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Another Year, Another 287,953 Words 

Welco= to the rll"•t is9ue or DUNGEON Adv<>ntureg'" sec­
ond year of publication. We're very exci!OO J>eeau.•e thi.• i$ th.e 
first issue that will be on sale at hobby shops and bookstores, 
rii;ht next ti) DRAGON<> Mai;a?.ino. A limit.Ad quantit;y of 
back issue• from our first year are still available. See page 64 
for ordering Information. 

Don't forget to check your mailing wrapper (the one you 
just threw away) to see when your subscription expires. If 
you •ve been \Yi th us $ince iMsues 2 or 3, it~ t.itp~ t.o r~ne:w 
youc HuWcripkiun. 

We're tth;o olrtoring our suli,,.;1·iber.;; au Gpportwiity w 
receive two free issues.of DUNGEON Aventures for each 
friend they recruit as a subscriber. See the special card in thio 
issue for details, but rememb¢r that this offer is only good 
until December 31, 1987. A subscription to DUNGEON 
Adventures makes an excellent holiday gift;, and you'll 
receive your '1Wt1 gift of Q two-issue cxt<lnsion to your sub­
scription for co.ch person you sign up. If you m:c· not a cWTCnt 
subscrib<:r (or if you need to renew), you can still U.kc ndvnn 
tage of this offer by sending your own su}>$¢:1'iption 01·der 
a.long,vith those of your recruits (but you may not, how0Yer, 
r<>eruit yowsell). 

We'd also like to issuo a plea for mo»G letters frotn r eaders. 
TM only way that we know we're giving you what yo11 want 
(or don't wont) is if you let us know. Write and tell us what 
you'd like to see in future iss11es and what riirec.>t.ions we 
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MAP SYMBOLS 
These, symbols are used on most 
map~ in Dl INGFON' Adventures 
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§ OOUSLEOOOR 
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~ FALSEOOOR 

~ LOC~EDOOOR 
c::::J ARCHWAY 

B CONCEALED Doon 
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B PORTCULLIS OR BARS 

EB ONE WAY SECRET OOOR 

8 WINDOW 

B ARROW SLIT 

~ FIREPLACE 

00 COVERED PIT 

00 OPEN PIT 

ill] FOUNTAIN 

[iil] SPIRAL STAIRS 

l.!JIDr~ STAIRS 

[ [£] I TRAP DOOR IN CEILING 

[fil] TRAP DOOR IN FLOOR 

I [II I SECRET TR/\P DOOR 
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LETTERS 
Dear editor: 

I read through the first two issues of 
DUNGEON" Adventures and was 
a1naie<l. Tlu~ u1ollule,::; \Ver~ intecesting 
and ~mooth. flow·ing. T a1n u tll\·tuffau 
and could not resist introducing the 
intrigue of "In the Dvfarven King's 
Court" into my campaign. I thought tho 
art 'vas great and the characters we:re 
well thought out. 

Ho-wever, I do think aornc improve­
ments in DUNGEON Advcuturco 
should b<. m9.de. Fir$t, the mnsazinc 
should be available in stores and not 
through 9ubscription only. l do not like 
$ubscripttons becau~ the maga:dnet 
often get damaged. Some small te.ars in 
the CcOVer greatly devah1e the magazine 
and m•ko it. '""' •pp••ling w eollectors. 

Also, I think It is reasonahl• t.o nsk 
you to publish modules from other TSR 
products. Personally, I would like to see 
STAR FRONTIERS" and BOOT HILL"' 
ga111e 111odul~s iu t.hC::? pag~~ of 
DUNGEON A<lveuJw·es. IL would not 
have to be a lot; maybe just one module 
a month. Throw it out to the readers 
and aee if more people want this or not. 

Finally, I would like to see more $hOrt 
modules. They are ea,sy to read and can 
he plnycd in one night of gnming. 

Gucl'!'ino Suffi 
Addison, Illinois 

A• of lhis issu•, DUNGEON Adven­
tures should be available- in book slor'ls 
c>.nd hobby sh1Jps. The>se of you 

u1hn TP.t!P.iT~P. it by StlhStr;pfi.on may haue 
noticed it i.<: ,-.:;P.J:t~rnl u:P.P.k.~ 1u1rl.y. \VP.'rll 
now 011 schedule lO mail out your oop;,. 
so that you receive them at the beginning 
CJf the first issue month. You should be 
receiuing ihis September/October issue 
(.,, late Au~u6i~ 

Most of the 1nail we1vt: been getting Jius 
been in suppo)'l of 1fAuin,tuiniuJl 
DUNGEON Aduentures' policy of pub­
lishing only D&D' ""dAD&D* game 
modulea. We haven't pla,;med a"y 
change$ I{> thiu policy. 

We like to publi.~h a uari,ety of lengths of 
modtdM$ in each issu.e. Istue HS had 6qvcn 
mo.du.let; rssue 16 had sir. Our goal~ to 
1u1.blish. W.10 fairly short modul~$, s<:veral 
medium-length ones, and one larger 
feraurP. mndu.!P t n1;h issu'!. t)f these, tve 
try for a.t lea.c;tnn.P. D&n f1/fJJP.ntu.re o.nd 
one "special>;>: an Orienta] AdvP.nturP. or 
one set in the DRAGONLANCE?, 
BLACKMOOR~. FORGOTTEN 
REALMS", ur the WORLD OF 
GREl71AWK"' $eUi11gs. or L'UUrse, we 
can only publi$h whut is stt&mitw& At 
the m<mwnt, we have pl1'1<~Y of AD&D 
adventurv~ of all types and levels, but 
only a. few D&D and Oriental Adven­
t.urea modules on ha.ltd, ci11cl noHe ~et in 
the other WQr/d;; mentioned. If you're 
intcrc•ted in designing a mcdule for 
publiootum, send a stamped, S<!lf­
addreesed envak>pc to: Mcd1'lc Guide. 
liMs, DUNGEON Ad~ .. nturc<, P.O. Box 
110, Luke Ue!UJva WI 53147. 

(continued on pago 7) 
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NIGHTSHADE 
BY NIGEL 0. FINDlEY 

It's a wizard's 
privilege - and 
curse - to change 
his mind. 

AMWOrll l)y VO~rie VOIUsek 
Cortogrophy by Oiclcl 

Nigel Findley's fi,rst moduli/. "Caumor:· 
appoored in DUNGEON" Adventures 
12. A world lrauekr before the 111• of 10, 
Nigel Ji,,,, liued in •udi diue-.• pla<'ll• Oii 
Venezuela. Fran,-,,, Nifleria. and 1b...­
Reluctant to spend his do.ys irradiatilll! 
friiit flies1 M obo11do11ed a corttt io 
genclic.s l'O b.<come a writer. llm'U be 
$uing ~of hi$ work in. futun ilauta. 

Nigh"1hcr&e ia an AD&D" game eceoario 
for 1-4 cluiroctero of lal lO Srd level. 
Characters need not be well equipped; 
in fact, this scenario ia probably more 
enjoyable if tho PCs are new lO town, 
poor, and ill-<1quipped. Thi• adventure ia 
designed to be sprung on Pea any lime 
they are in a city and nothing else is 
happening. 

Adventure Background 

Whit• WAndAring t.hA oil.y •l.rMt• l•te 
one afternoon, the PC• !\J'(l approached 
by a foppish man with smooth, courtly 
manners. 

The man is Oliss Sandhillow. a self· 
desmbed "noble of some little stand· 
ing" who wi•h•• to hire th~ PC•' 
•ervice~ for a triflinir errand. It ~eems 
that Olias has commissioned the wizard 
Nild1v.hade tu coucl)Cl a ~otiu11 - "I 
should isay a medicine, actually .•• fo1· a 
lady" - and it should now be ready. 
Claiming other engagements, Olia& 
requests the PCs to pick up the medi· 
cine for him. Would 60 gp - 20 now, the 
balane<> on ddivtry - be eufficient? 

Although this is obviously a lot of 
money for o oimplc errand, Oline will 
not elaborate no malt.er how hard ho is 
pressed, eayiog eimply that he is willing 
to pay for promptness and efficiency. If 
the Pet ~pt hit offer, he counts out 
20 gp from hi< pun;e and lrutruc:t.a the 
PCs to meet him at a nearby tavern, 
with the merchandise, 10 three houn1. 
liP. Al<n tells Lhem wM~ N tght.<:h•M'9 
plaa! nf husiru!l'J! is lnc..ted: " AeMAA 
rown, just off Silver Square nppMll.f! 
Cheap SLreet.. You can't miss tt:' 

For the Dungeon Master 

Olias Sandhilluw hll• oo~lectod to tell 
the PCs certain things about the "tri· 
fling errand!' The fact. are that Oliaa 
Sandhillow io o W<>manizcr of eomc 
note, belonging to tho "love them and 
leave them" school. His latest conquest 
is Jes&u, the young fond very no.ivo) 
daughter of n highly-plo.ccd govornmont 
miniatcr. Uno.wore of how :Juch go.moo 
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NIGHTSHADE 

are played. Jessa honestly believes that 
Oliw;'i; alLentiuu• meau tln•t he truly 
lo,e& her, and &he wishe& to declare 
their love publicly. 

'l'his is the last thing Olias wants, for 
several reason$. For one t.hin·g, such a 
declaration might lead to marriage 
vo\vs,.'Yhich Olias has spent his 'vhole 
life sidestepping. More important is the 
foot that Jessa is the daughter of" ~ory 
overprotective fo.thcr \\•ho nlso happens 
to wield much power, political and .oth­
erwise. Should he find out that Olias 
has despoiled his dstUghter, he would 
probobly react by making life very 
ditlicult tGr Olias. Even \verse, it's not 
unlikely that he would discreetly con­
tact the Assassins GuHd. 

Olis:u.; h::ls ~rsnA<IP.<l .TP.9..C:A fl) k~P.Jl 
''t.hP.ir'" sP.crf!t fnr the momnnt, but reaJ. 
izes be doesn't have long until word 
reaches her father . .. and the sLreets. 
Rather than have Jessa killed (the obvi­
ous. though cold-blooded, way out), 
Olia;i has turned lo a powerful wizard -
Night>lmtle - to cuucocl a 11ulion of 
untnesia to nlake Jessa fol'get all about 
him and tbeir relationship. It is t.his 
potion, a powerful extract of obliviax 
(memory moss), that Olias has hired the 
PCs to retrieve. 

Olia• hired out<iiders to make tho 
pick-up for two reMons. The firet is that 
he does not want tll meet with Night 
shade again (for reason& that will 
b<>Come apparent). Ths second ia that he 
expects someono t-0 try tll stop the deliv­
ery. Evon a noble of Httlo standing has 
enemies; someho.;v, Olias's have round 
out about Jessa and would love to see 
the word get out. They themselves must 
avoid being implic8t.ed in any W8y, so 
ri:tt.hP.r th~n i:;;prP.ading thP. nP.v.·~ perf\on­
ally, thp,y have decided to simply let 
Jessa do the telling. which involves 
preventing Olias from silencing her. 
They know about the commission with 
Nightshade but ..t.o 11refer not lo tle..t 
dir«<:tly with the wizard. Rather, all 
they have to do is stop the delivery of 
Nightshade's potion. 'Th take charge of 
thio duty, they have hired an rus:sasoin, 
Sequius, and a fighter, Melor. 

Note to the DM: Details about Olias's 
position and about his enemies have 
bocn loft vague to oaa<> integration of 
this seonnrio into o.ny cnmpo.ign. 

Although deceptively mild-looking (to 
the point of seeming a wimp), Se;iuius 
the halt~elf is a con1petent assassin, 
hired to do a job - in this case to stop 
the potion from reaching Ulias. He will 
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do it to the best of his ability but has no 
lu,v•lty w hi• on1vlu.ver&. If a fight f(O<:S 
against him, he will not fight to the 
death but will run or su1nnder. Ile wao 
hired through intermediaries, so he 
doesn't know the real identities of his 
employers. 

Mclor is u hurd, brutal-looking hum.an 
who dresses in black. Like Sequius, he 
wo.D nl:;o hired through intermediaries. 
Unlike Sequiue, Melor doesn't hsve the 
wisdom to quit a losing battle. As" 
result, he is 75% likely to fight t" the 
death. 
Olia.~ Sandhillo\v: AC 10; .i\1V l~"; 

F4lI'2; hp 25; //AT l; Dmg by weapon 
type; S 12, I 13, W 10, D 13, C 12, Ch 
15; AL GN; PP 35%, QI, 29%, Fl' 25%, 
MR 21 %, HR I~%. HN to%, OW fin%; 
long •'Word, dagger in boot, gold chain 
(500 gp), gold ring (200 gp), 2 pp, 10 sp, 
75 gp. 

Sequius: AC 6; MV 12'; A4; hp 20; 
IKr l; Dmg by weapon type; 812, I 13, 
W 11, D 15, C 12, Ch 16; AL NE; PP 
$:;%, OL 29%, FT 25%. MS 21 %, HS 
15%, HN 10%, CW 80%; scale mail, 
hand axe, lightcro:ISbow, 12 quarrel$, 
six darts, 125 gp, 5 cp. 

Melor: AC 3; .MV 9"; F3; hp 22; #Kr 
l; Dmg by weapon type; S 16, I 12, W 6, 
D 12, C 14, Ch 13; AL N; splint mllil, 
shield, broad sword, two daggers, 166 
gp, 25sp. 

Crossing !he City 

The location gi.ven for Nightshade's 
establishment is a good hour away at a 
brisk walk, giving time for six encount­
er roll$ on the "Cityflb,vn. Eneot111t~~ 
Matri~" on page 191 of the Dungeon 
Mrt::-.tP.r!\ Qu.ide. lr..ar.h t.u:rn, roll an Arlrli­
tional ld!O. A 1 lndicatM that some 
member of the parti' has noticed a sus· 
p!clous character - namely, a shitty, 
sniveling (lllome by the name of Tris 
(AC8;MV 12";Fl;hp4; HAT 1; Dmg by 
wea11u11 type; S 11, I 9, W 8, D 11, C 14, 
Ch 8; :;hurl ~Y\·011.l, l~uLht:r ttru1or), \vho 
"'""hired by Sequius to follow the PCs 
but not to confront them. If he notices 
that he ha& been epotted (85% chance), 
Tl-is tries tll escape and hide. If he is 
caught and questioned, all he can oay is 
that he was hired t-O watch the PCs; he 
doesn't know by whom or why. 'l\-io 
fight<> only to save hio own life. 

When the PC.£ reach Silver Square, a 
bustling farmers' market, they find that 
"opposite Cheap Street" i• a blind alley 
framed on three sides by two.story 

buildings. No doors or windows open 
onW Lhe alley, anJ. t.here is uo ~lgu of 
Nightshade's place of business. 

If the PCs decide to que•tion people in 
the market as to Nightshade's where­
abouts. they get identical reactions from 
everyone: a guilty start of recoh'Jlition at 
the no.me, then a ho.11ty declt>.ration that 
they "don't know nothin' about no 
Nigbtsluidc" nnd lln llttcropt to get 
away from the PCs. If the questioning is 
performed by a PC with charisma 
greater than 14, he or she receives a 
hasty warning to stay away from Night· 
shade~ ''He•s a bad •un, h0 is." Obvious. 
]y, Nightshade is widely known but also 
widely feared. 

OnC'P. th~ P<::~ hAVA tnrnP.d thP.ir At.t.An· 
tion from the alley, a figure appears, 
standing at the mouth of the alley, 
watching the PCs across the market. 
The figure is tall and very slender, 
wearing a long black cloak with the 
cowl tlrawn up. Althuugh the.fHce C; in 
•h .. tlow, it will be obviu.u• w the PC• 
lhat it i$ watching them. Nobody else iu 
the market see""' aware of the figure (if 
a&ked, they lie and deny 6eeing the 
figure at all). When the PC• notice the 
figure and n10Ye to,vard it, it turns and 
walks slowly intll the blind alloy. Just 
before the PCo r0t1ch the mouth of the 
nllcy, the figure litcrlllly vnniohcs ... 
but· a door is now visible in the right­
hand wall of the alley. As soon as the 
door is noticed. a previously invisiblo 
window above the door opens and a bald 
man in a purple robe leans out, calling 
down kindly, "Well, at last, at last. I've 
been expecting you. Come in, come in 
C'.o straight down the stair., A n.ll hur. 
ry." With thBt, t.h" man •huts the win­
dow. As soon as it closes, the window 
vanishes, leaving nothing but a blank 
wall. The door, however. remains. 

Nightshade's Residence 
The large shop on the l'ight of the alley 
belongs to an armore1'. According to all 
natural laws, the door in the wall 
•hould open right into that shop. The 
fact that it doesn't says something 
either about natural laws or about 
Nightshade's power. It is obviously 
impoo:sibtc for the wizlll"d'D residence to 
be on the other side of that door - · 
unlese it actually exists on another 
plane. 

Unless otherwise mentioned, all 
walls, ceilings, and floors in Night­
shade's home are of fine marble. Doors 



are of heavy, brass-bound oak. If the 
PC• art evor luckY enou2h to iiain entry 
to Ni~ht..h•Jt'• n:•idence again, the 
DM may Jecidu ~h•t il• l•yout =d 
con~ut• 11re lut~lly Jitreronl (the intent 
is to h\ject a ~•n&e of wumler into the 
!'Co' lh•eo). 

Cround Floor 

Unloa.s otberwi&e etated, all doors on 
thio lcvol lll'e closed but not locked, and 
open into tho moin holl. 

1. Moin H nll. Tho door from the 
stzeet op<>ne onto a large hall, well lit 
but with no obviout light eo\IJ'CeS. The 
center of th• floor i1 open, looking down 
into anoth~r hall 15' below. There is no 
balustrade to guard the drop. ~the 
ball from tho door, a •tairwa.y leads 
clown, 9gs;n with no balustrade to 
guard 1.hA npAnlng. SI~ doors ~nd M 
open doorwoy lead f'rom tho hAll. StAnd­
ing facin11 the opening inti> rnnm I! i• 
the tall. black-cloaked flgure that disap­
peared In the alloy. The figure does not 
muve ur otliorwi11e respend oo the PCs 
unless it is touched. in which case it 
tw·1ui auU a~tttck:.:i, throw int:e back it:; 
oowl to reveal its true identity, a ghoul 
(AC 6; MY 9"; IID 2; hp 14, IAT 3; Dmg 
l.J/1.3/l.O; SA paralyzation; SD 
immune to $/ttp and charm spell&; AL 
CE). 

2. Trophy Room. The walls are 
draped in blue cloth ond hung with n 
profusion of momontoa of Nightshade's 
travels: strangely wrought weapons, 
weird works of art, ornate robes, and 
the Wee Although they can be freely 
removed from the walls. these items a.re 
prntor.wt •e•ino1. thi.,vQ$. lf a PC t ries 
to carry one from the room, he or she 
triggers a .<ymhnl nf wm.11ing r.••t on 
the doorway. Thia etl'e<:t occurs ea r.h 
time someone tries to take an Item out 
uf the room. 

In U1e oooler of the room is a large 
stoue wiLh Lh• hilL uf H broad sword 
l>rotrudinit t)·om it Th~ i>Wunl C>ln be 
withdrawn by anyone with a Sl.n:Jll!th 
greater than 12. The sword is a broad 
•word • l, wrttd {ae d-.-ibed on page 
166 of the DUJ16ton. Ma.stus Ouide}and 
i& the only item in the room that does 
not trigger the oymbo/. on the doorway. 

3. Meditation Room. The walls ore 
draped in gray cloth. Juot inside the 
door, facing tho blank west wall, ie a 
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cnmfort.AhlA 11rmt:hair Whe-n .someone 
sits in the chair, soothing music issues 
trom an unknown source and oontinnP.::: 
until the chair ts vacated. The music is 
w soothinir that the chair's oreupant 
wwol ..,•• ••· wands or fall asleep (as 
per ILe ~ll·~k•Pl for 4-40 rounds 
unleM awakened by a coni.,..uiuo. 

4. Room of Silence. Night.shade 
aometimea u&ea thio l"OOm for studying 
hie spell booke in oomplete peace. The 
walls ore drop<;d in black doth. Against 
one wall ie a finely carved oak table and 
n comfortoblo chair. On the table are 

t\vo extinguiahed candles in gold candJe. 
sticks (worth ioo gp each), a quill pen, 
An ink pot, and a bookrest. Each candle. 
~tick hnF. A p~rman~nt 1litlln~e lb' rad~us 
spell CJlst up<>n It. (r.nurtAAy of~ cferic 
who owed Night.shade a favor). 

5. Alcb.,mlclll Laboratory. It is he.>e 
I.hat Niilht.>hade endeavors io oone-0et a 
~tiuu lu \:W'V, ur .ttl lea.st ameliorate_, 
his affiiclion (-room 10 for "descrip· 
tion of Nightshade's problem). 

The wall• 1U'e draped i11 cloU1 th~t 
seem• to be white. If the observer 
moves, ho,vever, the cloth appears to be 
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woven from threads of many brilliant 
colon<. Again•< the •outh wall, a 
marble-tovl't'u Lable is covert«! with Lhe 
tools of tl•e alchenu~t's ~rnue; wakers. 
burners. flasks, and retorts. All are 
empty except for one flask half ftlll of 
Night$hade's late&t attempt - an oily 
gray·green liquid with an unpleasant 
odor and worse taste. 

This attempt has been as unsuccessful 
ns o.11 the othcra.'Insteo.d of o. eure, 
Nightsho.dc bas mo.no.god tc concoct o. 
potion of delusion. If a PC so much as 
tastes t'h.e liquid, he o.- ehe muet save 
v$. poison or believe that the potion has 
had a magical effect ()'oil on the Potions 
Thble on page 121 ol'the Dungeon Mas· 
ters (-;uide; alternatively, t.he DM can 
AAlect a suitable effect). The. PC only 
h•li.P.11P.< t.hRt the }'-Otion ha• had thig 
effect; other than the delusion, the 
potion has no magicRI pnwAr. 'l'hP. hPAk· 
er contains enough potion for four doses. 

6. Summoning Room. Nightshade 
uses this rooi:;n to summon the various 
otherworldly <reatures required by ru• 
l'esearch. The walls are dl'apeJ iu LW 
cloth, and the Ooor is inscribed with a 
pentagram ,,,.ithiu a magic circle. Off to 
the side is iMcribed a thaumaturgic 
triangle (in case something goes awry, 
this is NighU!hade's "fallout shelter"). 
In the southeast· corner of the room is a 
brAZicr in which n fire burns. 

Anyone entering the room immedi­
ately feels o.n overwhelming oense of 
looming presence, of being watched. The 
feeling springs from tho fact that cer­
tain unea1-ihly powe1·s want some warn. 
ins when Nightshade is about to 
summon them.so they can take precau. 
tions. Or.her than being veey disconcert­
ing, thiR hA~ no nt.hP.r P.ffect. on PCs, who 
may movP. Around thP. room freely. 

7. Display Room. The walls are 
draped in yellow cloth. Against·the east 
wall of the room is a pedestal on which 
stands a small gold statue with a 
demonic face. The sLutue, which repre­
sent~ a inythical deniou·god 'vho1n 
Nightshade believes might be able to 
cure him, appears to be worth about 
2,000 gp. In fact.it is made of fool. goki 
and worthless. 

8. illusion Room. This room has no 
door, merely o.n open portal guarded by 
the ghoul described in room 1. Both this 
room and the ghoul serve Nightshade as 
11 form of' burglar alarm. Although the 
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room can be entered without touching 
the motionless ghoul, anyone curious 
enough to overcome his fear of entering 
Lho wi•t<rtl'• home should be unable to 
bypass the ghoul without investigating. 

The walls are draped in shiwmoring 
silver cloth. In the center of the room, 
facing the portal, i& a chair on which 
sits a black-cloaked figure identical to 
the ghoul in room i. In fact, the chair 
ond figure ure lln illu•i.o11 which can be 
diopcllcd by touch. rr the il/UiJion i$ 
dispelled, a dagger with a worked silver 
hilt (the it<lm on which the dwcon1cr 
was originally cast) becomes visible on 
lhe tloor. 'l'he dagger is real and is 
worth 150 gp. 

Lower Floor 

9. Lower Hall. The lower hall is as 
wP.11 lit; AS the upper. bu.t. ~gain no light 
sources are 'l:isihlP.. ThP. clnor tn t.hP. lVP.~f. 
opens outward onto a forest scene. The 
view througll the door is real; the door 
opens onto a forest glade about 20 miles 
from t.he city. If a PC steps through the 
uoor, he or •lu• will be in the forest 
~l><ue. Olu1racters sLill within Lhe room 
can see their friewl oulsid•, but Ll1• 
person outside can no longei· aee tJ1e 
door. Sound does not pass in either 
direction aero.,; the threshold. While 
PC• still within the TO<>m can ea.oily 
show a wayward PO the location of the 
doonvay by sticking urms, apears, etc. 
through, without such aid a PC has only 
a 50% oho.nee of finding the wo.y bock 
through alone. 

10. Nightshade's Room. The double 
doors open onto a richly earpoted room 
with a 15' -high c<>iling. 'l'h• wall$ are of 
evl?n richer marble than the other 
room..c;., here veined ""rith gold. The room 
is lit, •g•in with no obvious source. Tb.is 
tlme, though, the light is richer in r•rl•, 
reminiscent of a sunset. 

In the center of the toom is a large 
table. Seated behind it is a bald man 
uressed in a purple robe - Nii:htshade. 

Nightshade; AC 10; MV lZ"; MUlO; 
hp 28: I Kr l; Dwg by •P"ll and wtoapon 
type; S 9, I 17, W 14, D 12, C 10, Ch 11; 
AL CN i V\'and of 1naJlic niissiles, dagger, 
potion of qmne.sia; &pell.s; conipreMnd 
languagest da.nci.rr,g light:s, rnagic 1nis· 
sik, shocking grasp, dark11ess 15' radi· 
us, detect evi~ fool$ gold, scare, blink, 
fireball, protection from norm.al missiles, 
fear, fire ohicki, Bigby'o interposing 
hand, feeblemind. 

Night.•hRne i~ a hand.9ome man with a 
shaven head and piercing gr•y 1<ye•. 
When he moves, it ls wlth the power 
and grace of a lion. His age is impos­
sible to discern - young enough to 
.n:uui:tin physically menacing, yet old 
enQugb W 111::1.v~ w it.n~~wtl rnuch of hiH 
share of life. His voice is usually qui•L 
but can take on the harshness of a whip. 

Deopite his earlier friendly gi:eeting, 
it is with this whiplash voice that 
N.ight.hade greets the PCs when they 
enter. "What in the name of Hades are 
you doing in here? Out! Out, befo•e I do 
eomethins you'll regret!" Thi• kind of 
omotionel about.face is tho hallmark of 
any dealings with Nightshade. 

Although a powerful sp<>ll-caster, 
Nightshade once lost a duel of magic 
with a rival, and lhe elleets of that loss 
are still with him. Nightshade is under 
a e11rs• that visits wildly tluctuatlng 
m{)od~ ,1pon h.im. At one mom.ent he can 
he friendly end AvuncnlAr, th~ next 
withdrawn, the next hQstile. Each time 
a PC addresses Nightshade, ro.l11d ·100 
and consult the Encounter Reaction 
table on page 63 or the Dungeon Mas· 
ters Guide to determine Nightshade's 
mood (disregard result• of "immediate 
attack"; Nighlsliaue wlll noL engt<ge in 
anything more than verbal ho•Lility 
unless physically ~SltulLed). All mouifi· 
cations for charisma, etc. are ignored.. If 
the PCs have disregarded Night.shade's 
instructions to come-directly down:stairs 
(and Night.bade will know if they hae 
entered any of the rooms on the ground 
floor), modify the rco.ction roll by -5. It 
is with this unstable pcrsono.lity tho.t 
the PCs must negotiate for Olia•'• 
potion. 

b;verything that Olias told the PCs 
about the arrangement with Night. 
shade is true . .Nightshade did agree to 
concoct the potion (in fact, it is com­
plP.t.e, nut nf Right within Night9htlde's 
robes), onrl Olio• rlirl pay ;n Rdvanr.e. 
Getting Nightsharle tn sdmit. thi• anti In 
hand over the potion might be difficult, 
however, because of his mood swings. 
When distussing the POtion or his bar· 
gain with Olias. treat any "negative" 
reaction as denial (that Olias ever 
ai>woacbed him. U1&L Nigh~haJe oon· 
cocted the potion, that Olias Paid iu 
advance. or whatever is appropriate). 
Treat any "uncertain" reaction as 
equiv~ation (for example, "Well, maybe 
nc po.id me, and maybe he didn't. Olias, 
you say? 1•m not sure I re-member 
him:'}. 



The DM should remember that these 
mood swings are intended to encourage 
rolc-plnying &om the players, not to 
fruotl'ntc them beyond the point of 
cl!joymcnt. 'lbmpcr oll die rolls with 
good judgment. 

The potion - if the PCs ever re<:eive it 
- it in "small loather flssk. Anyone 
who drink• the potion mu.el save vs. 
spells or permanently lose all memory 
of everything that happened within the 
preceding l·4 weeks (induding all mom­
oriie<I Bp<!llt} and become confused (as 
the spell) for !·8 turns. If the saving 
throw Is mnda, th• P"'"nn ln<P.• •ll 
memory or everything that happened 
within only the pre«dlng 1-4 hours 
(including all memortted spells) and 
"""1uu"" oonfused for 1-4 turns. 

Concluding the Adventure 
Assuming that the l'Cs receive the 
potion from Nightshade, they must still 
return acrO<lo town to deliver it to Olia•. 
Il' the PCo did not notice 'l\-i$, the 
gnome, while on the way to see Night· 
ohnde, then Mclor nnd Scquiua plus five 
0-levcl mon nt ormG (AC 6; MV 12"; FO; 
hp 5 (x2), 3 (xZ), 2; I Kr l; Dmg by wcap· 
on type; broad swords, studded leather 
armor, •hiolda) aro waiting among the 
crowd.9 of the market when the PCs 
emerge from the alley. If tho PCs 
noticed Tns and scared him off betore 
rP.ll<.hing Night.~hode, then Melor, 
&quiu_s. and cnmrAtl~JJ t'..fatch up \1--"itb 
the !'CR 1,1 rnunilit AIU>r they depsrt 
from the magician's place of business. 
In either case. the ass&JIS!n, the fighter, 
and their cohorts follow the PCs until 
the time and location is right to make 
their muvo (there is a 25~ chance each 
turn thoL vu" uf the PCs notices they 
ai·e beinJ( tailed). 

Since phyaically a8'1&ultiul! Lite PC• in 
tho etroet would attract unwanted 
attention, Mclor and Sequiu• bide their 
time. If the PC• pM• through a dc$erted 
oroo (for example, a shortcut through 
nn alley) or if there nrc few paaoers-by 
on the street (remember that night will 
probably have fallen by this time), they 
make their ploy there. Otherwise, they 
send their mon-at-arm• to lead, shove, 
or olherwiH movo tho PCs into a con· 
vement alley 

Onoe thAI PCt an in a suitable loca­
tion, Melor draws his sword arul tri"i to 
intimid•t• th•m into handing over the 
potion. Sequh1• ot.•nd• h•r.k, ke<>ping a 
good field Of nre for hiR light. r.rMShnW. 

NeiU1er Molor nvr Sequius will i.nit.iate 
violence; they would much rather QOID­
plctc their mission without complica· 
tions. If neoe.asary~ hov.•ever, they - as 
well ao the men·at·Orm$ - will fight. 

If the PCs win through to Olias with 
the potion, ho pnyG them the remainder 
of their foo. lfthey return without the 
potion, he o.ngrily derides them for their 
incompetence and demands the return 
of the advanco ho paid thom. 

A numb&r of lnter .. ating consequences 
can ari8'1 from thi$ adventure. If the 
l'Cs were successful in delivering the 
potion to OliAq, his enemies will certs.in­
ly try to find onnthPr mA•M of spread­
ing .JpJ<AA'• l'tllry or onotht>r way 
entirely of d$roying Olias. If the PCs 
were unsuccessllll. Ollas mutt find 
another method to silence Jessa. In 
either case. the PCs could become 
invulvecl, eiLher hired by Olias or on 
their own bolialr. O"or the long term. 
this could dra~ the PC& into t11c poliLi­
cal machinaUons of the 1(0111" wvrlcl (if 
the DM "° wiohea). 

On a more personal level, Melor the 

LETTERS 
(continued from ~e 2) 

Deal' editor: 
I hnvo boon plo.ying AD&D for five 

years, and I got tired of being the good 
guy paladin yeore ago. So I changed to 
the asaaaain. oven though the asas.sain 
must be of evil olignment. There isn't 
one module that is made specifically for 
evil PCo. Moat dungeon• can be altered, 
b11t they don't really oonform to an "evil 
<.llm[>•ign~· If there are published mod­
ules made for evil PCs, could you please 
tell me their nam.,.. tr nnt, maybe I 
could see some In later ls9ues of 
DUNGEON Adventures. Remember. 
assasgins are people, too! 

Tim "Zorath •• Innes 
Nuv".1..,, C"liJ'vrni" 
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fighter (if still alivel might decide he 
wants venaeance on the PCs for any 
wounds w JJ~hunur he •Witained. In 
fact, if the PCs were successful, bolh 
Melor and Sequiua might decide tllllL 
their reputations would suffer if they let 
low-level country bumpkin• walk all 
over thom without some kind of retribu­
tion. This co11ld develop into a long·l.etm 
vendetta lasting for game years. 

Nishtshodo himoolf cnn be tho focus 
for futuro adventures. While tho PCs 
know wh•re ho might be found, the 
final decision on whether he is found is 
Nightshado'a. Wh•lo ho might be s.vail"­
ble lf ~ PC. neod necromantic help in 
the futuro, It it mo.e bkely that Night.­
shade will contact them for some errand 
nr othPr (tAI fetch a mim1c's brain. per­
bapS, or a giont "'lnid'~ AyA). Night;. 
shade'• arhltrAry n•mre eives the DM 
considerable f'reedom. Even though the 
low·level PCs now know a hlgh-le\•el 
wiziml, if they 110 to him for assistance 
the DM would rather they not have. 
Night.ihude """ refu•~ or ~imply not let 
the PCs •l\LeJ• hi~ abucle. n 

AU/tough tltert is a small and dedi­
cated minority thct enjoys playing euil 
characters, it is not DUNGEON 
Aducnt .. roa' policy to publioh mod .. ko 
lhat promote the cauao of cuil. While 
we certainly don't w<int tf> tell individ· 
uat DMs what to do in their own. cam­
paign•, our company •tandards do not 
alloio us lo publi1h aduenture$ that. 
r#qu1r1 one or mor1 #Vtl-aligned Pf.:11. 
The •rn:luswn of such charactus is 
nfu.11 diRrupl11J1c "'n •n.rnpnign nn.d 
dnP.< nnt f/>•l•r Mnp•rtuinn tmtigood. 
role-pltzyln/I. 
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TO RTL ES 
OF THE 
PURPLE SAGE 

Part 2 
BY MERLE AND JACKIE RASMUSSEN 

Through the gate 
stones, into the 
unknown. 

Artwort bv .um Holtownv 
Cort09rophy by DI0$&1 
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Merk tells ut he u spending his•<=· 
ti;,,. working on more D&IY" game 
rrwdulu to oubmit to DUNGEON" 
Adu•nluru. Ho hM aloo tkcigrwd a 
boordgame and is looking for a 
publish•r. 

1brlles oftM JJurp/a Sag•- Part 2 com­
pletes a D&D l!:xpert Set wilderness 
ndvontur4 which b&gen in UUNGJ::ON 
1g~ue 16, "('hjg module ''lt\S designed tOr 
a parl,y nf2·11 r.hAr•rter• of 4th-10th 
level, including a cleric no lower than 
6th level. Each PC •hnuld hAvP. two or 
three mtli'lcal ltelllll. Including magical 
weaPQru; and armor. All PCs should be 
outfitted for a long-term wilderness 
advt:n\ur~. 

Tiu• aJv.,.,tW'I! takes place in the 
Kuown World vi' th" D&D ¥lillle, .,i; 
oullined llu uu~l1uut the D&D game 
rule booko and modules. The DM ma.v 
find it useful tc conoult the Companiou 
and Muters Seto, all well as most of the 
X·oeries of Expert Set module$. Expert 
Set modulo X9, Th• Sauage Coast, 
would bo copooioJly helpful, M '.lhrtlea of 
tho Pu.rpfo Sage could coDily ocrvc to 
continue that module's direction. and 
plot lino, adding previously undeecribed 
areas to the Known World. The DM may 
also placo tho arus and events of this 
adventuro within an existing campaign 
$Otting, es long as the geogYaphical 
ar•J1• nfth• r.J1mr•ign mouh those set 
forth here. 

Jlf<l!IL of the atatiRtiCl< for mnn<U>n: ond 
NPCs whose name9 are set in boldface 
cype appear ln the Combined Monster 
St...tiisLico Tuble aL I.he end oft-his adven· 
Lure. The inturmaLiun on torUe>1 should 
be supplemented by information from 
either module X9 or the CrooJut< Cai<I' 
logu•; the v11lue or tortle eggshell as 
armor-making material •hould not be 
overlooked. 

For the Dungeon Moster 

If you have P11rt 1 of this adventure but 
have not yet plByecl it, you can use the 
information in Part 2 ••a supplement, 
to expand tho .l'<;t' exploration of Ricll­
land 'trading Yost and the three lost 
ruins. 
If you hnve played through Part 1, the 

PC& RrP. mMt llhly -ting up from 
their crnf'~unr.ry t.rPk tn gP.ct the tor· 
tles safely Lo their egg.laying ground•. 
They llhould be continuing their Inter· 
rupl.ed pb•IUI to find the mouth of the 
Great Northway and claim the reward 
offered by various kingdoms for its 
di$oover.v. Th• l>••t vl~c• for Lh• PC• t.o 



start is at Richland Trading Post on the 
Toll Grass Cosst. The PCs may have 
stopped there to hire a guide while 
escorting tho tortles to the By lot Hills, 
and the trading post is briefly described 
in Part l. In thi!I part, it is completely 
detailed and includes a description of 
the. Lawful Brotherhood Cleric OntJl(l.•t 
that shares the grounds. PCs again 
have t.hP. nptinn tll hire a guide; they 
may also use the elerlcs' library to 
research the history of the area for clues 
to the location of the Great Northway if 
they failed to receive directiom1 CroJll 
the tortJes. 

If. however, •he PCs were mo1·e 
inkigu.eu by the tortles' mention of the 
mysterious "Portals to Everyland" and 
decide to fint unravel the mystery of. 
the ancient gate stones, they may set off 
for one of the lost, ruined cities in the 
area. Again, a stop nt Ril'blnnd Tr11ding 
Post "11ows them to gather information 
llnd perhaps hire a guide. 
If you want to play P81't 2 without 

Part 1, the b&st place to start is at Rich. 
land 'l'rading Post. The YCs may be 
there in the courSQ of their travels, may 
h'!ve been shipwrecked along the Thll 
Grass Coast, or may head there from 
any city in response to rnmors; of trP.R.· 
sure Anrl 1oRt r.itier-; on the Gras...:;; Plains. 

Of murM, if the PCs kMw nothing 
about tortles, the DM should still give 
them every opportunity to discover clues 
to the operation of the ill!IB •ton•• (v<lr· 
haps in the library at Richland Tn1ilinl( 
Post or from a tortle residing there). If the 
PCs trek to Lhe By lot Hills, they may be 
able to gather broken pieces of tortle 
eggshell now that the baby tort3 ha"e 
successfully hatched and been taken 
home - the eggshell being valuable not 
only aa armor-making =terial (ll!I per 
the Creatwe Cala/cguc) but ncccooory for 
the operation of the gate stones. 

During the PCs' travels, use the wil­
derness rules from the Expert Rulebook. 
The DM should roll ld6 twice per game 
day, at dawn and dusk, for wandering 
monsters. On a roll of 1.a, use the wn. 
derness En£ounter Thbles from tM 
l!:xperl Rulebook (pages 30 and 35). On • 
roll of 4·6, use the Great Northway 
\Vjl(terneR.q Rnr.nuntP.rg fr.;ee and of mod· 
ule). The DM may want to use module 
X9's encounrers as well. 

Richland Trdding Post 
Richlauu Traui"g Po$t is simple in il6 
layout, consisting of a small clu&ter of 
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GREAT NORTHWAY 
LANDS 

J hex : 24 miles 

buildings surrounding a rectangular 
palisade. Within the fortlike stoclulde, 
an octagonal tower rises from a man· 
made hill. lft.he PC• orrive by hnat, 
they first see t.ho po•t'• ~O'-lnng dock 
•nd A trail leading to the south edge of 
the settlement. 

The t.rading post is POPUiated by an 
exotic mixture of merchants, adventur· 
ers. art.isttn.s. pro~peclurtt, iutl.ives, cle:r· 
ic•, aml LhaL odd a·ace of shelled beings 
- the tortles. The establishment wM 
foundl?d and is controlled by Trader 
Jack, an ex-mercenary, ·ex-adventurer, 
and ex·pirate who was ahipwr«:kcd 

near this site nuu>y yellr8 88'1J· Ho hnilt 
the r..nwP.r to RtR.ke hiR claim tn the land 
and later granted permission for clerics 
of the Lawful Brotherhocd to build an 
outpost on his property. The combina· 
tion of a fortified tower and helpful 
clerics at.tracted ~xplor~rs~ Lrtt<l.'='u:s, 
c..<lv~nLw·~rlj, i:i.nU Cfaftstnen, and a 
bwn1in,g ewuo1ri_y soon g1·ev1 about the 
small outpost. 

Lawful Brotherho<>d Cleric Outpost 

The cleric outpost at Richland Trading 
Poat bclong3 to tho Lo.wful Brotherhood, 
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Outpost Timetable 
Time Activity 
Midnight Wor5hip in temple 
1:00 A.M. Back to bed 
6:00 A.M. Worship in t<>mple 
6:30 A.Id. Brc1>kfont 
7:00 A.M. Work or reading 
9:00 A.M. Worship in t.emple 
10:00 A.M. Mooting in outpost ball 
11:00 A.~1. Wonh1p in t~mple 
Noon Lunch 
1 :i:au P.M. Siesta 
2:00 P.M Worship io temple 
2:30 PM Work 
4:00 PM Wnrohir m tA!lllJ>le 
4:30 P.M Work 
6:00 v "'- Supper 
7:00 P.M. Wonhlp in temple 
7:30 P.M. Tb bed 

which Is responsible for the gpiritual 
and bodily well·belna oftbe tradin~poot 
re•ident• and iiu••t•. 'lb th••• •uili;, th• 
IJruth~rg u1l'.i11L.ttju u Wiwvle, school~ and 
inflr•na&')', aod are instrumental in 
pl'Oducing needed l(OOIW ond food•tuffo. 

If the T'Co enter the trading post in a 
friendly, nonviolent manner, they are 
welcomed by the elodea and providOO 
with food ond sholtor in the Brother. 
hood'• hootcl. Tho clerics will aloo heal 
wounds if the PCa aek pclitaly and 
perhap$ i;!vo a small donation to help 
carry on tho Brothora' good works. 

