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Orphans

Pity the poor gamer who wrote me recently. He owne a Beta
video recorder, an 8-track tape player, an ohaolete computer
gyaterm, and a complete set of D&DY game manuals. “Why do [
always make the wrong decisions?" he complained. “*And what
are you going to do about putting move D&D modules inte
DUNGEON™ magazine?"’

To be honest, F'm not poing to do anything about it. I can't,
beczuee I just don't have any good DE&D modules to publish
Wo've got lota of ATWEDTY pame adventures for all jevels but
only oecasionally receive a DD module. When wa do receive
one, [ have to look at it with the same critieal eve I uae on
every other submission. I'd be letting you down if T publiched 2
substandard module just because it was for the D&D pame.

Besides, I don't really believe the D&D game is an “orphan’”
In 1887, TSR increased production of souree material on the
D&ED game's Known World, turning out four highly deseriptive
Gazetteers as well as 10 new moduleg and two pame accessor-
ies, Im 1936, six more Gagetteors are seheduled for release.

1can’t tell the poor puy with the Beta VCR to go cut and
make hie own movies, or the chaolete computer owner (myself
ineluded) to program his own games, but if there are enough
D&D game players out thers to support 4 product line and
write letters wanting more, won't some of ¥ou please send me
your adventures? The firut step ia to send a self addressed,
stamped envelope ta: Guidelines, DUNGEQON Adventures,
E(. Box 110, Lake Geneva WI 53147, We'll immediately send
voul our moduke gridelines so that you can submit your adven-
ture propossl.

Den’t let me down. And if anyone wounld like to buy an or-
phan computer, cheap, just let me know,

JubasaJ Yoors
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steal the gems have failed, and those
who sought the shrine never re-
turned. Perhepa you can find the
shrine and aurvive to boaat of it. It is
necessary to act quickly, however. It
iz only 2 matter of time before others
seelk the jewels for themselves.

For the Dungecn Master

The shring to which the adventurers
Journey iz one of zeveral dedicated to
IIzidahur, g demon lord. He has been

known to meddis in humen affaira,
particularly in this region. After centu-
ries of neglect, the shrine in this adven-
ture is the only one that remains mare
than a collection of stones,

Nsidahur was banished from this
plane 180 yeara ago by the warrior-hero
Alkumo arul the magician Teelibor,
They also slew Ilsidahur's summaoner,
the wicked wizard-priest Daharata,
Mow, the demon lord may return to the
Prime Material Plane only through a
complex summoning ritual, the secrets
of which are hidden in a book known as

tha Tome of Daharsta. It is thought that
multiple copies of this volume exist, but
the whereabouts of none of tham ara
known.

Characters embarking upon this ad-
venture sre not of sufficient power to
summaon [lzidahur Even if they could,
an aceidentn]l summaoning would be
disruptive to the adventure, However,
Ilsidahur's statistics are provided at the
and of the adventurs, for reference and
possible use in 8 campaign setting.

Starting the Adventure

Bafore embarking on this adventure, it
im likely that the characters will wish to
augment their supplies of equipment
and provisions. Because of Gorbalins
location on the edge of the wilderness,
just about anything that an adventurer
might need can be found in the bown's
well-stocked establishtnents, But be-
cause of the distance from more settled
landes, prices are inflated, with costa
50% greater than normal the general
rule.

In preparing for the journey, one es-
gential need is transportation. The PCs
must journey south along the Harshil
River and will most likely want to pro-
cure water transportation — canoes or a
barge. These can be purchased at the
standard 0% markup.

If the rumors are to be balisved, the
adventurers need only travel upriver
unti] they eome to the fork, then sirika
out samtward inte the forest. Fortu-
nataly, the rumars aye true, and the PCr
will siumble across the home of a native
if they bear east from the river (see
"“Gambinnott's Hut")

The DM may want to apice ap the
journey with the random encounter
tables on the following page, provided
for river and rain forest. Roll 1d10 six
times each day (ps per forest encounters
in the Dungeon Masters Guide, page
471 A rol] of 1 indicates an encountes,
The DM ahould Feeld free to modify or
expand the tablas if a0 desired, and the
number of ereatures encountered is left
to the DM’s discretion.
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THE SHRINE OF ILSIDARUR

Random Wilderness Encounnters

2d10 River encounter Rain forest encounter
P Algoid Tabaxi
Eblia Hangmarn tree
4 Car, giant Carnivorous ape
5 Cryetal ooze Tick, giant
6 Dragonfish Basidirond
ri Snapping turtle, giant Baszilisk
8 Hippopotamue Rhinoceros beetle, giant
9 Crocodile Human traveler (3=e below)
10 Human traveler (see below)  Centipeds, giant
11 Threat leech Wild dog
12 Water spider, giant Flightless bird
13 Water beetle, piant Aszian elephant
14 Leech, giant Gorilla bear
15 Frog, giant Laopard
18 Lizard men Boalisk
17 Carp dragon Retch plant
158 Muckdweller Tribesmen
1% Harpy Forlarren
20 Water weird Ustilagor

Human Travelers. Holl 145 to deter-
mine the sort of humans that are en.
counttered: 1-2, hanters; 3-4, traders;
58, adventurers. A total of 14 NPCe
are ancountered.

