,
to room 93. The floor in the center of the
room hears several magical inscriptions.

The silk rug and maple table arc
worth -150 gp 11nd 200 gp. They weigh
20 lbs. and 25 Um The pillows are very
c-jRihcTsome but the set could fetch 400
gp from the right buyer. The cabinet’s
lock is trapped wit h a pair of poison
needles (eave vs. poison or take 3-30 hp
damage) that go off if the luck is picked,
The cabinet seems to con tain just crys-
i ;il flasks and beakers (total value 300
gpk but there u a thin secret compart-

CHECKERBOARD ROOM
Room 93

ment on its left side that cun La inn po-
I ions of Aefvusm. /Tre resistoerr. .md hill
giant strength, a philtre af persuasive
nor, and fl scroll ofpnrtecftoa npainst
ruinmagical to’upons.

The writing desk is unlocked and
contains 0 gp Lind some papers on the
upkeep of the complex. A secret com-
pnrtment in the desk contains n slip of
paper with the word “Meienkuron" and
u locked wocd^h coffer. If the coffer is
not opened with its key, I which Hirward
has in his halt pouch), poison gas forms
in a cloud nbtiuL the head of the person
opening it. The gas kills anyone that
breathes it unless a save vs. pejnon is
made. Ln the hm is a tiny, intricately
carved chest that is port of a Livimund's
sucrat chest spell. Speaking the word
“Melenkuran" causes a larger version
uf the chest to be summoned The sum-
tocned chest rental ns S.000 gp, two
l.OUO-gp opals, a scroll of proTrcnon i‘t

rMitfc, and all of Hirward’s sprll books
(levels 1-7, DM* choke of apdla).

The hookah is worth 900 gp, but
weighs 30 lbs u nd is very frag11c Any-
one taking a puff from it must save vs.
poison at -4. Those that fail act as if

drugged t -2 Lu hit and half-speed muve-
r nr nt।for 3- li fl 1 urns, while successful
saves add a poi nt to that person's dex¬
terity for the amount of time. The
coffers are worth 250 gp each, and one
t rm tat ns a M/e +2 and a luckstane.
The other holds a In adatom.-.

The wicker basket contains 150 pp
and a roontf of uronder (41 charges).
Guarding them, however, is an iron
cobra 'AC Qi MV 12"; HD 1; hp 8; #AT
I; Dmg 1-3; SA poison; SD not affected
by mind spell-tor atebs, non magical
weapons du half damage; AL Nl with a
potent and dmnlly bite (save vh poison
or die; 2-12 hp damage with a successful
save), h attacks when the lid of the
basket is opened, gaining surprise t +2
tn bitt on a roll of 1-4.

95. Rod Houin lenu/intraf pillar!
This huge chamber is completely un-
adumod. The foiling is domed, rising to
12' in the eenter imd sloping down to 6'
tit the edges of thu room. In the center of
the chamber is n 3r-high pillar of marble
with u double I [ curved into it. Atop the
pillar sits a vrlwt pillow supporting a
beautiful rod.
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This is h rod of cancellation, one of
Hirward's most prized possessions. Ft
has had an antipathy spell cast upon it
to prevent theft. Surrounding the top of
the pillar is a hemispherical wall of
farce. There are three knobs set into the
back of the pillar. Pressing knob 1, or
the successful casting of a dispel magic
{vs. 15th-levei magics, brings (.heu?tz^
down. Pressing knob 2 reactivates the
wall, while pressing knob 3 inflicts1*6
hp of electrical damage

All three knobs must be pressed after
the wall of force is deactivated, or the
pillar glows and explodes 2-5 rounds
later. Everyone within 30' of the pillar
takes 2-24 hp damage from the flying
debris (no save).

Concluding the Adventure
There are three ways the player charac¬
ters can complete the taek Hirward has
assigned. The first way is to defeat the
elemental in combat, which will be very
costly unless the party has a good plan.
The second way is to use the rod of
cancellation (room 95}or other methods
to destroy the magical censer (room 64)
responsible for summoning the elemen¬
tal. The nullification of the object that
brought the air elemental to the Prime
Material Plane transports it hack to its
home cm the Elemental Plano of Air.

A third way of fulfilling this mission
is to parley with the elemental and offer
it assistance. The elemental really does
not want to be in Hirward’s complex, as
the low corridors hamper its powers.
Once friendly contact with the intelli¬
gent elemental is established, the air
elemental does all that it can to return
home. Players can help the elemental
along by using the rod of cancellation as
described above, casting the dismissal
spell from Hirward's spell book (room
801 upon the creature, or by their own
method (possibly dispel evil or similar
spell, as (.he censer’s purpose in bring¬
ing the elemental was evil, though not
necessarily directed at Hirward J.

If Hirward was suspicious enough to
follow the adventurers, he checks care¬
fully to see if they have removed any¬
thing from his complex. When the PCs
come to him for payment, Hirward sug¬
gests to them that they turn over any
items taken from his home, or he deducts
fl portion of their reward. If they have
stolen too much, he refuses to pay the
party at all (at the DM’s discretion).

if the player characters have stolen

any magical or extremely valuable
good^ Hirward may threaten to kill
them — or inflict some even more grue¬
some punishment. He may also charge
them for any pur poseful damage to his
labs. The PCs should beware Hirward's
wrath if they have killed any of his
faithful sevants.

Characters that raid Hirward’s home
and flee the area are in trouble, for
Hirward gathers his retainers and
tracks down the renegades. It takes
Hirward 1-3 days to prepare for the
chase. Each day thereafter, there is a

10% cumulative chance of Hirward
catching up to the party. Hirward
demands his treasures back before
attacking. If he is refused, he uses all of
bis power to destroy the player charac¬
ters . . . (and there is nothing angrier
than a wizard who has been cheated!)

If the party successfully rids the com¬
plex of I he elemental without angering
Hirward, he is extremely pleased. He
pays the player characters and holds a
lavish feast in their honor. The FCs
have made a powerful friend, and this
alliance can lead to more adventures!

HIRWARD’S AIR ELEMENTAL

ARMOR CLASS:2
MOVE: OS"
HIT DICE: 16
HIT POINTS: 92
NO. OF ATTACKS; I
DAMAGE/ATTACK: 5-30
SPECIAL ATTACKS; Whirlwind,
wind blast
SPECIAL DEFENSES: +2 weapon

required io hit
INTELLIGENCE: Very
ALIGNMENT Neutral
SIZE; L
LEVEL/XP VALUE; 1X19,240 XP (if

slai/d or 4,620 XP (if otherwise
removed)

The air elemental is very angry at
being summoned and confined in
such a small place, but it is not total¬
ly berserk. It is intelligent and will
speak if spoken to or if reduced to
less than 40 hp. The air elemental

knows the common tongue as well as
its own language.

Like other air elementais, this one
can form in one turn a whirlwind
that last but one melee round. This
exceptional whirlwind cun kill all
creatures under 4 HD, and it does 3-
18 hp damage to a 1 1 others it catches.
The whirlwind formed is 20' across
the base, 60' across the top, and is
160' high. However, the whirlwind
cannot be formed within Hirward’s
Complex. If in combat in the air, this
elemental gets a +1 to hit and +2
hp to each die of damage caused.
Once each turn, this exceptionally
powerful elemental can fire a blast of
wind which acts as a push spell from
a 16th-level magic-user and does 2-12
hp damage. The elemental's primary
goal is to return to its home plane,
but it is very frustrated and does not
care about the property damage or
injury it inflicts.
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