The clerict tl>llow a strict schedule of 
sleep, worship, and work. One to four 
minutes before e~h wo,..hir timP., thP. 
clerie< an~ aoolytA• g11thP.r m thP. chApel 
(•rP.• il.~AJ. SnmP.tlme• clerics are 
excu•ed from worship for special studies 
or work. or as punishment. Any excep-

Outpo11t Cleric Positiona 

tion.s to I.ho Outpoot Timcto.blc arc 
cxplninod in the cuea deseription.s. 

Cleric Spell• and Statistics 

'l'!)e J..awful J;lrothorhood requI?es its 
members to memorue certain spells in a 
particular ordor. Only the 'Pnor knows 
• 11 11 RpP.ll•. Nnvlr"'" hnve not learned 
•ny. Th••• •p•ll• and I.he order in which 
they are learned are given below. 

Number 
of spell M'"'1orizcd spell 

l let level: cure light wouruk 
2 lot lovol: light 
3 2ndlevel:bk3s 
4 2nd level: hold pmwn 
S :!rd lev~~ conllnual l'fPtt 
6 lst level: protection from evil 
7 3rd level: curt diSta.se 
B 2nd IAVAI: •il•nrP. I ti' radius 
9 4th level: cure serious wounds 
10 3rd level: remo~e curse 
11 4th level: protection from euil 

10' radius 

All Lawful Brotherhood clerics bavo 
AC 9 (unless they docido lo armor them. 
solves for combat), #AT 1, Dmg by weap. 
on type (m8'!ee), MV lZU' (40'), and are, 
of course, of lawfttl l\lignment. Their 
remaining 819tiRl.iCR e~ RS follow!=!: 
Potri&rh: C9; hr ~2; SovP. <J9; ML 11. 
T..trm.n: C',11; hp 28; Save C8; ML 10. 
Buhop.· C7: hp U; Save C7; ML 9. 
Eldu: C6; hp 21; Save C6; ML 8 
Curate: CS; hp 18; Save C5; ML 7. 
Vicar: C4: bp 14: Suvti C4, ML 6. 
Pri<•I: C3; hp 11; Save C3; ML 5. 
Adept: 02; hp 7; Save C2; ML 4. 
Acolyte: Cl; hp 4; Save Cl; ML 3. 

(See text for d•tailo on each position and location.) 

OffieiAI rn•ltfnn Title Level Spells known 
Pl"inr Patriarch 9 1-11 
Bur!W' Lama 8 1-9 
Hostellar. Cellarer Bishop 7 1-7 
Almoner, Chamberlain Eld~r 6 l·G 
Sacri>t. Cornmun•r Cur"te G 14 
Dean of Order, Precentor Vicar 4 1-3 
Refectoriao, Steward, Chancellor, 

Sub-aacriat, Sub.prior f'rie<lt s 1·2 
Secretary, MMt<:r of Novice$, Chapel 

Keeper, Granator Adept 2 l 
Novice, Servant• Acolyte 1 None 

• Ineludco c>ny tcnchcr, doctor, gardener, etablo hand, animal k""per, or othor 
pooition liGtod ae belonging to a servant of the Brotherhood. 
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Areo Descriptions (OM Mop 2) 

Several ar• .. of tho trading pc$t are 
patrolled by aentri••· A sentry is nearly 
always (except by the DM's discretion) a 
low-level fighter of unexceptioMI sbi\i­
ty (AC fi (eh•ln mAll}; FI; hp t).ll; MV 
90' (ilO'); #AT 1: f>mg by weapon type 
Oong sword); Save Fl; ML 7; AL any, 
but usually lawful). 

1. Dock. The solitery wooden dock 
jut& 50' out from shore into the craahing 
&urf. The decking is oupported by huge 
wooden piling& driven deep into the 
oceo.n noor. Only tho PCo' vcsscl (if they 
o.rrivod by wntcr) ie currently tied to the 
dock. A short, woll·wom trail leada &om 
the landward ond of the dock toward a 
cluster ofbuild:mpJutt outside the 
south wall of the trading post. 

Ve•sela are free to tie up to the unat. 
tended dock on a first come, firi;t i;en1en 

baAic:i At nC\ r.hArgs:i. Any hOfltila actions 
nrP. •potted hy the sentries atop the 
pali•ade. An immediate signal is given, 
and all Inhabitants of the tradilllr post 
arm thelrujelve~ Ul!llin•~ uttlick. Th• 
¥Ut•huuoo• Ul'\I clu""'1. um! liltyuue 
trapped outside the walls is left to the 
attackers' mercy. 

Cr..rtsmen'e Workshops (areas 2-11). 

Talented arusans toll In these sliops to 
produce what the trading po;i. needs. 
Each room 0011i..tlna •UJ>vli= t.wls. and 
twU.h.U !l"W<LI of one craft. Finished 
11uods 8"11 at sl.andard prices, and the 
craftsmen aleo do work for hire. 

The particular details of each of these 
work area.. have been left for the DM to 
develop a& appropriate to his campaign. 
All craftspeop1c o.rc normal humans ilnd 
sh.ore much tho onmo otntistics (AC 9; 
normnl human (HD l); hp 1·8; MV 120' 
(40'); NAT l; Omgby we~pcn type; Save 
as norm;1I human; ML 6; AL any). If 
d""ired, 0-S (ld4 -1) apprentices (nor­
mal humana with 1·4 bp) may be added 
to each ehop; these are most likely chil­
dren or other family membel'$ le.aming 
a portieular tr~de. 

2. Cobbler. Shoes and boots can be 
mAde to order in 211 days. The cobbler 
alao doea repllire and etocb " eclcction 
of reildy·to-WCOJ' foctgcnr in" wide 
range of sizes but little choice of style. 

3. Saddler and Bridle Maker. Sad· 
dies, bridles, and saddle bag• are uvaila· 
hie here. The leather work•r can iill;u 
mend tack. 
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4. Armorer. Any wMpon listed on 
page 19 of the Expert Rulebook is avsi!. 
able here. The armorer makes edged 
weapons, shields, barding for h<>r~s. 
and chain mail and plate mail armor at 
llis forge. 

5. Wood and Stone Carver. Decora­
tive and utilit.arian it.!ms of wooil anrl 
stone (bowls. trays, statues, e~.) are 
available here. ~mstones and jewelry 
c~n be appraised, but the arti:::san \Vill 
not purchase them. 

G. Tanner. The leathe1· woi·ker does 
her O"\Vn tanning (a smelly pxocedure 
about which her neighbors constantly 
complain). She sell& tanned hide~ to the 
cobbler (area 2) and saddler (area 8) but 
kccp3 the best skiM for the leather 
armor she makes and sells. 

7. l\letal$mlth. Thi$ craftsman works 
in copper, silver, gold~ and platinum. 
Coins and metal ore can be exchanged 
here for gold piece$ of equal value, le9s 
a 5% exchange fee. 

8. Blacksmith. The ring of metal on 
metal greets all travelers a.< I.hey 
approach the trading post. The black· 
smith shoes horses and makes useful 
items such as fireplace pokers ~nd pot 
hooks. 

9. Fuller. This textile worker proc­
e.,.e• cloth by shrinking and pressing it 
!<> increa$e ib weight and bulk. 

10. Coo}X>t. The barrel maker i& 
olmost oo round oo his war()j!. He pur­
chases formed barrel hoop• from the 
blacksmith (area 8). 

11. Turner. The turner operates a 
foot.powered lathe to produce decorativo 
items such as table legg, candle gticks, 
and even \VOoden flutes. 

12. PorlP.r'• LndgP.. Thi• room i• 
currently \lac.ant. Any prisoners taken 
by the clerics of the LawfUI Brotherhood 
will be locked in this room. 

13. w.,u. The w•ll is a simple stone 
st.ruct.ure 5' Lu Ul<t1ut!l~r <tntl 8' hil:(h. 
The water is pw·e and abundant. 

All persorus who are lioted in italics 
below are clerics of the Lawful Brother· 
hood. Their atatiatica are listed by their 
positions on the Outpost Cleric Posi· 
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tione table. Certain lot-level elerico are 
siven leas desirable jobs to te,st the 
strength of their vocation. Statistics for 
these 1st.level clerics are IU.tcd under 
"Acolyte" on the Outpost Cleric Pooi. 
tions table. 

14. Schnolm•stP.r'• TA>nging. 1'he 
~r.h()()lmn.i;l.P.1· Rh~P.pi;. in roonl 14.A nt. 
night. During the day, ho is in the 
school (area 151. One room 114B.l ls 
vacant, reserved for visiting clerics. 
Lawful PCs who decide to leave their 
p!irty will be ..Jlowed w stay here. 

15. &hool. This wood·and·stone 
structure is detailed below. 

15A. &riptorium. The first floor of 
this two-<ltory building ia a writing 
room. H•re, manuscript pages ore wri~ 
ten, copied, and illuminated (adorned 
with orntuncntal de£igns, miniature 
paintinga, or let~l"ins in brilliant. tolor& 
or precious mgtaJs). A section of the 
scriptorium is partitioned off as a locked 
sacretari~l ofiice which eontains bfanl:t 
parchment, sandboxes {for erasing). 
pens, ink, and 5 gp wort.b of gold leaf. A 
lor.ked "1.Tnnghox in the nffir.<> r.ont•in. 
143 pp. 

In the scriptorium. 10 stools face 10 
desks with slanted tops. One to four 
adepts sit in the writing room each day 
during -..-.•ork period!i, The Bursar. in 
charge of all mone.r and supplies, ma1111 
the secretarial office. He ca>Ties two 
keys: one to the downstairs office and 
another to the strong room upstairs. 

The room above the scriptorium is a 
librnry. The books are kept in 10 book· 
cases with four shelves each. Each shelf 
holds about 25 volume• arranged by 
subject, which include: temple founders' 
writings, bu.tory and lives of famous 
clerics, Brotherhood law and civil law, 
and the writings of many famous peo­
ple. 8.ix wooden tables and 24 chairs are 
place.d about the room for reading and 
studying. There are more candles for 
lighting t.hAn in Any other room. 

One section of the library is a locked 
strong room that contains ancient 
books, a scroll, a map, a flat wooden 
box. and a locked strong box. The scroll 
cont.ains three fourth·lev~l clericttl 
spells: anirriute d.eucl) .c:re<Ut:. wate1~ aud 
(lispel m~gii:. The ~ttongoox holdil G pp. 
The map shows the Savage Coast po&i­
tions of all Lawful Brotherhood cleric 
outposts. It does not show the Great 
Northway'• mouth. The flat wooden box 

contains the torn halv()j! of bool< 
receipts~ which show 'vho borro,vcd 
books that have not yet been returned. 

One to four adepts read in the librsry 
ootween 7:00 and 9:00 A.M. every morn. 
ing. The Chancellor is in charge- of the 
library and the secretarial office. He is 
in t.he lihr•ry every day and cal'l'ies 
key• t.o the secretarial offi.ce and the 
strong room. 

A PC who takes 1-4 days to search the 
bookshelves finds important informa· 
tion in the section on history and lives 
of fi:1.muu::> clerics. One text mentions 
Akobaau the MerchauL, who •ailed past 
the Sava~ Coast and fou:nd the mouth 
of the Great Northway. Other texts 
describe the efl'ect6 of the devastating 
earthquake that moved the Great 
Northway'• mouth north from the 'Thll 
Grass Coast to the.lands at the end of 
the Savage Gulf. Later, Lawful Brother· 
hood members found peaceful, hard 
working farmers irrisating crops alons 
the muddy river's banks. The Brother­
hood decided to discourage profit. 
~king explore.rs from rea.ehing t.hese 
innocent natives and directed each 
outpost to take a.ppropriate action to 
prP.ve.nt. r.ivilir.ecl partie$1. frnm r.ont.Ar.t .. 
Ing the defenseless riverbank dwellers. 

ll!B-G. Novitiate. This area contains 
a dormitory (15Bl and classrooms (15Cl 
for the nuviceH and private quarters 
(15D) for their teacher. the Mu,;l~r u/ 
NQuices. The MMte1· and "ovicu are 
present at all tin1esj the novices rarely 
leave the novitiate before they become 
adepts. 

The novices each possess a change or 
undcnvc(lr, one tunic, a pair of &lipper$, 
o. pair ofboot.:;i, o. pair oflcggings1 one 
blanket, two pairs of white s0<:ks, a 
leather belt, two handkerchiefs, needle 
and thread, writing materials, and 1.3 
per$onal book.9. 

This building also contains a school. 
room (15EJ for ordinary pupilil with 
lodgings (15F, l.5G) for two t~ar.h•rs who 
TI>.mRin wit.hin the huilrling !!0% ofthP. 
time. The young male native.< and tor· 
ties (usually 2·8 of each) who study here 
live in the Almonry (areal 7Bl. 

16, Hotit'='l. The~e t.r1:1.velert;• accomnto· 
dations ate builL w-oWJtl M OlJ't'D court.­
yard. The building contains stables for 
beasts of burden (16A, 16Bl, four small 
bedrooms (16C·F), and a dining area 
(160) for visiting tro.velera. One locked 



room (l6H) i& used for sto1·ing mer· 
chants' goodis.. Visitor& are- requc~ted to 
lodge at th<> homl during their stay at 
the trading post. No camping is allowed 
within the grounda. 

The Hoste/Zar ia in ch<U'go of tho hoo. 
tel nnd tho diotingu.ishcd guest<>' hom;e 
(o.rcn 37). He visits travelers auring 
working hours unless he has been eent 
on an ~rrsnd. The Hostellar carries a 
key to the strongbox at the distin· 
guished guests' hom~e. 

17. Multi.Purpose Building. 

I'lA. Cellar and Storage Are•. In a 
Jocked cellar below grounn l•vP.1, IArge 
casks filled wit.h winP., ale, and heP.r ore 
pilP.n he.low AAusages and cheeses that 
hang from the rafters. Dried fruit and 
salted fish are packed away in boxes 
stacked against the walls. A locked 
stron11box contain• 2·12 pp 1md 1·6 
gemsl.unes wurtl1 100-1,000 ICP oach. 

Ou Lh~ lnain noor. a locked storage 
area contains furniture and supplies 
that the PCs may buy at co•t from the 
Coninwner. For a complete list of nor· 
mal equipment available, see page HJ of 
the Expert Ruleb<H>k. The Commoner 
supplies the clerics with any extrus to 
what is provided for all. He Clll'rioG 
three keys: one to the cellar, one to the 
strongbox, and one to the storage area. 

17B. Almoney. This room is for pil· 
grim$ and poor travelers. '!'he young male 
natives and tortles who study at the 
school (""ea 15E) sleep. here at night. The 
Almon.er is in charge of collee.t.ing •lm• 
anri ,:idmini~ring thP.: almnnry .school. He 
keeps accounts and maintains the almon· 
ry during the day. The Almoner caxrles a 
leather pouch containing HOO gp. He 
Vl'ill accept any donations and "~II giv~ 1 
gp to any PC who bei,'S. 

17C. Bath .u1d Latrine. 

17D. Infirmary. This area serve6 as a 
place y.•here medicinal Jeeche.s are 
applied to bleed the sick, and as addi· 
tional surgical space. If PCs refuae to be 
healed by the clerics but atill oeek medi­
cal <>tt.cnt.ion, they lll'C brought here. 
The docto.- from building 19 comes to 
apply 1-4 blood leeches to the patient. 
The blood leeches cs.use 1-4 hp damage 
per day they are applied. 

Jn addition to eight beds, a search of 
the infirmary <'an reveal five normal 
daggers of various sizes> one oil flask, 0 

50' length of rope, a large •ack, a tinder 
box, a brazier, a dull S\vord used for 
cauterizing wounda (l ·4 hp dumage per 
applicuticm, but the wound io scnrcd 
closed)~ si~ filled \Vat.crs1dna1 -and aix 
wincskins holding P quart of '\~ine each. 
A flaek containing 4-24 medicsl l<>eehos 
in water is used for transporting the­
loeehes. 1'hoy d ie if left out of water for 
more tban 24 hours. 

l 7E. Meetj.ng lfaJI l>nrl Dormitory. 
This area has a large hall below Mn 8 
dormitory above. All r.1•1·ic. P.Xr.P.pt 
novic0F. gather in the meeting hall eve· 
ry day from 10:00 to 11:00 A.M. to dis­
cu~F. the cleric outpost's business. The 
meeting is Jed by the Sub-prior. The 
room's walls are lined with chairs. 

The dormitory wall• al>uvo -.r• liu.J 
with box beds, wooden frame• cri••· 
crossed with ropes holding down-filled 
Jllalh-esses. At each bed'• foot is a 
locked strongbox containing a cleric's 
personal belongings and any clothing 
not cw-rently being worn. 

Each cleric has t'vo-tunica, one change 
of under~·ear, seven po.ire of v.-hite 
$0cks, t'vo pairs of slippers, t"\'tO paira of 
boots, one pair ofleggings, a scapular, 
two cowlG> two hea.d caps, n leather belt, 
•everal handke<ehiefa, two blankats, 
needle md thread. 'vr-iting m$t&rials, a 
holy symbol necklace, and a key to his 
O'\Vn strongbox. Some clerics have their 
own personal books (~-5). 

rl'he cle1·ics are only in the dormitory 
durmg siesta and at night. The Dean of 
Or<ll!r ("'-•ho <:An be ~nywhP.r~) mAkP.~ 
i:.urP. nH ch~rics attend worship and their 
nthP.r dutiP.s. 

11F. Refectory and Wardrobe. This 
tWO•SlOry area bao. a dining hHll Wluw 
and a cloth~s storag~ roon1 v~dth laundry 
al>u\·~. In tJ.i~ <li1tlug ruu111, luug beuchc8. 
st.and beside equally loug wooden 
tables. Meals are served on wooden 
plates. The llefectorie11t io in chorge of 
the dining hall and directs the adept• 
who wait on tables during meals. Moat 
cleric& ~u:c here during mcol pcrio.ds1 

either co.ting or :;(rving. 
Upstaiw in the lo.undry, clothe• are 

washed by hand in copper tubs. The 
Chamberlain SUJ>Gl'Vises the laundering 
and pressing of clerics' clothes. He car­
ries a leather pouch containing :i.:w pp. 

17G . Kitchen. 'l'he noor ofthi• rnom 
is c.overed with blood .. stainetJ AA\Vd11$t •. 

A \\'A11 rAr.k hold~ A nun1hP.r nfl~rge 
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knives (t.reat as normal daggers) and 
meat cleavers (treat "" hand axes). The' 
center of the room is dominated by a 
large, blood stained chopping block, 3' 
tall and 3' square. 

The kitch•n contains many dishes, 
pots> pans, and wnterskins full of vari­
ou~ fluids, -especially wlne and.ate. 
'!'here 3re 1 -12 normal rations \V()rth of 
vegetables, fruit, bread, cheese, eggs, 
and fish. The rM co~ls of a \Mge c.ook. 
ing firP. etov.· nn thP. h~.Art.h. 

The CttllnrPr i~ in r.hArgP. ofmP.s:i.t, 
~uppliP.s, and victuals. He carries a 
leather pouch that contains IO pp. 

18. Physic Garden. Plants used for 
making medicines are grown in this 
garden. To determin~ ~x1:1.cLly \Vhttt. 
h1Jrb1:S ar\! gro""·u an<l how· n1ucla is avail· 
able, roll l d5 Lhre~ Liu1e• am! rofe.- lo 
the Rare Spices Thble in Part l, on page 
48 of issue #6. 

19. rhysician's llouse. This building 
contains both the doctor's quarters and 
rooms for Yery sick patient&. There ore 
no poticnts here now. but. the doctcr(o 
servant of the elerit$) is either in$ide or 
at the infirmary (area 170). In addition 
to the doctor'• personal belongings, the 
building contains) a lantern, a hand­
sizad -steel mirror, a bulb of gru·lic, three 
wooden stakes, a mallet, a water skin 
hoJding a quart of\vater, and one bunch 
.ofwolfabane. 

20. Cemetery. This walled enclosure 
contAins a huriRI ground mar"ked by 
simple stones and sculpture. No undead 
creatures dare to enter the cemetery of 
a lawful cleric outpost. 

Zl. Grnin Field$. 

22. Well. This sll·ucture is identical to 
srea 13. 

28. Duck and Goose Houoe. 1'wenty 
ducks and 18 geese live in pens sur­
rounding .v. centr().1 building. Ench pen 
conta.inG a brick-lined pool ofwntcr. 'rhe 
fowl o.re he<U'd during tbe day from 
eeveral yarde away. At night, the$e 
noisy birds ,.,.. chased insid.e the small 
round house and shut in. lfthe house iSt 
disturbed at night, tho poultry keqper 1s 
a l&rted by the honking and hissing of 
the s••~-

Z4. Poultry KeeP"r'~ House. The 
pm1ltry k"fl" is present here at all 
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timP.R. RAr.h morning he relea.,.. the 
fowl from bulldlnl!" 2~ And 21\ into their 
pens and collect&4-48 chicken, duck, 
aod goose eggs. 

26. Hen Huuse. Thirty-six hens and a 
fow r1M>i.w'• liv• 111 pWlJl •urrouoding a 
oentral building. The l1011iS eui...r Llie 
small, round house at dusk to roost on 
their eggo. The fowl a.i-e hea-·d dul'inll lhe 
day from.11everal yuclo away. At dawn or 
if disturbed during the night, the roosters' 
crowing can be heard across the trading 
pool.. If the rooatera crow, the poultry 
keeper is o.lcrtcd. 

26A. Horse Stable. Two to 12 mares 
US4ld as riding horaea, 1·8 donkeys, and 
1-6 mul .. ..,.. stabled hero. Six twc>­
wheeled carte are stored beside the 
mules. Half the overhead area is floored 
for use as a hayloft. 

26B. Servant•' Qua'l't.P.l"&. Two stwf,. 
hands live here and are almost always 
to be found in the barn. 

26C. Cuttle St.able. This ls the home 
uf2·12 uxeo. Six yokes are stored here 
wiU1 •IA pluw~. Above the stable is a 
hayloft. 

27. Gardener'& Uouee. The gord•uw· 
tende erope in the ve)letable garden 
(area 28B). When not in tho garden, he 
i8 in hie hoWIO. 

28A. Grope Arbor; A wooden frame­
work a1tpporta vines bcnring both green 
and dark purple srap"8. 

28B. Vegetable Garden. Neat rows of 
vegetables grow inside this walled enclo­
sure. Familiar vegeta.bleJ - carrot., C!lb­
ooge, t\\rrups, and patmipa - grow in 
thi• garden Ve11etables which may be 
strange tn tho 1'(')$ olf'O grow here: toma­
toes, potatoes, llQWIRhP.R, pA(l!lP.1"', oom, 
and string beans. These plants should 
only be described to the PCs, not named, 
t.o encour~ a little ruesswork. 

29. Orchard. Tili6 area oonlain~ 
pruned and trained fruit trees: apples, 
pea<&, pcachea, plums, and currant'!. 

30. Dit.ch. The ditch eurro=ding the 
bailey is 20' wide and 10' deep. Rain 
water hao collcetod t.o a depth of 6'. 

Sl. Palisade. The·oharpencd logs 
from which the palisade is constructed. 
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stand 20' hlgh. 

112. CntwAlk. A 5'.wide walk 3' from 
the top nf tho p•llAAdo, run~ eomple~Jy 
around the hailoy. '!'ho e•t.wolk is acces­
sible via two laddera at each ofthP. 
three gatehouses. During the day, four 
••ntrie• patrol the catwalk at random 
intervals. At niQ'ht, ei~ht sentries are 
p~l•<l. 

33A. South Gatebouu (Water 
Gate). The drawbridge over the ditch 
can be hoisted by two men uoing a 
wiodlllb& in the gatehouoe. A metal· 
ohcnthcd pomulli8 co.n be dropped 
quickly acroas the opening by chopping 
ils supporting rope. The g<>tchouoejuts 
pasl the paHMdo oo ib roof con be u.ocd 
as a fighting platform. Two ladders 
inside the bailey stand against the sides 
of' tho gatehouao allowing aceees to the 
catwalk, lighting platform, drawbridge 
windla!ia, and portcull!• •upport rope. 

338. We9t Gnt~house (Sellyport). 
SAA thA 80111.h <'rlll.Ah(lnAA (33A). 

33C. East Gatehouse (Post.erD), See 
the South Gatehouse (33Al. 

34. s .. iley. The courtyard inside the 
pali ... u• i• divid..d by dirt stTeets and 
muddy all•Y•· El•v•n buildings stand in 
the bailey. 

86. 'Thmple. 

36A. Chapel. Th.is chapel i$ for both 
the novioca and tho clerics. The Ohapel 
Keeper ic in cborgo of thia worship area 
and msint<line the Jll'CO. The chapel 
contains ono holy symbol worth 100-600 
gp and six. holy water viala. The bare 
$\one ii J\Ot docorated, although numer­
ous wooden altara atand on the floor 
throughout tho building. 

The ~centor is in charge ofU>mple 
muRir. And r~rAml')ni~J1. He files music 
and rehearses the chnir. All olArfo• ~nd 
novices are present during womhip 
periods. 

35B. Sacristy. The sacristy is where 
oen:wuni..J dulhiJlll, bunners, and 
standards are tt.on:d i,.,tw""n wursh.ip 
eerviceo. In tho locked sacristy are sev· 
en vestments embroidered with gold 
thread (worth 25 gp oach) and temple 
ornamonta of gold, silver, and preciOU$ 
otonco (worth 1,000~,000 gp). 

The Sacri8t looks after temple mainte. 

nenoe, lighting, and cleaning. He is also 
in oharge or •t.orlng ceremonial robes, 
hats, llag•. and standards. Ha carriea s 
koy to th• aacrlaty and i• in tho vestry 
during work porioda. The Sµ/>.•acrist 
h~lJl• !,he s~eri*t in performmg his 
temple dutlM. Ho •~•l$t• in the vestry 
when the Sacrl•t I• thArA. 

33C. Vestry. The ve•try i• whore r.hA 
chief clerics ~o before and al'u!r che 
ceremony Lu ch11ni:e into and out of 
their robes. There is a locked strongbox 
in t.he vesLry 0011L11i11i11~ 2· 12 pp. 

36. Commercial Daildinl(. 

36A. Trading Hall. During daylight 
hollf&, thia largo chamber is rilled with 
noioo o.nd a.ctivity. Anyone who has 
anything to sell or buy comes here to 
trade. Long, wide t.rcGtlc toblcs di.nde 
the hall and hold tho t.radc goodo. Piles 
of P"lts, procioua at.ones, epicee, and 
manufactured goods fill the air with a 
strang~ mixluro of odors. 'l'he mood in 
tho boll Li genorally jovial, and food 
vendors w~lk through the crowd hawk. 
ing their tasty wares. Nearly any stand­
nrd t.onl• or gnod• Clln he bought, sold, or 
traded in thts hall, u•nRlly "' • f•ir 
market price. Livestock and captured 
wild animals are traded at the watering 
troueh (area 38> outside the hall. 

At. ol11ht. the hall tranmorms into a 
dining h..11 fur "r ..... feast given by 
Tl-ader Jack for all uuu..:lt:rical lrading 
post visit.ora and inhabitants. (Cl"ri"" 
have thoir own kitchen and dining hall 
in building 17 .) By midnight, everyone 
find& a q1tiot oornor t.o aleep where 
nowly-pllfchal!ff gooda and =sold mer· 
clumdiae C<>n be g1111rded. 

Moot businooo io tronooctcd in this 
trading hall, including the hiring of 
mercenaries ca.nd epocislista. Hired sol­
diers, alchornitta, armorers. anims.l 
trainer.9, enginoora, sagos, seamen, 
spU!S, and wtldorness guides move 
through the crowda looking for work. If 
Rny mAmhAr M the j)Slrty m•ntion• that 
they are lnoklng for pArtionlAr goods nr 
services. It will not be long until Mme. 
one approaches them with information 
on where their needs can be l\llJllled. 
Everybody bell)ll everybody and few 
11ue1Sliouo....., •••lml. 
If the PCs need to hire a guide, they 

may choose among tho three currently 
available (eoe Po.rt 1, pages 54-55, io•ue 
16). Of oouree, if a guide was previously 
hired and proved acceptable, be may be 



hired again. If un unacceptable guiue 
returned to the tradin~ p0st and the 
PCs cakh sight of him, there may be 
trouble, 

36B. Guard Quarters. Two of Trader 
Jatk,s finest mercenaries arn1ed 'vith 
swords stllnd gunrd here dny nnd night 
to keep watch over the tro.dcr'G \Vru'C-!J in 
the next room (360). 

36C. Wares. Valuable commodities 
purcha..00 by 'l'rader Jack are stored in 
this locked chamber. The room contains 
a crossbo\c,• v.tjth BO quarrels in a case, 
one long bow. one short bo,v, 20 silver4 

tipped AM'OW~, ~light r.at.Apt1Jt, fiVP. 

pitch shots, a silver dagger, barding for 
one horse; chain mail .armor for one 
human fighter, plate mall armor for one 
human fighter, a grappling hook, one 
holy symbol worth 25 b'P, a vial of holy 
w1<ter. " •el of thiers Looi•. "s1<udle with 
bridle. and a locked chest. Tuside the 
chest are a sword + 1, 10 wTows + 1, a 
suit of leather arnior + 1, a potion of 
diminution, a scroll with a le"itate &pell, 
a ring of anim.al control, a wa1td of 
enemy detection, and a baq of de•'Ouririg. 

' :::.~:: '--··--. 

360. Granary. Thi• room i• a store· 
house for brewery grain. The Granator 
looks after the supplies of wheat, barley, 
and rye. 

37. Priory (Distinguished Guests' 
House). These quarters for guests of 
qunlity arc currently vacant. PCs may 
stay here only if they arc at the 9th 
level of experience or above. 

This dwelling is richly &corated and 
finely famished. It has glass in tho win­
dows, carved wooden c~ilings, a.nd fuur 
tapestries (worth 250 gp each) hanging in 
<'a~h of the bedroom.•. 'The house contains 
A •mA 11 ch Apel (~7 A), r.wo bedchembers 
rn1B, 37C), a wine cellar (a70), hutt.ery 
(37E), wardrobe (37F), storerooms (37G), 
office (37H), study (371), and parlor f$7 J). 
A holy symbol (made oftortle shelll bangs 
in each J;'OOm. The buttery contains silver· 
ware worth 1,000 sp, In the chapel are 
\'~tJ:IU~Ilt.l:i t:Inbroidered \Vith gold thr~ttd 
(woi·th 25 gp). A locket! •w'Ougbox 0011taiu· 
ing 4·36 pp is kept iu the office. 

It is nea>:ly inlpossible to see the P1·k)1'. 

He i$ in charge of all cleric• nt the out· 
poet and deddee what each does. He ha• 
a council of senior cleric& to advise him 
and two aasistanta to help in his work. 
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Tb~ Prior':; Se,·retary runs.errands, 
writes letters, and serves as the Prior's 
personal assistant. The Prior'$ Slewurcl 
orders 5upplie6> supervise& hou~hold 
servants, ~nd check,; on the condition of 
rooms, furniture, linen, and clothing. 
The Prior, Secretary, and Steward are in 
the houac nt all times, except the Secro· 
t-0.ry when running an errand. 

38. Well and Watering Tr<>ugh. 
Livostock and captured wild beasts aro 
tradGd here during the day. At night, all 
animals are placed in appropriate 
barns. Wild QJlimals are locked inside 
c8ge$ in. the kennel (42B). 

39. Food Services Buildings. This 
atea., maintained hy pritu~t~ (3rd-levP..1 
eler!csl, supplies the Lawful Brother­
hood and much of the surrounding area 
with food and drink. It is further 
detailed below. 

89A. Witte Press. Th.e virztu.er is a 
pl'ie.st '"ho presses grapes during 'vork 
periods. 

39B. Buttery. This buttery is a store· 
room for liquol'3. 
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39C. Brewery. The brewer is a priest 
who Loil• here during work periods. 

39D. Kiln. The potter is a priest who 
throws clay pots and fires them in the 
kiln. 

39E. Fruit-Drying House. Grapea, 
apples, apricots, peaches, and plums 
hong to dry on rncka in this building. 

S9F. Kitchen. See th.• description of 
area17G. 

311G. Mill. The millwright is a priest 
who grinds grain during work hours. 

39H. Pantry. This is a storage room 
forprovi~ionf:, gl~.SSW.Elre, plates, and 
eating utensils. 

391. Bakery. The baker is a priest 
who toils here during work periods. 

4-0. Barn with Threshing F1001' Tlilii 
large buildh1g is stacked to the rafte1·s 
with dry fodder and grain to be 
threshed. 

41. Sheepfold. The ahepherda' quar­
tcro ore here runong 4-24 sheep. The two 
shepherds are 1st level clcrico and ore 
always here. 

42A. Kennels. Usually, 2-12 dogs can 
oo found in thi• kennel. 

42R Wild Animal Storage. At night, 
"oApt.nre.d wHd animal brottght for 
trade is caged in the one empty kennel. 
Tu determine which wlld animal ls here, 
roll on the Great Northway Wandering 
Encounter Tables for Animals. under 
any type of terrain heading. 

42C. Stables for Servants' Horses 
and Oxen. The grootn,s' quarters al'e 
here among 2-12 riding hortse1S, 2-12 
draft horses, and 2-12 oxen. The two 
grooms are almost always here. 

43, Goat Sheds. The gocrther<k' qu<ll' 
ters are here among 4-24 goats. The two 
goatherds are $ervants of the clerics and 
are always here. 

44. Pigsties. 'l'h& swin•herds' quar­
ters are here among 4-24 pigs. '!'he two 
swineherds virtually live with their 
pnrcina chArgAs. 

45. Cow Sheds. The cowherds' quar-
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ters are here among 4.24 cows and 
calves. The two cowherds are here 
unlelill they are delivering milk to the 
kit.cheus (l 7G, 39F. 56B). 

4G. Stables fo1· Mares and Foal&. 
This stable is empty at prese11t, except 
for a few minor tools. 

4'1. Motte. The motte is a human­
mndc earth mound measuring 240' in 
diameter at its bruie 001d st001ding 80' 
high. The earth U$ed to construct the 
motto was dug from the surrounding 
moat. 'l'h<t motte's top is flat and me-a. 
sures 80' in diameter. 

48. Moat. The moat is 40' across and 
is dug 20' below ground level. Rainwa" 
t.er h•• r.lll!P.r.ted in thP. mo•t. t,o • depth 
of 15'. The moat com)>letely sun·ounds 
the motte and connects with the ditch 
summnding the bailey. 

49. Plank Bridge. A 3'-witle plank 
btidge strotches 45' """"'"the mott~. 
co1mecting the bailey to the baiie of the 
motte and the timber stair. 

60. Timber Stair. A 10'·wide wooden 
staircase climbs the aide ofthe motte 
&om the end of the plank bridge to the 
door of the koop's gntchouoc. 

51. Secnt Entrance. At the base of 
the motte facing northv.•&st, a concealed 
entranee and tunnel lead to the 
dungeon level of the keep (56). Even if 
the moat is filled to the top, this open­
ing is Rtill l' Above wAter level, Tb use 
the secret entrance, the moat muRt be 
crossed. 

52. Palisade. The sharpened logs 
from which the palisade is constructed 
stand 20' high. 

53. Catwalk. A 5'-wide walkwey 3' 
from the top of the palisade runs com­
pletely arottnd the keep. The catwalk is 
accessible via two exterior ladders at 
the gatehouse. During the day, two 
ocntrics patrol the catwalk nt irregulal' 
intervals. At night, four sentries are 
pcsted, 

54. Gatehouse. This gatehouse ha& 
no drawbridge. A metal-sheathed port­
cullis c.9Jl be dropped quickly aeross the 
open.itlg by chopping a supporting rope. 
The gatehouse juts past tb.. palisade so 
its roof can be used as a fighting plat-

form. 'l\vo !R.dder< stand against the 
sides of the gatehouse allowing R.r.t:ess to 
the catwalk. fighting platform, and 
portculli& SUPPOrt rope, 

Trader's Keep (area• 55-69). 

Thi• stone-walled tower replaced a 
wooden structure built by Trader Jack 
when he fir5t landed on the Tall Grru;& 

Coast. The roof of the keep is 30' above 
the top of tho mottc; the countryside can 
be viewed from a height of 110'. Six 
arrow loops pierce the tower walls 5' 
above the ground. Six grilled windows 
are ~t into the tower walls .15' above 
the ground. l''our stained-glass windows 
are 25' above the ground. Throe chim­
ney pots stand atop the chimney on the 
north side of the tower. The edge of the 
roofis crenellated with merlons and 
emhrsururP.R. SP.P. the in~P.t mAp for 
details of the tower's four levels. 

Dungeon l..eoel 

The swne wtt!J.. lilld flour of this level 
are 10' thick. 

55A. Well Room. A spiral stairway in 
the northea$t corner of thi& poorly lit 
chamber leada to the basement level 
(66). A concealed door in the northwest 
corner connects with the secret door at 
nrea 51 via a long, downword-oloping 
tunnel. In the center of the room is a 
fresh-water well 150' deep. 

558. Prl.$-Oner's ~It '!'he door to this 
cell is unlocked. Inside the cell is a 
to\'tJe who \s actually a guest of Trader 
Jack. His modest accommodation was 
one of two left in the kP.P.p for visit.orR. tf 
this part of the adventure Is run before 
the PCs are hired by the t.ortles (or if 
they have declined to help), he is pack­
ioi his purple garment'! to leave for 
Ya..ak and th• centennittl pilgrinrag• tu 
his ance&tral egg· laying J(l'ounds. He 
can be hired for 3 gp per day to guide 
the party diroct]y to Yazak. 

06C. Prisoner's Cell. This cell i• 
currently empty but CQD be used by 
guests ofTrirdcr Jack. Adventurers who 
break any rules or offend Trader Jack 
are imprisoned in this dark room. 

BM•m•nt u., .. 1 
56A. Entryway. The entrance to th.is 

s)lort hallway i$ guarded by a metal­
sheathed portcullis which can be 



dropp•d •r.ros. t.he opening hy chopping 
its support rope. Doing so might trap 
would-be attackers In the gatehouse 
between port<:ulli or inside the entry­
way, where large wooden doors barred 
from the inside block their passage. 
Anows or boiling water can be pou1-.d 
onto trapped invaders through three 
murder holes in the ceiling l'i:om the 
guard room (57B) above. 

otlB. Kitchen. Thia room's floor is 
covered with sand flecked with blood. A 
rack on the wall holds a number of 
large cleavers (treat as hand ruce&) and 
carving knives (treat aa normal dag· 
gers). ln tho room's center is ·a lari;:e, 
wooden, blood-stained chopping block 
about 2112' tall and S' square. 

The kitchen contains food preparation 
utensils and eating implements Qf all 
kinds. Waterskins full of wine and ale 
hang from wood•n P•S" on t.h• w•lls, 
and a dead duck and chicken are SW<­

pended by their nec)!'.s from the rafters. 
The door to 56A can be barred from 

the in•ide. A •Piral stairway connects to 
Lhe durtl(eon lev.J below .. nd lh• grout 
hall fovel above. Au arrow loop pi•n:t:s 
the wall uea1· the spil·al atairway. 

56C. Armory. This door is locked. 
Any type of armor or weapon listed in 
the &pert Rulebook can be found in 
thin chamber. The room iD lit through 
two arrow loops. 

5GD. Storage. The door is not locked. 
L,,..ge supplies of food, drink, wood, and 
household supplies are stored in this 
thamber. The.re are 1-12 normal rations 
here. The room is lit through three 
arrow lnopsi. 

Great Hall Level 

A spiral stairway connects this level 
with the solar l.vel .. uuve and the \Ju:;e­
ment level below. 

57A. Great Hall. The great hall is 
richly decorated and finely furnished. 
There is glass in the 01etal-grilled win· 
dows ond the oeilingo al'e of c<>rved 
wood. A large oak trestle table stretches 
40' across thia fireplace heated chamber. 
Eighteen carved wooden chairs sur­
rou.nd the impressivoly set table. 'fhe 18 
silver pla~s are worth 10 sp each, and 
the five tttens.ils and goblet .set at each 
pl.ace are worth 10 sp more. Five beautj. 
fnl 1.•pe•triP.• (worth l~O ell •&eh) h.ang 

from the ceiling beams. Between the 
two doors on the south wall is an unfin­
ished map of the Great Northway l1>nda. 
Richland Trading Post is shown along 
the west coast. Tho ring· and tortle~ 
shaped earth mounds (see Part 1, pages 
58-59, issue 16) are shown as water 
holes. The Great Northway and the 
locations of ruined cities are. not ghown. 

117R. Guard Room. This room is 
directly abo\•e the entryway (56A). A 
portcullls windlass stands to one side of 
the room. Unless the tower has been 
recently attacked, the metal·sheathed 
JJUrtcullis hang• •UppurLed by a ruJJ• in 
Lhis .-will. A dour reached by ~qu.,.,,,ing 
around the suspended portcullis leads 
outside to the roof of the ga~house, 
which ..erves as a fighting platform. 
Three fist·sized murder hole.; pierce the 
floor of the guard room and allow the 
entryway to be observed or defended. 
The guard room iG illumino.tcd through 
two srilled windows. 

Solar Level 

A spiral stairv:ay connects this level 
with the rooflevel above and the great 
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hall level below. This level i• richly 
decorated and finely furnished. There is 
$1.Qinod-glaaa in the windowa, and the 
ceilings are dccorntcd with \vood CQ.rv· 
ings. A holy symbol o.nd a to.pcotry 
(worth 250 gold piece•) hang in each 
chamber. 

U is nearly impossible to see 'lrador 
Jack withol.lt an ~ppointmcnt. Ho is in 
charg• of th• "ntire trading post (except 
for the derics) and decides what every­
one P.1~P. ctoP.R. A~qi::.ting 1'r8th~·r JAelc e;re 
his secrP.tary (SP.P. Al'P.a 58'FJ Anri RtP.lVATO 

(see area 58Al. The secretary runs 
errands, writes letters. and serves as 
Trader Jack's personal assistant. The 
:ite~·ard orders supplies~ supervise.s 
l1ousd1u!J •~rvaul•.-and check. on tho 
condition of rooms, furniture, linen, and 
clothing. 1\·ader Jack's secret.ary and 
steward are in the keep at all times 
except when running errand:s. Trader 
Jack is currently at home, but he oft.en 
goos C«plo'ring for months nt n time, 

SSA. Study. Outpo&t business is con 
ducted in this office. During daylight 
Mw·s, 'lrador Jack's steward (AC 9; 
F4; hp l~; #A'!' l; l>mg by weapon type; 
MV 120' (40'!; Save F4; ML 6; AL N) 
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can be found delving into paperwork. At 
night, the steward sleeps hero. He 
al\vays carries an ornamental dagger. 

1f PCs ask to seo 'l'rader Jack, the 
steward politely tells them that the 
trad~r se.es no one without an appoint. 
l"l;'lent. Once an appointment is n1ade, 
thP. PCs v.riJl he given a r.ime to return to 
this room to meet and talk with Trader 
.Jack - usually in 1-4 day•. 