Huntera (AC & (T with shield); MV
12"; F1-3; hp variable; ¥AT 1; Dmg by
weapon type; AL variable; bone and
wood armar, speer, dagger or machete
(short eword)) are seen in the rain for-
eat, secking ivory, valuable plumes,
hides, gr trophies.

Traders travel the rain forest, ex.
changing goods from civilization for the
netives' treasures: precious metals, rare
herbs, ivery and weoden carvings, and
jewels. Traders are 1zt- to 3rd-level
fightem, Llightly armed but attanded
(B0% of the time) by 1-6 natives (F1;
statisties as hunters; ne shield, machete
only) acting as portera or guards. The
DM should deteil the statistics of any
party of NPC tradere encounterad.

Adventurers must be ereated by the
DM. They are characters of the sams
nature as the PC party. They are re-
turning from exploring far up the
Harghil River, where they have sur-
vived unbelievable triale. They plan to
return to Gorbalin and make ase of the
treasure they have gathered. If the DM
wishes to design further adventures in
the region, the NPC sdventurers may
tell the party where danger and re-
wards can be found.

Any group of humans have, in as.

sorted forms, 10-200 (1420 x 10} zp
worth of valuables per memher,

Zambinnott's Hut

The shrine of [laidahur hags stood in the
jungie for centuries but remains rela-
tively intagt. This is mainly because of
the justifiable) superstition of the na-
tives. Even after their celebrated heroes
Alknomp and Taelibor drove Osidahur
from thiz plane, the demon was feared
and eomewhat revered by the natives.
Their ealtire has declined since the sage
of that great pair of heroea, but the
legends &nd superstitions persist. One
of thege long-held traditions is that the
shrine is taboo,

The duty of keeping the outside of the
ghrine in good order has been tradition-
ally given Lo one peraon, who cares for
the shrine until hie or her death. It is a
voluntary burden, usually taken by one
wha hopes to receive the favor of the
dermnon lord; hence, moat guardians have
bean of chastic-evil alignment.

The presant caretaker of the shrine ia
named Gambinnott. He is a middle-aged
warrior who has held this duty for more
than two decades and i3 proud of hiz
position “above’ the rest of the natives.
CGambinnott lives alone, ahout a half-
mile west of the shrine, not far from the
Harshil River. It is certain thet adven-
turere travaling to the shrine will pa=s
by his hut on the way. If asked about
the ruins, Gambinnott tells where they

gre but advisex that he has never
known anyone to return alive, though
many have tried. Gambinnott believes
that the PCa will die like all the others
bhefore them, and considers them a aacri-
fice to Nlsidahur, He haz never been
farthor into tha shrine that the tripwire
in the entryway (area 1), which he re-
pairs and ressts, and will never will-
ingly go farther H charmed, he refuses
inetructione to enter the shrine: if 30
commanded, he is granted an additional
gaving throw at +4 againet the charm.

Grambinnott is a local warrior (AC 6;
MY 12": F4, hp 22; ¥AT 1; Dmg by
weapon bype; 817,112, W 10, D 15, C
14, Ch 9, Cm %, AL CE). He wears hone
and lacquered wood armer and carries &
large shield, a apear, a bone knife, and
either a sling (with 4-40 stones) or &
short bow (with 2-16 arrows). The pouch
he koops at his side containg such me-
mentos a2 two tiger testh; a gold piece;
a few amall and brightly colored tropi-
cal bird plumes; and a large, uncut
chunk of obsidian (worth 6 gp).

In his hut, he has three spare spesrs
and 24 arrows. He slsa has an ivory
tusk (worth 150 gp) and a pile of 2-8
hides, which he plans to esll to tradera.
If he mistakes the adventurers for trad-
era (50% chance), he invites them to his
hut and offers the hides in exchange for
whetever miscellanes:s things tho
party might have, such as candles,
weapons, lanterns, and e forth. The
hides can each command as much as 3
gp on the market in Gorbalin. Gambin-
nott will try his hardeat to get more
than the hides’ real value from the
party.

Gambinnott eets in a polite and
friendly manner but iz in fiset rather
malicious and will take advantage of
the party in any way he can. The shrine
is very important to him; if he finds out
that the party has raided it successfully,
he is jikely to try to hunt down the PCs
as they retreat from the area. He may
even try to kill them if they return for
future adventures in thiz region.

The Shrine

Thanks to generations of native care-
takers, the shrine of Ilsidahur is in very
good condition, A clearing in the jungle
has been maintained around it. The
shrine iteelf is a civeular atone building,
60’ in diameter, with a hemispherical
roof. Vines and creepere erawl around
1tas sidea and roof, but they are neatly
trimmed.

DUNGECN B
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Lower Level

The doorway ia rectangular, con-
structed from: three atone blocks. The
supporting blocks on either side are
each decorated with a basrelief seulp-
ture of llsidahur, beckening to pasa-
ersby to enter.

Upper Level

1. Entryway. Thers ig a very thin
bronge tripwire stretched acrogs the
passage, 3’ into the shrine and 1" above
the floar. If presgure 12 applied to it, two
darts fly sut from the walls to each side
of the wire at the wire's height. The
darts used to be poirgned, but the toxin
dizsipated long agn and Gambinnett has
no more of this enhatance. The darts
have a chance to hit as if they were
thrown by a Srd-level fighier and do 1-3
hp damage each if they strike.

Gambinnott checks this portion of the
ghrine weekly, resets the trap if it has
baen et off, and removes {and lovts) any
cotpees. He reuses any salvageable
darts and knows how te fashion new
ones using native plant thorns, Very
superstitions and fearful of his patron
demon, Gambinnott hever enters Tleida-
hur's ancient shrine any farther than he

can reach heyond the tripwire.

2. Aleoves. In each aleove 13 the
skeleton of a carnivorous ape (AC T,
MV 12"; HD &; hp 23 each, #AT 3, Ding
1-4/1-4/1-6; 80 half damage from sharp
or edged weapons, reacts to spells as
regular gkeleton, turns as ghast, regen-
eration; AL IN). The two skeletons ani-
mate and attack intruders if the
gematone eyes of the idal in room 3 are
touched. After repulsing intruders, they
return to their alcove posts and hecome
dormant, regeneraling lost hit pointe at
the rate of one per day thanks to the
gpell that animated them, Close observ-
ara may notice driad blood on the claws
and teeth of the dormant undead.

3. Bhrine. This is the primary room of
the structure. Dominating the chamber
18 & large bronze statue of llsidahur, in
front of which iz #an open {but illusion-
covered) pit. It 18 a 20’ drop to encounter
area 4 on the lower level, Characters
suffer falling damage plus an additional
1.2 hp damapge for landing on the objects
below. The pit has & permanent pro-
grommed lusion: Anything that falla
in seems to suddenly dizappear, ag if

teleported away. The pit itself is maskerd
by the illusion, which can be dispelled
in the nsual ways,

The idol ia 8" tall and of strange bu
very detailed and artietic crafisman-
ship. The irizes of its eves are two amall
jacinthe {1,200 gp value each). If the
gema are touched, the carnivorous ape
skeletons in the sleoves (area 2) imme-
diately animate and attaclk intruders,

Lying directly in front of the statge is
the decaying body of a human. Huge,
rending claw wounds on the body are
evidence of a brutal death; he was killed
only a weak or 50 ago by the skeletona.
The men appears to have been a thief,
with fair skin and blond hair. His right
hand loosely holds the dagger (in good
condition) that he was using to pry out
the gems, but the leather armor on hie
body is ruined. The only items of value
are in the smgll leather pouch at his
gide: a emall plass vial with a dram of
perfume (worth 6 gp}, 12 ap, 6 gp, 2 pp,
and a large moonatona worth 70 gp.

Thizs chamber was once the center of
activity in the shrine. Worshipera came
here for services in honor of the demon.
Saerifices of animals were made weolkly,
and human sacrifices on holy days. The

& Issus No. 10




THE SHRINE OF IL3IDAHUR

offerings were slzin at the foot of the
idal, and the corpses were thrown into
the pit to disappear from sight. The
priests claimed that Neidahur carried
the sacrifices away to the Abyss. Since
the discontinuation of services, the pit
has alao served to guard the jacinths
and fuel superstitions about the shrine,

Lower Level

4. Pit. This is the receptacle for any-
thing cast inta the pit. At its bottom lie
many skeletone of hapless humane and
heasts. Among the bones 1s the follow.
ing treasure: 14 pp, 28 gp, 12 ep, 57 sp,
81 bp, & small topaz (100 gp value), a
pouch of tobaeeo, a clay pipe inlaid with
geven small (5 gp value each) mess
agates (worth 36 pp as a whole), and a
seimifer +1, The acimitar can be found
after the briefest inspection, but the
pther iteme aren’t quite ao easily lo-
cated. If the bones are searched, there 13
g 1 in 6 chance for each treasure (pouch
of coins, pipe, etc.) to he dizeovered.
Check each round the bones sre
searched.