38B. Parlor. This sitting room sports 
an overstuffed divan upholstered in 
imimid •kin (worth 100 gp), 

58C. Chapel. Iu the clia\)el haug 
vestments embroide»ed with gold 
thread (worth 25 gp). Chapel ornaments 
of gold, silverJ and precious .e.tone& m-e 
worth 100-600 gp. 

f>SD. B<:dchrunlxm A !Qrge canopied 
bed almoot fills this room. Trader Jack 
sleeps here on four anim:<I skins worth 
200 gp apiece. Precious stones and spices 
totalling 1,000-4,000 gp adorn the room. 

58E. Bath. The room~s air and \\'at.er 
:>re heate.d by a large fireplace. Warm 
water is po1.tred into a wooden tub used 
for bathing. TherP. i• no •OAp, h\lt plP.nt.y 
of coarse towels hang along the walls. 

58F. Wardroom. Trader Jack's per­
i;onal secretary (AC 9; F3; hp l~; NAT 
1; Dmg by weapon •ype; MV 120' (40'); 
Save F8; ML v; AL Nhan be found in 
this room day and night unles$ helping 
to run errand.a fur his master. The room 
also oontains several unlocked ehe&ts 
holding five animal-skin robes worth 
20-0 gp each, jewelry worth a total of 
500 gp, lllld rare spiocs worth 50 gp, The 
aecretnry wears a hand axe on hiD belt. 

59. Roof Level. A spiral stairway 
connects this level to tho solar level 
below. 'l'rade~ Jack (AC 9; k"'9; hp 41; 
#AT l; Dmg by weapon type; MV 120' 
(40'); Save F9; ll1L 11; AL N; two· 
handM ~\vnrd) i::.penrls mnr.h of hi~ free 
time behind these battlement.R survey­
ing Richland Trading Post and the sur­
rounding wilderness. He·onen keeps 
watch for messaiie pi~eons returning- to 
Lh~ir ruuftup Ion. 

Whenever a party of explorun; ,,.,t,s uuL 
for unknown lands Ol" $ea8, Jack :>euJs 
oeveral of his pigeons along with them. 
He instruct& adventurers to tie me&$age• 
to the pigepn 's legs and release them from 
time to time to inform him of their prog­
rcs<;. It is through such intelligence-
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gathering opemtions that 'I\:ader Jack 
ruw amll<l!lcd much prc.ctieol informc.tion 
about the Great Northway Lands. 'lradcr 
Jack has also been known to rescue loot, 
captured, or dying parties after receiving 
a plea for help via p;geon messenger. If 
the PCs make an oppointment to speak to 
him, Jatk requests tlmt th~y toke 2-8 
pigeons along to inform. him of their prog­
l'P.!=t.". Tft.h~ Pr.fl refnAA hli:i request. the.ir 
stay in Rieliland may he a short one. Tf 
they do not use the birds as Instructed, 
the PCs \\111 not be welcomed to Richland 
in tne future. 

The Lost Ruin' 
When the PCs leave Richland 'I\:ading 
Po•t, they may elect to explore any or 
all of the three fogt ruin& located on the 
Great Northway Lands map. Dra,'Ya 
lies beside the Empty Valley River, 
Bylot nestle• among the Bylot Hills, 
and Yoznk stands alone on the steppe• 
that l>esr its name. 

Remember to use the Wilderness 
Encounter 'Thbles from the Experl Rule­
book and the (.;reat Northway Wilder­
ness Encounters (see end of thig module) 
as the PCs travel along the 'Tull Grass 
Cosst a,nd over the Ya2ak Steppes and 
'Bylnt Hilk Thor• i< al•n A 25% r.hanr.e 
per day that, if they have not hired a 
reputable guide, the PCs will become 
lost and wander aimlessly (See E.tpert 
Rulebook, page 41). 

All &hrte of the loot ruins are laid out 
w the •>1w• pal.Lero. Use the Lmit Rui!l!I 
Map as a guide w the central seetion of 
each ruin. Specific area.s feature differ· 
ent eneounter-s in each ruin, ho,vever. 

PCs feel only a alight ~ation while 
tekporling via the gate stones and may 
not •cnlizc they ore in a different ruin 
beca\lllC the layouts arc olmoot identicol. 

If an area'• contents differ only slight­
ly from ruin to ruin, a g<ineral deeerip, 
tion is given first, followed by specific 
teature$ of that area in each ruin. Kead 
the boxed de~cription plus any appropri· 
ate specillc description each time the 
PC~ e:nter a numbered area. 

1. Gate Stone. The variou• gate 
stones are shown as lA. lB, lC. ID. lE, 
and lF on the Lost Ruins Map. 

A 20'-tall carved gate •tone blocks 
a 15'.wide stteet.. The massive round 
stone has a human.sited hole bored 
through it. 

This artifact is known as a "Portal to 
Everyland:' Anyone passing through the 
opening in tho corr<.~ direction while 
holding the proper key is irotantly tran.s· 
ported to an identical gate stone in a 
distant location. Correct device operation 
is only discovered by experimentation or 
talking tc local "shell folk" (tortles or 
snappers); A fragment or tort le eggshell 
<at least 2.5% of a single shell) must be 
h•ld in • h•TA hAnd th •r.tiva.,,, t.he u-_1,,. 
port device. As the trav•ler st•!"" through 
the gate stone, the eggshell fragment 
disintegrates Into powder. Eggshell frag­
menb! not held in a bare hand are unaf­
f•ct."'1, •o advenlw"'"" may travel up to 
four time;; with a •ingle •gg>!hell by plac· 
ing the re1naiuiug frat(rneuts iu a l:K:l.\:k or 
bag while te/.ep;rtulf?.. 

The gate stones were u5ed by messen· 
ger$ of the ancient Dravs, the race who 
built the cities that are now the lo$t 
ruin3. Shell folk were once a eubservi­
cnt ra.cc to the DravG ond were forbid­
den to use the gate stones. To tho shell 
folk, who regard epeed as a virtue, the 
gate stones becamo a symbol of great 
power. Not all shell folk remembor how 
the gate stone$ worked, though thoy 
still revere them. 

The first gate stone was created by a 
po\\'P:rfu 1 nr~vish msgi('.-\lser centuries 
Rgo ln the eit.y ofYaiak . (Shen folk 
claim ho had R 1.nrtle or imnppor nppron­
tlce. depending on which clan you talk 
to.) During the earthquake which 
de.'ltroyed the Dravish citi"-'l and shifted 
the GreatNorthway's course, the seeret 
to operating the gate stones was los•. 
Natives who later discovered the gate 
:stones did not realize their magical 
powers but knew they were important 
to their ancestora. 

Dra~:ya. Gate Stones 
Clinging vines hang from the gate 
eton~s at lA, lB, lC, anci lD, blocking 
their openings and trailing into the 
street. 'l'hese gate stones have com. 
pietely lost their magic. '!'ho vinos arc 
actually strangl<> vin<>• that can pull a 
PC from the ground. These gal<' stones 
r.An hP. f'VOiriP.cl hy moving r.hrongh th.e 
rubble to either sidP. ofth•m. 

The magical gate stone at lE is a one­
way te/eport device. Moving southeast 
through the gate stone while holding a 
fragment of turtle eggshell teleparts the 
PC to gate stone lB in Yazak. Nothing 
happens if the PC moves northwest 
through the gate •tone or does not hold 
o. tortle eggshell. 
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gate stone at lF while holding a frag. 
ment of tort le eggshell teleports the PC 
lo gate stone lC in Bylot. Nothing hap· 
puui:s if th~ PC wuv~::; in t.he r~ven;e 
direction or does not use an eggshell. 

Bylot Gai• Sto1>.es 
PC~ who try to pao• through the open· 
ings (in either direction) of gate stones 
lA, lB, lE, or lF are st.ruck by a severe 
electric shock, a sign that the magic of 
thcoe gotc atones has begun to fodc and 
"so bad." The current appears ao light­
ning radiating from all sides of the 
passageway. The victim suffers 1·20 hp 
electrical damage even if ho doesn't 
completely pass through the opening, 
with or without tortle eggshell. 

PCs who pass through the gate stones 
in spite of the shock have a 5% chance 
to hP. tP.l~pnrtP.d fiOO milP.!=1 ~WAY in thP. 
straight-lin• dir..,,tinn th•y t.nok 
through the stone (lf, of course, they 
carried tortle eggshelll. Otherwise, the 
gate stone does notbing. 

Moving west.southwest through the 
gate stone al lC while holiliug wrLle 
eggsl1ell tekports the PC to gate stone 
lF in Dravya. Moving 60uthweot 
tlu·ough the gate stone at 1D sends the 
PC to gate stone lA in Yazak. Nothing 
happens if the PC movea in the opposite 
direction through the gate stones or 
does not hold a fragment of tortle egg. 
&bell. 

Yazak Gate St()n(JS 
The gate stones at lC, lD, IE, ·and IF 
produce the same lightning effect as 
those at Bylot. Moving northwest 
through the gate stone at lB tekports 
I.he PC to gate •tone. JE ln Dravya. 
'lhveling nort.hea•I. through gato st.rm• 
lA sends tbe PC to gate •tone 1D in 
Bylot. Nothing happens If the PC moves 
in the opposite direction through these 
gate stones or does not hold the 
required piece of tortle eggshell. 

2. Crumbliui;: Monoliths. Tbe1·e are 
two upright, criimbling monoliths - 2A 
and 2D - in each loot ruin. 

This 30'-bigh, square, crumbling 
monolith su11ports a motionless, 
human-sized figure standing on top. 
GriLLy wehold• •Pirlll once around 
the pillar. 

The toehold• llllowed the lincitmt 
buildets to cleau aud maintain Lhe 
hero.ea' &tatues atop these monoliths. If 
the PCs attempt to climb a monolith, 
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roll ld20. If the valuP. isles• than nr 
equal to the PC's Deicur!ty, he climbs 
the monolith safely. If the value is 
greater than the PC's DeJCterity, he falls 
15' onto the street for 2d6 hp damage. 

DNw_ya Mcnwlilhs 
Greenish-brown metal statues of 
ancient Dravish heroes dreosed in 
armor stand atop these pillar•. Birds 
occasionally land on the human·oized, 
hollow statues, which tire securely mor­
tared to the crumbling monoliths. If the 
mortar is chiseled awny, or if the dark 
corrosion is scratched from s. statue by 
force, copper4 color00 base motal 
appears. Each statue i• made of pure 
copper, weighs 300 poun<!•, and i• worth 
200 gp. 

Bylot M.mwlilhs 
The PCs sense they are being watched. 
SuddP.nly, the figuro on t.np oft.h• pillAr 
bends down and begins beating a loud 
drum. The figure is a pagan lookout 
•ignaling other Neutral Alliance mem· 
bers. All.er be .. ting the drum for two 
IOurn.ls, he atc.acks the PCs with his 
long bow and 20 anows. The pagan 
carries no per:sonal trea&ure. 

YG<ak Mon-0liths 
The PCs sense they are being watched. 
Suddenly, the figure atop the pillar lifts 
an animal horn to its lips and begins 
trumpeting. The figure io o. dervish 
lookout signaling other Lawful Alliance 
members. After trumpoting his horn for 
two rounds, he attacks the PCs with his 
light cros9bow and.30 quarrels. 'rhe 
dervish carries no personal t.Teasure. 

3. Marble Columns. There are two 
upright. marhle columns - 3A $Ind aB -
in each lni:rt. ruin. 

This 20'.high, round marble 
column supports a motionlesi1 

human-ai2ed figure standing on top. 
The column is of polished stone and 
has no toeholds. 

B;y/ot and Ya.wk Columns 
The stone statue$ are sculptures of 
.~rncient Tiravii:ih le-.s11'ferR drP.~~eci in 
fln\\ring rohes. An occasional bird lands 
on each statue's head. 

Drwya Columns 
The stune statues depict. anch~nt. Drttv· 
ish leaders aa do those io Bylot and 
Yazak. Howevei-, the instant a PC touch· 
•• the marble, the column topple• from 

its erod•d hase. '!'he PC: who tnur.herl the 
marble and anyone within 30' mu.•t 
make a Saving Throw vs. Death Ray or 
•uffer 2·20 hp damage. 

4. W..Ued L.W:•. There life eight lairs 
(4A4H) ii; the ruined buildings •ur· 
rounding the central earth 1nound i1) 

each city. Some have been empty for 
yean. Others were re<;ent)y vacated by 
their oe<:upants. Some ofthe lair~ con· 
~in <trmed creatw:es. 

Not ull th" IJuildi~• lh~L •urround 
the central mound appeat deserted. 
Some have solid 1·oof8 and a multi· 
tude of footprints leading from their 
dark doorways. 

Drauya Lairs 
Near 4A and 4B, the PCs sense they are 
not alone. Suddenly, a reptilian snap· 
per head pokes out of a doorway, aim· 
ing a. long bow in the o.dvcnturcra' 
direct.ion. 

Long white strands blow from the 
open doorway of 4C. Four aranea have 
ju.st dislodgod the webbing as they 
charge through the opening. 

Crawling slowly out the doorway of 
4D is a largered-and.green.stripe-d 
snake, iM eye•• whirling blend of all 
the colors of the rainbow. This creature 
is a sem\-intelligentl>ypnosnnke. rt 
attempts ro catch the PCs off guard so it 
can surprise them with its hypnotic 
gaze before devouring them. If a party 
of adventurer. llLlllclus the hypnosnlike, 
it curls its tail around to slash while it 
attempt8 to· make eye contact with one 
of the PCs. It continues to attack with 
tail and gaze until killed or tlle party 
flees, unlea~ it fails a morale check. If 
the adventurers attempt to fight it 
without looking at it, tllc hypno•noke 
usc.o its bite and tail for combat. If the 
a.dventW'ars flee, leaving any of their 
party members asleep, the hypnosnake 
immediately begins to devow- one ofthe 
sleeping individuals. This takes six 
rounds, during which the snake does 1·6 
lip damage tot.he sle<!ping individual it 
\g $Wallowing. Onr.e •w•llnwP.d, the 
unrnrtunate PC continues to take 1.6 hp 
damage per round until dead. After six 
hours. the body is digested and unre<:ov· 
erable. The hypnosnake lut•" very 
efficient digestive system and manages 
to co11'!ume virtually everything it swal­
lows. including magical item.s, weapons. 
gold, and jewels. If the hypnosnake is 
defeated and its lair is searched, two 



opalo a nd two rubieo, worth 1,0-00 gp 
each, are found. 

From deep in the shadows near 4E, 
the PCs detect movement, Something 
human appeara to be eonjurlng o. spell 
(cider cleric of the Chaotic Sister­
hood: AC 4; C6; hp 6 36; l\N 120' (10'); 
HAT l; Dmg by spell or weapon type; 
Save C6; ML S; AL C; SpeUe: cau•• 
light wounds, cause fear, hold [H!rson, 
silencq 15' radius1 caus4 discas<1; $taff). 

As a memoor of the PCs' party steps 
out of the shadov.•s ne-ar 4F, a robed man 
~ppears. "He,. is actn~IJy A m9gic-user 
of the Chaotic Slst.erhnod who has ca~t· a 
polymorph self spell to appear as a 
member of the Lawful Brotherhood. She 
tries to convince the party that she is a 
brother who has be<:ome l1>st while on a 
mh:ss.ion b~Lwet?n cltfric uuLµus~. If Lhe 
PCs aLtack her. she defe11ds herself with 
spells (necromancer of the Chaotic 
Sisterhood: AC 9; MUS; hp 20; MV 
120' (40'); llAT 1; Dmg by spell or weap· 
on type; Save MUS; ML 10; AL C; dag· 
ger; Spells: charm person, magic 
mie:Ji.lc, read magic, continual darknt:is, 
detefft invisible, invisibility, fireball, 
lightning bolt, charm monster, poly­
morph self 

Leaping from cover at area 4G, a 
human dressed in da.rk c.olors stabs at a 
PC's back (pilferer of the Chaotic 
Sisterhood: AC 7; 17; hp 18; MV 120• 
(40'); # A'r I; Dmg hy weapon typo; S•v• 
T7; ML 9 ; AL C; long sword; OL 45%, 
FT 40%, RT 38%, PP 50%, MS 48%, CSS 
93%, HS 35%, HN 58). 

From d""p in the shadow~ near 4H, 
the PC• deLect mov.,ment. Somethin;: 
hun1uu avv~cu·:s tu ~ tuujuriug: t:t ~vell 
(matl·iarch of the Chaotic Sister­
hood: AC 9; C9; hp 32; MV 120' (40'); 
IAT l; Dmg by spell or weapon type; 
Save 09; ML 11; AL C; mace; Spells: 
cau11e light u·ound11, clarkne:s11, pfof.ection 
from evil, blight, free perao71, sile"'x 16' 
radiuc, continual darkncDs, cause dia 
caac, curcc, cause serious wounds) pro 
lectU,n from evilJO' radiu•). 

Bylot Lairs 
'!'he JJCs hear the low growls and purr9 
of large cats near area 4A. 'l'his build· 
ing is a shelter for 1-10 sabre·tooth 
t.igP.l"S., th~ mnt1nrs; oft.he r.io l'8k9St..R~ 
t.hat lair in areas 4B, 4C, and 40. Bujlrl­
ings 4E-4H are the lai'" of 1-10 pagan•. 

Yazak Lairs 
Builclings 4A, 4B, and 4C are the lairs 
ur 1-10 lupins. Howling, barks. and 
J7Q.'O\Vhs oouJ.e fron1 area 40, u~~<l ~ H 

I 

I 

kennel for the lup1n)s dire wolves 
(equal in number to lupins). Buildings 
4E-4H are th• lairs of 1-IO dervishes. 

5.BonePUe 

ln the middle of a wide avenue, 
only a few yards from the central 
ctu'th mound, thousands of sun­
bleached human bones form a grisly, 
20'-tall piJp_ 

nrauy11. RonP. PilR. 
S111Men ly, a fonr-armed, ma(llike sire le· 
tnn st.eps out from hehind a \vn.11 and 
block!! the path to the earth mound. It Is 
armed with four normal swords. The 
creature is a bone golem set to guard 
the earth mound. If any PC approaches 
th~ n1uu1ul. rah;t::s a \'it::Hpun. or \.H:ginli 
to cast a spell, the golem atLacks uµ to 
two PCs each round until it is defeated 
or the I'Cs are driven off. The bone 
golem has no treasure and does not 
retreat from combat. 

Bylot and YazCtk Bone Piks 
Gold glinw from the kcth of scvcro.J 
skulls at-Op the bone pile, If the skulls 
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ar<> searched, 6-lOU gp worth of artifi. 
cial teeth are found. The ancient Dravs 
App•rent.ly pror.t.ir.M dentistry. 

6. Earth Mound. In the center of the 
ruined city, a square, tlat-t!>pped pyra­
mid of earth towers above the rubble. 
\Vet!'lh> gruw on il~ ::;loping sides. ti.nd a 
vil~ of iutt'rwuv~u t., .... jgs <lnU branches 
on the pyramid's top appears to be a 
large nest, 50' abo\-e street level. If the 
pyramid is sealed, read one of the fol­
lowi"g pO.'!sages: 

Drv:wy<> Mound 

As .vou uµproach the Lup uf the 
pyramid, you can see Lh .. ougli the 
ne·st's iutert.wineU b.rauch~s. S'-'\'~n 
3'-long v.·inged lizards resenlbliug 
green dcagono. lie sleeping on a large 
pile of silver coins and a fe\v blue 
gema. 

The winged lizards are actually pock· 
et dragons. Their hoard contai"s 1,050 
ep, 7,350 sp, and a.even topazes worth 
245 gp each. 
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Yazak Mound 

As you approach the top of the 
pyramid, two huge brown birds rusb 
to the sky in a flurry of feathers and 
dry t.wig•. '!'he giant birds of pr-.,y 
whool to at.I.Ack with t.alon• ready. 

This i• the ""st of a mated pair of 
gi;lnt hawks. There is no treasure in 
thP.ir nP.~t.. hut thP.rP. AYP. two P.g1¥- tv.'icP. 
the size ofa man's head, ready t.o hatch. 
The giant hawks defend their eggs to 
the death. 

B_yh!t Muund 

As you approach the Wp Of the 
pyrAmitl, yon cAn seP. through t.hP. 
nP..st'$; intP.rtwinP.d hTAnr.hP...;;. OnP. 
creature, with the shaggy head ·of a 
lion and the gold body of a dragon. 
lies sleeping on a large pile of silver 
and gold coins. 

Any PC within 120' of this dragonne 
when it roars mllh't make a Savin1r Throw 
vs. Dragon Bre..Lh or Jl"" inf..,.,. for two 
L'Ouuds. Tho drasonue'~ roar <leafeJll! auy 
creattll"eS within 30'. Deafened creatw·es 
suffer a - 2 penalty to their hit rolls for l?r 
12 rounds. The dro.go1U1e <an roar once 
every three rounds, but cannot bite in the 
same round that it roars. This dnlgonne's 
ncsteontoins o. hoard ofl,000 gp, 2,000 
ep, and 5,000 sp. 

If the PCs reach the pyramid top and 
def oat or drive off the nest builders, 
rud the following: 

From the pyi·amid'a top, you see 
the rubble of o. ruined city stretching 
out in 1111 directions. Six brick- 11nd 
debris-littered streets radiate from 
the earth mound's base to th& city's 
outer edges. You plainly see t\vo 
faint, uns,verving paths leading out 
of sight from the outer ends of two of 
the streets. These long, s· wide paths 
are tlilJieult to see at. ground level . 

Mysterious paths, visjble only from 
high in the air or from the earth mound 
Wp, connect the lost ruins Only PCs 
who lnok cioWTI from the P..QYth mnunrl 
top or fly at leMt 30' abcwe the lines are 
able to see them. 

PCs who investigate the lines find 
paths made by clearing away stones to 
reveal lhe •oil. As the soil is the Stune 
color as the rocks, the paths are onlv 
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discovered when the difference in tex· 
ture is noted from above. On the Lost 
Ruins Map. the paLhs extend the otreets 
that le1:ttl l:\\Vtty U·un1 tJu:: earLh u1uuu<l1~ 

base in the directions marked A. B. C, 
D, E,and F. 

The path• are man·made, not magical, 
and do noL deviate from being perfectly 
straight more than a few yards in a 
mile. The paths paas stmight over all 
tcrro.in 1 vcgctntion, and barriers. They 
(!Ut through forests, acroes, rivers, up 
hills, and over rolling grassland. The 
paths had a religious significance to the 
ancient people who scratched t.hem out. 
Som& lines corr~spond \t.rith the t~leporl 
directions of the magical gate stones. 
The paths are seen coniw:ting the lost. 
ruins on thP. mAp 1>f the GrP.At North\vay 
T..1Rnd~. 

Draoya Path.• 
The paths extend to the east-northeast 
and tu the southeast. The path to Yazak 
(E) int..r•ecL• a rin~-•h1<pt>tl ""rth 
mound about 150 miles from either city. 
The path to Bylot (F) illterse<:ts a mow1d 
shaped like two semicircles about.400 
miles from Dravya. 

BylotPaths 
The paths extend to the southwest and 
wcst-oouthwcsL, connecting By lot with 
Drnvyo. (C) o.nd Yozak (0). Halfway 
between Bylot and Dravya, tho path 
intersoats an earth mound sh9.ped like 
two eemicircles. A tortle-sbaped mound 
on the path from .By lot to YMak lies 
shout 350 miles from either city. 

'fi>;.<>k. P<>lh~ 
Th• j'inths to I.he northe•st. and north­
west connect Yazak with Bylot (A) and 
Dravya l.B). Each path intersects an 
earthen mound <see Dravya and Bylot 
paths above). 

Conoludlng the Adventure 
There are n\ally po.ssible outcomes for this 
ad"enture, aU of which probably result in 
the PCs returning to civilization exhaust· 
ed from trekking cross-country (perhaps 
several times). If they survived the trip 
but wore unouoocs3ful in finding the 
mouth of the Great Northway, they may 
want to rest up, rcprovision thcmoolvcsi 
and search at:ain. If the adventurer• h9.v• 
not yet oxplorod the ruined citioo, tho DM 
should encourage them to mount an expe· 
dition tot~ Yazak Steppes and .liylot 
Hills, as the rewords of unraveling the 
myst1>ry of the "Port9J~ to Everyland" 
rival even those offered for a map to the 

mouth of the Great Northway. 
Success at either venture brings great 

rewllrdtl. If the ad venturers return to 
atty (;ivilized purl 'vith a ruap showing 
the mouth of the Great Northway. they 
are conunissioued to i·eturn and explore 
the continent'• heartland, and may be 
sent to find the source of the Gre~t 
Northway in the land ofFrosthaven. If 
the PCa learn the secret of operating 
the gate stones, they ho.vc a tEtctieo.l 
advantngc for defeating the Chaotic 
Alliance of aranea, snappers, and the 
Ch9.otie Sisterhood. Tho secret of the 
gate ston0s' operation is almost beyond 
pric~; bot.h merc.bantg and sagea v.•ill bid 
against each other for this valuable 
knowledge. If, in addition, the PCs 
rP.t.urn with l3ree pi~P.S of tort.JP. egg. 
shell, they may sP.11 t.hem for a good 
price in any sizeable town or city. Q 

Quick Fix 

The region shown here appeared 
on Map 1, page 42. of issue #6. 
HE1npire ofThyat.is" is on1y a 
generic term for the geographical 
ai·ea, not a statement of political 
reality. The countries in this 
region are independent1 SO't'ereign 
nations, not under the Thyatian 
Empire's control. The Empire 
controls only the shaded area on 
the map and elaime moat of tha 
large isl9.nd to the east (tho Isle of 
Dawn). 



Great Northway Lands Encounter Tables 

Roll ld6 and refer to this table to det<lrmine which monster table to check. 

Wood&, Hills, 
ld6 Clea_; Grassland Valley, Barren River Swamp Ocean Jungle 
· 1 Animal Aillma1 Animal Dragon Dtago.n Animal 

2 Animill Dragon DrajfOn Flyot Flyer Animal 
3 '.Qragon Flye~ j')yer Flyer Swimmer Pr~~ 
1 Flyer Tri'be Swimmer Swimmer s'wilnmcr Tribe 
5 Tribe Trioo Sv;irnmer Swimmer Swimmer Tribe 
6 Unusual Unusual Trioo Tribe Tribe Tribe 

Animals 
Barren, 

1d6 Cleai; Grassland Woods River Valley, Hill< Jungle 
1 Caoo.ilia Bear, ~lack' Ai»ooba, giant Caeci)ill.\ 'CaecUia 
2 l)iig, llOl'll'.91 eent'iparte: ~~pus, nuirin,e Dragonne Centip<lde 
3 J!grs~, dr.a Pevft awine Grny 0(17.e ~g..,n<!~al Dra_gomw 
4 Horse, war Dog, normal Gray 001..A Hor1:P., rlrAft Pnt*)'le worm 
5 Purple worm Owl bear Rat, normal Horse, 'var Rat, normal 
6 Rust monster Rust monster Termite, fresh Rust monster Rustmon~r 

Tribes 
Valley, 

ld8 Clear, Qrassland Woods, Jungle Riv~rt-SwHmp 11lll'ren, Hills Ocean 
f' ~ -;\i>auea C~.Y·men Derv£irht:~ Snap~r 
2 Lu1,>in D~qish Cay-men Lupi\•"* Snapper 
3 ativ~ Lllll Q11nne.n Nativtr §nappe~ 
4 Nomad* Native Turtle Nomad Snappei· 
5 Ore Pagan Turtle Ore Snapper 
6 P<>gnn• Phnnoton 'lbrtle Pagan Snapper 
7 RilJl'a8t8.,'" R8.Kasta Or<: Ra:KaSta "Snap~ 
8 Tort!~ TOrtle Ore rort1 .. •• Snapp,~r 

• Except in Yazak Steppes. Roll again. 
•• .b!xcept in Bylot Hills .and Dry Flats. Roll again. 

Flyer• Un usuals 

ldlO All Terrains ldl2 All (Thrrains 
l Dragonfly, black' l I/jiQJ\i11es.ser 
2 Dragonny, blue 2 noppl~g~nger 
3 .Dragon!Jy, green a Efreetl. ·1.,,.-er 
4 Dragonfly, gold 4 Golem. amber 
5 Dragonfly, red 5 Golem, bone 
6 Dr"l!Unlly, whit.. 6 Golem, bronze 
7 Httwk. normal ~ ~ lnvi3ible stalker 
!! Hawk, gi_auk 8 Living •t1ttue. eryot..,\ 
9 Fock£1; dfag9n 9 Living ~tii~u·.~~11 
10 Pocket dragon 10 Living statue. rock 

11 llypnosnake 
12 Shadow 

Swimmers 

ld6 River/Lake Swomp Occnn 
r ~moeba, iiiant Aill'Qeb,., gian~ J\moclfo, giant 
2 Amoeba, giaiil: Amoeba, giant Dl!CaJ?U•, tnal'ine 
3- Gr.ay OO'Ze Decapus,. marine Fish,gfant'rocli: 
4 Gray ooze Gray ooze G'iant, sto1·m 
5 Hydra, sea (tray 002e GrayO«Ze 
6 Turmite, fresh 1\>.rmite. su.•a.mp Tunnite, salt 

Dragons 

Clear/Barren, 
ld6 Grasslands Woods/Jungle River/Ocean Swarnp Hill•Natley 

1 'Qhimora Cliimera Chimera 'Qjlimera Ch1mer11 
2 Dr!lgun, l>lu~ Draton. irold Dragon. gold lli~gon. tilack Dragon, gold 
3 Dragon, gold pn1gun, gre•n Dragonne Dragon, gold Dragon, red 
4 Dragonue Dragouu~ Hydr~. flying DrHgonn~ Dragonne 
s Hydra, flying Hydra, flying Hyd>'a, sea Hy<lrn. flying Hydra, l1yi~ 
6 Wyvem Wyveru Wy>eru Wyv~rn ~Vyvem 



COMBJNED l\'lONSTER STATISTICS TABLE 

Nrune AC BO Move IAT Dmg Save ML AL Source 
i\m,V,bR; ~im,i;,, -g-- 1 0 -oo·(1t>'~~--- t~idi~toueli i'.12 -'F'f 10 fl c9$.0 
A:ranea 7 3"• 181)'(6l>').~in w~b 120'(40? 1 llite · l Jl .+ j)QisOn MU3 7 Q CC6 
~.b~ - 6 1 120'~) ·2 ~~wsll.l1i~ • .@-Wll~ 'F2 : i N ~2!1 

Caecilia 6 6* 60'(20') 1 bite 1-8 F3 9 N E46 
Cay-man 7 2 90'(30') 1 bite or weapon 14orBWT Fl 819 N ccss 
Centipede, giant 9 lfa 60'(20') 1 bite Poison NM 7 N B28 

[ 
Ghi.Di~~ , __ 

4 fJ• 120'(4\Y), f1¥ J8@(60')- 2 clawN'S h~. + breath '1;a!i~:1Q.73.12--:r &is- F!I §- o - E47 
DeCapW!; marine 5 4 3'(1') 9 tentacl~s 1-6/es. F'l 9 c CP64 Detvish & \'. 1 120'(4(), .,lyl9a.J:o1J B\YX _l"l ro L E53 . 
Devil swine 3 (9) 9• 180'(60'), human 120'(40') l gore or .,.eepon 1-12orBWT F9 10 c E48 
Dire wolf 6 4+1 150'(50') 1 bite 2-8 F2 8 N B39 
Djinni, lesser 5 7 +1* 90'(30'), fly 240'(80'i 1 fist or whirlwind + special 2-16fist or 2-12 whirlwind Fl4 12 c E48 
DOg" .2 +:~l,"80'(&l1J- T J>lte. _r--8'/~N'-cet 
Qop.p!~ganger Q .~ !!!>'(80') . 1 blow J.-12- FB 8 ' .C B28 
~blacl!; g: 7• " 9Q'(SO'.).._f!y,_~.Q'.(§9.1, __ . 2.,!1]~111/. bile 2-6t2-5.i:m!O FT • - ·if} ... Q -~-Dragon, blue 0 9* 90'(30'), fly 240'(80' 2 claws/l bit:.e 2-712-7!3-30 F9 9 N B28 
Dragon, gold -2 11 .. 90'(30'), fly 240' (80') 2 claws/l bit:.e 2-812-SS.86 Fll 10 L B28 
Dragon, grEen l s• OO'C30'l, fly 240' C80'l 2 claws/ lbite 1-6/1-613-24 FS 9 c B28 

agcin, pocket s ?--r9J)'($O'},~()f'(40') 1 bite- l'-lf f' ""~- ~8~C'f5 
Dtagon, red -1 10*" ~'CS,0'), rly-240'.(80.') 2. cl.a wfu .bite f .f!D -B/4,32 Fl9 10 ;c B28. 
JJ!!g~,y. ~~k. 1 3.,±2 _ _(;~~41''{®' 1 biieli ... al> at!>· 1'618 F3· § N @ -~c . ~ aQ J:!! 
Dragonfly, blue -1 4+2 60'(20'), fly 240'(80') 1 bitell lightning breath 1-6/4 E4 9 N CC64 
DragonJly, gold -3 5+2 60'(20'), fly 240'(80') 1 bitell gaa or fire breath 1-6/5 F5 9 N New 
Dragonfly, green 0 4 60'(20'), fly 240' (80') 1 bitell gas breath 1-6/4 F4 8 N CC64 

LEonlly, red -2 a~01'>J,>1l-;-ny 2{ff(S"O') J !it(el.I:'~lireatli 1·6/p ~5. -;-s N C"C:64 
on!!¥, white 2 .a 60'(20"), Jly 24()' (8()') 1 bite/1 coJa breath 1-6/3 F3~ '8'~ N CC!l<l 
Ollll~ 3 8 • I oO;{SO!) .., ~.cla~lJlit.e oi; .~ i.i;/i&/4-24 . F8' .~ N_~QCl§ . 

Efree~i, !es. ... 3 10* 90'(30'), fly 24-0' (80') 1 rJSt 2-16 Fl5 12 c E48 
Fisb, giant rock 7 5+5• 180(60) 4 .spines 14 ea. + poison F3 8 N E49 
Giant, storm 2 15** L50'(50') 1 + ~J:>ecial 848 + special F15 10 L E50 
l%1em, am&ii ~ l.&" 1~$'(f Cla~"liit:.e ~12'/2:f2f.!:2_U -:P5 12~ E.50 
Qo1em~bone 2- 6'"' 121)'{41l? 4 weapons' Jiwt · - F4· 12 . N ES'o 
_Go!em; hrom_e 0 20:f'* 24))~~6'l ..U'LSJ:.+ ~~i*l 3-SO + special -- FlO rg -Ji Es() 
Gray ooze 8 3* 16'C3') 1 acidic t.ouch 2·:s F2 12 N B3_l . 
Hawk, giant 6 3+3 450'(150') J claw 1·6 F2 8 N CC16 
Hawk, normal 8 l/?. 4SO'(l60') l claw 1-2 NM 7 N CC16 
]JOr;;<! 'aratf"' - 1- 3 ~g(l"'@l>'l i1 N'll~ .f2- ----s-. N - E'.il , ·. '· 

2 120'(40') 2hoov~~ Holje, ridinjl 7 14114 Fl 7 N E51 
_Horse."\!.~.;- t- 3 !llQ~ll~ · ~QQV~§ ] >§Ll:i.ii ,,F2 _ 9_ ,N_ E.&J.. 
liydra, flying 5 5:'9~* 60'(20') J-3 HO ea. + special F5·12 11 N E52 
Hydra, sea 5 5.9•• 120'(40') 5-12 1-LOea. F5·12 11 N E52 
Hypnosnake 4 s• 90'(30') 1 bite or 1 gw.<?; tail 1·8 or sleep,; 1-10 MUS 9 c OC70 
lil9i&i6le s~r !l S'> 120>(40 11i1ow- ""'-·- - ---;i:-r6"' - - - ·pg 12-~ E51!" 
Living$ahie1Q:l)'stel 4 a 90~0~ 2 blow& 1~1·6 F3 11 L Ba2, 
!Axil!g ~'Le..J:r§it 2 4• sox102 2bfo.:l!' . -1~1-.8 .,t,,spec@_ - F!, 11 l'f _B?g 
Living statue, rock 4 5• 60'(20') 2 magmajets 2-12i2.12 F5 11 c B32 
Lupin 6 2 120'(40') 1 weapon BWT F2 8 L CC39 
Mercenary 7 2 120'(40') l weapon BWT F2 8 N 
Native 9 r-Illlr'.CfO'J, 1'&ow-- -i!WT + Jibis011 1 7 v - q:;41 
.N.onili Y. l __ ieo·c4o• l weap~n _ BW1' Fl 8 N E63 



ore--
Owl b!>ar-
Qx:en (!lard anima!l!) __ 
Pagau 
Phanawn 
Purple worm 
'Rllasta 
Rat, normal 
Rast monster 
Sabre-tooth tiger 
Shadow 

--

Snal'per 
~evtne -
'l\i . , , fre~h WAier 
_'Th~1.salt 'Olater -Turmite, swamp 
'Ibrtle 
Wyvern 

CC • Cnature Cataicg 
C =C<lmpanion Set Book 2 
V=varies 

6 
5 
7 
6 
7 
6 
6 
9 
2 
6 
7 
6 
9 
6 
6 
4 
3 
3 

1 - 120'(40') ---
l weapon 

5 120'(40') 2 claw.ti bite 

~· 
24-0'(80') 1~ 

1 121)'(40') J weapon 
1 -1 90'(30'), glicling l50' !50') 1 weapon 
1s• 60'(20') 1 bite'l sting 
2+Y-9<>'(30? 2 war claws'l l>:te -
~ 60'(20') 1 bite papack 
i;• - 1g0'(40'.) aq~nna_.._ -·s 150'(50') 2 elaws/l bite 

2+2• 90'(30') l touch 
a 30'(10'), swim 180'(60') 

1.ll'sq:-Nll 
2 clawe/1 beak or l long bow 
Jentiilljjle--"" · 

2+1 120,'(40') Spooial 

. 4 - !8JlJ6.!l'l - SP!.9,!l 
J +l 90'(30') Special 

4 30'(10') 2 ela well beak or weapon 
7'* 90'(30'), fly 240' (80') 1 bite!J sting 

B =Basic Set C>uf>lleon Moofua Jl1ikbook 
NM• normal man 

- -~ ·• 

BWT 
1-811-&1-8 
1-8 
BWT 
BWT 
2·16''1·8 - poison 
l-l/1-4il-4 
J-6 +disease 
Nil ·- - -----1·8/l-ail-16 
14 + epeclal 
l·6/l·6il-S or BWT 
Special 
14 
I·~ 
1·8 
14/1-411-6 or BWT 
2-1611-6 + poison 

E • Exp.rt Rulebooi< 
BWT•byweapontype 

Fl - 618 c B35 
F3 9 N B35 
F1 6 N ~6.. 
Fl 8 N coo 

F1+2 7 L c~s 
F8 10 N E56 
F2 g N CC-44 
NM 6 N 836 
F3 7 N 1P6 
F4 5 N B27 
F2 l2 c BS6 
F3 9 c CC46 

-m.1 12 N C'Cli'l 
F2 8 N EIS6 

3 L1 N~GG 
Fi LO N E56 
F4 11 L CC47 
F4 9 c E57 



THE 
MATCHMAKERS 

BY PATRICIA NEAD El.ROD 

Some matches are 
made in heaven, 
but not this one . ... 

AJtwork by Vtilerle VolU$6k 
Cortog1ophy by Diesel 

26 Issue No. 7 

Patti Elrod and her husband are cur­
rtritly re6earchinK o ni:'l;:;t~tyh;u:;pen.se 
novel set iri Victorian India and Lundun. 
She i.s al.so worhin.g on a $U8pense stor..r 
set in the 1930s, a hew-to book on arcane 
ora{ls, and the de$ign of her own ro/e­
playi,,.g game. Jn off maments between 
writing project•, <he admif$ le plo,ying 
couch potato wliik watching her favorite 
l'.>octor Who episode•. 

Tht Matchmakers i~ an AD&D\l> go.me 
adventure suitable for ll-6 characters of 
lst-3rrl lP.vel at1d of chaotic or neutral 
alignment.<. It i• nor. recommendP.d for 
those of lawful or evil nlignm•nts. 
Female PCs and a ~hief would be help. 
ful but are not absolutely necessary. 

Adventure Background 

The city of Povero is a bus)' and proSJ)<)r­
ous oeaport. Its shelte1·ed ba.Y aml mod­
erate climate make it ideal for nearly 
year-round shipping, a real boon to 
merchants. The governing body of Pov­
ero is o. council of elders who work with 
the heade of the local guildo to maintain 
order and to £ea that business in the 
city is conducted in a professional 
manner. 

Th• elders are appointed for lifetime 
t.er-ms by the landowners and registered, 
taXpaying citizens. The city charter's 
many check• Ann b•ll>nces prevent any 
single Individual from gAining too much 
power. Most of the time the •yst.P.m 
works smoothly and the citizens like it, 
but ili•re are filways troublemakers 
who like to &Lir thing,; up lo Lheir own 
advantage. 

Of the merchant princes who cvu1-
mand great influence in Povero. there 
are three main families: the Savelles, 
tho Holbino, and the Folbres. The 
SavcllctJ and Holbina have been rivals 
for several gcnero.tion:J and ho.vc 
engaged in much spirited competition. 
'('hough their business dealings are kept 
in strict line by the ciJ:y charter, these 
tv-o families ofl:on i;ecretly indulgo in 
mjnor vandalism and juvenile practie·aJ 
jnkru;, kept st a fairly harmless Jovel for 
fear of serious repri1U1l• frnm the coun­
cil. If the Holbins discover their houRe 
gates painted shocking pink on one day, 
they may re•pond by decorating the 
Savell• chimn•Y• with chamberpots the 
next. Such antics provide plenty of 
entertainmen~ and goosip at the local 
public houses, and eaeh family hao it. 
ehare of supporters among the common 
people. 



The Folbres, headed by the young and 
very handsome Aldron Folbre, havo 
been in Povero for a mere 20 years and 
are still considered newconiers in some 
quarters, but they are very rich. Aldron 
is a serious and a.mbjtious bt1siness.rcu:tn, 
a combi.na.t.ion thRt. hA$1 hrnught. him 
considerable profit.~ since he took over 
the family business on his father's 
death. Though some say his wealth is 
coming too easily, he is a very likable 
person and is on fri~ndly LM-ms with 
members ufboth the Savelle and Holbin 
fiuuiliea. Oue of his best fricmls is Lhe 
young heh\ Richard Savelle, <md the 
two axe often seen together hunting, 
hawking, or engaging in any oftbe 
other activities that amuse rich fops. 

A Coll for Help 
The player characters may arrive in 
town by whatever rneane is convenient 
to the campaign. During their •"!'!ora­
tions, they eventually pass a dark, dank 
alley where they hear the unmistakable 
sounds of a fight. Like any city, Povero 
bas it• share of thieves and ruflfans 
looking to fatten their pockAt• or •imply 
to cause trouble. 
If the PCs Investigate, they find a 

well-dressed gentleman in a vicious 
battle with some ruffians (see below). 
The PC• should want to join in the 
fight, for the geutle1uau io outmw1· 
bel·ed; as soon as he glinlpse$ the ne\V• 
comers, he urgently cries for aid. 