5, Storage Chamber. The door is
loeked. This roorm held stores of food
and drink for the shrine’s occupants. its
contents decayed long ago, leaving
unidentifiakle, rotting mounds. A thick
hlanket of dust covers everything.

8. Prison. The firat thing to be no-
ticed about thie room is that the thick
wooden door is torn apart and off ita
hingea. The roem was once veed for
holding humen, demi-human, and hu.
manoid captives before they were aaeri-
ficed to [laidehur. The captives were
most often criminale or prisoners of war
The roum is currently hannted by a
wight (AC 5; MV 12%; HD' 4 +3; hp 24;
#AT 1; Dmng 1.4; 5A energy drain; 5D
silver or magie weapons to hit, AL LE).
This tndesd was once a particularly
evil prisoner who was never sacrificed
and was ‘'reborn” after his death. The
other prisonera met an evil fate at this
one's hands. The wight has elawed
apart the door of ita eell. It frequently
wanders the lower level of the shrine
and hag devoured several adventurers
who made it this far hefore their luck
ran ont,

7. Pen, As rogom 6 held human cap-
tives, this room held animals that were
to be sacrificed, The room is now filled

with bomes, (e of the animals waa
actually a yellow musk zombie, the
long-dead victim of a yellow musk
creeper {AC 7; MV immaobile; HD 3; hp
20; #AT 6; Dy special;, AL N; for more
information, see the FIENTD FOLIO®
Totne, page 971 The creeper snacks on
random adventurers, and over the years
it has grown to cover large areas of the
wallg and ceiling. It bears six flowars

and two buds. There is no treasure here.

B, Dormitory. Thig ropm wae Lthe
guarters of the shrine's leaser cleries. It
is now entirely empty. When the party
passea through, however, a Khargra is
“swimming” through the rock helow
{AC =3; MV 3" (15"} HD 6; hp 25; #AT
1; Dmg 3-18: 8A aurprize an 1-7 {on
148): AL N; for more information, see
the FIEND FOLIO® Tome, page B6). If
the khargra senses a large quantity of
refined metal (such a3 1 suit of armor),
it leaps up to 19 cut of the floor and
attacks. If killed and cut open, 435 gpin
gold nuggats can be found in ita belly.

B. Audience Chamber. This 1 the
room where Nlsidehur’s high priest held
pudiences with his servant clerics and
laymen. Other than a wooden throne
againgt the aouth wall, the room i=
devoid of furnishings. These who would
speak with the high priest had to show
proper espect by prostrating them-
selves on the flnoe before him for the
duration of the audienece, The actnal
throne rotted away long ago, leaving
only the gemetones (two jets worth 80
gp each and a hlack opal worth 500 gp)
that were set in it. These jewels are set
in the false throne that now stands here
— actually 2 protein polymorph (AC
2:- MV 9. HD 7; hp 31; #AT 1; Dmg
8-28; 8A shape alteration; AL CN).

10. High Priest’s Private Quarters.
Thia was the personal chamber of [lsida-
hur's high priest. its once-laxurious
furniehings have mostly decayed. A
Lronze censer is set on a tripod in the
sputheast corner of the ranm. Two slicks
of normal incen=e, one of fncense of
meditation, and one of invense of vbses-
sion are in the censer. Moldering re-
maina by the eaat wall give evidence of
onee being a wicker basket hoiding
religions writings, but everything crum-
hlez whon touched,

On the spouthwest wall, above where the
bed used to be, a fading freson pictures a
religions service in the main ghrine. In

the freseo, a figure wearing elaborate
clerical vestmente raises & golden knife
with a silver-colored handla aver the
prosirete sacrifice upon the altar.

A short pedestal stands in the room’s
northeast corner Upon it is an uroate
bronze box decorated with gold wire and
silver inlavs and aet with 18 abaidian
stones thalf of them cabochon-cut and
the other half faceted; thay are each 25
gp gems), The bax is worth 5 gpaea
whole piece. It ia locked with a compli.
cated iron lock (iron was o precious
metal when this box was made) that is
heavily corroded. As & result, thisves'
attempts to pick the lock are at —15%
to euceend,

Insida the box is a platinum-handled
gold knife. Characters might notice that
it looka much like the one wielded by
the high priest in the freaco on the oppo-
gite wall. This ia & knife +3; it iz also
intelligent and far from benign in nat-
ure. It i3 of chaotic-evil alignment, has
an intelligence of 13, an ego of 11, and
the powers of communicating by empa-
thy, detecting good in a 1* radius, and
feleporiiny ile user once per day.

The knife hae the special purpose of
glaying sacrifices ta Tleidshuy, and in
fulfilling this duty it can paralvae its
victime unless they make successful
saving throws, Its speciel purposs func-
tiong omee per week, when the knife
must slay a ¢reature ag an offering o
Ilsidahur. Because of the amount of
time it has lain here, the lenife iz ex.
tremely eager to fulfill its special pur-
posa. IF the hearer resizts its empathic
command to find a sacrifice, a personal
ity conflict (see DM, page 167) results,
If the knife gains contral, it forees its
bearer to attack and slay the next crea-
ture encountered. (Sacrificing any being
to Ileidahur, even while under the con-
trol of the kn:fe, ia most certainly an
evil act, and character alighment may
be affected.)

11, Guardian of the Door Lurking
in e ceiling crevice above this short
pasEage is a gargoyle (AC 5; MV 9%/
15"; HI} 4 +4; hp 26; #AT 4; Dmg 1-53/1-
3/1-6/14, 8D +1 or betier weapon ta
hit; AL CE} that attempts to surprise
and slay intruders. The gargoyle was
long ego enchanted to requirs no food
and is particularly stupid.

The double dogrs at the end of the
passage are of etrong tealtwood and are
each inlaid with a aigil of gold (25 gp
value each if removed). The magical
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THEY ALSC SERVE

The romm is furnished with 5 ward-
robe, a writing desk, two chairs, and a
bad. A pecret compartment on the un-
darsida of tha desk holds tha couple’s
life savings: 80 =p, 16 gp, and 2 pp. The
wardrobe holds enly normal clothing.

Butleg male human: AC 10; MV 12,
zero level; hp 3; #AT nil; Dmg nil, AL N,

Butler's wife, femals human: ACQ 140
MV 12¥; tero level; hp 4; #AT nil; Dng
nit; AL N,

12. Cook's Gaarters. This room is
simply furnished with a small dask, a
wardrohe, a small locked chest, and a
bed. The only decoration ia an apton
hanging on one wall. The chest holds a
10-volume set of cookbooks, some per.
sonal letters, 34 ap, and @ gp. There i3
nobody in the room at this time.

13, Scullexy Maid’s Quarters. This
room & rather simply furnished with a
hed, five chairs, and a larrer than aver-
ape Lable, A shelf on the wall holds a
gix-gided die with a continuel Hahi spell
caat on it, a cloth bag holding five oddly
shaped dice, and a number of games.
Some of the retainers like to spend their
off-duty hours with role-playing games
that allow them to rise abowa their 1ot
in life — at least for a few howrs.

The scullery maid ie resting here.
Unlike other employees of the guild, she
is ready and willing te fight for her life
and is very proud of her skills in knife
fighting. Her treasure is the dice in the
bag, they are all made of silver and are
worth 10 gp in total,

Scullery maid, female human: AC
1 MV 127; zevo level; hp 4; #AT 1;
Dmg by weapon type; AL LN; large
kitehen knife (ae per dagger), with +2
bonus e hit only.

14, Valet’es Quarters. Thiz is the
apartment of Marcua (the valet) and hia
wife Irene (the upstairs maid). They are
both keen students of foreign cultures.
Marcua haa studied and prasticed the
glills of Oriental warriors to ench an
exient that he has gained many ubili-
ties of 2 1st-level ninja/hushi (without
any ability to further increass in levels).
He cannot scavenge equipment or cut
purses like a bushi, but can use a kial
{showtk additionally, he cannot walk a
tightrope or disguise himself like a
ninja, but ¢an use all pther ninga skills,
All of their money has gone ioto the
making of his weapong, Thus, the only
treasure they possess other than a large

edllestion of books gbout other lands
{worth 400 gp to the right saga) are six
amall atar shurikens (10 gp value cach
locally) and a walizashi (15 gp value
locally).

The room contains a hed, two chairs, a
large hookcase helding all those books,
and a pieec of wood the size and shape
of n bopkmark which has a continual
Light spell cast upon it, Both Marcus
and Irene are here, since their presence
i not required elsewhere.

Marcus, male human: AC 10; MV
12*; Ninjasbushi 1; hp 3;: #AT 4 or 1;
Dmg by weapon type, 59,115, W11, D
14, ¢ 13, Ch 14, Cm 10; 5A/8D see Ori-
ental Adveniures, pages 16-18, 19-21,
and 41-48 in particular; AT LN profi-
cient in etiquette; no armaor.

Irene, female human: AC 10; MV
12%; zera level; hp 2 #AT nil; Dmyg nil;
AL LN,

15. Licutenant’s Quarters. This ie
the quarters of Lt. Emith, the guilda
head of building defenee. Moat people
addressing this very proper officer by
rank for the first time are told, “That'’s
leftenant, not looterant!™ He has few
possessiona: & bed, 3 small chest whose
ingide lid has had a continual fight spell
cast on it, and & fremed collection of
medals hanging on the wall. The metal
value of the medals is 50 gp in total,
and a secret compartment in the chest
holds 15 pp.