When t.he ruffian& are aware of the 
party's arrival, they require a morale 
check. Should they fail, they atop fight­
ing their lone nnd e<l$y prey nnd try to 
cocnpc. If they fight, the PCs will fncc 
NPC thugs equal in number to the size 
of the PCs' party, plus an extra 1-4 
thugs (AC 8; M V 12"; n; hp 6 each; 
IA'l' l; Dmg by W4>apon typo; statistics 
unremarkable; AL any but good; one 
cluh And tl•gger 11piece). 

The gentleman, Aldron Folhre (AC 6; 
MV 12" (currently 9' ); F2; hp 16 (cur­
rently 12); H Kr l; Dmg by weapon type 
(currently unarmed); S 16, I 16. W 11, 
D 14, C 13, Ch 16; AL LE; leather 
arruor, ri"g uf µrote~li<m + Z. skillou 
with long sword, light crossbow, and 
dagger), looks upon the party a• hi• 
rescuers and is certainly grateful for 
their aid, whether it was active or not. 
He is a bit breathless at fil'St and rueful 
at being cnught out nwny from his u.Guru 
bodyguards, promieing he will not make 
the same mistake twice. At the very 

, : 
least, he must invite them to be his 
gueSts at the nearest public house for a 
fortifying drink and a bite to eat. h'olbre 
has been slightly injured in tho fight, 
and some nasty bruises on his legs and 
11rms from the ruf!i11ns' cl\\l)s are mal<· 
ing thomAAlvos falt. 

Limping a blt, he leads them to the 
Admiral's Arms, a publlc house where 
he is greeted with f\'iendship by the 
innkeeper and shown to a private roon1 
wlt..re lte ~ml the PCs are wdl ••rv"'1. 
Duriu8 the en1S.uing iuLrotluctio1U:1 i:Uu.l 
convei·sation1 Folb1·e determines V1i•heth· 
er the PCa are ne'v in to'vn and in need 
of employment. He is taking their mea· 
sure, deciding if they are right fot a 
apecial job he has in mind. He may be 
reluctt>nt to Mk them to do it. They 
helped him once for nothing; would they 
be willing to help him ngain, this time 
for" suitable financial return? He 
warns that they may not like what he 
Ms in mind, because technically it calls 
for some breaking ofthe law - though 
he maintains that, in this case, they'd 
only be bending it a little. If the PCs are 
int.eresterl, he out.line~ r.he prnhlem $incl 
hiR )llan tJl MlVP. it. 

The Course of True love ... 
If the PC~ are intrigued aod ur~e him 
on, he tells Lhem about the rivlllry 
between the Savelles aud Holbins. anu 
how much they hate each other. That is 
but a complication to the greater prob­
lem, though. His beet friend, Richard 
Savelle, has fallen hopelessly in love 
with Master Holbin'a beautiful and only 
daughter, Elis30, ond 3ho with hirn. 
Their fnmilic::i 1 of oour!lc, o.bsolutcly 
refuse to allow them to marry and, in 
fact, Master Holbin h9.S arranged a 
more advantageoua and profitable 
match for l!:li•sa. Hor loathing for the 
fat old merchant they've chooon for her 
meaM nothing; Mt.er• 11. business\$ 
hui:;ine~c;. 

Richard is too emotionally Involved to 
think st.raight and has come to his 
friend Aldron for help in rescuing his 
b•lvved. Folbre w"" 11L 11 lu.,; for a solu­
tion uuLil Im. meeting wiLh th" PC><. 
Since they are strangers in town, they 
have no busine .. intere•t• that would 
be affected by the rivalry, and if they 
helped him in the fight, they are not put 
off by a little risk. His plan is to have 
them (lkidno.p" ElisM Holbin ~ Ghc and 
Riobard can be married. 

Elias.a is well guarded, so it \Von't be 
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eaoy, but Folbre is willing to offer the 
party 1,000 gp each for one day's work, 
plus another 500 gp if they can do it 
with n minimum of violence. Should 
they nsk how he will profit from the 
union, he explains that once the t'vo a.re 
legally married and present themselves 
as such bofore the. town elders, the tv10 
families will have to 8top their feud, 
which is adversely affecting !¥ado. 
WheJJ tb.e feud ends, profits will go up 
anil Averyone. inr.lnrling him~P.lf, will 
h•nefit.. 

If the PCs agree and ask how he plans 
to kidnap Elissa, he replies that he has 
no plan; he is a businessman, not a 
lctcLiciWl. H-OV>'~V&", in anLit:ipatiun of 
some solution, he has written out a 
description of the girl (curly blond hair, 
blue eyes, 5'4", prefer$ to wear blue 
govo'b8) and assembled :interior diagram~ 
of Holbin House and various places in 
the city whore it mo.y be po.,,iblc to get 
close to Eliosa. One of hio oervants is 
couein to a maid at Holbin Houee, and 
through her he bas obtained a schedule 
of .l!:lissa's daily routine. He places this 
information st the- party)s disposal and, 
~"ithin reason, finances their venture, 
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over and above the reward he has prom· 
iaed. He i• willing to purchaae any oui>­
plies the PCs ~uiro - re>pe, he>r'9eS, a 
wagon, forged documcnta, uniforms, etc. 
- or he can tell them where to purchase 
these euppliot, but they'll have to get n 
receipt to be reimbureed. He may eoem 
~n oecentric ro,n~ntic, but wher~ money 
is concerned, he is no fool. 

Using the mApa nnd aehedule, the PCs 
can figure e>ut for themselves where and 
when to kttlnap Ellua. They can sneak 

Daily Schedule for Elissa Bolbin 

7:00 A.M. Rioee, bs.the&, dre"""" 
(room 13). 

!l:UO A.M. ~realtfut• with family 
U<>omn 

9:00 A.M. Takes walk about 
grounds accompanied 
hy nnP mAitf snit ~iY 
loyal men.at-arms. 

10:00 A.M. Spends time in parlor 
(room 0) or atrium 
(ruum 11) with other 
wunten. se\ving or 

11:00 A.Ill. 
read in~. 
llelp$ supei·vise lunch 
preparation in kitchen 
(room 8). 

Noon Eats lunch with family 
<room 7). 

1:00 P.M. 'lbkca &hcrt nap in her 
room. 

2:00P.M. Rioee, takes carriage 
to market e.rea for 
ahopping, usually 
accompanied by her 
mother, two maids, 
and the six men-a~ 
arm• (gatehouse 
gnAMA Admit. no one 
but family memlw.rs 
onto the Holbin House 
rirounds during this 
~ime). 

6:001':M. Rt1Lw-ntJ from city, 
cbafl)(e8 clothe• in 
room. 

7:00 P.M Eat.dinner 
with family (room 7). 

8:00 r.M. Family goes to parlar 
<room 6) for evening 
wino, goosip, music., 

10:00 P.M. 
and games. 
Hu evening bath in 
room, retires for the 
11lght. 
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into the house to snatch her, wait out.. 
side and follow her when she goes to th• 
market, or deviae eome plan of their 
own, Folbre, however, wants the girl 
kidnapped before midnight tomorrow 
for that is when &he ia to be lawfully ' 
betrothed tc the old merchant, 

Acee>rding to lo<'<ll cuotom, because of 
the contracts signed and the money 
involvO<I, a betrothal is as legslly bind­
ing os • marriage . .Should the kidnaJ>­
pmg occur after the betrothal, h:li•sa's 
wedding to Richard could (and would) be 
P.A•ily snnulle<I. 'R~ •81<8 the PCs to 
bring EliAAA to Th~ nAneing M•ide.n.,. 
secluded park within the city, one hour 
before midnight, where they will be met 
by Richard Savelle and a holy man to 
perform the marriaee ceremoDY. 

Fulbre """ "'"'"'t:r the PC•' general 
quesliu1111 t<liout Povtru, bul it is up to 
th~m to come up w itb a succeo:sful pllln. 
If it worb, the DM can awal'd expel'i· 
ence point& fer solving tho kidnap prob­
lem and give a bonus for u..ing a 
minimuni of violenca or no violence at 
all. Folbrc Gtro980» the imporl'111ce of 
avoiding violoncc, o.o it will be for their 
own good should they get caught. He 
promi.sos to help them in any way he 
can if they are so unlucky, butthey will 
have- a mu(h harder time with the law 
if they kill or maim anvone ~cially 
Eli .. .._ ·v ' --r-

·wnile l'olbre hoa been partially truth­
ful with th• J><:q •nd M"'1'Ctly O\ltlined 
Elisaa's and Rlch•l'd0

• pr<>rli•.snnent, he 
has lied about his int.entiorui once thA 
PCs bring Elissa to the city park. PCs 
wit~ ESP may learn he has something 
w hide. but •t the moment his surface 
thoughts are entirely concerned with 
the immediate job. See the section on 
''The Danci11g Maide11s" for more 
information. 

PCs casting divinatory spells in 
Folbre'• presence receive & cold reeep· 
tion from him. He considers such a 
move to bo poor manner& indeed and 
reacts accordingly, withdrawing his 
offer of employment and himself as 
well, getting out of tho range of the 
spell. He >a, after all, a gentleman; he 
finds such open distrust from the party 
to be highlJI insulbng. It sueh a situa­
tion •ri-, the DM must keep Folbre's 
reaction underotAndAhly ••oAAn.ble, 
enough to possibly cause the spell to be 
miscast. but not so much as w make the 
J>llTty suop!tioua. He behaves much. the 
•~m• "" ~hey would ff their positions 
were reverseJ. 

... Never Did Run Smooth 
The VMLy ohuuld learn that Elissa (AC 
10; MV 12'; wro-level butmm; hp 4; 
INr l; Dmg by weapon type (wu<rmed); 
S 8, I 11, W 11, D 13, C 8, Ch 16; AL 
LC) li"es A highly insulated and con· 
trollod life. Strangers appr<>aching her 
n~d C10king her to quietly come along 
with thorn would olo.rm und frighten 
her. Folbre WOO'ns thnt she io unawnrc 
they aro trying to help her, and it is 
important that ~ho be kept quiet, at 
least until they havo a chance to 
explrun tho altuatk>n to her. Once she 
un<l.,,rstands ahe w1ll soon be reunited 
with Rirl>Ar<I, •h• will h<> fully coopera­
tivo. Folbro ••ko th• pArty nol to men­
Uon bis name to ir,11 ...... SinOP thP. 
kidnappln&' Is llletal, he naturally 
wants to keep a low profile. If she asks 
who sent them, the PCs may say they 
are from Richllrd. Fulbre is of the opin­
ion t.hat., thvuJ,th vtrY prett.y and charzn· 
ing, Elissa is i\ot overly $1\iari, and ii 
would be best not to burden her with 
information she doc• not need. 
If the POs pull off the kidnapping 

succcasfully, they may encounter cne 
major problem that neither they nor 
Folbre could ho.vo anticipated - they 
may have anstehod the wrong girl! 
Elise.a'• cou&in Treo ia visiting Povero. 
The two girls are the same age and are 
the daughter• of twin sisters, so Folbre's 
descript.lon ol !;;Jina also fits 'J'rea. TNa 
ia in tl1A! wrong place at the right time 
(on a~ chance, wherever the PCs 
decide IA> perform th~ kidn.pping) and 
mlghL be kidnapped In ploce ofhor 
cousin. unless circumstances would 
dictate otherwise. Since Folbre declines 
to activ•IY help the PCs because of h.is 
lajw·i.,.. h• i.:m'L t1tuund to tell them 
they goof~J. 

Tt"ta (AC 10; MV 12"; ,,.n>·l•v.I 
human; hp 4; NAT l; Omg by weapo1\ 
type (un!lrmcdl; S 9, I 15, W 16, D 12, 
C 9, Ch 16; AL CC) assumes she i• 
being kidnapped for ransom and is very 
frightened, jtWt as Elisoo would be. She 
ecreame for holp (unleoo oilcnecd) ond 
tries to eocape. If the party bother& lo 
~II her why ahe ia being carried off, ehe 
'" smart enough to keop her mouth shut 
until •he feel1 ahe can trust the PCs 
with the truth of her id<>ntity. When and 
if ahe finds out who hired the PCs for 
thP.joh, •hA ltlAPfl nn time informing 
them of Folhre·3 trua char•ctP.r. Tr•• 
pays more attention to business matters 
than h•r cousin does and knows that an 
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alliance between the Savelles and the 
Holbine ie the lllM thing that Folbre 
wo.ntG; U. would be financial auicide for 
him. She correctly guoDGcs he hos some· 
thing more $inister in mind, but she 
cannot confirm her auapiejone. Trea baa 
met l''olbre on aevo.ral social occasions 
and doe• not trual him. 

Depending on their alignments and 
brains, the PCa mu.st do some serious 
thinking Ill g~t. themselves out oftrOll· 
ble. They have nn rMl prnnfnfFnlhr•'• 
involvement with the kidnapping. They 
are stran1111r& In the city. and be Is an 
... t .. blmhed .. nd reape<ted citizen. It 
tlaeY uvt w run. Tre>& ""lui them to stay 
and help, 111.,lchinjl Fulbr"'>i pttyment 
offer &ince she is rich in htr uwu dghi.. 
She fcare that even if he is thwarted 
this time, he may try to 6tir up more 
mischief later on. But her primarv wi..h 
is to aeo her coWJin happily morri~d to 
Richard. 

Whatever thoir course, the PCs ore in 
a very hot spot for Troa'• abduction if 
they anger hor and sho chooses to press 
chargee. 'l'he honoat citizens of Povero 
take a dlm viow of kidnap~..,., duped or 
not. Folbre may also bo aftar them for 
hungling thAjnl), to keep them from 
talking. If th•y Att•mpt Ill gn rn t.n~ Jaw 
to set things strals:ht, they find th• 
guard house thick with Folhr•'• man, 
all of them prepared to draw their 
..wunl.. nuw ..nd Wik questions later. 

Ouee the u"wa uf Eli"""'> {or Trea's) 
kidnapping~ out., Ua" oi~y·~ rwcl.iun 
will be one of ahock and outrage -
especially if anyone i4 harmed. Patrols 
will be everywhere, checking out anv 
suspicious characters (and all new· • 
comers t.o the town). If the DM wishes 
the Holbins mny oven go so for o.s to ' 
enlist the servic~ of yot another party 
of adventurora, perhaps close friendo of 
the lamily, to recover the missing girl. 
The DM should arbitrate this as neces­
sary, though cloa• oncount.en with th" 
city gMrds need not be played out in 
detail if the PCs are careful (city 
guardll: AC n: MV 11·; 1'1-4; hp VAri•ble; 
UJ 1: D!Di by weap0n t,ype; &tati.tics 
a.siswned to be 12 In all categories; AL 
twy; cb .. in mall armor, long sword, 
dagg.,r. <luli "a<h). Note lhat one guard 
in six i• eithor """'"tl.Y in Fulbre'• pay 
or so favorably inclian:d Luwiml biru"" 
to activel.Y &uppcrt any of his plans 
which are not obviously evil. 
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The City and Sov of Povero 
The town of PovOl'O is described in 
general here. It reeembleo an early 
Rcnni113nnoc ltolinn port city. Specific 
oncountcr3 in the city moy be drawn 
from tho Dungeon Mat1tcro Guide, png¢s 
190-194, though tho DM ohould alter 
them as nocoa11ary to fit the environ­
ment nnd ciN:umstancos. Refor to the 
map of the city of J>overo to locate the 
areM describod below. 

1. Fi•htnwn ia • ~uburb of PoveYo 
and the harbor fnr th• cil,y'• gr•nt fi;h . 
ing fieet. The many boaLq here leave at 
dawn and return before dark. with their 
catch. The fish are either salted and 
dri.U Cur inland a;bipmen~ in the pr()­
cessiug sheds or hi.wk.U Cre.;b in the 
city market. Doats may be hired h•r" 
at almost any time of the day or night. 

2. The Wanhouee District is the 
heart of nil major shipping for the area. 
It is a busy place, with ships constantly 
arriving ond dopo.rting, looding nnd 
unloading thair cargooa. Tho ooilors off 
these ships olljoy their free time to the 
tullest in the warren of inns, grog shops, 
and gambling and tattoo parlors that 
line tne crooked and SJMlly streets. Th• 
city 8l•ord• do what they can to keep 
the peace. They maintain several small 
holding Jall.s where Milnn< """ !tlP.P.p it 
oft' IUhey have had toO mneh of a good 
time. Any sailor taking an unscheduled 
°"P in ~be Ill.reel is likely to be "recruit;.. 
ed" Cva· a Ion" lllld wlit:ring """ voyage 
by one of the roving press gaaigs lhat 
frequent the a~a. I'Cs who become 
separated from the party may become 
the target of theoe press gangs. I'arti"15 
thnt stick together and put up a bold 
front ore uounlly ignored. 

3. The Market Arco iG linked to the 
warehouse diatriot. but is fo.r more 
respectable. 'l'hia district supporte rnore 
mercllant.!1 p<>r $quore yard than any 
other place In tho cily. Almost all the 
trade 9nd ahipp1ng business is conduct­
ed h4're, by •t.nking d•als in the street 
or In the many tAv~mA. inno, onrl (Offee 
houses that abound h•m. Mn.I. nfth" 
city's shops are located here as well, 
along with a massive open·alr market.. 

4. The Municipal District. The city 
elders meet here to do the work vf run­
ning the local govcmmel\t. The city 
guard and watch headquartens, the 

main jail, and the public courts are 
1""'1""1 h""'"" well. 

5. Shore Street is about 50' wide =d 
paved with brick all the way from 
Fiahtown to the Dancing Maiden&. It is 
the mnin thoroughfaxe through Povero 
nnd almoot olwoye ologged with carts, 
wagons, horses, e.nd pedestrians. 

6. Bay Road 18 paved from it• inter 
section with the Groat Eaat.\Veet Road 
(7J to its terminus in the warehouse 
district. It, toe, iJI usually clogged with 
trE1ffic. 

7. The Gttat East-West Road is 
unpaved. but It Is an important ov.,r­
land route. runnlne- roughl.Y parallel to 
Shore Street (6) for about 10 miles. then 
swinging Kway from the ooastline 
l.owil<d th~ mvunt.,ins to the north. 

8. The Dancing Maidens is a large 
public park set aoide for the use of Po­
vero's citizens<- the map given for 
this oreo). 

Holbln House 
Situatad on a hill to the east o.nd slight. 
ly north of the city, Holbin House is a 
two.story •tudy in local luxury. Several 
acres of grounds surround the house, all 
walled in and lPVtn over to a small herd 
of 8"""' whMllJOb It is to keep the grass 
short and to provld• milk 06 gnats: AC 
7; MV 15•; HD 1+2; hp variable; I f!(X l; 
Ding 1·3: SA male aoars charge for + 2 
"to hit" bonus and + 1-2 hp damage on 
aiW.ck.; AL N). Two male goats are 
present, and are knuwu Lu aUack str1m­
gere within 30 yards on a 40% chauce 
per round. 

A large pond 800 yards south oftbe 
houoe is home to a flock of geese that 
mo.kc o torrific honking and biasing 
fuss whenever tlnyone tlppronches (2-16 
geese: AC 7; MV 8"/18"; HD 1; hp 
variable; #Kr 8; Dmg 111/1 2; SA pro· 
vent rehqn att&ek 50% chance (ao per 
swan, Momttr M1111ual ll); SD surprised 
l in ld!I; AL NJ. 'l'he noate of their calls 
hu a 20.. ch.anee ~· round of drawing 
the ~ttention of people at Holbin House, 
who moy fi>.Ar ~ dog lie< gotten onto the 
grounds. 

The brick wall surrounding the 
grounds is 10' tall and l' thick. with 
twu wruuijhi m10 irates, one at the main 
entra11co uCC Bll,Y Ru11d imd the other at 
the poste.rn oCC tlae Great E ... t-W ... l 



Roll<l. Both gat.s ano lucke<l llL night, 
and a gatekeeper (AC 8; MV 12"; F3; hp 
17; Dmg by weapon type; statistics 
a8'Sumed to be 14 in all categoriea; AL 
LC; leather armor, long aword, and 
dagg«» each) reside3 in each gatehouse 
ot oil times. 

The grounds arc well kept, full of fruit 
trees and berry buehee. There is a gar· 
den near the kitchen(••• the Holbin 
House map, r<>om 8) and a bam, stable, 
and smithy just off the heating plant 
(room 1). The blacksmith does not liv<> 
on the estate but spends his days here. 
~hnelne hnrRP..S Rnrl maintAlning MTS~ 
Holbin's carriage . HiR son acts a.c; groom 
and driver to the horses whenever the 
carriage goes out. One man-at.arms 
rides up front with him; the rest trot 
behind. TreaL both the bl .. cksmith and 
hio oon a• typi""1 ;rero·level hirelings 
(AC 10; MV 12"; hp 3 each; #AT I; Dmg 
by weapon type.; &tatistics unreniarka· 
ble;ALLG). 

The house is surrounded by a 30'­
wide, square-shaped porch paved with 
atone. The roof extends out oo lofty 
pillnro to cover the porch. There ill 
alway• .bade nvnilable oomewhcre on 
the porch, a very important considet'­
ation in the warm and humid <!lin1ate. 
Specific contents of eaen room of the 
house ar<> l<>ft for the UM ro decide; th<> 
Holbins are quite wealthy and their 
pos~o.iol'J• are oft.he finest qttality. but 
thAy $ll"P. not O$tent.AtiOUR, a:nd thiP.VP.Sl 
will find the fast.grab pickings not as 
good as they might hope. Very few 
weapons will be in evidence. though 
sorne it~rns (leLLer openers. table knives. 
wulkiu;,: c""""· etc.} might doubl• "" 
-o•eapons ·in a pinch. 

Deoause nf the many possible plaru; that 
PC$ could develop in order to kidnap 
Elissa from her home, specifie lccat.iona 
for the inhabitants are given only in 
gencrnl detail. On the <Illy the PCs ru-rive 
at the bou.<:Q (if, indeed, they do oo), only 
Elissa (gnd possibly her cousin 'J'res.), her 
mother, four maids, the blacksmith and 
son. the gatekeepers. and six men.aw.rtns 
are present; Elissa's fath~r is a.way on 
business for the day, and the other ser. 
vAnrA hflve hee-n givP.n t.ime off prior to 
the betrothal. The maids and Eli.,,a's 
mother are zero-level NPCs (.AC 10; MV 
12"; hp 2 each; N III 1; Dmg by weapon 
type (unarmed); statistica unremarkable; 
AL LG). but the men-at.arms are not (.AC 
8; MV 12"; Fl; hp9, 8(X2), 7. 6, G; NKf' 
1; Dmg by weapon type; AL LG; leather 
armor, short sword, club eAeh). 
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HOLBIN HOUSE Lower 
Level 1 square = 1 O' 

i -~H-1- -++-!... -I+ i....i.... I I 
I I , __ 

• I rt -1-r- -1--' Ii IV, 
I ' ~ --L. 
• I I I 

, __ 
- - .it • +. ' ' -~ 

. 
I I I I 

-- ~~T .t 1 H- I 

I L!J 

--~ -m " -H- 4 -·· j : 
I - ' --l+ I I +-~~ ~ . , __ - ' J ' a: ' ' . t ·-1·•:" "1 5 : ~ -~ 

I- _;_ ~ . I 
' : i a::::; ~ ·~- ' . -ry ... i - I·~ _ ..... . , . . . ' 1-1-' -- - 2+· -. • I I ' " ..... ._.,,. - N - r- f +- I - . - ·-~-~ ~ . _. l T 

* 
11 • ... , ~ i -

tr-1-r ~r; -

The UM must remember the 50% 
chance that Trea is also present at the 
HoJ.bin House. It migbt be asswned that 
TrP.s:i Anci F.lisi:iA ArP. hs:iving a tiff ov~r 
last night's chess game, which Traa 
won, and are thus not seen In each 
other's presence durin!l the day until 
nightfall, when the quarrel is resolved. 

Lower Level 

1. II eating Plant. Dw'ing the few 
months of the year that are cold, this 
heating plant keeps the hoU3e toasty 
warm. A series of pipes run under the 
hollile and between the flooro from this 
point. Hot water is pumped through, 
keeping the house comfortable without 
the constant feeding of fireplaces. Only 
part oft.he plant is in use at this time of 
year, to provide hot water for tb.e 
kiteh.en and baths and to cir<:ulate 
water in the fountain (room 11). A great 
deal of coal is kept here, as well •• 
many tools. but little else of value. 

2. Porch. The north and east sides of' 
t.b~ porch art! fw·nh;hed \\•it.h a nu1ober 
of chairs and tables seatte«id abo~t. 
along with several large tubs of plant• 
and a set of wind chimclS. 

- - i--·.0.- -
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3. Formal Dining Room. Tho eight 
tables in tills room are designed to lit 
together in various arrangements1 

depending on the nttmbex of dinner 
guests. At this time ofyP.a.r. thP.r~ i~ n.o 
real social season, so the tables are 
eovered with long dustsheets, and the 
48 dining chairs are lined up against 
the walls. The family memoors take 
their w•lll• in the long gallery (room 
7). The dining 1·oom is not close<l off 
though, for the servants often use it as 
a short cut to other rooms. 'l\vo cabi­
nets in thi.a room each display 12 rare 
and vo.luo.ble ontique vases and 
glaooco, each worth about 50-500 gp 
but being extremely frngile (save no 
glass or crysts.l). No silver\l/&.re ie ueu· 
ally kept hero. 

4. 'l'he Grand .Hall. T his very largo 
room lined with paintings and tap. 
e•tries is where parties and receptions 
ara held. Four .r1mt pillar$ help $\lpport, 
the' second floor, and two stail·ca.c:;P.s 
leading up form a frame to the atrium 
doc~s. Numerous portraits line the 
wall•, each picture being worth 100400 
gp w a wllector. 
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HOLBIN HOUSE Upper 
~, _sq_u_ar_e_-_1_0·--------------. Level 
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l\. Parlor.1'hiR is thE> most comfortabl<> 
room in thA hnuAA. Th• fAmily S!'>"..nds 8 
lot of time here. 8ll evidenced by the 
comfortable padded chairs. game tables. 
musical inlltrwnents. and sewing pro. 
jects. When the ladies are not in the 
wwtyud (twm 11). Lh•y are wrually 
found he:re. The oont.ents of this roolll 
may be improvised by the DM; the mosi 
valuable portable items here are the 
musical instruments, particularly the 
three silver flutes (800 gp each) and the 
plntinum·stringcd lap harp (750 gp). 
Several lutes, carved ;ade chess piet$, 
and small wall hnngings may alno be 
found. The kni ttins needles could be 
used as woapollAI (u knives doing 1·3 hp 
dam.age). 

6. Conservoi.>ry. A year.round hot. 
hnu"" fnr M"'- Hnlhtn'• r>riie flowers, 
tbls room Is warm and humid even in 
winter. The bot water pipes that run 
above floor level alolli ihe l!nes of 
I.ables keep her delicate plants In good 
h•..l~h. Nu •lllullbl"" ......, here, !bough 
some items (like amall Lrowohl =tl 
clippero) could serve u minor weap<ms. 
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7. 'l'he Long Gallery. Running the 
back length of the bou..,. this it another 
1P.iRnTe Are.A "nd contains the back 
stairs and an tnrnrm•l rlining toble and 
cha1rs. When !be family iA not herP., the 
servants use it to e$y their free time. 

8. Kllchttn. Thi• !Wm hu all the 
lnod.eru wuv~nit!nCil::I: runnini water, a 
lar11e stove, and Ion)( preparation tables. 
The head houeek.eeper and cook ha v" 
key& to tho pantxy and keep a strict 
watch on it. Only Ma~r Ilolbin has the 
key to the small wine cellar, the trap· 
door to which io loootod in tbe pantry 
floor. Scrvanle on duty opcnd thcil' time 
here, poli11hing Dilvcr, repairing house­
hold linens, taking their meals, etc_, so 
the house's bell system U. located here. 
A row of belli It attached to the east 
wall on either tide of the pantry door, 
one bell for each room 1W1ide the house. 
AnyonP. pl1fhn11 on a room's bell rope 
summoM A RPrvAnt in !\-6 ~enta if in 
a downata!nl rMm, 11.A AAgm<>n .. if 
upstairs. Valuable It.ems here Include 
the silverware, 1rood china. wine 
1(1"""""· nuv fuudo 1111d spices, and other 
obvious pio~r;~ivni>. Tlus knives here 
ore perfectly serviceable as weapons. 

9. The Master'• Office. Hnlbin kP.ep.• 
long houl'8 and olteo brings lili work 
hum•. Thi• room ls furnished with a 
large J~k. ""J chllir. " smeller desk for 
his secretary/scribe, and lots of shelves 
full of bound paper 1·eeords. As noc..J 
earlier, at. the time the Ms arrive~ l\.ia~;­
ter Holbin (and his male •ecretary} are 
away on business. 

10. Library. Tho bookll thClt fill thia 
room are mo&tly nbout businctla <md 
economics, though a few express the 
ladies' tum. Thllre are oeveral comfort­
able cb.stni and tablet and atrategi<ally 
plaa.d otl Jami-. '!'he lib•$TY doubles as 
a display room for Mrs. Holbin's knick­
knack• And 04her duat colloctors. The 
DM should omnm..i..ign 8 v8riety of 
unwrual ft.ems that cnufd hA found here; 
few otthem should be magical unless 
th•Y are only of curiosl~y or display 
v..lu•. Sume uf tho trinkets could be 
fail'ly exl"'l)oiv• (up w 1.000 llJl value), 
but none &I'\< osp..:i~lly g1.utly. 

11. Courtyard. Sometime• called the 
atrium, thio open cou.rt is tbe •howpiece 
of the house. The courtyard extends 
upwnrd to tbc opon eky above the sec­
ond floor. Four wido wlndowll, usually 
open, overlook tho court from tbc 
upstllire h<>lla. The eourtynrd alno 
mak ... a good ohortcut to other reams, 
.,, gome member of the household esn 
almost alway• be found pllllling 
through_ In the warm month$, lhe 
i;onnd of water from the large central 
fountain IA onnthing And cooling The 
place ls green with mAny kind• nf orna­
mental plantS fl'OW!ng In pots and 
hane'inir from baskets. In each corner 
•wn<hl tt luw rnllrble bench. The foun· 
taiu otll(o i. l' hi~h Wld l' tt~Toss. Mrs. 
Holbin'8 two 1>•t Pttrt'ul.<! liv" here dur· 
ing the warm months. Both talk and 
love to show off for vi~toro, whether 
invited to or not. Any &trangero enter­
ing tbia area after the house hu gone to 
sleep awaken the birds, who greet them 
loudl,y o.nd try to perform for a reward. 
Anyone trying to attock. the birds 
causes them to omit alarmed squawks 
and fly up to the second floor for safety. 

Upper Leve! 

lZ. Roof of I.he Beating Plant. Made 
of baked red tiles and R1Anting •lightly 
away from the house, the roof nfthe 
heutinir plant Is a 10'-jump below the 
roof ut th• mwn house. 



13. Eli&sa's Bedroom is furnished 
with a large bed, two large wardrobe&, 
and several chests to hold her clothes. A 
formal gown hnngs from a wardrobe 
door her betrothal dree&. Numerous 
piecee of jewelry may be found in the 
jewelry box under the bed (up to 15,000 
gp wort!>, "9 determined by the DM). 
The content$ of !hill room, as well as the 
other bedrooms, may be elaborated 
upon by the UM es desireri, within the 
bo11ndATiP.S. ofwh11t one might reasona­
bly find within a wealthy merchant 
family's home. 

14. Trea'~ B"druom i• h•ltl fur her 
fr•qu•nt vi•it. tu Puv•ro. It contains 
one wardrobe on the east wall and a 
large chest at the foot of the bed, wbfoh 
U; against the north wall. The room 
shows signs of current occupation (shoes 
dropped on the floor, an open wardrobe 
door, etc.). A &mall port.-nit pninting in a 
frame shows the two cousins side·by· 
side - the only visible clue that there 
may be more than one "Elissa:· The 
jewelry box in one chest hold$ up to 
4,000 gp of jewelry, as determined by 
the DM. Hidden in the bottom of the 
small chest is a silver dagger in an 
orni:1te Rhe.ath : A gift from Sl warrior-

, merchant friend of 'lrea's. 

15. Master Bedroom. In addition to 
the usual bed, wardrobes. and cb.,,ts, 
thh~ room l.-unt&.ms Mr~. HolUiu>s su1all 
writing tltosk. •et betwe.en the two win· 
tlow8. Vadons pieces of jeweh·y are scat· 
tered tlu-oughout the bottom of one 
cheot (up to 15,000 gp worth), as Mrs. 
Holbin is not very organized. Se,·eral 
int.ere.sting mementoes are visible in 
the room, all of which nu1y he designed 
bytheDM. 

16. Spare Bedroom. Although they 
mu.et vacate the room for spe<:ial guests, 
the butler and his wife (the head house. 
keeper) usually sleep here. Aside from a 
300.gp watch and a 500·gp necl<lace in a 
wardrobe, there is lit.t.le of immedi9te 
value herP. (the butler and maid• bave 
invested the majority of their monies In 
merchant interests and local banks). A 
belt purse in one chest holds 22 ill· 

17. Cu,,,,.,rv1'.tury Root. 'TIU;;; slightly 
l""'kru ruolll is similar to the heating 
plant roof, except for its two large glass 
windows that catch tho oun's rays. Any· 
one standiug at the windows of rooms 16 
or 16 can easily see down iosido room 6. 

18. Maids' Bedroom. Four of the 
junior mo.ids ohar~ this room. It is 
crowded witb beds and chest&. Though 
cramped, it has a fine view of the 
STOUnds. The contents of the chests are 
so varied and j11mbled that anyone 
searching through them will soon real­
ize that little of value ean be foun.d 
here. One vah1abie random item will 
f:nrn up pP.T tum of searching, but each 
sucb item will be of a value less than 30 
gp (e.g .. a purse with 12 sp and 2 cp, an 
ornate copper ring worth 5 sp, a paste· 
jewelry broach worth 2 sp, a rare gold 
coin worth 5 gp, a brand·nev.' and ·rathet· 
risque set of undergal'ment.s worth 6 gp, 
etc.). The total value of the omall, porta· 
ble items herein is 500 gp, 

19. Senior Malds' B-Odroom. 'IWo 
maids share this room o.nd mu.ot shnre 
the adjoining bath with the other four 
maids. The eame note regll.-din!l' valu­
ables in room 18 also applies here, 
though discovered valuables wiU be 
worth 100 gp or less. A total value of 
1,000 gp applies to the smrul, pnrtable 
contents of this toom. No weapons (AAve 
for a bronze let.ter.<>pener) may b• found 
here. 

20. Guest Bedrooms- Four flUest 
rooms line the south wall, each fur· 
nished wit.ha bath,. \VtLrdrube. ch~i:st, 
imtl li..t. Noue are eurtently oocupied as 
t.he house party season is over. 

21. Storage. Thio large walk-iu doaet 
hold$ all the upstair• linens. The floor 
in thio room squeaka very loudly when 
walked upon, alerting ovcryone nt this 
end of the houoe (on upper and lower 
floors) to the presence of eomeone in the 
cloaet. Unless there is good reason to 
suspect something is amiss (e.g., the 
floor suddenly squeaks at 3 A.M.), the 
noise i9 ignored. 

22. Roof. Twenty feet. 9boV<' t.h<> 
porch, the baked red tiles •lant tlown­
wArd to dirP.ct. rainf11ll away from the 
house. 

Povero's Markel Areo 

Elissa regul>ll'ly vioil.s" number of 
:sho~ iu Povero, s.iuoe she and her 
n1other are very serious shoppers. Li&t~ 
ed below are the stores ohe i.s mo•t 
likely to patronize, in the order she 
usually visit" them. Remember that 
Tre<> may aloo be shopping in the area 
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(6()% ehnnco), nnd t'rcqucnts many of the 
S-O.me establishments, although they 
will never bi> in one ·shop at the same 
time. 

If encountered in the market, .EU.sa 
will be in a downcast mood; her mother 
is picking out things for the upcoming 
bettothal and wedding, Ann F.lisAA is 
gon.-mlly tlepresoed about th• whole 
affair and is 'thinking wistfully of 
Richard. Trea, on the other band, is in a 
fairly good mood, though saddened 
abouo her cou•in• predicwnent. Troa, 
like Elissa, will have six male bodY· 
guards (in her own employ), but hao no 
other oompanion$. 

All Nl'Cs encountered below, unless 
otherwise noted, are zero-level humans 
(AC 10; MV 12"; hp 1-4; NNr l; Dmg by 
wenpon type (unarmed~ AL vnrioble, but 
usuolly good or neutral, as appropriate), 

l. l\listress Bobbin's Dress Shop. 
'!'bis exclusive and very expensiv<> 
dressmaker is open to ladies only. Me.le 
PCs are refused entry by the very formi· 
dable receptionis~. Miss Dremonk. The 
Holhin men-at-Aml~ TP.fAT m her AR MiRs 
TlreRdful, but only behind her back. 
Fifty years old and utterly fearless, she 
has all the endearing qualities of a 
ramp~ging brachiooaurus and a pu\ver· 
ful voic< tu liouL. F<m1<l< PC• ., .• w1<d< 
welcome wilh varying degrees of poli~· 
ness1 depending on the richness of .their 
attire. The inner room <ontain.s several 
raeko of ready· made clothing to browse 
through, but mo•t of the business is in 
custom-made gorments. A shop helper 
hovers near nny shoppers to bring fobric 
so.mplcs or to.kc measurements. \Vhcn 
Elissa shops here, her hOdyguarde muet 
rems in outside. If tb<>y hear any sort of 
violwt commotion within, they'll come 
rushing to the rescue, in spit<> or Miss 
Dremonk. 

2. ThP. G~AY WhAIA Pub. F.li••A her­
~P.lfwonld not think of entP.ring a com­
mon tavern, but the pub Is Joc.ated just 
down the street from Mistress Bobbin's 
Dress Shop and is somethin~ of a temp· 
tation to her men·at·arms. who will 
have h>id a long ant! thirsty trot 
through the city. They often take turns, 
two at a time, to get reireshment. The 
pub might also make a good oboervation 
poot for PCs staking out the dress shop. 
The rear door opens onto an alley that 
winds behind n row of shops to join the 
street juat opposite the dreesmo.ker's 
shop. 
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3. Biza1tt World i•" IW'ge. hi~h­
ohelved, narrow aialed elv1 e •P•Cillllzing 
in highly priced imported Items: api.;es, 
pufumes, boll$ of rare doth, and other 
IW<ury gooda. BecaWIC of the value of 
the mcreho.ndise and rarity cf many 
itom&, the otnffhcrc o.rc o.lwo.ys on the 
lookout for cU£tomcro who bchnvc suspi­
ciou;ly, especially etrongol'CI, for foo.r 
they mny be thieves. The store employs 
two 8'11Ards for each of the front doors 
(AC 8: MV 12•; Fl; hp 8 tech; IM l; 
Omg by w~apon type; AL LN; club, 
daggP.r~ It iR their busine&s to refuse 
entry to suspiciou~ chRrAc.T.A'Nt, nr cap-
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ture and hold them should thP.y bP. di.,_ 
covered in the srore. U necessary, the 
llUW'd• give chase while sbouUng for 
atlbi•U..1"" from Lhe city 11ulll'd. The 10'· 
wide rear door is u.uW!y open for the 
receiving of goods and ro1· v~ulihsliun. A 
number of full and empty crate$ are 
piled up here, and at leMl five husky 
workcl'l! apend tho day hauling good.sin 
o.nd out of tho door&. They are likely to 
notieo eomeone who dOC!Jn't belong 
thor•, though s PC disguiecd 08 n mer­
chant will probably go unquoationed. 
Any uproar here bringt th• front-door 
euard• within 1-4 segmenta. 

4. Esmerelda's Lacy Ull!llentiona. 
bl~• Shop i• "'1other expensive estab­
liohmeot where men 11re •lrictly 
forbidden. In anticipal iv11 uf her upcom· 
ing betrothal and marriage (whether 
ehe like• the groom or not), Eli••a is 
building up her trousseau. Her party 
mo.y qpcnd n lot of time horo 08 she 
picks and chooses fluffy finery, and is 
mea&urod and fitted for dolientc gor­
mont.. The bodyguard&, of course, must 
r@main outside. The back door opens 
onto a short aUey just off the east-west 
road north Gf Sho-. i;treet. 

I\. ThP. Tu4lny 1'1ny Tea Shop)>". 
Ellssa's party often stops hero for a 
light snack of sw•P.t cokaR •nrl t.Pll -
and a lengthy gossip seR•lnn shnuld 
they meet someone they know. Men are 
nut excluded here, but few ever venture 
in•iJe. For "°me""""'"· they find the 
small buildiug awl ii.. frilly. feminine 
decor oppressive. Elissa's boJyl(u..rds 
remain out&ide. One of the nlen·at...arnls 
io involved with the ahop'o oerving girl. 
She often slips out to bring them left· 
over cokoo, =do fomole PC could possi· 
bly to.kc her pince in the shop at this 
tim• . 

6. The Reader's Rest. Povero is 
renowned far and wide as a center of 
learning because the majority of its 
ci1.i7.~M •re able to rend \printmg 
prl'JlAAR A~A old news in l,hi$ r"ther 
advancP.d town). Thi• iR th• l•rge•t 
bookstore in town, selling o v•ri•ty nf 
p0pular books at low cost. Many of these 
....., nut true b(l()ks. but thick, cheaply 
wund pamphlets coverini: many sub­
ject.s, from romantic tales fit for young 
ladies of quality to a\)icy 11dvonLure 
yarns for young men. Rare tomes aml 
heavy book& of lore are not to be found 
here. Most books are 5 sp each. 

7. The Open Market. Theee two 
bloelus ore crammed with hundreds of 
small booths, trndesmen, and peddlers, 
all hawking every kind of itom and 
M-rv1eo from shoe repair to tooth &X'trac· 
tion l!:lisu's parly may browso here, 
searching for bargains. '!'heir body· 
gi1orll• Are egpecially alert 1n the mar. 
ket hecsiu~P. nft.hP. pressing crov.•ds and 
the riak of thiP.VP.~ and cutrur8.e>t. Vio­
lent crime, while known to occur, is rare 
enou1h that it is rarely anUclpated; 
tb.,J\. i• Lhe crime of m05t people's con­
<:>:ru here. The open market. should be 
played OUt 8$ a place Uf gte11t L'OnfUl!ion, 



with dozen• of competing colors, actions, 
noises> and smells> and con.Gto.nt contact 
with people who accidentally brush 
against each other as they walk 
through the marketplace. Encountera 
with rokos (as por the DMG, page 192) 
could lead to a 11<ullle and a •ub9"quent 
encounter with guards and constables. 