The chest alsn holds a duty roster
gigned by Lt. Smith, seven different
uniforma, snd four certificates of valor
The eertificates neme “Veteran Jones,”
“Watchman Lojak,” “Guardsman Sper-
rowsen,” and “Defender Lang”” Obvi-
ously, “Smith” has something to hide,
although we may never know what it is.
Investigating his past could lead to
angther adventure. Unfortunately for
the PCg, the duty roster does not de-
scribe the locationa of the guard posts.
A typieal entry reads only “Harold at
poat 3 on the night shift!” Lt. Smith
fighta to tha death.

Lt. Smith, male human: AC 2; MV
9"; F3; hp 25; #AT 1, Dmg hy weapon
type; 516,111, W13, D 15, C 16, Ch
13, Cm 8; AT LN; chain matl, shield
+I, maoce +1,

18, Water Closet. This is a typieal
indoor toilst.

17. Stairs. The door to thie area has a
typical door trap. There is a lever hid-

" den here {deteet 5e trep) which can

change all of the atairs in the guildhall
from steps to slick ramps {and back
again). The laver is currently ael so that
the stairs are all ramps.

There are three thieves on duty here,
all wearing leather armor and armed
with short sworda. The armor and sword
of Number 11, the woran in charge,
have been: enchanted to +1 values.
Number 12 and Mumher 14 have no
magical items, The PCs must fight
theze three thieves before they can do
anything else, ag the thisves blnek the
pasaage. Quarter will be neither ex-
pected nor given.

Number 11, female hill dwarf; AC &;
MV 12"; T2, hp 7; 4AT 1; Dimg by
weapon type; 312,114, W8, D 15, C
15, Ch 14, Cm 10 (11 to dwarves); AL
LM legther wrmor +1, short sword +1,

Number 12, male tallfellow halfling:
AC 4 MV 12" F1T1: hp 11; #AT 1;
Dmg by weapon type; 514, 112 W 12,
D18, C1% Ch% Cm3 ALN.

Number 14, male half-ore; AC 6; MV
12"; T1,; hp 6; AT 1; Dmg by weapon
Bpe S8 17, 17T W11, D15, C 16, Ch %
{11 to orcs and halfores) Cm 811 to
orcs and half.greel; AL LE,

Level Two

Thiz level, like the one below, 1s con-
atructed of granite. It has 8-high
ceilings.

I18. Meeting Hall. Thik i& no more
than a wide corridor, Ite walle are deso-
rated with maps of Kingetown and the
surrounding ares. Fourteen chairs face
a podium at the west end of the hall.
Two thieves, Wumher 6 and Number 9,
are playing cards at the weat. end of the
hall, (Number 6 docsn’t like the posh
ground floor lounge.) Both of them are
willing to parley with the PCs. If fight-
ing breaks out, Number % hangs back,
usging all her skill te avoid leking dam-
age, until Numhber 6 is dead. She then
drops her hlade and surrenders, asking
the PCs ta halp her to get away from
the guild,

Number 8, born THana Farlane, is
currently serving the guild as payment
of a loan. Her father borrowed money
from Mumber 1 but died before he could
pay the money back. Diane had no
money and ao was forced to work for the
guild to pay back the loan. Her lifs has
been mirerable ever since, and when

she aaw the patent, she decided to drop
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down) for causing the destruction of the
country he was eworn to protect.

If the PCs arrive with the patent too
late, the civil war will have started. It
tokes Jean-Pierre 1-6 wesks to stop the
war after hiz announcement that an
heir has hegn found. Anyone whe op-
poses Princess Helene's right to the
throne finds little support, ss Duke
Hondersen will be killed in the first
daye of the fighting, The PCs receive
only 20 pp each ag a reward.

If the Ps are completely succesaful,
Halane is crowned elght daye after their
return to the capital. (It takes two days

LETTERS -

{sontinued from page 2)
Miz-Directions

Om page 51 of “The Flowers of Flama"
[issue #8), it says “...all the guides head
west.” On the-meap en page 59, west i3
at the boltow of Lhe map, aod e pacly
would misa its goal widely going in that
direction. According to the mayp, the
direction should be north by northweat.

David Car] Arpall
La Puente, California

Cart iz right. We tend o forget thot!
narth isn't always “siraight up.” Chur
apologies to any DMs who didn't realize
[HLF errar

Best Adventure Blend

I have not yet used any of the adven-
tures, but I do read through the mod-
ules looking lor ideas thal I can use in
my own seenarios. I partieularly like
Jdahn Nephew's works and am looking
forward to seeing more of his writing.

The best blend for the magazine
seemns to be one longer adventure and
geverel shorter ones per issue. Long
adventures cannot ba simply droppad
into a1 evening’s gaming; they have to
be planned for and carefully incorpo-
ruted into the campsign. In many in-
gtances, they will need mygjor rovision to
work in a epecific world. But, when a
DM ecan find one that he can use with
minimal revision, it ig well worth the
gpacs it taken. A short adventurs, on
the other hand, can be easily adapted

to varify the patent of nobility and six

days to prepare the coronation festivi-
tiea.} Her firet arct as queen is to order
the execution of Thuke Hondersen. Fa-
binna Mellacotta gets off acot-free, hav-
ing befriended the new Queen.
Helene's second act is ta pardon the
FCe of any crimes they may have com.
mitted in Falora and award each of
them the Order of the Loval Compan-
ions of Falora. This allews the PCs to
put the initials O.L.C.F. afier their
names aod gives each the aum of 5 gp,
the metal value of the medal that comes
with the award. She then goes off to

- design and make her erown. Jean-Pierre

gives the PCs royal papers allowing
them untaxed movement on Falora's
highways. Additionally, he gives sach of
the PCs a pair of jewelled bracers sach
worth 1,500 gp — but nothing more.

If the PCs express interest in learning
something of Lit. Smith’s shadowy past
(room 15} or tracking down either the
Kingstown Assaasina Guild {room 29) or
the rurnored artifact (roomm 43), the DM
can either deaipn an advenlure or nse a
praviously published moduele. Don't
forget that Number 1 still wants »e
venge on the PCs if he survives. Lo}

" and used in nearly any eampaign. [

think Lhat this format ia poing te bring
more scenarios that DMs ¢an uss, more
often. I urge vou to stay with it.
Randal 5. Doering
San Francizco, California

Adaptling DUNGEON™
Advenfures

1 recently purchased TER's compila-
tion medule “"Queen of the Spiders.” I
have run this aeries before, but [ had to
limit the underworld severaly the first
time because I had little time to prepare
encounters not detailed in the serizs.
Any DM runniog this series will find it
quite helpful to use DUNGEON Adven.
tures’ scenarios both in betwesn the
glant atrongholds and to fill the “en-
counter areas to be designed by the
DM” in the underworld. The adaptation
steps are simple, altering humans to
some gimilar underground race (such as
githyvanki ¢r even deep goomes), remos-
ing 8ll references to wildernesa or
weather, and fitting the story into the
overall plot of the moedule.

I used “The Titan's Dream” (issne #2)
between the hill and frost giant strong-
holds. “The Eyes of Evil"” (iumre #5) made
ah excellent and challenging aide sory. [
place its village in encounter hex B2-14,
changed the mayor to a chaotic-pgood drow
(the first good drow the party encoun.
tered), and set the caves of Zeccaa at H2-
18. The caves alone serve as a fine
alternstive to & simple random encounter
with g hehelder.

1 alas moved “Hirwards Task™ {isene
#5) into the underworld, and even “The
Book With No End” (issue #3), in a
large, desolate cavern miles high and
wide. [ also plan to adapt “Farbidden
Meuntain® and “Bristaman's Cairn"
{hoth in issue #6). The main point of my
leiter i3 that the adventures adapt eas-
ily to nearly any situation, if you wish.

Michael W. DeMeritt
Rochester, Michigan

Sobbing Violins

On page 10 of *For a Lady’s Honor™’
[iz=ue #2], Mr. Hammans uses the
phrase “The long sobs of the violins of
sutumnn wound my heart with a monoto-
nous languer” Wasn't this the code used
by the Allies in World War IE ta tell
French partizans that the imvasion of
Normandy would take place in 72
houra? 1 think the code was broadeast
by the BBC and the Germens heard it
but didn’t make uze of it. Very zubtle,
very nice touch on Mr. Hammone's pert.

Stefan Happ
E! Paso, Texas

The quote is from a poem by the
French poet Poud Verlaine (1844-1898).
The Britinh did brogdoast meny vode
phrases over the French languoge service
of the BB to their allies ocross the
chennel, but vier research cannof find o
reference to this particulor piece of po-
atry. Can anyone send ks o reference to

back up My Hopp's memory?
L
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gilken bedding (value 300 gpl The can.
opy is in reality a sheet phantom

(AC 2: MV 8"; HD 3; hp 12; ¥AT 1; Dmg
1.4; 84 suffocation; AL CE). It attempte
to envelop anyone examining the bed
cioeely. Along the west wall of the room
are an empty wardrobe and 3 dressing
takle with chair, behind which has
fallen a gold-and-pearl comb valued at
250 gp.

13 and 14. Handmeidens’ Quarters.