The Dancing Maidens 
This famous landmark is easy to find. 
Any native of Povero, and most of the 
tourists, can direct the PCs there. The 
ancient stone circle':; origin ~nd purpose 
have b""n lung furgoLl.ton in Lhe P""iSillg 
oouLuries, buL it att.-a.:ts many curious 
visitor:s. Quick to take advantage of the 
possibility of tourist income, the city 
elders set aside the area around the 
circle as a recreation spot. It is honey+ 
combed with gravelled walks, rustic 
atone to.hies for outdoor eating, and a 
wD.11dering herd of sheep that keep the 
gra.lsshort. 

At tho center of tho park stands tho 
circle itself. '!'he four long earthen 
mound• that roughly •urround the 
stonea are covered with long grass and 
stand 10' higher than the re$t of the 
ground. Standing atonP.s .Are scat.terP.rl 
inF.ictP.: And out..'lide the ring of barrier 
mounds. The large stones are 20' tall, 
the smaller ones 8l'e 10' tall. Fallen 
stones are 5' high. All are massive and 
roughly cut; " a10nk. or lhief would have 
liLLl" trouble climbing e'veu U1e talle$t if 
so inclined. 

For the last hundred years, this monu­
ment hao been the favored spot for 
young ladies of Povero to have their 
weddings. The local$ love a good party 
o.nd, whether invited or not, uGually 
drop by to wntch, so rich or poor, a bride 
can be s1ue of a festive wedding. Follow· 
ing an ancient custom, the unmarried 
ladies of the city, young and old, link 
hal>ds and are led by the bride in a 
dance that resembles a lively game of 
follow-the-leader. In time to music, 
<inging, And IJn1ght.P.r, thAy •kip in Anri 
around the stones in a random pattl!!rn 
that must clrcle each stone at lea$l 
once. This dance is supposed to bring 
good luck >tad health to the h>tppy coup· 
l• aml Lu immre that all the 0U1er girl• 
find husbands, hence the nante of i-he 
cirde; t.he Dancing Maiden•. Since 
many of tho young men of the city t1>rn 
out to Vi'atch the dance, it create& a fine 
opportunity for the unmnrricd of both 
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THE DANCING MAIDENS 

sexes to observe each other. so perhaps 
there is some validity to the old tradi­
tion after all. 
Th~re hs nu lr~~u:Jut·e buri~tl iu t.he 

111ouJuls or au·1oug the rstone$. Lhough 
town gossip may hint otherwise. No one 
ha• actually dug here for trea&ure, a& 
such an action would be considered 
vandaliem of a public monument. The 
park is an eerie spot at night, after it 
officinlly closes nt dWlk. With the un­
even bleating of the $hoop in the die· 
tance snd the moar.ing of the wind as it 
weaves among the stenos, the circl0 can 
be very lonely, indeed. Treagure hunters 
may find the place to be very creepy, 
espectally when the sea mists close in 
and th~ RilP.nt. ~tones= loom nut of th~ 
hlnck and gray light like accn•ing 
ghosts. 

Richard Savelle appears to be waiting 
for the party with a holy man and two 
witnesses for Elissa's wedding. In truth, 
Lh~ fou.r meu w·• Alurou Folbre 11im&elf 
and ~hree disguised members of his own 
loyal bodyguard (AC 6; MV 12'; F2; hp 
7 each; NAT l; Dmg by weapon type; AL 
NE; long sword, dagger). Also present, 
but hiding among the stones, <>re sov.' 
cral more ofFolbrc's gua.rds, their num 

• 
,';; 

ber equal to the number of PCs present. 
plus 1·4 more (•tats as above, plus light 
cro••oow•). Folbre'• pl~n l• Lu cut uuwn 
the party a$ quickly as possible, then 
mu1-del' Eli9'la with a dagger belonging 
to Richard Savelle, whooe name 11nd 
coat of arms decorate the hilt and blade, 
ao t.hat her beloved will be blamed for 
her death. 

Folbrc, despite his considerable eluu-m 
and civilizc.d bearing, is quite sociopath 
ic and bears no guilt for anything he 
does to further his own business career 
(his own men secretly refer to him as 
"The Serpent"). He gently h<>lped his 
own father along to the next plane of 
e-_xi$tente in order to take O\ler 1.he fflmi~ 
ly f.TArlP., and ho quickly A•tAhlished 
himself a.< a figure of respect in the 
area. Galning :he friendship of Richard 
Savelle was oue of bis crowning 
achievements. Folbre invited young 
Savelle to supper and slipped a sleeping 
powde1· int.o Rich8l·d's after-diuner wine. 
l·Ie then bor:ro,ved Richard!s distinctive 
dagger and cloak, and i:s no-.v 'vearing 
the colors of the House of Savelle. In the 
dark, with his hood pulled close, he 
strongly resembles the prospective 
bl'idegroom. 
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If the murder occurs and anyone later 
o.ltcmpt$ o. ope,,J, with dead spell on 
Elissa, she will miotokenly implicate 
Richard in the crime <Trea, if Blain, 
would still know lhe truth). The uncon­
S<:ious Richard was brought to tho park 
by cart. l:ie will be conveniently fo\tnd 
next to ElissaJs body, again weal"ing his 
cloak, the bloody dagger in his hand, 
with no memory of how he got there and 
no alibi. 

The DM should remember the possi­
bility that the PCs arrive with Trea, not 
Elissa. If this occurs, and Folbre recog­
ufaes Lite ~irl, he Lrie• to hav• all the 
PCs a11d '!\·ea ffuu·dered, theu goeo 
ahead with his plan - making the 
appropriate adjuatments, of course. The 
murder of one Holbin girl is just a5 good 
t>3 that of another, he thinks. In fact, 
when his devious mind has a chance to 
mull over the implications, he rcnlius 
that framing Richard for Tren's murder 
will bring tho added bonu•ee of forever 
alienating Elissa fron1 h0r lo,1er while 
splitting the Holbin dan with aC<uso­
tions. and recriminations. 

Folbre plans to $tl)I that Richard got 
very drunk Rt dinner And began to riwe 
about the injustice of forcing• heoutiful 
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young girl to marry a decrepit old man. 
u 'If I can't have her, I'd l'ather iSee her 
dead; >tvere his last words to me before 
he $tormod out of my house;' Folbre 
will report, "but I shrugged it off as 
frustration ove.r Elissa's betrothal. I 
nev11r dreamed my poor friend 'vould go 
to such a horrilying extreme I" 

Folbre hopes that the shooking and 
brutal crime \\iill spark a terrific civil 
<list.nl'b~nce bet\\1een tbe two families; 
perhaps even n Rmall civil 'vAr. HA 
knows both sides well and is certain of 
their volatile reactions. By carefully 
remaining neutral in the conflict, he 
pl~n::; W erut!rge as the leuding mer· 
chant prince of th~ ciLy. Ind.,.,d, if he 
works things 1·ight, he may eveu be able 
to re"'Tite the city charter, thereby 
placing him~lf in charge of all Povero! 

Concluding the Adventure 
This only cleric in Povero Cllpable of 
casting n ra;•c dead spell ie of chaotic­
neutral alignment and has not been on 
speaking term$ with the Holbins for 
yeai·s. No amount of pleading will per. 
Sltade him to raise the dead girl. The 
clerir. might con•irler a bribe, bot his fee 

would be exorbitant as his .purpose is to 
beggar the entire Ilolbin family to set­
tle his grudge againot them. If popular 
opinion turn.a against him. he slips out 
of town in the dark of night and cannot 
be traced. 

If the Holbiw send to other towns for 
a. high-level cleric, Folbre'e minions 
waylay the messengers in order to buy 
time- tOr his s.cheme. As travel is slow 
and uncertain in the wilderness outside 
of Pove.ro, it could be months l>E!fore a 
cleric ls found, too late to save the girl. 
By then, Folbre mny h4> in chArgA of the 
city. 

If they have managed to avoid being 
implicated in the kidnap plot, the PCs 
wa.v WlillL Lo try to rwi the cordon of 
Folbre's thugs iu ordet Lo bring b11ck" 
cleric and atone fol' their part in this 
sad tale. If the adventw·ers attempt to 
denounce Folbre t<> the city magistrates, 
it is possible that, aa atrangers, they 
will not be believed, unless Trea can 
tcotify on their behalf. If the PCs are 
instrumental in preventing the murder 
or finding a cleric to raise the dead girl, 
the Holbin family provid"" a reward at 
least equal to the amount promised by 
Aldron Folbre. 0 
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SAMURAI 
STEEL 
BVOANSALAS 

Treachery, betrayal, 
and a flower of ice 

Arlwotk by Jim Hotlowoy 
Cortog1ophv by Diesel 

Dan Salas iii a stqdent at Bridgewater 
State College, stud.ving bio/.ogy and 
wri.li11g, He is" fa11 of R.E. Howw·d's 
Couarr. tales as well a.s niartial arts and 
saniurai filnJ6. Dan's fi.r6t writing sales 
haue been to DRAGOlvVi Magazine and 
DUNGEON" Adventure•. He tells us he 
pf.a,na to 3ubniit many more u;Qrks a$ fa.1t 
a$ he can wri.tc them·. 

Samurai Steel is sn AD&D"· game Ori, 
ontal Adt•ontures modulo designod for 
4 -8 player characters of lovols 3-5. Any 
Oriental ~Crace or class is suitable, 
though at least one ninja or yakuza 
should he included. Gsjin PCs 8re not. 
recommended. This ad\tent.ul'e js oom. 
patlble with the campaign setting in 
OA 1, Sward"' nfthe Daimyn. 

Adventure Background 

1n your ~arch for adventw·e, you 
have taken ship to Hinomoto, the 
southernmost island of tbe country of 
Kozakura. Aft.er a short, uneventful 
''oyage, the ship anchors offshore, 
and you take a rowboat to the beach. 
Ahead, you can see that the sand is 
flanked by two large hills of rock. On 
the right. bill. tt stont:! W\ver ov~r­
look• a small fishing village a11d the 
tliid ro1·est at (he interio1· of the 
island. The rctwers drop you off and 
then take the boat back to the ship, 
lea\·ing you alone on the shore. 

!Jefore the I'Cs have a chance t-0 move, 
10 fierce 'vacrior$ march do...,•n fr()m the 
village. There are nine samurai (AC 
10; MV 12": 2nd-level somurui; hp 14; 
MT I; Drng by wonpon type; AL LN; 
kotano, wo.ltiza.:;hi} a.nd one lieutenant 
(AC 9; MV 12": 2nd-level ~ur&i; hp 
14; IAT l; Dmgby weapon type; AL LN; 
katana, wakizashi). 'l'hese soldiers in 
brown kimonos head directly toward the 
party but do n()t draw th~i:r SV.'Ords 

unless threatened or attacked. The 
samurai form a half.circle out of sword 
reach, blockfog the PCs fmm the 
vill•e•. 

The lieutenant steps forward, bows 
his head, and says, "I am Kinnori Sato. 
in the service of Lord Shimada Oda. 
Lord Shimada is now rosiding within 
tho walchLowor Lhal ~mmls Lhio village. 
I lUu$\ Lherefore ask your business 
here.>' 

If ans,vered poorly or Tudely, the lieu­
tenant say:s, "I mu.st a:sk you to give up 
your weapons. Please place them on the 
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sand." Weapon~ are confiscated from 
obedient PCs, but the adventurers are 
given no further trouble. This demand 
cannot be denied. The samurai back. ii 
up with drawn swords if they must. If 
t11e PCs attack, the &amurai fight with· 
out hesitation. Thirty more samurai 
<isame ~tatistios) hear the ooundo of 
fighting and arrive at the rate of 2-8 
every third melee round. Any PCs cap· 
tured alive (not a likely oocurrence) are 
tied and left in the nc(U'Cst grain store­
house. There they wait 1-4 days for a 
trial before Lord Shimada, who rarely 
gives any senten~ except death. 

If given fair or innocent..sounding 
answers, of if the disarming occw·s and 
both side• are still talking, the lieuten. 
ant says, ' 'I om ordered to say that you 
are temporarily restr.icted t(I this Vil· 
!age. No one is allowed to leave without 
the pP.Tmi~F.ion nfl,orrl Shimarla. This i!": 
only temporary and is not meant as a 
personal insult to you:• He then points 
to building 9 (see the map of Yorumura 
Village). "I suggest that yuu lak.e room• 
ttl Sougbinl Iim:• he says. "You will fwd 
it. quite co1nfortable.'' 

The lieutenant then leads bis men 
back toward the village, leaving the 
PCs alone on the beach. 

For the Dungeon Master 

lbaeuido Province ie on the northweet· 
ern peninsuls. of tha island of Hinomoto. 
Ono of its estates is administered by 
Lord Shimada Oda (AG 10; M V 10"; 
\lth-level s!lllmrai; hp 65; #M :.!; Dmg 
by weapon type; S 14, 114, W 13, D 10, 
C 14, Ch 12, Co 10; AL LN; knurnn. +.3). 
He is a man of fair ability, but recently 
his performance has been weakened by 
the influence of his newest concubine. 
She is a beautiful yowiir woman named 
Korih1uul(AC 8; M:V 12"; 2nd· level 
niuj"'2ml·level liu•hi; hp 10; HAT l; 
Dmg by weapon type; S 10, I 14, W 12, 
D 16, C 12, Ch 18, Co 20; AL LE; profi· 
cien~ie:s: muaic, tsinging, dance, n.oh, 
etiquette, katana). 

For months, ahe has been hinting at 
treachery nnd corruption in the estate. 
Her lies arc deceptive enough to make 
Shimada a nervous man. She point• out 
imaginary political plot$, warns of 
assassination attempts, acc·uses oH1cers 
of disloyalty, and much more. Overcome 
with fear, Shimada has been el<ecu\ing 
and banishing bis best samurai. His 
soldiers terrorize the peasants and 
interrogste suspeet.s, The estate is in 
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t.urmoil. No prot•sl.s have yet reached 
the shugodai - 1-he mil!tary governor of 
the province - to end this misery. 

KorihHna is an espionage Hgent. under 
the orders of another daimyo of Ibasuido 
Pro\"ince. This man is 'lbshio Nob<ft.·u. 
Ile plans to disrupt Sbimada's estate 
oompletely. When Shimada1s incompe· 
tence is revealed to the shugodai, 
Noboru hopes to take control of the 
eatote. His plans are going well. The 
lies of o. pretty wom!ln ore proving to be 
more effective than t.he efforts of the 
best niri.ia could have been. 

N ov1 Shimada has ts.ken up re.sidence 
in a ne\.v home on his estate. He has 
come to the small fishing village of 
Yorumura, bringing 150 of his samurai. 
In Yorumura he feels secure, as it is a 
small area wh•re a 11 of his Jle<:>l'I• "an 
be easily watched. Of ~ourse, his favor­
itA concubine is 'vith him, causing moTe 
and more damage. 

Shimada is unaware ihat three more 
enemy agents are operating in Yoru· 
mura. On., i• Lh" lnokeeper of Suni;bird 
Inn, Rokau (AC 9; MY 9"; 81·d·level 
ninja/3rd-level yakuza; hp 12"; KAT 1; 
Dmg by weapon type; S 12, I 16, W 10, 
D 15, C 14, Ch 18, Co 9· AL LE; profi· 
ciencies: tea ceremony, iandacape gar· 
dening> animo.1 ht'lndling, ho.to.no., 
ninjo.-to~ shutikon. kiooru). The second 
agent ic the inn's servant boy, n 11 ·year· 
old named Nezumi (AC 8; MV 12"; lst­
fovel nixrja/lst-lovel yakuza; hp 3; IN.J: 
l; Vmg by weapon type; S 11, ! 10, W 
10, D 16, C 10, Ch 17, Co 12; AL NE; 
proficiencies: animRl handling) cooking. 
ninjR·tJ), ~hurikP.n). 'T'hP. la~t. AgP.nt ii:; thP. 
vill•g1> hl•ck•mith, HRnrn (AC: 9; MY 
12' 6th-level yakuza; hp 36; INr 1 at 
+1; Dmgbyweapon type +2; S 18. I lll, 
W 12, D 15, C 16. Co 6; AL NE; profi· 
ciencies: paintinll", blacksmith, weapon· 
smith. katana. dagge1~ jitte, pain touch 
nla.ueuv~1·). These 1uen serve n1ainly aS 
messengers bet,veen l{orihana and 
Noboru, since her delicate position does 
not allow her many chances to contact 
her employer. 

These agents trust no one and try to 
kill Ql"ly outsider• who know of their 
plans. Any PCs who offer to join the 
conspiracy $.te immedistely treated as 
enemies. This is ~specially true for 
ninja and v;u jen PCs. who are consid­
ered extremely dangerous to the politi· 
cal plot. 

The PCs find Yornmura an 11nh•Pl'Y 
communir.y. 'T'hA pAR~Rinti:. f;hnw t.hA 
necessary respect, but their misery is 

clear. Not only have Shimada'• soldiers 
been causing troubte. but now the 
tyrant himself lives here! 

By Shlnuuia '::; co1n1nand. no fh;hing 
boats are permitted away from the 
lieach, $illce thia might allow kaitor$ Lo 
leave and axriYe in secret. Unable to 
fish effectively, the peasant> wander 
through the village or mope in their 
homes. Samurai patrol the streets, 
traveling in group& of 2-6, with a cumu­
lative 10% chance per ooldicr that one 
of each group is a lieutenant. They do 
not bother anyone 'vithout reaeon. 

The PCs have entered a delicate situa­
tion, and their o'vn actions determine 
the encounters that occur. Read the 
following encounters thoroughly; none. 
of them stand<i completely alone, and 
they $;hnu11'1 rnn togP.ther in s.i r.on~istent. 
series. 

"The Missionn explains the situation 
to the PCs, telling them what they must 
do and providinir hints for how to pro­
ceed. They are warned not to speak. 
v.·here uru;e~n ~1:tets u1ight.. lt~ar. It th~y 
discuss Lheh- plans in the inn, there is a 
good chance tl1at the innkeeper or hi• 
associate is listening, leading to the 
''PoisonedP~ encounter; the innkeeper 
attempt3 to poison the PCs and deliver 
them os prisoners to Ho.~o. In cnptivi. 
ty, they arc tortured for information but 
are also given ;. chance to escape. 

Tho PCs should bo suspicious of Han.. 
20. If they go to explore hio house, use 
.. 'l'he Rsid" encounter. 'l'hi$ set$ the 
stage no matter how the PCs intend to 
proceed. 

RP.turning m thA vi11AgP.. thP.y bP.r,omP. 
involvP.d with "ThP. NotP.;· which givP.s 
them a reason to suspect - and explore 
- the innkeeper·s home. "A Warm 
Reception"' explains the innkeeper's 
react.ion W Lhem on their return. "Accu.~ 
sation of Treason" deals with Kori· 
hana's treachei·y against the PCs. And 
finally, "Escape" &ets up a poMi.ble last-­
reoorl attempt by the re. to get out of 
Yorumura with their heads still 
at.tached. 

The Mission 

Shortly after checking into the inn for 
as thoy explore the village if they decide 
to do that first), the PCs aro approached 
by a handsome, middle-aged samurai 
'vho 've.ars the colored vest of an officer. 
He i~ $llon~. The ~AtnnrAi i:.n.ys ... F.xcn~P. 
m~ fnr int.Arrupting you. My name is 
Igesu Yaemon, in the service of Lord 



Shimada Oda. I would like to speak 
wiLh you on" u111ttec thaL is of grn11L 
importance to all of us!' If the PCs 
agree to listen, he says, 'cNot here. 
Never speak of important matters 
'vhere unseen ear& might. hear.0 

He leads the party to the shrine of the 
sea dragon (area 6), takes a quick look 
o.round, and tl)en tells his story: 

'~As you may know, Lord Shimada is 
living in that watchtower!' He pointa to 
area 1, which is visible over the r·oof.s of 
tho p&aSant homos. "He was a good 
man, but r~ontly he has become a 
tyrant and has ordered tho deaths of 
many of his O\vn samurai. He's com:e to 
this village because it is easy to defend, 
<ince he i• fearfu I of at.tollck. 

"Lord Shimada trusts only one person 
- his concubine. Her name ts Korlhana, 
the 'Ice Flower: She's very pretty and 
everyone likes her, but I've noticed that 
Lord Shiltl>ldtt becomes dangerous only 
after he h11s spent Lime with her. I'm 
cou v iu~c.l ~hat she Rf rc~puu~ible fur hi~ 
corruption. 

"I've told you thi~ b.ecaw;e very soon 
she will begin to see you 8$ a threat. 
She'll accuse you of being spies and "~II 
suggest that you all be kill.ed. There are 
too mo.ny oomurai in this plo.ce for even 
the be•t fighters to handle. Soven other 
strangers have died in this way, and all 
were as strong as you. 

"'lb avoid this, I suggest that you 
gather evidence against her and pre~rtt 
it to Lord Shimada. lf you go to the 
tower, he will grant you an audience. If 
yol• c11n coiwince him that she is disloy. 
al, ynn'll finri him to he gene.rn11•. Tf ynu 
r.Rnnnt .. . thP.n 1 wis:ih yon thA h~st." 

He suddenly points to the peasant 
house nearest to area 2. A pretty young 
woman dressed in flowing white robes 
stand~ there in convel'llation with a tall, 
ugly bruLe dre••etl like" pe•••nt. Nu 
one else i.s near thelll. 

'
1That· is l{orihana:' Yae1uon saya in 

•urprioe. "And the village blacksmith, 
Haiuo. What business ha!s he with the 
daimyo•a concubine?'• 

After<> few moments, Korihana walks 
back into the village, while Hanzo 
-0rosscG the annds toward his house (arc!l 
5) next to. the rocks. Ho gives the party 
a long, cold stare, but does not stop 
u nloss approached. 

Yaemon iiays, .. Yesterday, \Vhen Hanzo 
delivered t\VO dozen ne~· horseshoes to 
the w~tcht.<>wer, he asked a lot of qu..s. 
tions Ahn11t thE?. f4WP.:l"'S hi.story. From 
the conversations that \\'P.re rP.latP.d tn 

me by the wldiel'll, the blacksmith 
le11rm"1 al>uut tl1e tower's l•yout lind 
the position of of the gua1'ds. He also 
seemed to be studying every detail of 
the place that could be seen from the 
outside. J'm not. sure of his intentions, 
but I know that he came to the tower to 
do more than delivel' horseshoes. 

Yacmon glo.necs over hie shoulder 
nervously, then q·uickly sayoJ urve told 
you what you need to know to save your 
lives. If you try to escape from tho vil­
lage against Lord Shimada's orders, his 
men will hunt you down. If you stay, 
you•u be ex~cuted if you can't prove the 
conc.1tbine's treachery. Act fast, but be 
careful Never discuss these things 
where unseen ears might hear!' 

Tf the PC< ••k, "Why can't. ynu toke 
care of this matter yourself?" or "Can 
we expect any help from you later?" 
Yaemon says, "Today is my last day 
here. My lard hw; accused me of b'each· 
t:ry bt..'"\:aUS~ Kurihctntt knuwis t.lu::1.t. l 
tsusv~cl. her.0 Hi:i 'vill uot.., how~v~r. giv~ 
this information without reason. 

When the players have no more que&* 
tione> Yaemon $ayS, uE~cuse me, b\.lt I 
must go now. Good luck?' He then 
walks through the village toward the 
wo.tchto\vcr, nc\'Ct to be 3CCn in Yoru· 
mura ag3in. 

P oisoned! 

T he D.M should pay closo attention to 
where the PCs discussi their plans. Any 
time important matters are spoken of in 
the inn, the1·e is a 70% chance th.at 
Nezumi overhe...ars the conversation and 
l'P.portR it to Roknn. C:hP.r.k th.is every 
time the players get careless. 

IfRokan learns that the PCs are sus. 
picious of Korihana and Hanzo. he 
attempts to poison them. Nezumi -
smiling as always - appears at the door 
of lh~ PC~' ruuw carryjug u Lra,y, a pul.. 
of hot tea, and enough cups for all. He 
:;ays1 "Du~iinea.s has been poox lately, 
and my n1aster v,ishes to sho'i'' his 
appreciation!' He fill$ the cup•, includ· 
ing one for himself, and invites all to 
join him. It io bad mam1ers to refuae the 
offer, nnd tho DM might want to punish 
those who arc oo rude with a pcno.lty of 
-1 honor poinb. 

Nozumi has already taken s. poison 
antidot<> and is not alfactod. Tho sloop 
potion in the tea take• effect after one 
turn (no saving throw) and lasts for fiv& 
hours. lf even on.~ PC do~s not. drink the 
t~•. t.he PCs are left alone in 1.heir 
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rooms. A slow poison spell will delay 
the potion ·s effects, and a neuiralize 
puisQn spell will uegllte them. The DM 
should t(y to avoid letting the pleyen; 
suspect the presence of poison if tlie 
plan failo. This can be done by saying 
that, one by one, the res be<:ome very 
droway and begin to drift off to sleep. 
If the PCs realize the boy's treachery 

o.nd be.come active, he $Creo.n:t&, "Mur· 
dcrcrs!" and esco.pcs through the near· 
est door or window. At his first chance, 
ho ont<>rs th& crawl apace under the inn 
and trios to get to tho trap door undor 
room 9$ (S<>e Songbird lnn map). Then 
he clin1bs up into the room and enters 
the secret corridor, 'vher~ Rokan is 
waiting for him. They gather weapons 
and at.t.ck t.he PC$ at the iirst. 
opportunity. 

JfRokan'• plan goo< w•ll, •II the PC• 
drink the poisoned tea and are cap. 
tured. They awaken in the house of 
Hamu. in a room in his cellar <room 5N 
un Lhe map ofHanws House). They are 
all stripped to the minimum of clothing, 
with ankles roped togethe1· aud lio.uili< 
tied behind their backs. Their outer 
clothe~ lie in a pile in one corner of the 
room, but their weapons and equipment 
arc on the main floor in room 5F {on the 
for 3idc of the guc>rd dog, of course!}. 

Honzo enters tho room oo $oOn a·a the 
last PC awakens. He asks a few ques· 
iion~, including uWho :.u:e you \vorking 
for'('' .. Ho'v much do you kno~··?" and 
.. AN there any other spies?" He 
addresses his questions to the entire 
party at first , but if answered rudely or 
not at all, he approaches tho PC with 
the highMt combinlttion of strength and 
ccnstitution scores, applies a pain touch 
maneuver (Oriental Arbu?nlurP..<:

1 
pRgA 

104l, and asks his questions again. 
A PO who resists must ssve vs. paraly. 

zation. Modifiers are a cumulative -1 per 
prl:!viow; pfiln touch received, -4 for 
Wlin.1port.a1ll iillor1uat.iuo (DM•l:i jutlg-
1ne1lt), auc.l +4 for i1np0rtw1l.or ~rsunal 
iuforroation. Those who fail must. give an 
an&,\'er . .t\nyone attempting to lie must 
save \'S. paralyr.ation again, with the 
3.'lme modifiers in addition to - 9 for good 
PCs, - 2 forlawful PCs, + 3 for chaotic 
PCs, =d +2 for evil PQ3(c.g., lnwfuJ. 
good PCs save nt -5, chaotic good PCs 
get no 3dditional modifiers, etc.). All of 
these modifiers~ cumulative. 

Hanzo chocks t ho bonds of each pris. 
oner and theon goE!s to room 58 on the 
mrun 11oor, \Vhere h~ sits and maditates 
until the PC:s force him into action. He 

DUNGEON 39 



SAMURAI STEEL 

leaves a paper lantern in the room ~·ith 
the prisoners, and it remains lit tOr 
another four turns. 

The PCs are now alone and tnay 
ot.tAmpt. t.o esr.ape. The DM might allow 
them to use the ninjsi capahility tuu~apP. 
<Oriental Adventures. page 21}, reduced 
by half for non-ninjas. Or, the DM could 
allow a ben.d bars/Iii! gates roll for a 
chance to break free. What happens 
vuco t.he PC• are tr•• i• del•rmined by 
their own actions. Reter to Lhe encouul­
ers in Hanzo's house and the map on 
page4Z. 

The Raid 

If the PCs decide to look for information 
in Hnnzo'G houoo on t.hcir own use 'Ihblc 
l to determine hio loo:>tion when they 
arrive. IfHanzo is not located on Table 
1, USO Thb!o 2. 

'lb determine Hanzo's reaction to the 
PCs, remember that he is an int&lligent 
man but is friendly only when he must 
tie. tie can be hostile to tho.% who don't 
seem to OeAArvP. hii:i hArd-w()n respP.~t.. Tf 
Hanto diSCO\lers armed intruders in his 
home (or escaped prisoners from the 
cellar>. he releases the guard dog from 
room 5F and attacks immediat.ely, using 
~h• kalarm of qtiali(y frou1 room 5B ~nd 
tr;~ng every deadly trick be kuows. 

The Note 

If the PCs decide to return to the inn 
from Hanzo1s house, they encounter 
Koriho.na in the village. As soon oe they 

Table 1 

Chance of 
Hanzu'.1; 

Time Location Pre86J1c"' 
Day Smith shop 80% 

(SJ) 
Early Sitting 70% 
evening room(5B) 
Night Bodroom 90% 

(5(.;) (asleop 40%) 

Thble2 

ld6 Location 
1.2 Uog's room (5h'J 
3-4 Kitchen (oEJ 
5·6 In village 

(rP.turn in 1-4 tnrn~) 

40 Issue No. 7 

como in sight of tho inn, they ooe her 
walk past its front gato. Sho doos not 
see them, and drop• a •mall scroll case 
to the ground at the gate. She continues 
on, walking casually through the vil­
lagA for t.\vn t.nmR hefnre rettrrning to 
the watchtower. If she is attaek•d or 
otherwise bothered. her shouts bring a 
dozen samurai to her aid in 2.3 rounds. 

Two rounds after Korihana drops the 
scroll cas~. Nezurui comes out of the 
lnu, ret.riev"'s th~ ca~. and g~s buck 
inside through the entrance to Rokan's 
private rooms. !ft.he PCs do not take 
any action to grab the scroll or inter­
rupt the ninja's plans, Nezu.mi goes to 
room 9S and hands the scroll to Rokan. 
After that, the boy goes to room OH to 
sleep. 

Rokon opens the sm·oll cnoo nnd reads 
the note inside <this takes (our rounds). 
He then takes tho note to the cfoaet 
(room 9U) in his bedroom and places it 
in the c.oncea.led compartment there. 

The note reads: '"l'he hare will soon be 
ready for the catch. Lot the iron-forger 
knn\'\.r th~t. in ~~ven dAys hP. may inform 
our employer ofShimada's WP.ak~ne.rl 
state:• It is signed, "The Flower oflce:· 

A Warm Reception 

Tb" PC• are given no more trouble lit 
Songbird lnu, IHhey Ntum l'rnru HIUl· 
zo1s house, Rokan realizes that they al'e 
too strong for him (eV<>n if he learns of 
their mission after they raid the black· 
smith's house). Rokan doesn' t want to 
tnke any more chances with sueh a 
powerful group and waits patiently for 
the ''A~cusation ofTrcnson° encounter 
to occur, 

If tho PCs forco a fight or try to soarch 
Hokan's house.the two ninja/yak\lza 
fight to the death. 'l'hey try to w;e the 
eggshell grenaMs from room 9S and 
prefer t.o attaek from behind rather 
t.han fight. opP.nly. 

Accusation of Treason 

The PC• have been warned of a time 
limit by Igesu Ya•u1011. anu the DM 
should allow no more than four game 
days before Korihana tul'ns against 
them. Remember that she works in 
cooperation with her three fellow 
agents, and anyone who stirs up trouble 
ngnin.et them quickly drawa her 
unwo.nted nttention. Ifthc·cncmy 
agents know of the party's tuspicions, 
don't let more than two days pass before 

Korihana decide• that it io in her best 
interest to eliminate t.hern. She \vorke 
on Lord Shimada~s fears unti1 he is 
convinced tho.t they are spies. The l'(.;s 
see the results of her treachery when 
Shimada sends a dozen samurai to 
ArrP.s:;t thAm. 

This group (.c;;ee AAmursii RtRtR on pAgP. 
37), led by onP. liP.ut.mant., P.ntP.rR t.hP. 
inn during daylight. All PCs at the inn 
are held there, and all others are 
politely "escorted" back to the inn. The 
soldiers throw open the doors of the 
PCs> .rOOJll$, autl t,hl;:! lieuWu~nt. read:; 
aloud from a scroll: "Lol'd Shimada Oua 
hats proclaimed that all persons who are 
not recognized as servants oft.he Shima­
da eatate shall not be granted permis· 
$ion to move freely about Yorumura 
until he p4socs judgment on their loynl­
ty. By tomorrow morning, all foreigners 
thall know their destinies?' 

If the PCs demand to see Lord Shima­
da, {hey are granted an audionoo tho 
next morning. Use the "Judgment of 
the Daimyo'' section. 'the PCg can s·ave 
t.hemselves only by convincing Shimada 
of KorihRna'1>trP.or.he.ry. Tr they fail t.o 
do this, he orders that they be taken 
away and exe.:uw:t 
If the PCs choose to remain at the Inn, 

six samurai are posted in room 9C and 
another six patrol the perimeter of'the 
inn iu t(r.oup~ of t.v.·o. Al. !!Uruie.L, t.h~y are 
replaced by fresh guards. Duting the 
night tbere is a 30% chance of the 
guards boeoming dr0Wl5)'. Chances for 
aurprise and stealth are doubled against 
guards in thh condition. 

The PCs hnve one night to mnkc their 
escape. In the morning, 20 more so.mu­
rai arri-l•e to e$OOrt the PCs to the beach, 
wh""" they will be oxecuted. 

Escape 

The PCs may decide at any time to 
esc;1pe from the village. Tn addition to 
thP. ont.r.omP. of i:any enr.ountP.r At s:i:rea 12 
on the Yorwnura Village map, the DM 
must decide if the party should be 
allowed to escape. Have they given the 
adventure an honest try? Have they 
acted intelligently? Or have they been 
al'roga.nt, uncooperative, aud rude? 

It ia the DM's, option to place a 1rt it'1'(Jr 

of m.en!al prowess (J)ungron Masters 
Guith, page 150) in the watchtower. 
Lord Shimada can use this magical item 
to ~arch the woods for e3<:oping PCs. 
This meruis t!w.t lllllllY patrob will be 
directed toward the PCs' escape route, 
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HANZO'S HOUSE 
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even beyond the two-mile limit normal­
ly patrolled. The resulting endless and 
unavoidable ~eries of ·encounters \Vill 
exliausL a.ml d .. murwiz" u,., PCs. 

Yorumura Village 
The m~p of Yorumura shows the water 
line at high tide. On either side of the 
beach, two large, rocky hills rise t.hirty 
feet abovo the water. The tree line 
shows the edge of a thick foreot, but 
ther.c arc also trees o.nd shrubs among 
the buildin-1.-e of the villai;e. 

1. Watchtower. Once a mere outpost 
station, this eight.sided tower 1s now 
the home of Lord Shimada. '°11he struc-
1.nre i• fo\lr stories tall, houses 50 samu. 
rai lYSt.rri<n·i:;, Anrl i$1 Rllrl'OUnded by a 
15'·hlgh stone wall. The snuth•ni;t. gat.• 
opens ont-0 two paths. and a secret door 
in the western wall opens onto the bare 
hill. Guards patrol everywhere within •h• w"Lchluwer Hnd its grounds. In the 
to'ver's st.able a.re 25 ineUluol \V~r 
horses. Pasted to the front door of the 
to\ver i.s a charnr. ofprotiection froni thell 
(Oriental A duenture•, pai,-e 134). 

When gueata atand before Lord Shi· 
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m•d•, rln•.eno of lnyal samur3l are 
always nearby. Fift,y more ooldio.rs c•n 
be gathered within eight rounds to fight 
fur their lord. If anyone attempts to cast 
spell• in Lurd Shimada's presence with­
out his permission, the spell-caster and 
his companions are attacked by 2·v 
aamurai in the first round, followed by 
many others. 

No map of the tower is provided, as it 
is extremely unlikely the PCs will have 
the opportunity to explore this building. 
If ncec33ory, the DM c1>n detail the floor 
plan, placing samurai barracks on the 
ground floor, atoreroott\a and \vorkrooms 
on tho. middlo floors, and Lord Shims· 
da's quW"ters and audience. chamber on 
the top floor. 

2. 'Fishing Ro•t.s. These craft were 
n••d r•gnlarly by the vmageM until 
Shimada's an·ival. Now the boats sit 
abandoned on the beach. tied to posts in 
the sand. Each bn•t M'ltains nets, 
hooked spears, ai ,,her fishing tools. 

3. Sto1·ehoU$<:8. Graiu aml rice w·e 
stored in these three waterproof shack$. 
Since Yorumura has only a fishing 
industry, it trades with other villages 

for its supply of farm goods. Each store· 
house holds 440 koku (Orienta.lAifoen­
turea, page 37 > "Barter Unit.s). 

4. Peasant Houses. These 22 build· 
ings are t.he homC!l of the villager$. All 
s.ra built with \vooden frames, wooden 
oute.r wans, paper inner walle. and 
thatched roofs. Many of them have 
partial verandas, like front pol'ches. The 
average household consists or tOur or 
fi\le people, including a father, a mother, 
and a variety of children and elders. 

5. Hanzo's House. This is a medium4 

sized peasant home with a covered 
smithy beside It. While appearing not· 
m!il from the outside, it is a dangerous 
building lilied wiLh deadly tr!ips. 

Ham.olives alone lier•. H• U. un ugly 
bl'Ute whom t!Je li$bermeu fear aml 
distrust. Skilled at the forge, he in·o· 
vides se;rvices for Yorumura a& ~·ell as 
other nearby villages. He was once a 
yakuza in another province, but he 
presently worka for Lord 'l.bebio Noboru 
in the plot against Lord Shimada. Han· 
ao s.llows no one inside his hoU&c except 
.a few trusted NPCs (and prisoners), 

See tho detail map of Hanzo's House 
to locate the tollowing rooms. 

5A. Veranda. This normfil.Jooking 
ve.randa is floored with bare woodon 
planks. This is A nightingRle floo.r, 
designed to creak loudly when weight is 
placed upon It. For every 5' that a per­
son walks across this floor. there is a 
90% chliJloo uf causing noise. Steppin~ 
on a boartl causes Ont:! squ~ak. J:tnd lift;.. 
ing weight oil' a buacd cau•"'1 another 
squeak. Thus, each step taken causes 
two squeaks. All chances to move sil.!nt­
ly are halved, and only magical spells 
can completely silenoe the floor. lfHan­
zo is in area 5B, 5C, or 5F, there is a 
cumulntivc 20% choncc per aqucak that 
be ie alerted to visitors or intruders. 

5B. Sitting Room. This is the largest 
room of-the house. Herc, Hanzo relaxes 
after a hard day at the forge. Onder the 
e>tsltions arnuiged m tho center of the 
room are a dagger and. a jitte, both easily 
mar.heel hy H•n1.11 if he i<..,.st.ect 1.bere, 

On the northeast "''all, in a rstck rlis~ 
playing Hanzo's work, bang three finely 
crafted daggers with ornamental hflt.s 
(worth 2 t!iel each>. three beautiful 
katauas(worth 18 ch'ien •ach). !ind une 
katam> of qua&_y (10 lo hit, worth 60 
ch'ien). All have black wooden scab· 



bar<la. The katana of quality app<1o.ra no 
bettor than tho other swords, though 
H= knows which one to grab first in 
• n emergency. 

fiC. Rfu,rt\nm. This room conttuna 
little mnre th•n • hP.<l m•t in the centn 
and a tray with empty cup.< h<>sirl" It. 
The eastern wall ls painted lavlRhly In 
the 88Jlle style as the guest roms nf 
Songbird Inn. A paint set, complete 
wiU1 brw<h"" !lnd ink, sits in the north· 
ea.5'1 corutr uf LJU:~ ruoUL 

A dai!i:er ornl tt jiU,e file hidden under 
the pillow. Under the bed matting is a 
note writt<:in in llanzo's crude 5tylt: 
which read8: "Hais Korihana noticed the 
new arrivale to the village? They doi>'t 
look harmless, and they make me ner­
voUD. Tell Korihana to ha\·e Shimada 
get rid of them. You you.r&elf should be 
prepan.d to hove them 'vanieh' From 
your inn:' Hanzo intends lio pass thi9 
noto to Rokan, but the blackam.ith boa 
not yet had the opportunity to do ao. 

JJ .Hanzo is sleeping here, he can be 
awakened by squeaking noises from the 
veranda . lf he is awoke when intrudora 
P.ntAr thA house, he :'Jtands next to tho 
wA11 nAAl' r.he rloor. \Vhere he can sur· 
prise anyone coming into the bedroom. 
At the flrst opportunity, he attP.mpt• 1.11 
get the katana of quality from room ~8. 

5D. Clu""l. This storage area Is nlled 
wiU1 .. jwuble or clothing, worn-out 
oandals, baalu:l.8, au.I otl•.,.- junk. Hid· 
den unde1· a pile of blankets iu th" cun· 
ter of tho closet, an unlocked woV<l~u 
door cover& A small compartment. Inside 
i& u ecroll case containing a letter, 
otnmpcd with Lord Noboru's officio.I 
ocnl, gro.nting free travel throughout 
hio e<>tntc. There io 0130 a bag with 153 
tael, 47 yuan, and 232 fen. 

51!:. Kitchen. This room is the~ (OT 
worst) dlaplay of Hanzo's bad habita. 
llnwathed cup• and bowl• cover tho big 
woon•n tAbl~ in the middle of the room. 
The •hAIVAA AM clutte.red with dusty 
clay cont•inor., MmP. e.mpty, otbera 
holdlnir spices, tea, and p•ppP.r. The 
cookinll' hearth on the northw~$t w• 11 
h,.. not been cleaned for weeks. Hang­
ing over the small fire pit is an iron pot 
filled wi~h ll c"Uld, !!limy, green liquid. 
Notblnit of value cau be fuWJd hero. 

5F. Dog'a Room. Once a famil,y livinir 
room, this is now the bedroom of llo.n· 
zo'a fo.vorito pet, a guard dog (AC 6; 

MV 12•;HD 2+2;hp lt;; IXI' l; Umg2-
8; SA leap AU-.k •l + 3 to hit, victim 
must save vs. paralyzaUon or be 
knocked onro his back fnr -a t.n hit 
while the dog Is at +2 tn hit; AL N). 

This animal attacks everyone except 
Hauzo, lind it fights to the death. Only 
IIanzo can 11ivo Lh• cumrn!lnd to stop its 
attack. Auyun• who onters the room 
either awakens tlio tt11i111ul (30%) and is 
attucked in the next 1•ou11d, or find.. Lhe 
dog already awo.ke (70'it) and is leapt 
upon during the fi~t round after the 
door is opened. 

In the south corner of the room are a 
ehewed·upon sitting euohlon, a water 
bowl, an empty food dioh, o.nd a 10'-long 
rope that Haruo ueee for o lcMh when 
taking the dog oubldo. 

6G. L avatory 

nH. Shrine. fJanzo rarely pray• but 
has set up t.hi• room to oonfuS<> 
intruders. In thP. eaRt t.nrner is a stat\le 
ot the Fox God. surrounded hy r.AnrilAA 
lllld incense sticks. Lytne under the 
small statue are several sheets of folded 
paper wntaiaing. in Kor!hana's small, 
neat bandwriC.inJ;t, Ji:~rivWun!:i of Shi· 

SAMURAI STEEL 

mada'• p8yehologicru strength> (ouch M 
his dodication to bushido) and weak 
nesses (such as his paranoia and fond­
ness tor beautiful women). Thi5 
document has bffn given to Hanzo •o 
thot he can smuggle it out to agents 
who will pass it on tO Lord Noboru. 

Directly In front of the st.little la o. 
kneeling 0£,'IIre, it.• h•r.k to the door, 
wearing the black outfit of n ninj•. The 
figur~ Is actually a wood and straw 
u1vd~l •\ufl'~d with ba115 of sleeping 
pvwdor. Cunl!ider the figure w be AC 10. 
Any sharp oli,itx~ lh!tL hits the fiiUl'e 
releaaea a cloud or U.e vuwder inw the 
room. Blunt objects have a ~ch"""" 
(plus the attacker's bend ba.rslli(t gurn 
percentage acore) to tear open a bA$C. 
Tho cloud fills half the room in the first 
round, the whole room in the seoond 
round, o.nd lo.Giil for another foW' round$ 
before diosipo.ting. Anyone who 
breathe• the po'vder must t:o.vc vo. poi· 
son or fall unconscious for 2.5 twwi. 

A •••••t door loads to room SI. 

ftJ . $Peret Room. Tbisroom i$ k•pt 
dark At All tim"" Tn the north and wett 
cornerA, twn IAYgP. holes in the floor lead 
to room ~L In the C<'Jlar hP.low. 
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From the hole in the western corner, a 
ladder leads down. A '"V0 attached Lu 
the ceiling abo,;e hangs do"'n the mid· 
dle of the hole. Doth the ladder and the 
rope allow passage between the room 
and the cellar. The rope is strong and 
safe, but there are tiny metal blades, 
oho.rp 03 rnzors, set into the bneks of tho 
ladder's rungs. These blades can pene· 
tro.tc any unprotc<:tcd ho.nd that grips 
the runss. Es.ch time someone climbs 
halfway down tho ladder, there is 9. 90% 
chance that he is cut for 1-2 hp damage 
and mu~t savo vs. poii;on or lose 2.5 h.p 
morei. 

The hoJe in t.he northern corne1· .al-so 
contains a rope and a ladder. The ladder 
is safP., nnd thP. ropP. appP.Al'$: to hP. 
securely tied to a celling beam. It actu­
ally continues upward through the false 
paper ceiling of the room and is 
altached to a cro•sbow hung from the 
l.ruc- 1.:~ilin~. Wh!.!n~'1·er t.he rupe h; 
pulled, the bow swivels downward to 
point in the dh-"1:tion of the pull. Hard 
yank• or full body weight on the rope 
cause the bow to fire, inflicting 1·6 hp 
damage. Use the "to hit" chart as if 
Hunzo v.•ere fll"ing the 'veapon. 

5J, Smithy. Hanzo fo,.gcs wco.pono 
here when he is not busy on more mun~ 
dsne work such as horeeshoee and com­
mon tools. Except on the coldest days, 
he keeps the doors open wide while "t 
~·ork. Against the southeast wall is a 
large hearth and anvil. In the middle of 
t.he •oom $t,,nds a heavy wooden table 
cnv~TP.d with hs:immP.l'S, tnngs, pif!l(!es; of 
scrap iron, and \\1ork in progress. A 
dagger Is nailed by its scabbard to the 
underside of the table. One of the unfin­
ished pieces is a kaiana of quaUiy with 
no hilt Httached ( -1 to hit). It only 
neetb to be coxnbined with the proper 
~.,-ip to become + 1 to hit. 

51\. Storeroom. This cramped room 
contains material$ uoed by Hanro in the 
smithy: empty buckets, piles of scrap 
met.tll, broken tools, long bars of iron (to 
b-0 hrunmored into swords o.nd do.ggors), 
and bent horocshooo. Under an over­
turned bucket is a bag containing 
47 tsel. 

5L Passageway. This area is oom­
pletely dark without the use or artificial 
light. The floor and wolls nro lined with 
r.:ruclP. \VnOO~n hnArrl~. 1'hi~ room anrl 
corrirlnr oontnin s:;P.vArlll trAp~; only 
Hanzo knows how to avoid them: 
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1. Rope with crossbow trap (see room 
GI). 

2. Traµµed ladder (see room (;1). 
3. Sword trap: Anyone who walks on 

this section of con-idor has a 75% 
chance of triggering a floor mechanism. 
A kato.na punches out a small section of 
the w11ll o.nd atab3 M the person there 
for 1-8 hp damage (roll to hit as ifHanzo 
were ntto.cking). The sword cnn be co.oi 
ly detached from the mechauiam after 
the trap has been spruns. 

4. ~'loor triggers: These two areas 
trigger the crossbow trap at 5. Anyone 
Vlt1Jking over the triggers has a 75o/o 
chanee of set.t.ing off th<' trap. 

5. Crossbow trap: AJ; with the sword 
trAp, thiR mer.h»niS1m hur::.ts: through 
the wall. It consists ofa wooden pole 
onto which two crossbows have been. 
nailed. The bows point in opposite direc­
tions down the corridor. Both weapons 
fire immediately, tor 1-6 hp damage per 
bolt. fr-oil to hit. as ifHa11zo were al Lack­
ing). The two bows and Lwo boll$ can be 
recovered and used by su1·vivors of the 
trap, 

5M. Snake Room. This room is emp· 
ty except for n large woven basket con­
to.ining "poisonous snake (AC 6; MV 
15"; HD 2+1; hv. 6; HAT l; Dmg 1; SA 
poison, victim mu.st sa.ve v-s. poison or 
loee 2-12 sdditionsl hp; AL N). 

'!'he snake -0annot attack ti-om in-side 
the bagk.et unle$s some.one re~ehes·in. 
When Ha mo leaves prisoners in room 
5N, he release8 the snake before leaving 
r.hiF\ room~ 'T'hA first peYson to P.nt..eri 3.fter 
t.he snake is re1eased must roll for ~ur. 
prise at -2. A Rurprised perMn is 
attacked from behind by the snake and 
receives no dexterity bonus to armor 
clas.. After that, norml!l com.bat rules 
apply. 

5N. Prisoner Room. This empty 
room is used to detain c,aptive:s. See 
•'PoisoneciP, for v.·hat tra:n..spires here lf 
the PCs are captured and become Han­
zo'3 prisoners. 

6. Shrine of the Sea Drngon. ThiG 
small pagoda surrounds the man-sized 
stone figure of a dragon. The fisher­
men re-0ite short prayers here before 
putting out lo sea each day and also 
on special occasions and bol idays. 
Anyone who make.a an offering or says 
A sinr.ere prayer h9R a 20% chAnr.e of 
gs:tining four \Vi~rlom point~ (to rar.ial 
maximum) for 24 hours. Disrespectful 

behavior causes a stream of slime and 
!ieay.·e~d Lu ~prtty frou1 the statue's 
mouth Lo ~over LIJe offemlor. The vie· 
t.hu•s charisma and comeliness sco'l·es. 
are cut in half until he or she takes a 
hath. 

7. Alarm Post. Here a wooden frame­
work st.ands atop a stone platform. 
Hanging by ropes from the frame ore a 
ro::i.n-sizod bronze bell and its hammer, a 
h•avy log. This bell is for emergency 
use only, except when an important 
samurai wishes to spenk to tho whole 
villag<>. WhA>n the p&s•ant.s hear the 
bell, they come quickly out into the 
streets. Samurai go to the alarm bell to 
$P.P. who rRng it Anrl why. 

8.1\lllltary Camp. This temporary 
settlement was set up for the e~tra 
soldiers accompanying Lord Shimada. 
Five tent,; house 100 samurai. Only 20 
n1~u are l1ere lu Ll1~ tlc.yLitu~. 40 aL 
night. Theres~patrol the villag• auJ 
the forest. Quartered at the eastern 
edge of the camp are ll-20 (ldlO ·• 10) 
medium "Ivar horses for the officers. 
Nearby are weapon racks full of spears 
and bows. 

9. Songbird Inn. This well kept 
building contains eix guest rooms, quar­
ters for the sts.ff1 and Rokan's pri'(.late 
rooms. A stable shares tho inn's east 
wall. Since th~ inn is built above 
ground level and stands on support 
posts, there is a c.rawl sp.ace bet\veen 
t.he ground snrl t.he bnilding. This 
cramped spar.a is open nn 1111 s.idP..s And 
is easily ~ached frflm thP. outRidP.. 

The Songbird Inn's rates are average: 
O fen per night's lodging, 3 fen per night 
per horse stabled. 2 fen for a hot bath, 5 
fen per common meal, and 4 yuan per 
.iar of sake. 

Rokan is the owt1er and innkeeper. He 
<:on::itai1tly 5JD.okes an iron pipe, so he is 
a),.,-ay& armed 'Ytith a kiseru. IIe over· 
sees the work of two servant girls, l(iku 
and Yoshi, and the boy Nezumi. The 
girls know nothing of their employer's 
profesaion or the political plot. N~zurni 
keeps a close eye and a keen ear on all 
guest<!, snd everything he learns is 
roported to Roka.n. 

Aristocrats occasion.ally visit the inn 
because Kokan is known tor his skill at 
the tea ceremony. Upon request, he '"ill 
perform the ceremony foi- s lord of dsi­
myo r8nk ()r higher; otherwise, he rare. 
ly does a ceremony except for rumself 



and Ne7uml At thb time there are no 
lords in the area llXt'epl for Shimada, 
who iR too WAl")' to le.ave the watchtower 
unlesR abRnlutAly MMAAAry. 

AttachA<I tll t,hA Inn i• the owner's 
modest home (roomA 90-IJ). Tt i• nnly 
slightly larger than the other peasant 
homes, and in most ways ls very simi­
lar. I'J:owever. R-Okan's ninja activities 
demand certain modifications such as 
tn1pe am! hidutu compurtm~nt ... 

9A. Front Gate. Thia entrance 
through the picket fence that surrounds 
the small courtyard is covered by a 
small "·ooden roof supported by the 
tcllcst pooita of the fence. The gate is 
wide open. 

9B. Veranda. The front porch is cov 
&red by the cvorhansini: roof of the inn. 
"Songbird Inn" is written in simple 
lett<!rs over the double dool'$ at tho 
center of the veranda. A smaller door at 
the west side of the porch loads directly 
to Rokan's private quarters. 

9C. Front Hall. Here visitors are 
iireeted by Nezuml. He welcomes guests 
with a •mile, offers a hot bath (room 
9F). uuJ ~xpluin• the two guest room 
sizes (tlu·ee·beJ auJ fi v•·""d). He does 
not give prices unless Mked. At ui~"' 
this hall ia Ii< by a lantern hanging OU 

the west wall near the - door. 

9D. Businc&e Office. Rokan keeps 
his buaincao popcra ond documents, as 
wall ae any possossiono which the 
gue•ta wish him to hold for them, inn 
locked ch ... t under the desk. There are 
al90 36 fon in the chost. A J>"D s.nd ink 
set is on the deak. Rokon spends time 
here WTiting and organl•ing hi.9 record$. 
lie c~n be roimd here 20% of the time 
during d•ylight. ho11rA, 

9E. Lavat-0ry 

9F. Bathtub Room. In this room, a 
large wooden tub is kept full of bot 
w11~. Clellll luwel• hani;: on a rack on 
the soul.L•tu w11ll. During u gue!lt's 
bath"' one or U1e -.:rvtant. l(irhs cu111es in 
with a bucket every ten rounds to pour 
in more hot water. 

00. Servant Oirla' Rooms. These 
two rooms contain bedding and small 
closets. Under coeh pillow is o bog con· 
taining 2-12 fon. Eoch girl sleeps in her 
own room at night (60% chance of being 

SAMURAI STEEL 

SONGBIRD INN 
12] 
f 

IG K K 

I . -
K 

1 H G 

-1-
I .!L s rEI 

'1 
K c 

F 
I' 

\I B 

~ . 
! " ' ! 
••••••••••••••••••t....-i••••••••••u,.•••••• 

u•l•ep). but •inc• bu•iness has 
decreall<:J l11t.:l,y, tLere i• llD 80~ chlillCe 
that one of the girls is aw{U' frum lh" 
inn, vi.siting relatives in the village, 
during lhc do,y. Check only when the 
aervante aro needed. Their dutie& 
includo we.thing, cleaning, and serving 
food. 

The northern room belong• to Yoshi 
(AC 10; MV 12"; zero level pcrui11nt; hp 
2; #AT 1; Dmg by w<>apon type; S 9, I 11, 
\II 14, 0 12, <.: 8, <.:h 16, Co 11; AL LN). 
'!'he other room ia occupioo by Kiku (AC 
10; .MV 12"; ze1·0-Jevel poasant; hp 3; 
I AT 1; Dmg woopon type; S 12, I 10, W 
10, n 14, c: 14, Ch !2. Co 14; AL NGJ. 

9H. N"zuml'• Rnt1m. Rokan's side­
kick. the hoy Nezumi, •l .. p• hPre.. His 
room is similar to those of Kiku and 
Yoo;hi. e:xcept fo1· a bldden compartment 
beneath hill bed. under the woven mat­
ting of the floor. It contains two ninia-to. 
nine star shur ik•Ull, 11 00'-long rope 
with knota at regular intel'Vals, a grap­
pling hook, and o bag with 14 tao!. 
There is al111> a trap door beneath the 
bed that opens to the crawl space under 
the building. There ie a 96% chance 
thot. Nozumi is in hie room at night, less 
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lO<JI> per occupied auest room. rf hP.TP., he 
is asleep tltl~ of the time. 

91. Slaul~. Thero uro stalls here for 
five hv1'$:8, N.,-,wul f.,..Js any honies 
6"'bled here for 2 fen .,er 111e11I. H~ will 
also wMh a borae for 4 fet\. 

9J. Feed Storage Shed. This tiny 
oh11ck contains hoy and grain for tho 
horooo, oltbough tho grain may be used 
for human conoumption in time$ of 
emergency. Thora io nothing else of 
valuo in tho ahed. 

!!K. ThrM-.l&ed Guuot Rooms. Thoso 
rooms are modo•t but clean. All but 
thos.. rented to the .\'C$ $re unoccupied. 
One bed mat lies inai.da each room, and 
up tn twn mnM rJtn i.... Added by Newmi 
if """"-'""'ry. A f1$1'•r lantern srt.s at the 
bead of the fll'lll bP.d Fnnd Anti tlrinks 
are delivered to these room.• by thP. 
5"l'VUnt iirls. 

One wall of each room Is decorated 
wilh ~ne::s ur turett.t.s, mountains. riv· 
ers, waterfalls. and clouds. Painted in 
black ink by wide brush ~troke•. tL" 
oceneo ar<0 done h> typical Ori~ntul •tyl" 
- sweeping panoramas with progres· 
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sively higher and higher sections of 
landscape fading bHck inlo the illusio11· 
ary tlisl~nce. 

9L. Five.Bed Guest Room. This 
room is •irnilar to the smaller guest 
rooms, but up to five bed mats can fit 
comfortably inside. 

9M. Kitchen. Twin fircplnccs against 
the outer wall dominate tbie room. Iron 
pote hang f.rom the opposite '"all, abovo 
shelves stocked with kiwllen tools, 
knives1 s.nd jars of spices. A smaU pUe 
of fire\\•o·od lieSt between the two fir~ 
places. In the center of the room, on a 
large table, sit stacks of plates, bowls, 
and trays. 

Tf eoests nrciP.r food, NP.zumi come~ 
horo to prnpare the meals. One or both 
of the servant girls takes the food on 
trays to the guest rooms. 

9N. StorHge Room. All Lhe equip· 
u1eul.. uecei:s~!lry to 1·u.11 t.he inn is stored 
here: brooms, wash cloths, blankets, bed 
n\ats, pillo,va, extra tool.a, di:shes, and 
lantertl,O. In n loeked che•t at the back 
of the room are jar• of sake and bottles 
of poison. Only Nezumi and Roknn 
carry the kqys to unlock the chest. 

90. Rokan's Sitting Room. Rokan 
likes to smok& his pipe horo while gaz­
ing out the door across the veranda. He 
can be found here 8U% of the time dw·. 
ing the day. This room contaillli sitting 
cttiJhions and a low t.ablP. on which stre a 
pen, ink, stnd sheot.s nfrice paper. Stuck 
to the underside of the table with a 
small nail Is a folded piece of paper 
bearing the seal of Lord 'lbshio Noboru. 
The paper gives 'vritten pernWt:iiun to 
trHvel freely Lhrough Nolio1·u's estate 
t.to.d Lu request an. inunediate audience 
with the lord. 

On the wall acroo• from the veranda 
door, a 'ivooden ra:ck holds six small jars 
of liquid. 1rhree contain strong sol<c. 
One is a potion of climcing, another is a 
potion of cxtrt>. hcalin.g, and the lost is a 
potion of' heroism, If Rok3D is corner~d 
in a fight hero, ho attempts to drink tho 
last potion as soon as possible. 

!IP. Shrine. This ls where Rolaln 
prays for the auceess of hh; mi.ss.ions. 'HP. 
can be round here 20% of the time at 
night. A painting of the Tiger God, 
fiercely poised for battle, hangs on the 
east wall. Surrounding it are pieces of 
paper inst.-ribed with philosophical 
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phrases of inner strength and endur· 
ance. Candles and incense burn at each 
side of the painting while Rokan kneelo 
in prayer. In thio state of mind he can· 
not be surprised, since all his senses are 
aroused nnd alert. 

9Q. Hallway. At ni.ght, thie ar..a is lit 
by a paper lantern hanging near the 
southeast .corner, ~cept wh.Gn Rokan 
has gone to hi• bedroom to $1eep. '!'here 
is nothing of value here. 

9H. Lavatory 

9S. R<!droom. Rnkan launches his 
miSSions of espionage from this room, 
though lately he has had little need to 
leave his room at night. He can be 
found here 80% of the time at nigh•. If 
Rokan is here. Lhere i~ a 40% cht4ncte 
that he is asleep. 
Th~ ruu1u 1:1pµear:2:1 ~iluple, coutai.ning 

only a bed mat1 a lantern~ and a narroV\· 
doth curtain which hangs from ceiling 
to floor in the middle of the east wall. 
Behind it is a mirror of fear (0rie1'tal 
Adventures, page 185). Anyone who 
standa directly in front of the mirror 
and who clearly states that he ie look· 
ing to see what is behind tho curtain 
must make a s9.ving thro\V vs. spells or 
flee in panic for 1·6 rounds. 'Jlhose who 
fail the save IOS1e l honor point per 
round of terro1-, doubled if their CO\vard­
ioo is witnessOO hy anyone who WA.!'1 not 
offP.ct.M hy t.hA mirror. 

Beneath the bed mat is a hidden com· 
partment similar to the one in Nezurni's 
room. It contains nine star shurikens. 
one ninjH·to, li 501-long- ro~. a g-rappliug 
book. a black ninja outfit. five eggshell 
g.reuaues with Oashpowde1· (save vs. 
p111·alyzation or be blinded for one 
round}, two eggohell grenades with 
pepper (save vs. petrification or re<:eive 
a -4 penalty to hit for 2-6 rounds), 
three·eSf:$hell grenndcs with dust (onvc 
vs. porolyzntion or be blinded for l 4 
Tounds), four signal rockets, a set of 
thieves' pieke s.nd tools, five oil flasks, a 
tinder box, and a bag with 182 ch'ien. 
At the botwm of the compartment is a 
trap door that opens to the crawl space 
boneath the building. 

!IT. l'w.crP.t Pa.•ageway. These dark, 
narrow corridors are used by Rokan and 
Nezwnl to move quickly and secretly to 
certain areas of the inn. Anyone enwr· 
ing th~ corridons ntu~L Urlug tt light. or 
w..Jk iu t.lurknoSll, &iuce. Rokan and 

Nezumi know the way and do not need 
lights. At the end of the corridor past 
the secret door to room 9$, a rack of 
weapons hanga on the wall. It holds 
thre.e knives, two ninja.to, nine star 
shurikens, nnd five eggshell grenades 
with flashpowder. 

The secret entrs.nces to the passages 
are easily found by Rokan and Nezumi 
but not by anyone el!I<>. 'l'he chance to 
find each secret door is 1 in 12 for peo­
ple who ~re merely looking at the wa 11 
(within 10· of the door). or l in 6 for 
AnyonP. 5'P.1trching mor~ cloRely. 

9U. Closet. This small area contains 
Rokan's clothes and footwear. A con­
cealed compartment under the floor 
mats contain~ th~ docuntenli:; of uwn~­

t;bip for tlu:! itui tuu.l a 1'"1' of Ci6 cll'ieu. 

10. Rokan's Gal·de11.This simple 
grove is filled "•ith everf,('teen& and 
mapleo. The floor of the garden is cov· 
ered with green moss, forming a velvety 
carpet. When not tending I<> the inn or 
to hia secret ~ctivitica. Roko.n works 
here alone. 

In the cent.er of the garden, at tho end 
of s path of flat sl<>nos, is tho teahouse 
where Rokan performs the. tea eeremo. 
ny. A small well and dipp<>r at the build· 
ing's entrance allow guests to wa-sh 
their hands before entering the tea. 
hottse fot the eeramony. 

l L Guard Posts. Eight samurai and 
one lieutenant lounge in each of these 
small covered platform•. They •top 
travelen; &nu pulir..,lv demand written 
permission to p,...s, stamped with the 
seal of Lord Shimada. No one can pass 
without this seal. Anyone arriving at 
the village without official papers must 
'vait 1-2 hours while a messenge1· is 
sent to Lord Shimada and returns with 
-;vrittcn pcrmiosion. 

Anyone who rosiets the suard.e faces$ 
fight to the death. Unfortunately for 
intruders, there are always samurai 
patrols within hearing range. A noisy 
battle or shouts will be hoard, and five 
soldiers arrive on the scene eve.ry 3°6 
rounds. 

12. Wandering Patrols. Small 
groups of soldiers (four samurai and one 
lleutenant) constantly patrol the woods. 
Every five round•. there i•" 70% 
cha.JlC1' or eucount.etlng a patrol. These 
scattered groups no1mally travel no 
fa.rthei· than two miles from Yorumura. 



The soJdiP.rs drivP. off ».11 lntrnrlArs;, 
first with polite demands, then with 
drawn swords. Anyone attempting to 
leave YQrumura i• escorted back to the 
edge of the woods near the village. If 
Lh"re i• a lout! fight, more pai.l'Ub arrive 
at the rate of one patl'ol eve1·y IJ.7 
rounds. 

Judgment of the Daimyo 
Whenever the PCs bring their evidence 
to Lord Shimodo., use To.hie 3 to deter· 
mine his decision on tho nccusa.tions 
asainet Korihnnn. Add and oubtract all 
the modifiers that apply, then roll per· 
centile dice. Remember that Shimada is 
an important man, and the l'Cs tll'e 
&xpected to use their best manners. 
If Shimada does not belteve the accu­

sations, t.here is a 75% chance that 
KnrihAna lmmf:utisu:ely rlP.mAnrii:;. T~t.ri­
hutinn - tho deRth of th• PC• - for 
their "lies:· The PCs are Immediately 
escorted out to the beach for execution. 
If, for some reason. she does not demand 
Lheir deaths, Shimada has mercy on 
tho"" fooli.lt skim~et1!< am! 01·der. their 
in1prisonment in the watchto,ver, \Vhere 
they N'e held until the problems in 
Shimad11'• fief be<:ome so .n-ident that 
the Shogun must inte.rvene (2·5 week$). 

TfthP.· PCs r.on\lincP. Shinu~di:. ofT<ori. 
hana's treachery; she leaps up and 
attempts to fiee. Samurai quickly sur­
round her and cut her down while Shi­
mada watches silently. 

Tu l'ewarJ U1e µarty for revettlilll! the 
political plot, Shiniada oll'e1·s mi!Hary 
positions to bu6hi1 kensai, and san1urai 
PCs. These po.sitions carry the t itle of 
lieutenant and command over 20 lot.­
level soldier•. Of course, those who 
o.cccpt m1'$t take an oath of loyalty and 
therenfter serve Shimada without 
question. 

Everyone is given papers of free travel 
in Shimada•s estate, stamped "<Yith Shi· 
ma.da's sos!. 'l\vo cash strinss of 100 
tael each are offered to each PC. And, of 
course, the PCs have Shimada'g eternal 
gratitude and app1·oval, which is no 
small tlung m this dangerous land. 

ShimAdA will certai.nly want venge­
ance against Nnhnru if it i.s known thAt 
Noboru was the cause of the trouble. 
Thls could lead to an assault on 
Noboru's home, an assassination or 
kidnHpping attempt, or a mi::>!:lion of 
sabotage to cripple Noboru's estate. The 
PCs are welcome to mak~ Lheir uwu 
sugge:;tions. n 

SAMURAI STEEL 

'J'able 3 

Base c.hance . . .. ... . .. . . . . . .. . . 0% 

1\forli(iers: 
Speaker PC's charismst \'P.Act.ion 

a<\fustrnent .•. . ... .. . . +I - RA% 
Speaker PC's suocessful etiquette 

check ..... . ... .. . ... , ... . 't5% 
Per shuken.ia PC in party . .. . . + 10% 
Pee known ninja PC in party . . -10% 
Per known yl<kuza PC in parLy . -5% 

PCs show Shimada: 
Official papers 'vith Noboru's 

seal. , . ... ... .... . . .. .... +10% 
(found in Rokan's or Hanzo'8 hourse) 

The note from Hanzo to Rokan. + 15% 
(found in Hnnzo's house) 

Korihana's message .. . .. . ... +75% 
(from "Tho Note") 

Korihana's notebook . ... . .. . , +90% 
(found in Hanzo '• house) 
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THE JINGLING 
MOR DO 
CIRCUS 
BV VIC BROQUARO 

A carnival of 
laughs, thrills - and 
terror. 

Artwork by Poul Joq\Joy.a 
Coftoorophv by Ol8s.I 
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Vic Broquard, " dat4·p~uin8 prof<•· 
sion41. with. 22 ytt&rl txptric1tce1 tcach•a 
at lllilww Central ColZ.8•"' E011t Pco 
ria, I/Jin.oio. 1Tu: /.,,,, authored teveral 
computer l<lxtboolu and two (antMy 
n<W4k Hs has b .. n a DM for owr ~ 
ye4rt. 1'hi• mcdule ruulted from o 
des1u to chol/UJg• high./-/ cha~l•rs 
aa W<>ll as-br.athe obit of {rffh oir into 
the 1iwal rompoign dungtonl. 

The .TilllJling Mnrdn Circu• i• nn 
AD&O-game module desli"ed for 6-10 
characters of 10th level or hieher. A 
proper balance of character classes ta 
vih1l lo I.he ull.iu11d.., •ucc.-..::i• of Lho pu· 
ty. Bt«aW!e of the very powerful NPC• 
in the module, lower-level parties must 
be exceedinl(ly clever and resourceful to 
succeosfully handle the eircua and it. 
malevolent crew. 

The DM should be prepared t.o impro­
vi&c tho reaction a of the varioua circue 
peroonncl depending upon tho actioM of 
the PCB. Be forewnrned thnt the use of 
mind-reading spells and divinat.ory 
equipment by PCs could eomplicato tho 
UM'• job greatly; improviootion will 
almost certainly be required In theao 
cases, and the DM should prepare notes 
nn infnrmAtinn rhar. Mnltl hA gs:iin~d in 
these events. Fnr thP. mnRt pnrt, cl~r.tJR 
personnel are concerned nnly with the 
management and operation or the fair, 
and their thoughts and actions will 
reflect I.hi•. 

For the Dungeon Moster 

Every long campaign needs eome relief 
from continual dungeon e><ploration. 
Three days ago, colorful poatera began 
appearing in the PCs' town, announcing 
the imminent crrivol of the Jingling 
Monlo Circwi. JUBt when boredo!D wu 
taking hold, the PCs have oome oxeit.. 
ment to look forward to, with not a hint 
of danger or adventure. Encou.rago 
tMm to relax and enjoy them.oelveo at 
the Jingling Mordo Cittus! 

MM Mordo, a neutral-evil 20th·level 
mag;c.u~P.r, iR thA nwnP.r And OJ'ArAtor of 
the Jingling Morda Circu•. The cln:u• IA 
run on a fairly honest basis, in spite of 
Mordo's alignment, because a semi· 
honest circus is a convenient cover for 
his real operation• - a.ssasslnation and 
kidm1vvin¥ the w•Hlthy. 

The circUll is fuu Lu mu. An.or all, whv 
wears full dungeon gear to a city circW1? 
IC your PC& l!O iruiiot, let them do it, but 
be aure they are gawked at, laughed at, 
and ridiculed, especially by small chil· 
dren. If they don't change their minda, 



don't \Vorry - Max will notice them and 
take a personal intere9t .. With proper 
~tereeing - and perhaps after a few 
hours of circus fun - the PCs may lowe.r 
their guards. 

The module oonsist.s of the circn• 
layout with general d••criptionsfor 
P.Rch Are.R. Numerous NPCs a.t;.e 
described, and overall guidelines for the 
major actions are provided. However, 
the play of the module will be guided 
predominantly by the act.iun• aud r•ac­
tions of the PCs. Thw, th•r• i• tre111~u· 
dous room for the individual DM to 
tailor the action to his own campaign 
(see the DM 'l\riloring •ection}. 

Dorkslde Operations 
The Mordo Circus must Ix> run on " 
f'1irly honest bo.sia,, because a semi 
honest circus is a convenient cover for 
Ma.x•s nefarious 0 darkaide" operstions. 
A travelins cir<:ua also gives Max mobil­
ity to travel about the countryside, 
arriving in towns where the Hpickings'' 
are good, and leaving just as quickly 
when his schemes have paid off. 
Beeau1.1e of the natttre of Mordo'" opers•­
tion, the r.ir<:nR mni:;.t n1ove frequently 
Rnd fRr, Rnd he do•• all he can to keep 
suspielon away from bls carnival. 

Mordo specializes in kidnappin1:, 
spending the first day$ of the clrcu•'• 
stay in a town spying on the locals and 
d•ciding on th• b•St(usually the weal· 
thieai) victim. On occasion, Max ban· 
dies assassinations of important peoP.le, 
but he demands 10 times the going rate 
for a regular a.ssa88ination. He requires 
all of the money in advance, but also 
guarantees the results. 

Max is currently holding four victims 
'vhosc rCUlBoms ha.vc not yet been paid. 
Two remain at the entrance to the bis· 
top tent (area 2) - tho stone gargoyles 
are polymorpked human figbt.lrs. The 
miserable umber hulk in \VSgon 27 is 
really a female high elf, and the roper 
in wagon 26 is a htutttil'I mtigie-user. 

Through his network of advance men 
and "Pi••. Max ha.s heard that a bl· 
annual festival and market in the PCs' 
city will attract merchants, nobles, and 
adventurers from far and near. A stup in 
this town will be prulitabl" buth for the 
cin:u• re<:eivU. and for Max's kidna1>­
piug scheme. 

A prin1e kidnap victim i& either person· 
ally wealthy or ;,, an associate of a 
wealthy person. The firat choice for a 
victim (from the DM's point of view) 

should be the NK: henchman of a 
wealthy PC in the party. A second choice 
would be a .wealthy merchant whom the 
PCs have bee!l hil'M t.o protA>r.t. The PCs 
ohouM have "'1mP. oompelling re.ason to 
become involved in the investigation, no 
matter who Is kidnapped. 

Since the tovm is ienerally of good 
alignment, and since Max Mordu """"'" 
to cooperate fully with local law enforce· 
meut official$, the investigation should 
be a real challenge for the POo. If the 
PCs do llOt solve the myoteriou.s abduc­
tion, Mordo may attempt to kidnap 
other.s or even move on t.a another city. 

There are several ways the kidnap­
ping con be carried out, given tho a v1>il­
able spells and numerous assassins. The 
DM con be as inventive aa he likes, but 
here ie one <:ommon 1J:cen.ario: 

The cornerstone of the operation 
depends on the four Zu·Zu tribesmen -
.small, wiry jungle natives who are 
extremely accurate with blo'vg\mS. 
'!'hey use a powerful jungle pqison that 
causes nearly instantaneous uncon­
sctonsnes~. (~ thA Circus Personnel 
••ctinn for full det.alls.) 

Once Mag and his associares have 
reached a decision on the victim, Max 
and the assassin-cloWTis <Rox. Len, 
Ham, and Carl) vut dust of disuppeur· 
a.nee on the Zu·Zu t.ribe•m~u. Th•Y then 
ttrr31111e for "crowd to separate the 
victim from his friends, and the jungle 
native• attack with their blowguns, 
injecting the powerful sleep poison. If 
the attack is unsuccessful, or if Max 
decides that the victim cannot eosily be 
hit by the d1>rts, he snooks up behind 
the victim, CAG~ a time ol<>p, and person· 
nlly injects tho drug. 

At thia point) the assassin-clowns 
catch the falling \'ictim, slide a ring or 
invisibility on him, and carry him otr to 
their clown diogui.9e wagon (69). They 
laugh and smile as the.y go, and no one 
questions four elowni:;: mjming thA r.si.rry­
ing of an invi~ihle hnrrien. OncA initide 
their wagon, the assassins strip the 
victim of all magical items and wealth. 
The hapless victim is then polymorphed 
into a draft horse and hidden in area 36. 
Even if the captured NPC r•Lains his 
own personality, his escape is made 
impossible by the bobbles around hi• 
foreleg• (and htjection• of drug• if he 
resists). His valuables are stored in a 
secret compartment in the bottom of one 
of the other cnges. 1£ the PCs become too 
curious about the horses, they o.re 
chnscd out of the area by circus person-
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n&l or accused of trying to steal the 
horses. Jf a po/.ym.orph. spell aceid~nt• lly 
kill~ A vir.tlm, hlfax uses A. uii!:h to bring 
the victim back oo life (to avoid making 
too many enemies). 

Meanwhile. one of the assassins dons 
the victim's clothes imd di•gui•e• him· 
s.Jf a• the chW'acl&r. Pret.nding t.o b• 
drunk. h• parade• around the cfrcug 
just long enough to be seen by many 
worker• aud townspeople, but he avoid. 
the PC8. Then, he makes a grand exit of 
the ch..:us, ohouting drunkenly at Tud, 
who runs the main gate, that the circus 
is boring and o. wru>to of good money. If 
the PCs l<>ror question Max <>nd the 
other circus personnel, all a.re able to 
hone~ly say that they saw the inebri­
ated character leav& the circus grounds. 
Any other questions are answered as 
vaguely as possible to avoid telling a 
detectable lie. 'l'hus, itshoula be diffi· 
cult for PC clerics to determine ·that the 
truth is not being iold. 

The impo.%er he.Ad• int.o town And 
enters a seedy inn, drawing as much 
attention to himself as possible to create 
numerous witnesses. Af\;er taking a 
room for the night and promisin~ the 
innkeeper 20 gp to awak•n him at 
dawn, th" 1li•guised assassin enters the 
room, slams the doo1; aud quickly 
changes disguises. Aft.er leaving all of 
the "ict~m's normal gear in a di3heir-e1od 
me"" and adding a touch of blood here 
and there~ the-assassin leaves quietly 
through the window. In the morning, 
th.c innkeeper reports his missing guest 
to the o.uthoritics, who suopect foul play 
after examining the roorn. 

After a brief investii;ation, th" (aJI. 
too.busy) local constables decl1>1e the 
victim was probably robbed snd mur. 
dered, the body carried off and dumped 
in a nearby swamp (01· equivalent in the 
DM's campaign), At this point, r.he Pli• 
shnnlrl he <>nr.onr•g•rl to tok" up the 
investigation themselves. 

L.ater that day, a beggar boy arrives ac 
the inn with a ransom note. He honestly 
says that a seedy person (one of the 
i:ls::ia~iu~ in dl:;gui:st:) paid lU.1n tu <ltdiv· 
er Lh~ 1101,t,. Thi:; ~rawl~d 111issive is 
add1·essed to the friends au.d associates 
of the victim, and demands the payment 
of a huge sum that the DM knows could 
be raised (such as 500,000 gp or more!) 
for the return of the kidnap victim. The 
PCs are directed to leave the ransom, 
converted to gems and je\velryJ in the) 
a:ame room from which the victim was 
apparently abducted. The note contains 
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all the normal warnings - come alone. 
do not not.Uy authorities, no tricks 01· 
the victim 'vill be slain, and so on. 

From the time that the victim i• 
abducted, the PCs are scried upon by 
Max or Hank, who use crystal bal/8 to 
diooovcr whQt actioM the PC3 are con· 
tcmplating. 'rhuo, Max usually knows 
what the PCs intend to do and is ready 
for them. Lster in the adventure, eepe­
cially if the PCs take pains t<>conceal 
theii' piano, the IJM can deercaso Max's 
level of knowledge. lie can scry the PCs 
as if they vi.rere "personally known 
$lightly" (J)MG, page 141) if he has met 
thP.m nn thP.. fAirgrflnnd~, giving him ari 
85% chance of success. 

To recover the ransom, Hank teleport.• 
into the room and out again as fast as 
he can. He is covered with dust of diJ!ap­
pewance and series the room carefully 
ju•t before he U!leports (treat •crying a• 
"persouall.Y ¥t'~ll knov.·u,>i i:;iul:t:! h~ v.·111 
have studied the room beforehand). 

If the ra11oon1 is paid, Max returns the 
hapless victim to the inn room jw;t a• 
the circua leaves to~-n. The victim is 
returned to his normal form, but Max 
doc$ not return o.ny magical items or 
vt\luableo. Further, the victim is sound 
:u.l~p and cannot be "wakened by nor. 
ma! ineans until the even ins- of the M><t 
day, by which time the circus is long 
gone. Even when a,Naken0d1 the victim 
is little help to the investigation as be is 
under the influence of a w1•h spell that 
has c~used him to slMp and forgot eve­
ryt.hing I.hat. has happened $ince he was 
nabbed at thP. circus. ThP.sP. P.ffP.cti:;. r.An 
only be undone by another wL'h. 

If the PCs become too much of a 
threat, or if the characters parade 
>1round Lhe circus in full magical plate 
atmor or tl1e like, Mw< httndle• them 
)>el'$Ollall.v. An...- <l crowd ••P•trttLe• one 
PC from the others in the party, an 
i·riuisible 1'1ax ca:st5 a ti.nte stop and 
personally injeci., the ~Jeep drug or hit5 
the PC with his sap. Next, the PC is 
stripped of all magical items and valu­
ables. Finally, Max teleporM the oleep­
ing victim, drccocd only in under. 
garments. to Bnother town and dopoGits 
the PC in the sewers. Max is then in 
oxcollont humor for days! In fact, he is 
hjghly likely to continue scryjng on tho 
"ictim for amusement. 

If MaJc particularly dislikes a PC, he 
\Viii RlRO use €nR.rey drain 011 hitn. -
perhaps riaily. Ro\vciy PC.s ArP. VAry 
likely to be chRllenged to R drinking 
contest by one of the assassins. When 
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the PC passes out, he is taken to a local 
iuu auJ t.l~vu:sile<l \Vilh grettl fanfare. in 
a room to sleep it off. Once the assassius 
leave the PC, Ilank te/eports into the 
room, confiscates all magical items and 
valuables, leavee a ransom note for the 
goods, and teleporta back to the circus. 

An inventive DM can think of other 
possibilities. Ju~t keep in mind that 
Max is evil, coldly cnleulnting, and 
takes few chsnces. He alwsys goes 
along with normal polioo investigations 
in an attempt to throw suspicion otr his 
trail. He will never permit a battle to 
>'l\ge at. the circus. By using bis spells, 
hA will always sttempt. to move t.he 
battle to some neutral area. 

If the P<::s inve:Rtigat.P. thA r.irr.nr;.. thP. 
DM must d~ide what information they 
are able to learn. Given enough time 
and trieall!I, and perhaps enough cities, 
they should be able to learn the truth, 
but du uuL l~L them IHw1ch "war on ihe 
circus. Stress tl1e large 11uo1wr ofiuno­
cellt visitors, innocent. perfor1neJ:::S, and 
the like. Max is so sure of himself that, 
if dir~ctly ~hallenged, he •ugge•h u 
meeting on some.neutral field of battle 
to settle the matter. He will use all 
mQnner of treuchery, of course, but 
never riGk tl1c circw:: it.aclf. If and when 
the eho'-•down come•, Max gives his 
henchmen all the magical item• that 
aro stored in the se.cret eompartmente 
u.nder the wild animal cages. 

1\1ax and company have been $U(ceSS· 
ful in the kidnapping and assassination 
busine$S for many years. He does not 
ofr.P.n mAke miata k~~. aJ"l(i thjs mean$ 
that the DM can ho ruthlo .. <. 

OM Tailoring 
Before starting the module, the follow­

ing detHils· must be worked out for yuur 
cai:npaigu. 

Decide uJ)Qu "'" itiuer•r.v of w ide]y 
separated iuajol" cities that the ch·cus 
will vi•it. The cixcuo ohould be set up at 
the edge of a city of predominantly good 
alignment. Next, prepare a seedy inn 
and an innkeeper NPC for the kidnap· 
ping acetion. You mny uso o.ny existing 
inn in your campaign or design a new 
one. Then, make some tentative pluns 
about who the kidnap victim will be and 
the amount of the ransom. The victim 
$hould not. be one of the player ch:ttM· 
ters~ a henchnlan of one of the wealthier 
PCs is the suggested target. 

'PntionR Anrl scrolls have been int.en­
tionally omitted. Theso should be added 

to fit your campaign and style. Max. 
Mordu and a .. ociate~ do not have too 
urnuy :scroll•, bul Lho"" thaL they do 
have should duplicate llieir higher-level 
spells. Among these would be spells 
such as: polymorph otlm; flesh to stone, 
stone to flesh, mau, <kla;rtd bl'1$1 fire· 
ball, teleport without error, disintegrate, 
and time stop. 

The o.asll!'isins ~·ou1d have potion~ to 
aid their clondestinc nctions. Some 
poisons have be~n includ&dt more could 
be added. Additionally, the foes may 
have such potions as invisibility, ESP, 
ltuman control, .~ptied., and specially 
madl!' potions that can neutraUze poison. 

None of the magic-users or illusiomsts 
lu~ve heen _given \l.'e..apons. ~ause they 
are mainly involvP.tt in performing t.hP. 
shows or running the circus, hut you 
may assume thaL each carries one con· 
cealed dagger. In combat, they use their 
spells or magical devices. If needed. you 
should d..:ide what other weapons are 
ava.ila"bl~ iu your cau1pl:lign ~eLting. 

No •pell books are explicit]~ meu­
tioned. Aosume that each spell-caster 
has a set of traveling •pell book• that 
include all of that character's memo­
riud spells plus any others that are 
indicated. None lccep their larg~r mus­
ter spell bo.oko nt the circwi. 

Personal trcnourc chest• usually con­
tain only coins and gems. You may work 
up moro specific dotails as dosir<)d. Keep 
in mind that there will be a Jorge amount 
of coinll put aside from the circus reve­
nues, and also gems and jewelry talc en in 
ransom payme.nts. 

Additionally, yon """ •dd finishing 
touches to the \V.Rgon desr.ription~. If 
desired. you can add further details to 
the House of Horrors (13l and the Fun 
How;e (11). Even the actual circus lay­
out can be modified. 

The Wagons 
The Jingling Mordo Circus travels in 7G 
lru·ge wagOD.5, each pulled by two draft 
hol'tles. The circus is <>et up at the edge 
of town in a large circular formation, 
800' in diameter, as shown on the map. 
The post-nnd-rope fence around the 
entire circus perimeter is continWllly 
monitored by security guards. Each 
event and wagc>n is numbered and ita 
content.. doscribod. You may add finish­
ing touche.9 to suit your O\Vn campaign 
or even alter the basic layout. 

Each wagon is roughly 7' wide l\nd 12' 
long, Althoogh some of the wild animl\l 



cages are larger. Some of the exhibits 
are merely transported on the wagon. 
such as the Slide Ride (wagon 6). Other 
\VHgon.H havt: Wntlik~ ~x.Lt:nsiomi, ~s t.ht: 
Fwd Station (wagun 14) and the HoUl;e 
of Horro1'S (wagon 13). All wagons J>um· 
bered 54 and hlgher are private quar­
tero and arc alway• kept locked. Each 
circus employee carries the key to h.i3 or 
her wagon, and Max Mordo has a mas· 
ter <>et of key& to all wagons, as docs 
Hunk, Mordo's second in command. 
Other wagons may be either locked or 
unlocked. Another pogt.and-ropo fence 
separat-es the public areas of the circus 
fi:om the private sector. 

Overview of Personnel 

Max Mordo owns anrl operates t.ha Jin. 
gling Mordo Ch·cus a.Ra front for a vari· 
ety of clandestine operations. Hank, his 
right-hand man and longtime friend. 
a.sslsts in runnin11 the big-top show as 
wdl"" Lhe darkside uperations. 

Five operatioos leaders report direetly 
to Max. B1·otller X handles all of the 
physical 1SeCurity for the circus. Sister 
&:Iba run& the healing operation&. Bobo 
is in charge of daily operations, includ· 
ing the workers and travel arrange~ 
mcnts. Bubur ia the ringmo.stcr und 
runs nil the big top activities; nt other 
timee. hie cre\Y becomes involved with 
Max's lees-than-leg"! oper.,tion& on an 
as-needed basis. The clandestine activi­
ties are supervised by Mag, who doubles 
as the circus>s financial manager. Mag's 
group also scouts ahoad for lik<>ly towns 
<'ind eiti.es for the eirct.\S to visjt. 

For phyRir.~ 1 ~P.cnt'ity of thA r.irr.11R, 
1\ifax haK made nrrangem~nts v.1ith A 

lawful-neutral mona.~tery of the Azure 
Brotherhood. For the monks, the circus 
is an advanced training ground. They 
Hr~ ht:!re to le-a.en to recognize and han· 
die pickpockets, gate busters. robbers. 
and the. like. Also, the monks a1·e beiug 
trained to identify the personality traits 
ofbot.h good and evil indhidualo. None 
of the monks yet know about the clan· 
destine operations of the circus, though 
they o.ro generally "wo.re th"t the circus 
is m-nnagcd by men of evil nnturo. 

The brothers maintain a stoic life­
style, never speaking unless :>bsolutely 
nooess.ary. 'fhoir order also vi&\vs·names 
ae unneeded, so the higher-level m.onk..s 
ha\•e forsaken their given names and 
are kn6,vn only by abstrac.t symbols. 
HP.n~e. thP. lP.ArlP.l" ()f thP. monk~ 8t. the 
circus- is known only a~ Brothel' X. The 

brothers are fanatlcaily diligent in their 
e!Turts to guard the circus. If they 
observe any shady action by a fair-goer. 
they move swiftly Lo inLerrupL it. Thu.;e 
tlmL Lhey awrebend am 11rompLly turn­
ed ove1· to the local authorities. Though 
su&picious of their employers, the 
monks do their best to carry out their 
assigned guard duties. 

Furthermore, the monks earn experi­
ence in their order for each crime that 
they spot and handle. When o. monk 
g3ins enoug~ experience to y.•arrant. a 
"promotion," he r0turns to the monss­
tery and a ne'v recruit is sont to take 
his plaoe. 

Max has alse worked out a mutually 
benef'i<ial arrangement with the Sisters 
of the Holy Cross. This order of female, 
IAwful-nP.ut.Tnl clP.rir.$: ntni:t thP. circ1111's 
first-aid station. The SiR.terR believe 
that magical curing should be shared 
with the masses, and tbey are always 
HeHrching fur ne.\V \VHY!1 to use t.heir 
i..tlent• amung the cummon people. They 
provide aid to an.vone in need, regard· 
Jess of aligim1ent. In retw·n> Max inakes 
healthy monetory donation• to the 
Si•terhood and permits them to recruit 
potential new sisters at any time. The 
slaters are friendly and attempt to con­
vert o.ny fcmo.lc who will listcn to them. 
Like the monks, they know nothing 
about Mordo's clandestine operations. 
Thoug"h they do not entirely trust the 
management staff of the circus, tho 
Sisterhood has found this arrangomont 
to be highly beneficial. 

The. daily operations stalfis super­
vised by Bobo and is divide.d into two 
~uhgroup!=!. First, the"te are normal 
hands who do the daily chores and per­
form In various shows or run events. 
These are all neutral and fight only to 
protect the circus and their jobs. Second. 
there are several ev ii NP Cs who super· 
v ;.., tbes.e uor m~l han<l•. Sou1e of these 
bo~es on1y fight to protect the circus, 
while otbers actively participate in 
dark$ide operation•. 

The big-top staff is run by Bubur, the 
ringmaster. These magic-users and 
illusionists are shown1en first and 
dark•ide helpers"" the need arises. 

Finally, there is the dorkside opera 
tions staff, headed by the asssssin Mag. 
They do the actusl dirty work: kidnap­
ping, assassination, and '\\'orse. Review 
the Circus Personnel section for ~x.act 
detl\ils. 

Most personnel have MSi&>'lled work 
~t.Ationi::: Anri r.An h.A fonnd rA~ting i.n 
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their wagons when not on duty. How­
ever. there are several NPCs who may 
be encountered wandering about the 
circus (see Wandering Encounters sec· 
Lion fur u1ure information). 
Sta~istics for all circus employ••& 

can be found in the Ci1·cus Pe1;sounel 
see ti on. 

Dally Events 
You may begin the module in mMy 
way•. One common approo.eh is to have 
circus posters appear about town. Three 
days later, the eircus caravan arrives at 
night and is ready to open for business 
the next morning, 

When the circus opens at 10:00 A.M. 
daily, at least 100 visitof':S enter; more 
c.ome and g<> tbro11gho\tt the day. The 
higgP_l;l;t. crowds throng the c:ireus:i in thl?. 
early evening. From time to time, h.uge 
crowds gather near different exhibits, 
and PCs are likely to become split into 
small groups by the press of the crowd 
'°'"hen it. 1uov~s on. Criers w1nounoo t.ht) 
starL of each big-top show at 11, 1. 8. 5, 
and 7 o'clock. Numerous co1iel.1i"qal li.gh' 
opells provide oufficie11t illumination for 
early evening activitie$. The c;ircu& 
closes at 10:00 P.M. Sundial& and water 
clocks keep the local time. 

If the plnycrs decide to draw a map, 
let them vic\Y the ma.p of the circu.s1 
oince they co.n readily see everything 
that is labeled. 

Wandering Encounters 

Each. turn, check for a W$ndering 
encounter; one will occ.ur on a roll of 1-4 
on ld6. If an encounter happeDs, toll 
ldlOO and see below. The DM should 
elahoratP. on thP.sP. encountP.r~ aR nP.r.P.f\· 
sary. Further encounters may be drawn 
from the Character Subtable (page 1 Wl 
or City/Tuwn Encounters Matrix (page 
191) of the DMG. 

1-8. A 1uin1:1t,r.,l, playing a r~orc.ler or 
singing, \.vanders pa-sl the party. He's a 
normal 'vorker having fun. 

9-13. A local, low-level thief attempts 
to pick one of the PCs' pocket&. There io 
a 65% chance that the attempt is spot· 
tod by 4l monk aceurity guv.rd, 'vho 
intervenes nt once, attempting to nrreat 
the offender. If tho PC makes nny fuoG 
about the theft, one or more monka 
arrive at once. 

14-20. The PCs are involvod in a 
minor but annoying accidQnt that may 
dive.rt their suspicions from l\1ax 1'.1ordo. 
'T'he fir.st tjme th5s en('ounte.r is rolled,.(\ 
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circus viRilnr rl•im• llu>t one. of the PC'.s 
is a wanted crlmtnol And ••II• thA 
1:Uanl. nece&S1tat!ng explanatinn• and 
proofs of Identity. !! this encounter Is 
rolled again. a passing townsman slops 
food on vu~ uf Uo• PC•. There is no real 
damage, butt.he PC13 cluth~~ !lft: no\v 
moooy, und tompen may Oak IC thi• 
encounter is rolled a third time, a PC 
gets a solid bump from a stranger who 
then aoaumea the I'C is trying to pick 
hio pocket or etort a fight. 

21-25. A total stranger stops to chat 
with the PCn. Although completely 
hs.rmleee, tbie encounter co.h be U$Cd to 
distract the PC8 and shift suspicion 
from Max Mordo. 

2&-30. A crier loudly announees the 
start of an ovtnl such as tho chariot 
1'1>ce The next tum, there it a 75% 
chance that a crowd gathers or shifts as 
a rP.JluJt nf l.hA 1'nnonncement. (For the 
elfecr.s of th!•, •P.P thA orowrl e,11t.her8' 
shifts encounters below.) 

31-40. A clown bounces up to the PCs 
""d performs silly, distracting antics. 
There i• u 00% chunce tJiut a crowd will 
gather if th~ PCs 1(0 ulvug with lhe 
elovm's actiono. (For crowd el'foct•, •ee 
below.) The clown io eithet· a normal 
hand or one of the evil darkside workers 
(50% chance of either); see the Circu• 
Personnel eeetion, 

41-46. A crowd gothero ct a nearby 
event. The:ro ;,, much pUDhing ""d shov­
ing as thl! people all try to see at the 
same time. Thia ahould distract the PCs 
and limit movomont to one.airlh their 
normal rate. 

47.02. Tht crowd around an event 
•hift,R ond moves olf. The PCs are forced 
tn mnv• olnne wil,h the crowd, and sev­
eral party mnmhA1'1' •rA ••p•r•ted from 
the group. It I~ extrnnrnly rliffiou lt to 
move against the nnw, slowing mov•>­
ment to one·twelfth the normal rate. 

:;:J-00. Frum 1·6 normal hands are 
changiug •hin•. pu••ing from work 
areas to t.lt~ic· vri v~t~ qu!lrters. They 
stop and talk about the circus if asked. 
57~1. The re. encountet· one of the 

four worker bo""es - Bobo, Do.so Jake, 
Bosa Jorg, or Bo6S Hagart (equal 
chance)- making his rounds to checlt 
on how thinga are going. Any boss 
encountered oecmn friendly. While lhe 
latL&r three hove nothing much to say, 
Bobo is very curious about the PCs and 
their woo.Ith. Each boa• will b& encoun 
tertd only once. 

112-66. '!'hero i• an oqual chanco of 
encountering Brother X or one of the 
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monk !IOCurity captains. Tho monks nod 
in response t.o • !!J'"t!ng and speak in 
•hm1, !IP.ntences only tf asked a direct 
que:Rtion. 

86-71. Hl\nk, M•~'• ••ennrl in com­
mand. ts encountered while on " oono 
fide circus errand or while spying on 
vuttontilil vlctims<cqual chance), 

72-80. Maa, the assassin leader and 
fiuun..:iul 111uJUtift.r, h1 ~ncountered 1A'hile 
rwining a financial .,,,·rttu<l uiu.l carrying 
a 11\rge oaek of coino or while acluall.v 
spying on the PCs (equal chance). 

81-00. An ""oassin·clown -Carl, Rox, 
Lon, or Ham - approaches the I'C$. The 
n=sin-clowM act •illy in much the 
same way as the real clowns, but their 
job ill to spy on the PCa ""'1 CX<>mine 
their gear, defenses, alertness, ngility, 
and protection dovic.t. Eo.ch 8J!Sassin 
clown is encountered only once. 

91.(JQ. M•• Mordo wanders tho circus 
frequently, 01thor ob;erving the overall 
operations or 114'0\\ttng and spying on hi• 
potential victims, He acts very friendly 
and nffo1'1' All kfnrl• nf Msi•u•n•e - all 
designed to thro\v Ruspir.ioni; P.lRP.WhP.rA. 
He can be encountered as many time• 
liS rolled, anywhere In the circus. 

Circus Key 
1. lllaiu Entrance and Ticket s...i.,.. 

The rope guardrails lead one and all 
roward thill brightly pointed wagon. 
Nwneroua advuUoements of the rides, 
aighta, and cv<>nts are plastered on every 
available inch c£ the wooden facade. A 
hugo sign rcac!D: 

10 Tickets poR l 9p 
l Tickac pott !2 ep 

AC>mlaafor>: l Ticket 
Cl>flllrtGr> FnGG 

A man io o black.and.white.checkered 
clown suit is selling tickets from inside 
thP. wAgon, \Vhile a man in a yellow and 
green fool'A r.o11tnmA AtAnrl$t ro one side 
and takes the tteketR. 

The ticket seller Is Ted, one of the 
assa:;sim;, and the ticket taker ts a nor. 
u1lil luwd (..,., the Circus Personnel 
section fur iudividuw •Lutislics). The 
ticket window is secured wiUt ~Lurdy 
iron bars, and there are U st:curity 
guard• oearby in caae of trouble. The 
cashbo>< in the wagon contain6 nearly 
1,000 gp in mixed coina. At night, a 
0<:curity guard •leepe in the ticket wag· 
on. Tod livoo in wagon 71, 

2. The Big Top. The rectangular, 100' 

x 150' giant big top loom$ impl"C8Sively 
in the center of tho circuo. Several hun­
dred pooplo can watch each show, A 
large •ign al tho ontranco says: 

~io Top Snow OO<>"U 2 Hocms 
AC>mlvelor>: 5 Tick<tt'.s 

1b each Aid• M r.h11 .,nl.rAnoe, ~ stone gar. 
goyle beckons nll lt1 MIAr. 'l'hAM t:wo 
gargoyles are actunlly viotim• ofMor~o's 
kidnapping plots whose liege reful!ed t.n 
puy their ransom. In a rage, Mordo poly­
nwrphed each into a 11argoyle, then turn­
eJ lh"'" Lu •Luo•. Evt!fY time Mordo 
passes by U1i> pair, 11• chuckl.s Lu himselt 
If a ckt<cl mQl(ic -II is cast on them. 
they radiate weak magic. A true 11tting or 
true sY:JU •pell rev""ls the '5t8tues for 
what they really ~ twin brother.., Axel 
nnd Jed (l.C 10; MV 12"; F7; hp 61, 60; 
1Kr2; Dmgby weapon type; SA double 
opecililizotion in long aword; S lS, I 9, W 
10, D 15, C 15, Ch 9, Cm 10; .ALL."<). If 
the brothors 01'I reacued, each claime a 
/1111g $W()rd + J, a shidd + 2, and chain 
mar/ + 1 from Mordo'a hoard. Theso grat&. 
fol NPCs may roward the party 
•ppro(lriat;>ly, 

Note the location of two security guards 
behind the tent; thr.y kM(I un•uthnri•.ed 
persons from uslni the rear entrance or 
soeukin11 in under the canvas. 

Bubur i• the ringmaster, coordinating 
.. ud annuunolni the events of the show. 
which opena with u truint!d beuI act. 
Suddenly, five clowns enter and att,;mpl. 
to disrupt the ac:t. An incoming charge 
of elephants perform next, lii\ing their 
trainere high overhead, then "stepping" 
on them. Next.. four gymnast& perform 
amazing foQto of tumbling Qnd acrobat· 
ico. They, in turn, o.re roared off &tage 
by tho cat aet, Two lions and two tigers 
roar <!Ontinuoualy, claw the 3ir fiercely, 
jump through burning hoope, and sc:ire 
the audionco by nearly escaping from 
their trainert. 'I'ho clowns add to the 
pandemonium, btit it•• all an act, tor 
the anlmAIA ArA ACtuAlly very tolll<' and 
\\o·ould not. hArm A humAn unles.9 seri. 
ously provoked 

The great catS are follnwed by a horse 
act and four trapeze anistS who d82%le 
the audience with their aerial feats. On 
U.. ground, the clowns auempt to emu­
lat.. 1.1 ..... r ... 1.11 wbil .. dodging the gal­
lopilljt horses. The crowd dli.t.mui.t.ly 
laughs and claps wildly. During breaks 
in the action, the five clowns wreak 
havoc witb the crowd, opening cans of 
giant pnpor enokee, squirting rubber 
water bottles, and tripping over their 
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enormous shoes to fall into the laps of 
pretty ladies in the first row. 

'the climax is ~ parody of war, a grand 
hnttlP. bP.t.w""'n t.hP. olowns snd the spell· 
ca.•ters (Bomhn.t., Anron, SS<muP.1, •nil 
Fred). Bombast cast.q drmcing ligh~• on 
a few clowns and confuses them by 
using a magic mouth spell. Aaron plays 
the coward, using a spider climb spell to 
climb uv a pule only tu •lip and fall, 
casting (eu(J.er full aud l11.mli11g iu Lhe 
middle of the clowns. Samuel uses um· 
tri/cquism to confuse the clowns, and 
Fred creates mirror images to elude 
them. At the very end, clowns and spell· 
casters &like dioappear in Fred'a large 
fog cloud, aocompanied by illusory fire­
work<i that fill the roof area. 

S. R-Oller CoQ6ter. The ride begins 
atop a high wooden scaffold reached by 
narrow st4ps. A converted mine.r's wag. 
on sits between the snaking, descend~ 
mg, wooden rails. The ride seems 
breathtaking but not dangerous, and is 
OVP.r VAl'Y quickly. 

The cnst is two t ickP.tR pP.r rlrlP.; s:i 

normal hand Is in charge. Only two 
human.sized beings can ride at one 
time. Each rider must roll his constitu· 
tion :;core or less on ld20 or be<lome 
n1<u.e1<t.ed tur ld4 turn•. If" •econd 
check is fHileJ, Lhe PC become• will 
that he vomits or fainta. 

4. P ony Ride. For one ticket, a child 
under age 12 can ride a pony for two 
minutes. Six old ponies are chained to a 
turnstile. A normal hand rull3 the ride. 

5. Boat Ride. Six gaily painted, 
aingle-p<>rson boats float in a large 
wooden tub that is filled with 2' of 
y,•ater. fl'or one ticket, circus visitor&- can 
paddle the boats around for two min­
utes. It is a favorit<> with children, and 
there sre m~ny here waiting their tum. 
OnP. normal hanrl t.•ke• tieket.s anrl 
kP.ep.;; the childrP.n from l'flmming each 
other with their boats. 

6. Giant Slide. After climbing the 10·. 
I.till tower, one •!ides down the spiral 
slide. There are mostly children here, 
and one ticket allow$ unlimited 8li<liug. 
One normal hand takes tickets and 
prevent$ pile·upo 011 the olide. 

'1. Donkey R ide. Thia ride io the 
same as the pony ride (area 4) ••cept 
that the rider sit<! on n donkey insrond 
of a poey. It is run by one normal hand. 
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8. The Chariot Race. Severs} rows of 
bleache:rs are po•itioned to tho south. 
west of a large dirt oval racetrack. 
Rllees are held twice daily, in the morn­
ing and in the afternoon. Spectators are 
required to pAy nne tickP.t. tn wAtr.h. A 
large plac8l'd states: 

Er.rc:R(I Fee: SO gp peR Race 
Bea-c Bfm ano Win 500 gp 

Cbouse Yoor• CbaRfo-c OT.JO Race 

Anyone who µass Lhe entr.Y fee of 50 gp 
can race. There are two chariots availa· 
ble, each pulled by a team of two draft 
horses. A normal hand take$ the opccta· 
tors' tickets, while Bim (see the Circus 
Personnel section for statistics) collects 
the entry fee and races the challengers. 

The race is rigged. Tho rub rail on the 
right side of each chariot contaioo a 
secret button that unerringly fires a 
pair of tiny needles into the horses. 
Each noodle is coat..d with a powerful 
stimulant that causes a 50% increase in 
speed for two rounds. Since both char· 
iot~ have this feature, and bis opponent 
rlop._qn't know Ahour. the button. Bim jg 
unc.oncerned which chariot he in;P.s. 

If Biro is losing, he uses the poisoned 
needles when he nears the home 
stretch. For two rolls. he gains + 3 to 
hio die reoults. Once in a whilll. how· 
ever, BiJn will purpu~ly lose a race 
(about 1 in 20), jw;t to appe...- hones~. 

A ldG die roll i$ used to ueteriuine Lhe 
distance covered each round. Bhn 
alway• roll• firot. The'll-inner io the 
fi~ to roll a total of 30. Bim hao a 
charioteer proficiency slot; t-hus, an hi:, 
rolls of l or 2 ere considered a 3. If the 
challenger i.o a PC with riding proficicn· 
cy, all rolls of l ru·c considered a 2. If the 
PC has no horoo-handlingproficiency, 
the die roll is unmodified. 

There is also a chance that tho chaJ. 
lenger will crash. Roll ld20 each time a 
6 is rOlled by non-proficient racers. A 
roll above the character's dexterity 
mPJlnR t.hat the PC has upset the chariot 
whil• in• tnrn, cal!sine 2.16 hp dam· 
age. Assume that the hm·se•, userl to 
such actions by Inexperienced drivers, 
escape unharmed. 

Bim, who lives in waiOn 71, races six 
ti111eiS eH.ch in the n1urning and after~ 
noon. Fre"11 l.eoons ofhor~• •.re vrovid· 
ed for each race. 

9. Ferris Wheel. A large metal sign 
proclaim• that this 80'-higb ferrio wheel 
was mndc by gnomos. Thero are six 
seats; each holds two people. Two draft 

horses provide the pow<>r to turn the 
wheel via a system of belts and pulleys. 
'!'he two.minute ride eo.sts two tickets 
and is run by one normal hand. It pro­
vides ""excellent aerial view of the 
whole circus. 

IO. Flame Eater. A mnn in• loin 
cloth stands beside two flaming bra­
ziers. Periodically, he ignites a brand 
li!ld proceeds to swallow it. All is done 
'vith au ~X1:tgt::~r1:1.L~tl flair. He iii a pyro· 
maniac normal hand with a passion for 
showmanship. Mordo has giveo ltim ~ 
chance at atardom and he is enthusiasti· 
cally trying for fame. 

11. Fun House. Laughing faces deco· 
rate this wagon. A normal band dressed 
in a clown ouit but obviously resenting 
the get.up bellows unenthusiastically: 
"Fun House! A laugh a minute for just 
t\VO tick~ts1° 

One:e inside. visitors fll'st soo them­
selves in numerous ditlerent kinds of 
mirrors. Thl>y look bloated, then •kinny, 
then tall, then short. There are many 
•xot.ir. hsr.kgronnds reflected as well. 
Some of these are of unusual places like 
tropical i~landJi Ot.hP.r mirror~ givP. thP. 
appearance that the person reflected is 
aocompanied by strange animals. Still 
othel"ll seem to alter the clothing of the 
onlooker. dressing him in rag11 or rich 
finery, or ~v~n iu the g~rb oft.ht: uppu­
site 5eX. The fw1 house contain& several 
pro({ra1t>med illuswm;. One has the 
appearance of a pre.tty young woman 
who approaches each visitor and gives 
him or her a great big kios, causing 
everyone else in the vicinity to laugh. 
The DM should cre&te other illusions in 
the same fun-loving spirit. 

12. Bell Ringing Contest. 

Rina ~b<> Ball 
B<K>t Aooli; aoo Wir.> a Pnize 

l Ticka~ pa<> T<>y 

A hug" wooden mallet is used to strike 
a met.al lever th.at. knock$ a steel ball up 
n 20'-tall column to hit• hell. Arlolf i• • 
huge brute of a man. The pri2e on dis. 
play is a small. stuffed black bear. 

Contestants ring the bell if they roll 
their bend bars/lift gales strength roll. 
Adolf(whv has 18/00 $Lreugtl.i) rings Lhe 
bell more oft.en than anyone because t.he 
conteot io rigged. Adolf can step on a 
foot-operated damper owitch that $lows 
the ball, reducing wiyone's chance to 
make the bell ring to one·tenth the 



uautt.I vW.u~. Nu ou~ bu "'"n the prize 
in the tlu·ee years lhlll. Adolr hll.S run 
the conteat, but he claims that someone 
won just last week. He goad• and teases 
everyone who pAs&e8 by into t-rying hi6 
or her atrength. Once 110meone pays a 
ticket and fai le to ring t-he bell, Adolf 
continueo to inoult thnt por<lon's 
otrength, nnqootry, nnd even hoir color 
in order to coorco tho chnllcngor int<> 
spending more and more tickets in an 
effort to ring tho bell. Mordo giv<>S Adolf 
a bonus basod on the number of tickets 
he colleds. 

Adolph a!Mpa in th.ls wagon. ~·or his 
•t.atW.ics, see the ClfC\11 Personnel 
sec4ion. 

13. House of Hnrrnn. 'lhrtur...t far.e; 
filled with terror and streaked with 
dried blood decorate the door to t.hl9 
exhibit. A l&rie si'1t1 advertises: 

HuutJt: o-=: Huu.Ftou:s 
Erl-C.P.R A~ VOUK OWrJ Ri~k! 

3 Tl<.k.,~~ 

The vi&itor• ontcr • door in one end of 
the wagon and exit from the oppo•ite 
end. Just inside the door, small drops of 
fake blood drip from the ceiling. As each 
pcrcon entcro, there io o. 60% chance of 
getting eplnttorod by tho blood. 

The solid wall oHhe wagon is covcrc<l 
with dimly lit paintings of people under­
going vt.MOUI forms of torture .. Seeurely 
attached to tho wall are several tortur.. 
device$, mcludlng cbau>S and whips, a 
rack, an iron maiden, a toe crusher, etc. 

Ono Ride wnll hM hl>e1' folded outward 
to form an exten•lnn. Thi• c!Arl<AnAd 
extension houses all of the hideou• 
programmed illuston.v. People are kept 
from entering th.ls extension by a guard 
r11il. A• peuple look into the darkened 
extension, Civ\! pru1tru."''"ed lllu.'1i!>ns~ 
complete w iLh >K>uuJ ~erect.., vorLrny the 
moot grim of deed&. In one, a lion 
devours a pleading human a& his con1~ 
panion watches In obvious pleasure. In 
nnothcr, o vo.mpire robs a protesting 
victim of her life c.ssoncc. The DM 
ahouid add othor illuoion!I"" ncccoaary, 
rememwins thst the display is 
extremely rovolting. All sood PCs who 
view the illuoiorw must roll ld20; if the 
result is abovo both a .l'C'a wisdom and 
constitution tcON•, ho~ quite 
naw;eal.ed aod upset by the exhibit. 

On tho f1Mr Mhind t.h• vampire 
scene. a concealed 1.rnrdnnr "!"'"" r.o 1.he 
underside of the wa11on. Thi• permit. 
Mordo"s assassins to enter and leave 

this wagon undetected. Tl>ill exhibit ill 
run by Able, a 3rd·level assassin who 
lives in wagon 73; ece tho Circus Per­
sonnel sectlon ror ap.eifics on Able. 

14. 1"ood t:;tation. Vanous tantalizing 
aromas flood tho a.Ir near lhlO tent and 
wagon. N~arby p)enlc bench<>• are filled 
Wit.h f>M[llR Mt.ing and cbntt.ing. Any­
one can eat here. Treats and snacks as 
well as completo mPal< arA prmndA<l, 
along with beer, ale, and wine. The 
exact menu and cost are left to the DM 
to tailor to his campaign. Prices should 
lie inexpo1wlv~. u.~ rood of average 
quality, and Un; vurLh,111t> 1:U1utll. 

Four normal hands cook the food uml 
wait on tho eu.otomors. They are led by 
Zom, a 3rd-level Al!SMsin (•ee the Circus 
Pcreonnel •ection for his stat.i;itic3), Zom 
co.n put o 24-hour dcl!IJ'ed action poison 
in nny vioitor'a food, thus diverting 
auepicion from the cirwl> food oto.lion. 
The men Hv• in wagon 621 and Zom 
hves tn wagon 71. 

15. Food Storago Wagon. This wag. 
on holds tho food bofore it i• sold to the 
pnhlir from \\f&{!On 14. The tn\'entory 
here i• wnrth .~00 er> 
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u;, Information Cent.e1: Detween the 
main gate and the big top, a black-and­
white eign ee,ye llll'ORM.'Cl'!ON. Two normal 
bnndc mnn this booth ond provide circus­
S--S with informat;on on the 1-tiona of 
exhibits, ticket prices, and ume sched· 
ulos. The hands live in wagon 61. 

17. l!'iret Aid Stat;on. This large 
white wagon with !ts painted red cross 
i• oontrally ltJC~tud A large banner 
acroF..c: th A front rAAl1*': 

t-l'JM t-fl?Af •AU'\ ( ~Pr->tgu 

Corr)plimAnt:fl or: t.1'>P 
5fstens Oj: Ct:><! HOiy Crmss 

Four wum"u dno•llt<l in white robes 
wiLh red c1·0•..,• un th• front run the 
first·aid oL.ttivu. Th•Y •••m kindly and 
.:sympathetic, an.d assist aoyo11~ in n~tl 
to I.he beat of their abilities. 

The sisters MC oil lawful-neutral 
clerics. They are donating their ...-vi«:$ 
for the good or mankind, but mostly f<> 
make their order more widely known 
and f<> sain r<:oruitG. While U$ing their 
powers lo help thoso in need, they nlso 
put in a good word for their holy order 
and try lo recruil any hkoly eandidatos 
for the •islerhood. 
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Their leader i• Si•lt!r Sel!nt, lU1 84.h­
level cleric. Th• vthor ~i&Wl'S are lith· 
level, Srd·level, and bt·l.,.,·el clerics (ree 
the Circus Peroonnel o«tion for their 
exact statistic& und &pello). Their spells 
are mostly healing or curing in nature. 
All accident ca'"'" are brought here. 
Siotcr Solbo livca in wagon 64, and her 
&istors livo in wagon 57, 

In on emergency, Sieter Selba c$n 
send one of the othoni for tho jars of 
Keogh/om'• ointment and the poric.pl <>f" 
wound clotul"ll kept in her wagon. 

18. House of F'r('alcs. ThP, "fr••k•" 
are • iuine on • llul" ""'S• outside their 
wognn. A MAMM lody, an incredibly 
ugly gnome, a two-headed human. a 
"snAke woman," and a mermaid are 
present. They -m Immune to the 
stares of the crowd and do not speak. 

The tw<rhe11ded hwm1.11 j11 aclually a 
~111.n (7' tall) ettln (AC G; MV 12"; llD 
5; hp 22; NAT 2; Dmg by weapon type 
( +6 for 18/00 strength~ SD surprised 
only on a l; AL CE). The snake woman 
and the mermaid tu·o normal httnda in 
costumes. Tho gnomo io juat " gnome 
(AC 10; MV 6•; HD l; hp 5; #AT l; Drng 
by wcnpon typo; AL N). All of thee• 
"fre~k•" except for the ottin (who lives 
in wagon 63) •haro tho wagon ond have 
50 gp in assorted coins stMhed inside. 

111. Archery Contest. A balling )()lJdly 
boasts that he i• iM worlrll< 1-. shot 
with a bow. He challenges everyone to a 
flight of •rmwo ror one tldcet.. The prl1.es 
are small stUIJ'ed pink elephants. 

Winfted Bowlbottom is an archery 
expert (!See the Clrcua Pet1!onne1 section 
for his •tati•tic•). A fll~ht of >1rrow• 
com1i•l~ or thr•~ •hvL• with a sho1't bow. 
Tl·eat the tarf(o(, a small red circle on a 
large woodell backdrop, as AC 5 at 30'. 
Only a teJ"ribly wild &hot leaves the 
area. Winfred needs an 8 to hit the 
target, since it i& nt point-blank range 
for him. Only nonmagical ahort bows 
nnd normal nrrowo arc allowed. Win· 
f'rcd olccpo in thio wni:on. 

20. Giant Boar._ This cago is homo to 
two giant boart (AC 6; MV 12"; HD 7; 
hp 50, 40; llU' l ; Umg 3-18; AL NJ that 
grunt and tnort at all passersby. A 
secret companment in the floor of thP. 
r.•gP. onnt.Ain• t.h,..... nmuiP.t< of proof 
Q/taiMt detection and location that Max 
uses as needed. 
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21. Botswauna Ooll(alarka. Thll; 
wagon has a 11la~~l window and 
strong iron bb.re. It ls home to an unuau· 
al animal that looks much like n fot, 
brown, 6'·long lizntd with &ix tiny !ego 
ond n long noel• nnd tnil. A huge oign 
proclaims: 

Botswormo GoJ9alaRka 
Ro~IJ TAopicol Canr.iivonoc.is B00se 

Kills Pney by Sc<><><nnir.>IJ 
Or.>ly Or.>a in Captivity 

The bol.&WRnnR gnlgRlorkA (AC 0; MV 
15•; }fT) I\; hp 110; I AT l bitP.; Dmg 1-8; 
SA ultTIL•nnic brealh weapon; ALNG> 
can, lbree times per day. create a power· 
ful cone or ultruonic waves that reach­
es a maximum distance of70' feet wilh 
a 10'-widt.h al t.haL dU.t..nce. Mv.L vjc. 
Unu; ""' nvL liWllft of lhe attack, since 
the sound is beyond the range of the 
hun1an ear. IIowever, demi·human$ and 
keen-hearing humarui have a 50% 
chance to notice the lower harmonies of 
the beam if no other sounds are present. 
The oound stunG tho victim for 10 
roundo ond cnusoo eollular damage 
equal to the hit points of tho golgalarka. 
A successful save vs. breath weapon 
results in being otunnod for one round 
and tak.ing only half damag•. 

'l'h&!le anunalo fH<I on small mam­
mals and are found only in dense tropi· 
cal environmenl.9 Th«y &re 3' !Jill and 
fi ' lnng. ThA gnlgolsrh iB an extttmely 
rare Rp!ci""; It Is rumored that they 
ortgtnaUy came ft'om an outer plane. 
They seem to bave an ability to l!lmlle 
alill?lments. and tr•>1t Lh!lli• of ¥W<l 
aligrun~nL wi~h 1t1~1J'.-CL. This $pecin1en 
w&$ captured by Mordo; it greatly 
cl~ir~~ to be fl'et" and tries to communi­
cate with anyone it believe• might be 
able to free it. 

22. Oiant Scorpions, 'l\vo giant 
scorpions (AC $; MV 16•; HD 6 + 6; hp 
96, 30; IN!' S; Dmg 110/11011·4; SA 
poison stingor, con attack up to three 
opponents; AL NJ are on di.splay in this 
wagon. Mota! bar• and • lino metal 
scroon protect onlookers and scorpions 
from eaoh olhor. 

Wagon 22 hu a false bottom. Hidden 
in the spate between the f•loe And rP.al 
floor Arlt A numhar nf magical weap0ns 
thAt belo!!i to prevlous kldnspping 
victims. The entrance to this secret 
compartment Is within the cage; the 
l!(;Ofpions provldo eJ<c•ll•u( prvl«diou. 
Tl1e c1;1.cllti lncluJt$~ a ,,·idettt +3, spear 
+ 3. s/in.J1 of seekilll( + 2, shield + 3, axe 

•2, long •word +3, and fh'e long 
sworth +J. 

23. Manticoro. An old manticoro 
(AC 4; MV 12• /18• ; HD 6+3; hp 45; 
HAT 3; Dms l -9/1·91108; SA tail spikes; 
AL LE) liv .. in thi• large w~gon. 
Strong bart ~nd a tine wire scr~n pl'"o­
vide protection from its tail spik•s. 

This w•gon •lso contAin& a setJ'et 
comperttt1en1.1n t.hA Ooor, V.lhose 
"ntr•nM i• wit.Mn th~ wagon. The oom­
p•rtm•nt contain• magical items taken 
from Mordo's vlctlms; two human-sized 
suits or chain mall +I, one set of 
human·siu:d chain mail +2. elven.,;il.eu 
cliain mail +3, two sliulds +2, and a 
•h«dd +4. 

24. Sampaon'e Snap Elders. This 
gaily decorated wagon is home to five 
unusual bi.rdo. Their cobalt blue h•a® 
contrnst sharply with their grny-brown 
bodies. Thcoc birds look much like oddly 
colored tiny storks. The inside of the 
cage ie a miniaturQ marshland. and the 
1'-tall birdo rtrut about within their 
world. A large elgn on the wagon says: 

Sompsor.>'s Soap EIOe"s 
Oonoan: l!e>a>or>e or. 

!:trotting vnisnn 

These marsh birds are Sampson"s snap 
el de,.,. (AC 8; MV l "124• ; HD 4; b.p 19, 
18 lx2t 17 C x 2k I AT 1 bite and 1 SPit; 
Dmg 14 per bite; SA spits poil;on to 10', 
bite injects puioun; AL N). n...1 h1111t 
their prey Otit¥" W-:t.s) by svittiRR 
µoi80n. They tu·e exceedingly accurate 
and have a bonu.a of I 3 to hit when 
opitting. Tho enap bite is done so rapidly 
that the birds can make two attacks per 
melee round. Bot.h epit and injected 
poioons oro fnil'ly atrong, cnuGing 3-1& hp 
dnmnge if o D~IVing throw vv. poison is 
foiled (holr dnmo.go if euoceaeful). The 
wason hna cl<>e•laal walls to protect the 
viewers &om tho poison. These birds are 
wary of human• and s•nerally avoid oil 
contact. If -n•r<>d or otherwise thr•at­
ened, tbey fight tsnaciously, preferring 
to spit first The Semll"On'.• """JI elder i• 
1"8rP.ly Pnl'tll•nt<>JWI In the wild. Mordo 
•"'l'•ir..t th...,. •r>@cimenA as part of the 
ransmn for a druid. 

23. Camlvorou11 Apes. Tlilil large. 
reinfon:ed waeon is home to two Cat' 
nivorous apea(AC 6;MV 12•;HD5; 
hp SS, 30; NAT 3; Dmg 14/14/1-8; SA 
rending; AL N) that bellow threats at 
all who stop tA> watch them. 



The apes guard a hidden compartment 
in the wagon's floor. The false floor con· 
ceo.ls oonfisented magical items and those 
roecivcd in ransom p11ymonts, including 
three cloaks of elt-.?nkind, three pairs of 
boot. of clvcnhind, and throo cloaks of 
proleetion(H, +2, and +3). One of each 
kind of item bolongs to the elf warrior. 
maiden caged in wagon 27. 

26. Roper. One side of this rather large 
\vagon has a natt0w :mesh window. 
Inside, an active roper (AC O; MV 3"; 
'HD 10; hp 60; #AT!; !)mg fi.20; SA Rix 
poisonous tentacles; AL CE; MR 80%) 
flails Its six tentacles menacingly. 

Since the roper ls a fairly recent 
acquisition, it has not yet realized the 
utter futility of resistance. It lookll 
thr•uL•ning '111U wuuld b•, iC fr••d. 
Actually, it is anothet of Ma~'• victiws 
being held for ransom. The roper is 

· Charles Blake, a polymorphed human 
magic-user (AC 7; 1'1V 12•; MU 7; hp 
25; NAT 1; Dmg by weaJ>Qn or spell type; 
S 9, I 16, W !l, D 17, C 14, Oh 10, Om 12; 
ALLN). 

By now, Charles hos used nil of his 
memorized spells except n hold pcraon, 
epell. He has epent hie every waking 
moment experimenting with roper 
speech patterns and now fools C<!rtain 
that he can east a spell th:>t has only 
verbal components. When he sees a 
ebaraete.r ,ohom be feels might be able 
to hP.IJ:I him, hP. CA<t" his hold [W$Dn 
spell, hoping th Rt th A vir.t.im wi 11 
become curious and discover his plight. 
Treat the attempt as a normal spell but 
limit the duration to l-2 rounds, during 
which the "roper .. appears to be beg· 
ging or pleading for aid. 

Since he 'va& asleep 'vheu h" 'vas 
captured~ Dlake doesn•t know much 
abotlt his kidnappers. Ile awoke in his 
present form and has used all his spells 
in futile attempt.. to free himself. 

If tt<ed and restored tc his normal 
form, Blol<c el<>imG" clO<lk of protection 
+ 1 and a sling of seeking +2 as his 
magical iteme. He ia enormously grate­
ful ifrescu&d and attempts to convince 
the l'Cs to lot him join their group. 

27. Umber Htllk. This st>·ong wagon 
r..on!.llins 3 mi$erable-looking umbe.r 
hulk (AC 2; MV Ii"; Hn 8+8; hp 45; 
ua: 3; Dmg 3-12/3-1212·10; SA confu· 
sion; AL CGl. lt mournfully stares at 
the outside world and attempts to make 
eye con tact with passersby. 
Anyon~ \\•ho st.areli alt.ht= un1ber 

hulk's four eyes must make a saving 
throw vs. spell• or become confused for 
3-12 rounds. Such victims become the 
likely targets of pickpockets. 

Should an elf walk near the cage, the 
umber hulk becomes highly animated, 
as if begging or pleading for help. lf 
these actions don>t attract attention, the 
creature. at~mpts to talk to the elf 
(railing, of r..otU'~). 

The umber hulk is really one of Mor· 
da's mast recent victims, a fAmttle high 
elf nained Fanaransty IAC 7: MV 12": 
F5rI'lO; hp 45; #AT 1: Dmg by weapon 
type; S 15, l 10, W 10, D 17, C 14, Ch 
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10, Cm 17; AL CG). She t$ being held 
for a ransom of20,000 gp. In her 
present fo1·m, she is unable to speak 
properly; thuo, =y opccch yields only 
very ~rude information. 

Should tho p&rty experience sreat 
ditliculty in unraveling the module, the 
!JM can exaggerate b'ana.ransty's 
actions. A knou.: ali.tJnml!nl spell shows 
the unlber hulk's alignment is not as 
expected. If freed, the elf claims a cloak 
nf P.fuP.nkind, hootJ.: nf P.fuP.nkind, A i:iP.t of 
chain mail +3,. a long ,;u1nrd +/l, and a 
shield + 4. She rewards the party as the 
DM wishes. If asked, she can tell the 
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par•y aboul "'""~ uf Murdo's kid11apping 
plots that she has ove1·heard. 

28. Minotaur. This large wagon 
houses a trained minotaur (AC 6; MV 
12"; HD 6 + 3; hp 40; N Kr 2; Dmg 2.S or 
1-4/by weapon type; SD surprised only 
on o. 1; AL CE; speaks only minoto.ur). 
He waa to.ught to continuo.lly growl ot 
onlooker•, to •dd to the exeitem•nt, (If 
ha is successful in scaring the crov.•<fs, 
ho gets extra -rations.) 

29. Owlbears. 'I\\•o young owlbenrs 
(AC 5; l\'!V 12"; HD 5 + 2; hp 25, ?.O; I AT 
~; Dmg l-6/l -l\12-12; f\A hug; AL N';Sizc 
M, not fully &>Town) are securely caged 
in this rather large wagon. 

30. Crocodiles. This wagon is land· 
seaped with a miniature pond and is 
hu111~ tu t.'vu normttl crocodlles <AC V; 
MV 6" 1/12", HD 3; hp 20, 15; NAT 2; 
Dmg 2-811·12; AL N) that generally 
ignore everyone. 

31. Dragonne. Thie large, rugged 
•v.o.gon housca o. fierce dr.agonnc (AC 6/ 
2; MV 15" i9"; HD 9; hp 60; 6 AT 3; Dmg 
1-8il·Si3-l8; SA roar; AL N), Three 
inside csse walls are partially sound­
proofed with heaVY tapestries. 'l'he 
viewing opening in the fourth wall 
(facing east) is 5' Jong and 2' wiM. Iron 
bars spaced at 6" inte,rva ls block t.h~ 
opAning. ThP. tir~gonnP. JlA<'.P..S it!'i cage 
continually. 

When anyone is around, there is a 2 
in 6 chance that the dragonne will roar. 
Due ro the sound bafiling, only tho•• 
people irurnedialely in fruu~ of the view· 
ln_g v.·indo\v ha\•e any chance to be 
stunned. Everyone standing in this 
position should roll ld20. Anyone who 
roll& more than his constitution score ia 
stunned for ld4 rounds. Stunned circus­
goero are ex<ellent murk$ for piekpook­
ct3 ond the like. The rest of the. people 
nt the circus hear only • loud roar thst 
blends with s\l the. other exotic sounds. 

32. Private Wagon. 'l'his is the pri· 
vale qua>'te,. .of 10 zookeepers. Half of 
them are on duty at any given time, 
tending to the needs of the zoo anim•ls. 
Their le.ader is "B0$.9 Rag.art, who livP.~ 
ln WAgon na (.c;P.P. the Circu~ Personnel 
section for their statistics). 

33-35. Food Wagons. Each wagon 
holds food for the zuu animals. 
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36. Draft Horse Area Nl. This area 
conteins 60 draft horses (AC 7; MV 
12 ' ; HD 3; HAT 1; Dmg 1·3; AL N), each 
hobbled and tied by the bridle to n 
stake. They are used to pull the wogono 
and perform heo.vy labor. There nrc 10 
light riding horses (AC 7; MV 21"; HD 
2; IAT 2; Dmg 1-4/1-4; AL N) mixod in 
amons their ls.rgar relatives. A security 
guard is always on duty here. Any NJ!(.: 
captured by Mordo's agents will be put 
here, polymorphed into a drrut horse 

37. Draft Horse Ares #2. Thi••••• 
r.nnt.Aini; fiO drAft horSP.S and j~ Similar 
to area 36. 

38. Draft Horse Area N3. This area 
contains 50 draft hor~es ~nd is. i:iluailttr 
w a""' 36. 

39-40. Food Wagon. Each wagon 
holds horoe feed. 

41. Animal Trainers' Wagon. This 
wagon houses the gear for 10 nnimnl 
traincrG ond t..hcir lender, Boes Jo1·g. 
Scve1·a] tr~inera are standing around, 
awaiting their next assignment. They 
aro friendly to all circus visitors. 

ti;a.ch animal traine:r ig tr~ted as a 
normal hand, except that they are 
skilled at both training and handling 
v1n·l.011s anlmAlS., thnRP. t.hnt. pP.rfotm in 
th• circus acts and those on display In 
the wagons. These men periodically 
check up on all of the animafa, includ· 
ing-those on display. The Lrainers live in 
wagon• 59 a.ml 60. and Bo>S Jurg lives 
i.u v.'agon 58 (eee the Circus Pet·sounel 
sectiol1 for their statistics). 

42. Dlaek Dears. This wagon hou$es 
the two trained black bears (AC 7; MV 
12•; HD 3+3; hp 18, 16; IAT 3; Dmg 1-3/ 
1-8/1-6; SA hug<; for 28 hp drunogc; AL.N) 
that pcrfonn in the big.t<>p shows. They 
oro o.lways here when not performing in 
th• ring. Tho oosrs will not harm people 
uudor no1·mal circumstance9, but their 
cage is locked at all times snd a security 
guard stands beside it. 

43. 'l'rRinP.d HnrAf!S. This \Vagon ifi 
home to r.he twn highly t.r•in!!d hor•e• 
(Ar, 7; MV 18"; HD 2+2; hp 12, 10; HAT 
3; Dmg l-6/1-6il·3: AL Nl that perform 
in the big-top shows. They can be found 
here when not performing in the ring. 

44. Eleplumt A1'ea. Two trained 
elephants <AC 6; MV 12•; HD 10; hp 

49, 42; NAT 5; Dmg 2-12/2-1212·12/2·121 
2-12; AL N) are tethered here, exotically 
decorated fo1· their big-top pcrform'1nce. 
They do not hnrm vioitoro and nrc very 
d<>eilc. When not performing, they o.re 
used for heavy labor. 

4~. Great Cats. This wagon houses 
the trained eats: two lions (AC 516; MV 
12"; HD u +2; hp 27. 22; IAT $; Dmg l· 
4ii-411·10; SA rear claws for 2-7/2-7; SD 
surprised only on a 1; AL N) and two 
tigers (AC 6; MV 12"; HD 5 + 5; hp 32, 
27; NAT 3; Dmg 2·512·511·10; SA rear 
claws for 2-812·8; SD sul'prised only on a 
1; AL N). They fl<C P"'"t of the big-top 
show and are caged here when not per­
forming. Their cage is kept locke<I, and 
a security guard stands in front ofthQ 
e•se at all timos. 

46. Performers' Wagun. Tlti• wagon 
is hum~ to Lh~ "' " noi·mal bands who 
pei·form with and train the bears, the 
great cats, the horses, and the ele­
phant>. If not performing, they can be 
found lounging around the wagon and 
are very friendly. 

47. Trapeze Arti•I•' Wagon. This 
wagon is home to four aerialists who 
perform amazing feats in the big-top 
ShO\\', 

48. Gymnasts' Wagon. Thia wagon is 
home to four gymno.sts v1ho perform in 
the big-top show. 

49. Clown Wagon. This is a special 
wagon for six men who, at times, wan· 
der about the grounds disgui•ed as 
clowns. They Ju silly uctiuub for laughs 
while they cany out their clandestine 
orde·r&. They al'e really the £our Zu·Zu 
tl.·ibe.smen and the assaMin:s Rox end 
Len (!Jee the Ci~us Personnel section 
for particulars). Their personal quiuters 
are wagon 70 for the tribesmen and 
wagon 69 for the fl3Sas•ino. 

60. Disguise Wagon. This wagon is 
used as a disgul!le headquarters for four 
men who v.1.ander ahonr. t.hA: gTnunch:1 
drPA<P.d a• clown•. Although the spe\l. 
casters Bombast and Fred are usually 
involved with the big-top action, they do 
play clowns as needed. The assassins 
Carl and Ham frequenLly pr.Lend tu 1"' 
clowns while they carry out Mordo's 
nefarious schemes. See tile Cil'CU.S Per· 
sonnel section for particulars. Carl and 
Ham live in wagon 69, Bombast and 
Fred in wagon 72. 



:n. Clo was' w .. gua. Tb.is wagon;, 
home to five llOl'lllal hauds who wamler 
about the grounds dressed as clowna. 
They attempt to do oilly action• for 
laugh.s. They are real clowns and do not 
take part in Mordo's evil plots. 

52-63. Food Storage Wagon. Each 
wo.gon holds food for the circus people, 
and the content.. arc worth 1,0-00 gp. 

Private Wagons Section 

54. Sister Selba, 8th-level cleric who 
runs the First-Aid Station {wagon 17). 
On a table are two unopened jars of 
KMeh.rom's oi,.tm~n.t for real emergen· 
ci••· A prQperly labeled ~ri.(>f)l of 
wound c:lnsure lies heside t.he jars. 

M. Ten workers. These are led by 
Boss Jake. 

li6. Ten workers. Th~•~ are 1"'1 by 
Boss Jake. 

57. Three low·level clerics that 
work in the first.aid station (wagon 17). 
Their leader lives in wagon 54. 

58. Boss Hogort, Boss Jake, nnd 
BossJorg. 

59. Five animal trainers (wagon 41). 

IW. Five animal trainers (wagon 41). 

61. Seven normal hands. 

62. Food station per!lonnel frnm 
wagon 14 and three more normal bands. 

68. The ettin who works in the freak 
show (wal(un 18). 

64. Fun house and information 
booth personnel (wo.g<>n• ll and 16) 
and four more normal hands. 

65. Ten security guards (4th-level 
monkfl). 

66. 'Tun seclll'ity guards (4th-level 
monks). 

67. Eleven security guards 
(41.h-level monks). 

68. Seven security guard leadeT• 
(8tb-level monks). 

69. Assassins Carl, Rox, Len, and 
Ham. N uwerow; dit;gui~s lie about 
this wagon. Four lockeJ auu poi.:ion· 
needle-trapped chests contain G,018 gp. 
3,052 gp, 4,120 gp, and 2,310 gp. In 
addiHon, one chest al$0 oontaino 10 
vials of poi.son. 

70. Four Zu-Zu tribesmen. Their 
wagon conklin.s o. quantity ofblowguM, 
tiny darts, and vials of opccinl jungle 
poison. 

71. Assassins Zom, Ted, and Biln. 
Zom runs the public food $lation (wagon 
14). Tud is the ticket seller (wagon 1). 
'Elim runs the chariot race (area 8). 

72. 'Bomba'lt and li'x'ed. At times, 
these spell.cRster• poM AA clnwn• Anti 
operate from wagon 50. Much oft.heir 
time, however. is spent assisting the ring· 
master. Bubur, in the big top (area Z). 

78. Able, the asoassw who run• th• 
House of Horrors (wagon 13). His ouar· 
ters are littered with his private collec· 
tion of macabre item., objects too 
gruesome to be on public exhibit. 

'14. Bobo, 12th-level fighter and boss 
of all the normal working men ofthe 
circus. The othor leaders report t.o him. 
Thus, he is in charge of the day·to·day 
running oftbe circus, including ~t up 
and take down activitie.s, travel, and 
the like. He has a large, poison.needle. 
trapped chest that contains 12,000 gp. 

7fi. SAmn~J, I Ot.h.JP.\lel ilh1sjonist; 
Hank, 17th·level magic-user; anrl 
Aaron, 8th-level magic-user. All three 
are normallY found running the affairs 
of the big top (area 2). Hank is Mordo's 
righlrbund ruHn. H~ O\VIU:i a large, invisl­
/)/,e, poiwn·ueeJle-Lrapped che•L llmL 
contain• 24,367 gp and a crystul bull. 

76. Brother X, 12th-level leader of 
the monks who provide se<:urity for the 
circus. He is normally found wandering 
about the grounds, instructing his monk 
trainee&. He keeps n simple locked cheat 
containing the monaete1·y's earnings1 

which currently total 15,349 gp. 

77 . .Subur, 15th.level illusionist and 
the circus's ringn1aster. He is normally 
fonnn in thA big to)' (are.a 2). A poison· 
needle.trapped hox holds a wn.n.d of 
illusion Vl'ith 54 ch~rge•, a uw.nd nf 
illumination with 23 charges left, and a 
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wand of magic detection with 43 charges 
remainine-. A looked chest that has been 
nutd• inolsib/,e by an alter reality spell 
holds 23,G48 gp. 

78. Mag, Mordo's financial U>auager 
and 12th-level leade1· of the assassins. 
He normally Toam• the grounds, keep· 
ing an eye out for likely victims. He 
keeps 30,000 gp worth ofYarious coins 
nnd gems in a lo.rgc chest that ia triply 
boohy·trapped. There is the uoual 
poisoned-needle trap, wbi~h is encoun. 
tered firet. He has also inJJtalled n poi 
soned dagger that springs out whenever 
anyoru. attempt$ to either open the 
chest or remove the needle trap. If these 
traps are bypassed and the chest is 
opeMd, poison gas spews forth to till the 
entire w9gon. A failed !!living tlu·ow far 
any ofthet4P. poisonR mesin~ rleatll; l\1.ag 
takes nn chanc•s. Th• chP.ot alAA r1.1n­
talns 10 vials of poison and three 
potions of neutralize poison. Mag carries 
ull bis other magical items on his 
person. 

79. Max Mordo, 20th·level magic· 
user and owner of the Jingling Mordo 
Circus (see the Circus Personnel section 
for his statistics). Max usually roam• 
the circu.e grounds in search of victims 
or to check up on his employees. 

Just inside the door of this opulently 
furnished wagon is one of three red 
dragon statues. Unless the plltlswords 
"burn me" are spoken immediately 
upon entering, the statue breathes a 
bell of fire, acting like a fire ball cast at 
the 20th level with zero range. The 
wRgon and its eon.tents, however, have 
been magically protected and are not 
damaged. The statue can only breathA 
fire once per day. lt is worth 20.000 gp. 
Coruiider the statue as AC 0, taking ~o 
hp dwnage before being destroyed. 

lu on~ t;urn~r bt!hind t.ht: i:;Latue is a 
st(J,ff of the mapi with 1G charges. Three 
boxe• lie on a small table near the door. 
They contain a wand of fear with 24 
charges> a wend of flame ex.tingu.ishin.g 
with 43 charges, and a wand of frost 
with 29 charges, 

l:n the middle ocction of the wagon are 
five large, locked chesto. Encb io pro­
teci<>d by a common poisoned·needle 
trap. 'l'he poisoned needles are not, 
however, the main traps. Hidden ooyond 
the chests, behind a stack of rags, jg 
snot.her red dragon statue. If anyone 
tampeTR \vith t.hP. r.hA~t.~ without saying 
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the usual passwords. it breathes a cone 
uf fir• (WI llWV1<). 

Chl:$t l cont..siia GO packets of dust of 
d/$ap~nce. Cheat 2 contain.o 20,000 
RP in assorted gems. Chests 3, 4, and 5 
contain 10,154 cp, 11,539 sp, and 15,697 
gp, re~ively. 

Another email ch«!~ under Mordo'o bed 
is trapped with a poisoned needle. Beside 
it st.ends tho third rod drogon etatue. H 
the ohoot is touchod in any way, the 
statue broatho; fire unless the passwords 
given above are spoken within five sec· 
ond.9. 'l'hl.8 cheat contlllns lU magical 
rings. One is a rrng of wish~s with 1.wo 
wisM. lei\ ThE< ~l.hP.r rine>< inr.lm!P.: prn-
1.ecticn 1' J, fire elA?11UJntal command, fire 
rt>..qtr;.rnnN., hum.an. inftutnce, animal oon· 
trol, iJWisibllil;y. wo.rmrll, X-rey vision. and 
susr.enonce (the exac& cypes can be modi­
fied by the OM). 

On ll sm<1ll C<!ntr .. 1 t..bl•. bidJtm 
unu•c " 11il1< vf cluU1eo, bil3 a <0-.rol ball 
wilh ESP 

Circus Personnel 
Non·Combat.nte 

The following cro non.combatnnte 
except in highly unusual circumstances: 
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10 animal trainers (wagon 41). 
4 llYIJlRasi.a (wagon 46). 
4 trapc.., arti•is (wagon 47.) 
6 animal act. performers (wagon 46). 
10 zookeepers (wagon 32). 
6 freck4 (wagon 18). 

Unlc.., othorwieo mentioned, tr.at them 
as normal workor• (...., bolow). 

Onily Operations Staff 

21 normal hand•: AC lU; MV 12"; 
2er0Jevel humans; hp 4; KAT l; Dmg by 
w~•pon t,ype: AJ. N. They r.~rry J.R sp 
MCh And hAVA hlrlrl•n doggP.rA, but fight 
only in ""If.defense. 

20 workers: AC 10: MY 1z·;Fl; hp 
B; I AT 1; Oma- by weapon type; AL N. 
They carry long swords and 10 l:J) in 
belt pouche•. Tho"" work•ni live in 
wttg0n• 5G llDU 66. 

Bobo. leader of dai\y operations: AC 
-1, MV 12"; Fl2; hp 100; IAT 2; Dmg 
by weapon t;nie, S 16, I 13, W 12, D 10, 
C 15, Ch 16, Cm 12; SA double speciali· 
zation in long sword; AL NE. He wears 
bracera of d•f<nc• AC ll nnd o. ring of 
prolccti<m •8. Ho cl>l'ric• " long sword 
•5, rifl(; o{invi•ibility, and o. rod of 
lordly might with 16 charges remain-

ing. He carries 150 gp in a belt pouch 
and sleeps in wagon 74. Bobo ia a huge 
man who ia quito vain cbout his strong 
muscle& Thua, he wears only pnntG nnd 
boots, displaying his broad bare chest 
for all to aclmiro. He does not tak<> part 
in tho clandostin• oparations. 

ao .. Jora: AC 6; M v 12·; F4; hp 4U; 
# N.I' 3ri; Umg by weapon type; SA spe­
ciali .. d in short sword; S l'I, I 10, W 12, 
D 12, C 15, Ch 15, Cm I?.; AT. N. He 
wMr• hrnt•" 11f rl•fan11• AC fi, r.arrieR a 
short sword 1' i, and hllS 200 gp. He is 
in r.hal'ge of the animal trainers (wagon 
411 and lives In wagon 58. 

Boss J1tke: AC 6; MV 12"; F4; hp 40; 
#AT 312; Dmg by woupun lype; SA •P"· 
cilllized iu •hurL •wu1'1: S 17, 110, W 12, 
D 12, C IG, Ch Hi, Cm 12; AL N. IIe 
wears b>"acero of de{<11~• AC G, carrie3 a 
•hort ~word. 11, and bll4 200 gp. He is 
in charge of the work.,.. from wagons 
65 and 66, and livee in wagon 68. 

Boss Hagart: AC 6; MV 12"; F4; hp 
40; I AT 3/.l; Dmg l 6 + 5; SA specialized 
in tho •hort aword; S 18, I 10, W 12, D 
12, C 15, Ch 15, Cm 12; AL N. He wears 
brac'1rt of d•ffnH AC: 6, carrie9 a •hor/ 
sword • 1, and has 200 gp. He is in 
charge of the iookeepers (wagon 32) 



and lives in wngon 58. 
Ted: AC 1; MV 12"; A3; hp 18; #AT 2; 

Dmg by weapon type + poi1<>n; SA uses 
dagser in loft band at -:i pen.ally and 
abort aword in right hand at -1 penalty 
to hit, attack from behind do4'<I d()nb!P. 
damage, can assassinat.e; n If;, All nther 
otatiat1cs uDTem.srkAhlA; AL NE. He 
wears brac<?rs of tf.-.f•n.M AC 6, carries a 
short s11J{)rd + I, and a bidden dagger of 
u•nnm. His belt pouch contains 30 gp. 
Tud runs the main ticket boutb (walj'.un 
1) and llves in wallon 71. 

Bim: AC 4; MV 12•; AS: hp 18; #NI' l; 
Dmii by w""pun t.ype +Polton, SA atti.cl< 
frow bt:hind does double damage, <an 
,......,.;1111!.e; DlG, all other Jltat.:! 1.mre· 
markable; AL NE. He wears hraCl'rs of 
J.efttlMJ A 0 6, carries a d<Juer of venom. 
hidden in his right boot, and ho.s 30 gp m 
a belt J>OUCh. Biln runs the chariot r"""'3 
(wen 8) and lives in wagon 71. 

Adolf: AC 6; MV 12•; F3; hp 30; IKl' 
1; Dmg by weapon type; SA double 
opocinlizntion with daggor; S 18, l 10, W 
8, D 9, C 16, Cb 7, <.:m 8; AL CE. He 
woart bracers of" defense AC 6. A d.sgge.r 
ia hidden in his left boot, ~nd hi• money 
pouch contains 100 gp. Adolr run• the 
bell nngmg contest (wagon 12). 

Abl•: AC:~; MV 12•: A3; hp 20; IAT 
1 ; l>mg hy weapon type + poison; SA 
aw.ck from behind d005 double damait". 
can assassinate; C 16, D 17, all uilier 
statistics unremarkllble: AL NE. He 
wears bracer. uf d•f•11•e AC G and car­
rios" hldil•n <lugger u{ ue11on~ llis belt 
puucl1 contains 110 gp. Able runs the 
House of Ilomm; (wagon lS) and lives 
in wllJ!On 73. 

Winfred Bowlbottom: AC 6; MV 
12", F4; hp 30; IAT2(with bow); Dmg 
by w~apon type; SA obort. bow special­
ist; S 10, 19, W 12, D 18, C 19, Ch 12, 
Cm 12; AL CN. Winfr&d is a haltling 
who wears no armor and carries a short 
bow. His bolt pouch has 35 gp. He runs 
the archery contest (aru l!,I) and sleeps 
in t:ho wagon there. 

:t.om: AC 4; MV l:l'; M; hf> Ill; #AT 
1; Dmg by weapon t)lllP. + (lllison; SA 
&tl.8(k frnm behind does double damage, 
r.•n •~•• .. inate; C 17. D 16, all other 
irt.atlstics unremarkable: AL NE. He 
wears bracers of defeTtSe AC 6 and car­
ries a hidden d~er uf uerium. His belt 
pQuch h"" 100 gv. Whe11 1-equired, Zom 
""""" 24-laour delayed·action food poi· 
son. He runs the food station (wagon 14) 
and live& in wagon 71. 

Security ForCll!• 

3 l ~nl'ity patrol guards: AC 7: 
MV 111•: M4; hp 16: IN! ~4 with open 
h•nd, 1 with weapon; Dmi 1-6 or by 
weapon type; AL LN. Each guitrd car­
ries 2 ill in a belt wuch. Th•Y ~11 ':'·ear 
identical lighL bluo rub•• and live m 
wauonl! 6G-67. 

7 •~&;urity patrol captains: AC 4; 
MV 22"; MS; bp 30; #Kr 3/Z with open 
hand, 1 with .. -eapon; Dmg 2· t 2 or by 
weapon type; SD heal eelffor 3-6 hp; AL 
LN. Eacli captain carries 6 gp inc belt 
pouch. They wear idcnticcl deep blue 
robes and live in wngon 68. 

Brother X, security patrol le•der: AC 
-4; MV 26"; ~U2; hp 50; NAT 5/2 with 
opon bond, 1 with woopon; Dmg 4-16 or 
by weapon type; SD heal aell" for 7-10 
hp;$ 15, 114, W 15, D lt>, C 14, Ch 17, 
Cm 14; AL LN. He bas a rang ofpmtPC­
lion +3, and an arniihl ofdi•pl.nH.tni'.nL 
Brother X carrie9 to el' In A bolt pouch 
and wee""• onhAlt blue robe. He lives 
in w$gon 76. 

The Sisters of the Holy Cro•• 

Sister Selba. their louuo1" AC 3; MV 
12"; C8; hp 55; IAT 1; Drn8 by weapon 
type; 810. I 12, W 17. D lG, C 13, Cb 
17. Cm 14; AL k"'i. She weara bra«r> of 
.J•f•r1" AC 4 and a nng of •JXll $Win;: 
(..:u.1 t Jcriou.6· Ulou1"cU, cu.re clUto.s~. cure 
blittdtu:••· and neutralize poi1'0n). Sister 
Selba carries a quarkr$laff + l ond a 
•faff of curing with 14 charges remain­
ing. She ufao hO!l tlu·cc poliom; of extra 
lr.ealinlf. Hor belt pouch contains 320 gp. 
Sinter Solba'e e~lls include: cure light 
woundt (;c4), cersmony, tlow poiMn, 
hold f>4nl>11 (x2), delecl lift, aid, cure 
b/.ndne .. , cu"" dit•aee, d.oth '•door; 
rtmovo curRe, eure serwui uwunrla (x2), 
ntuJralitt po;son .. 

Si•ter Sarah: AC~: MV 12"; C5; hp 
33: I A'f' 1; Dmg by weapon type; S 11. I 
I I, W 17, D 15, C 12, Cb 10, Cm 15; AL 
LN. She wears bracers of defeme A 0 4 
and carries both a staff o{curing wiU. 
18 charees remaining and a quart.er­
$!.ll!f. H.,.- mvney p(lllCh holda 129 gp. 
Siot•r $;1rah's spells include: cure light 
wvur.d<; (x4), purify food and drink, sww 
poison, hold person (x2), detect life, aid, 
cure dist<ute, death'a door. 

Si.!l~r Patricio: AC 5; !\IV 12"; C3; hp 
18; INT l; Dmg by wcnpon type; S 9, l 11, 
W 16, D 15, C 14, Ch 14, Cm 15; AL L.1'1. 
She WC"1'1I l>r<rc<ra of th{tllff Ac; 6, carries 
a qus.rtarstaff, and hao 65 gp in a pouch. 
Hor apoll• include: cur<? tight wounds (x4), 
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•lnw p11W>n, hold person, aid. 
Sister Mabel: AC 10: MV 12': Cl: hp 

7; #AT 1: Dmii \,y w..a1Nu ~ypc; S 13, I 
10. W 16, D 13, C 11, Ch 11, Cm 12; AL 
LN. Slae carries a quarlerotafl'and a 
pouch containing 12 gp. Sister Mabel 
can uoc three e,,,.e /ight wounda spells. 

Big Top Showine.n 

Bubur, the Ringmostcr: AC -11; MV 
12"; [15; hp 55; IAT 1; Dmg by epell or 
weapon ty~; S 10, I 18, W 18, D 18, C 
15, Cb 17, Cm 15; AL LE. Ho wears 
bra.c1,.. of defense AO 2, a ring of prot..,_ 
tu>n +3, a hat of di•plaeem•nt, • clook 
ofproltcllon +4, and arms of lw.m4n 
influenc4. He carries a ring of i nvi.sibili­
ty, f\vo pockets of cf11.8f. of di.•n.ppMrmw.•, 
i\ wand of cnnju.ratinn. wit.h 211 charges, 
~nil A rod nf absorption. thaL can absorb 
M •P"ll l•vels and can currently shoot 
10 apell levels. The wand and the rod 
appear as canes appropriule fur " ring­
master. He carries 100 1111 iu "belL 
pouch. 

Bubur is a showman, and he dresses 
uulv in the fine~t black ouit complete 
witJ1 his magical otovepipe hat. He is 60 
years old and looking forward to retire­
DUlnt. If seriously threatened, he is very 
likely to ourren"r to aavc hi.> own Gk.in, 
for who would dMc harm the m3gnifi­
ocnt ringmostor? He livoe in wason 7'1. 

Bubur's currently memorized spells 
include: chr<>mo.tic orb, ooJor spray, 
audib'4glamer, de/eel invi9ibil>ly, dete<t 
iltusion1 alter self, d<?l1Jcl magic, 
improved phantasmal force, mirror 
1mog1, fos cloud, disp•l ill!><•i11n, 
1vro1tltform. pnrnlp.ntion, /Pru: dU.pel 
111/J(Jic, corlf11sit)n., phtull/IAmnl kil.kr. 
shadow moMr.ers, ad1XJnctd Illusion, 
prflf•c11.d image, true sight, mirage 
arcane, air.er reality, shadow wal/t. 

Hank. Mordo"s secC1nd in co11unand: 
AC -11; MV 1z•; MU17; hv Go; NAT lj 
0111~ lty •IJ"ll vi· weapon lype; $14, I 18, 
w 14. D 1a. c 10, Ch 16, Cm 14; AL 
NE. He wears brour• of <kf<n•e AO 2, a 
rul8ofprouawn +3, ahtadbondof 
di$pki«numt, and a clod of prot«tWn 
+4. He carries a ring of invisibility, two 
packete of dust of dioappcoro.ncc, o 
w<U>d ofpolymorphingwith 25 charges, 
" wand of fire boU~ with 39 charges, • 
holm 1>f lolepo•tation, and a bolt pouch 
containing 123 gp. He hvot in 
wagon 75. 

Hank is only 30 yean old •nn .im 
youthful looking. liP. wPAMI A fancy 
bl&rk ~11it when a!!Ri•tmg in the blg top. 
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Otherwise, be dons nondescript pants 
ai\u sl1il·ts. Hank is a coldly calculating 
individual \Vho is only using the circus 
as a stepping ,stone in hi:s career. For 
now, he is content to learn as much as 
Max will teach him. 'Thgether, they have 
made several magical items. Under no 
circumstance$ \Yill Htink risk his ncclt 
to save Max or the others. However, he 
will nooiot them until the lru:t moment 
before making a hasty exit. Depending 
on the cireumsts.nces> he may attempt 
to take as much treasure as possible 
when he depam, but he is prepared to 
lose it alJ to save bis own skin. 

Hank's currently me.morhed spell~ 
include: sleep, magic missile, charm 
pP.r.t:()n., hu.rnin.g h.nn.tl.~, rP..'1.ri. m.rrgi.r., 
dP.tP.r..t invisible, ESP, know -alignment, 
forget, stinki.ng eloud. dispel magic, 
fireball, hol.d person, lightning bolt, 
phantasmal force, charm monsu:r, confu, 
sion, minor globe ofinuulrumwility, 
pulymurph other. wu.ll uf fir•. clu .. Jkill, 
t:01u: vf cold, i:qlrl 1"ouste;; wall of force, 
feebWrnind, disintegrate, control u;eath­
e1; death spell, teleporl without error, 
dol.<,yed blast foreball, limited wiah, 
mau, m·ass -charm~ His spell books also 
include enchant an item 0-nd permanenr 
cy spoils. 

Bombnst: AC -5; MV 12"; MUlO; hp 
50; HAT 1; Dmg by spell or weapon type; 
S 12, I 18, W 12, D 16, C 16, Ch 15, Cm 
13; AL NE. He wears bracers of"defens• 
AC 2, a ring ofpn>fcction +:;.,and a 
cloak Qfproteeti6n + 2. He carries a rtng 
of invisibility, a wand of flame exlin.­
gu.i.shing with 27 chatges and a he.lt 
pouch containing 100 gp. Bnmha•t i•40 
,YP.S!.r~ rtlrl Anti vP.ry fat. He generally 
wears a partial clown's costume and 
lives In wagon 72. 

Bombast's currently memorized spells 
include dancing lights, magic missile, 
detect magic, frien.ds, invisibility, audir 
bk gluruttr, krwu/ ali.grt.11t.tt"l-· ruagic 
1nouth. su.Kf{tstion, phan,lasnwl force, 
hold person .. , /t>a1; cr:1ufusion, teleport, 
cone of cold. 

Aaron: AC -2; MV 12"; l'<ID8; hp 30; 
6 AT 1; Dmg by spell or weapon type; S 
10, I 17, W 10, D 16, C 16, Ch 13, Cm 
12; AL NE. He wears bracers of defe11Se 
AC 4, n ring of protection +2, and a 
cloak of protection- + 2. He carries a. ring 
of invisibility $nd 45 gp in a bolt pouch. 
Aaron is 33 years old and generally 
weafJ3 a partial clown'g costwne. Re 
lives in wagon '15. 

His currently memorued spells 
include: spider climb, magic missUe, 
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detect magic, feather fall, mirror image, 
<Wb, t'QJX /.J'ick, {u·eball, pha1ltasma.I. 
force (x.2), po~ymorph othei; wall of fire. 

Samuel; AC -5; MV 12"; IlO; hp 40; 
N Kr l; Dmg by spell or weapon type; S 
10, 117, w 12, D 17, c 17, Ch lo, Cm 
12; AL CE. Ho wears braetrs of dcf<nsc 
AC4 and n ring of protection. +6, ond 
carries a ring of invisi.bility and 45 gp in 
a belt pouch. Samuel ie 21) y&$r$ old $nd 
very thin. He '""ears ridiculous costumes 
th•t are totally out of place. ~cretly, he 
desires to be considered a tilnny, witty 
man, but he fails utterly! He lives in 
'-''ttgon 75. 

Hi,:i currP.ntly n1Amori7.P.rl ~pP.11~ 
include: chronuuic orb, detect invisible, 
hypnotL<m, phanta.<mal force. sp<J()k, 
detect magic, improved phantasmal 
force, uentriloquism. fascinate, paraiyza.. 
iion, wraithform, suggestiml, phMtas· 
mal killer, emotion, chaos. 

Fred: AC -2; MV 12"; !8; hp 2G; NAT 
1; Drug by spell or weawn type; S 9, I 
17, W 10, D 16, C 15, Ch 12, Cm 10; AL 
NE. He wears /n"(?<)ero of defen$e AC 4 
and a ring of protection +4, and carries 
a ring of i.nui•ibility nnd 26 gp in n bolt 
pouch. Fred is 81 ye!U'a old ond wants to 
becomo o. ringmru;tor 'vith his own cir 
cus. He ie a pest, alway& taggins along 
after Burbur and continually askins 
questions. Fred lives in wagon 72. 

His currently memorized spells 
include: chromatil!. or¢., color spray, wall 
of'fog, phantasmal f'oree, mirror image, 
improved phantas1nal forcq, bUnd1t~ss, 
f.a.r, paroly•'11.i.On., solid fog. 

Clandesllne Operations Staff 

Mag, leader and financial manager: 
AC -8; MV 12'; Al2; hp 70; #AT l; 
Dmg by weapon type + poi!!Un; S 17. I 
15, W 15. D 17, C 16. Ch 15, Cm 18; SA 
u'"'" poiwn fre,;ly, back tsLab <100.S quad· 
ruple damage; can as93$Sinate; PP 85, 
OL 77, FT 65, MS 83, IIS 68, HN SO, CW 
99, RL 50; AL NE. He wears bracers of 
defense AO 2, an earring of protecti(/n 
+3, a n.ecklace of dispki.cement, a cloak of 
protection +3, and nn amulcl of proof 
against ektcclion. and location. For spe­
cial clondcstmc octions, he hns " ring of 
•ilcncc, 15' radiu• thatc&n be actlv$~ 
twie<1 per d&y ud acts as the spell cast 
at the 10th level. Ho carries a dagger of" 
venom in his right.boot, a long sword +5 
with poison on too blade, a ring of invisi­
bility, 10 packets of dust of disappear­
anc~, C\ U)(lnd of mQg;1:; dR.leCJ.Wn wit~h 26 
charges, and a ~It pouch .conr.siining LOO 

gp. He lives in wagon 78. 
Magi• 43 years old and extremely 

crafty and sly. No one, ex<ept Max Mor· 
do, either trwsts him or knows his true 
opinions and feelings. He always 
appeors in public dressed ns o wealthy 
fina.ncior. He ia o fo.stidioua planner o.nd 
leaves nothing to chance. Emotionally, 
he is totally cold-hearted and can tell 
lies with fin&sse. 

Four Zu-Zu Tribesmen: AC 6; MV 
12"; ~·s~ hp so, 4 7, 44, 40; N/d' ~12 at 
two needles per attsck; JJmg 3 + poi· 
son; SA speciahzed in blowguns with 
po\~ned needles, hit Muses sleep for 
Ld20 rnnnrl•, ••ve at +ll p•nalf¥; S 14, l 
9, WS, D 18, C 13, Ch 8, Cm 7; ALLE. 
They carry 300 gp each and are treated 
royally. While on an expedition many 
years ago, Max discovered a tribe of 
jungle natives that used a special poi· 
:::;un. Since h1u charrned their chief. h~ 
gets lhe best tribesmen. These Zu·Zu 
folk axe 4' tall, live in wagon 70, and 
are fearless killers. 

Carl: AC -3; MV 12"; AlO; hp 60; 
NAT 1; Dmg by weapon type + poison; 
SA stnb from behind docs quadruple 
d.cuno.gc; cn.n o.s3assi.no.to; PP 70, OL 67, 
FT 55, MS 67, HS 51, HN 25, CW 96, 
RL 40; S 14, I 13, W 14, D 17, C 16, Ch 
15, Cm 15; AL NE. Ho wears bracers of 
defense AC 2 and a ring of protection. 
+2. He carries a long sword +4 with a 
poisoned blade, a ring ofinuisibilily, 10 
packets of dust of disappearance, and a 
oelt pouch contsining 58 gp. Carl prides 
himAAlf nn his nhility to app•ar"" com· 
mon that he goes unnoticed. He lives In 
wagon69. 

Rox: AC 2; MV 12'; A8; hp 4:l; I AT l; 
Dmg by weapon type + poison; SA stab 
from behind does Lriple dllJlllige; can 
al!S&l!Sinal": PP 55, OL 52, FT 45. MS 
47, HS 37, HN 20, CW 92, RL 30; S 13, I 
12, W 14, D 16, C 16, Ch 14, Cm 12; AL 
NE. He wears bracer< of defense A 0 4 
and carries a l<mg •word +3 and two 
packets of dust of di$appearance. Rox is 
tall with hard muscles. Although he 
jokc3 about nearly everything, he is not 
to be trusted. He has 12 gp in a belt 
pouch and lives in wagon 69. 

Len: AC 4; MV 12'; A6; hp 35; I.Kr l; 
Dmg by woapon typo + poison; SA stab 
from berund does triple damage; c~n 
assassinate; 1'1' 45, OL 37, !<'!' 35, MS 
88, .HS 25, HN 15, CW 88, RL 20; S 12, I 
13,Wl5,Dl5,C15,Ch 13,Cm LJ;AT. 
NF.. He WAAT< hrn.r.P.r< nf dP.fP.n .. e AC: S 
And CAYriP.R A lt>n.g SIJJ()rd. + 2, a ring nf 
inoisibill.ty, and a belt pouch with 18 gp. 



Ile smokes a pipe almost continuously, 
is very thin, and i& quite sneaky. He 
lives in wagon 69. 

Ham: AC - 1; MV 12"; A9; hp 60; 
I AT l; Dmg by weapon type + poison; 
SA stab from behind docs quadruple 
damage; can ""eassinate; PP 60, OL 57, 
FT 50, MS 55, HS 43, HN 25, CW 91, 
RL 35; S 14, I 12, W 12, D 16, C 16, Ch 
12, Cm 10; AL NE. H<> wean; brac.,.s of' 
d•f•n•• AC 2 and a ring of protection 
+ 1. He carries a long su1ord +4 with a 
poisoned blade, a ril!/J of invisibility, nnd 
A d.ageP.r<>f1U?n.nm> \\lhir.h ii:: in hi~ boor.. 
Ham is fat and jovial. He has RR gp in n 
belt pouch and lives In wagon 69. 

Circus Owner 

Max Murdo: AC -14; MV 12"; 
MU20; hp 75; IAT 1; Dulll b.v •P"ll or 
weapon type; S lG, I 18, \V 16, D 18, C 
16, Ch 18, Cm 15; AL NE. Ile wears 
bra.cers of d.efen.se AC 2, a ring of prolec­
tfor< +3, a top hat of displacement, a 
cloa/. of protection +4, an amulet of 
proof again# detection and location, and 
a ring of two wichco. He carries " staff of 
p()wcr with 11 charges, a rins of invwi­
bility, five packet• of duct of dieappcar­
anc•, a wand of pol:ymorphing with 35 
charges, a ring of human inf1u,,nce, and 
a belt pouch oonta.ining 100 gp. Max 
al.to r.arries both a sap and several 
sleep-r>oisoned darts that he uses dm-ing 
tim.P. ~lnp~. HA livP:R in \VAgOh 79. 

Max is actually 45 years old but. looks 
like he Is 60 due to magical aging from 
spell-easting. He ts overweight but 
dresses only in the finest clothes that 
money can buy. He ha~ a friendly per· 
wualit.y an<l tt !:icheutlug n1iud t.htt.L is 
not. ~· it.houl huu1ur. Mux valuet' his 
circus of crime highly and will never 
tolerate its destruction. 

Hi• currently memorized •pell$ 
include: sleep} magic. missile (x4), charn1 
person, bu.rning hands, read magic, 
detect invi9ible, ESP. kfUJW aligrumnt, 
(orgct, darkncsa 15' radius, dispel mag. 
•c, fireball, hold pcreon, lishtni.ns bolt, 
phantasmal force, charm monster, oonfu· 
sion, J.r,Va.rd~s black tentacles, polytnorph 
oth-<lr, Hary's mnqmonic enhancer (caf!t 
daily, giving thre~ more magic missi111!i), 
teleki1tesis, cone of cold, hold monster, 
rJJall nf fn.rl!P., f P.P.hl.Pm.in.d, rli-~i.ntfgrntt!, 
globe. of invu.lnR.rability, pro}P.r.t imngP., 
fie.sh to stone, te/.epnrt with.nut P.trnr, 
volley, limired wish, polymorph any 
object, m<I$S charm. mind blank (cast 
UaiJy Oll himi;elf), energy drain. time 

stop. His spell books also include 
encha.nt a.n item, ~rmaneney, wish, and 
imprisonment spells. 

Concluding the Adventure 

It is quite possible that the adventurers 
cannot defeat Max and bis group, espe· 
cially if the PC• are di.surglllliz<Od or all 
""the minimum (10th) level for this 
adveutw·o. Thoy m"y deciu" LhuL MW< i• 
too powerful an opponent for the 
present and may wait to get him later 
on ,.,.hen they have become more pmver· 
ful. If the party takes this course and 
stops investigating the circus, Max lets 
the mntter drop nnd soon moves on to 
a nother to\vn. 

If the PCs cannot defeat Mnx but CGn 
clearly demonstrate the size and soope of 
Mordo'• evil operations with objocl.ive 
proof, tho lawful-neutral monks and c1er­
ice abandon the circu.• immediately. 'l'hoir 
defection causes Max major problems for 
1;1>vers l months. If this proof is also given 
t.o t.he lnr.at snthorit.ies and tbeir aid is 
requested, they re•pond hy asking l\fax 
and his circus w leave town. Only the 
lat'i.<eSt cities have enough power w arrest 
Max <md make it stick. 

THE JINGLING MORDO CIRCUS 

It' the adv&nturers s.re successful in 
the tin.al eontrontation, one of f\1.a...~·s 
henchmen should escape to return 
another d>ly. The most likely candidate 
i• Han)<. Tn ba.ttle, Hank stands back 
and c.a.•t• spells. If the hlittle goes ill ror 
Max, Hank te/liporl.$ away, swearing 
revenge. You can bring Hank back at a 
later date, perhaps at a higher level 
hi1oi;elf, to seek that revenge. 

Th• PC> might wish to confi•cate the 
circus as well. Let them, but b• •ur• to 
give then\ •na.ior headaches {}.gw·iug uut. 
how to run s·uch a large ent;,erp>.'ise 
smoothly {"The elephant. are oick!' 
"Where do·we get more food for the wild 
animals?'' ''Which to'vn do we play 
ncX:t?" H\Vho'& going to go there in 
ndvancc nnd put up posters in the 
town?"). If the PCs eventually decide 
that the circus life is not for them, they 
can attempt to eell the circue and make 
$profit. n 
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