Apart from a bed and empty wardrobe,
there is nothing of interest in either
room. Ar mentioned earliar, the suter
doors are wizard locked (12th levell

15, Throne Room. A magnificently
carved eagle throne sits before a silver
maosaic of an eagle at the chamber’s
center. As with the throne on level one
ahove, a secret compartment iz fach-
ioned into the right armrest and is
shaped to hold a acepter. It is likewise
ampty

Immediately noticeable by any crea-
ture opening a door into the throne
room are four barning torches illumd-
nating the area at each corner, They
burn indefinitely if left alone but revert
to normal torches if rermnoved from this
room. SBhould a creature be ap presump-
tupus as to sil upon the throne, the
flames coalesce into four vicious fire
bats (AC 8; MV 6%/20%; HD Z; hp 12,
10, B (X 2; #AT 1; Dmg 2-8; 5D immune
to fire; AL NE) which attack the offen-
der and anyone assisting him. Prior to
this, the torches may be extinguished
ngrmally, preventing the summaoening of
the fire bats.

If the ayes of the eagle's head vn the
throne are szamined, they are found to
be two black pearls in bone settings
{value 250 gp each). Removing the
pearls will not surmmaon the fire bats,

16. Associate Priestess’s Chamber
This room containa & bed and two ward-
robes, Within the wardrobe to the
northwest is a pair of brass slippers
(value 20 gp) and a jewelled whistle
{value 50 gpl. A ceremonial robe of
darkest blue (value 30 gp) hangs inside
the northeast wardrobe, and upon the
hed is a turquoise silk comforter with &
golden design of an eagle (value 100 gp).

17. Handmuiden's Quarters. Thia
room contains s bed and an empty
wardrobe. The door leading into room

MONSTERQUEST

16 is fire trapped (at 12th level)as a
present for trespassers.

18. Hendmaiden's Quarters. An-
other handmaiden was quartered hera,
Cn the floor next to the bed i3 an en-
chanted human skull. Its last orders
were to “langh if anyone but a female
elf leada the way into this room™
Should anyone other than a female elf
firgt step foot into the room, the skull
emite a digbolical langhter which
causes any being of 1 HD or less to fee
in terror with no saving throw. Crea.
tures of higher level or hit dice are
entitled to a saving throw va. apells
{with wisdom bonuses applicable) to
ward off this effect. Those frightened
away will not willingly return to this
room unless shown that the skull has
been destroved. After it has laughed
once, the skull is thereafter powerless,

Inside the wardrobe are some emer-
gency supplies consisting of a bottle of
mead, a container of dried fruit sealed
in wax, a dagger, and a scimitar. The
bottom of the wardrobe is false, conceal-
ing 2 hollow in which has been placed a
potion of exira heoling and a traveling
spell-bonk with the fellowing witch
gpalls (zee Fatvway fo Ravens Bluff: fog,
magic dart, read magic, Fing around the
moon, skull of flame, cure wolhds,
knock, will o'the wisp, bubbles, phantom
sfeed, smoke sticks, The DM can substj-
tute other witch gpells from DRAGON®
isaue 114 if desired.

The door to room 16 and the door to
the hallway are wizard locked at the
12th level.

Concluding the Adventure

If the PC monsters suceessfully com-
plete their quest, Gronk will refrain
from mistreating them for at least a
weak out of gratitude. Failure, however,
carries a high price. IT Glitch the goblin
returne alive, the rest of the group ends
up a8 kitchen help under his command
{fitting punishment}. If' Glitch bhas gone
om to goblin “heaven,” the orc chieflain
thinks up a new mission for the survi-
vorg, There just happens to be thiz high-
level ranger who's been giving him
some problems. . _ .
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Bert the Ogre

AC: b 8:18/80
MV: 97 I:6
HD:4+1 W: 3
hp: 25 D:&
#AT: 1 C: 17
AL: CE Ch: 7

Dmg: By weapon type

Possessions: Loincloth, wooden club,
backpack containing 50 lba. of rations
{abowut two days’ food — for an ogre),

You are the chieflain’s most powerfil
guard, and your simple philosophy on
life ig to kill (and eat) whatever gets in
vour way. You're somewhat surprised
that you got into troable and were sent
on this mission; ¥ou were certain the
chief wouldn't notice the head of his
ronst boar was missing. Your most val-
ued possession ia a wonderful club that
the wilch doctor said was magical but
was stupid enough to trade you for a
bottle of blue liguid you had found. Boy,
did vou get the better end of the deall

DUNCEON 31






The Quest Begins To..

—GENCON *©

' 8 8 Of‘tgﬂu' —

Game Fair
August 18 to 21st

The Greatest Festival Of Gaming Of Our Time!

F-::r the lirst time In gaming history, the Number One
Slrategy Game Fair joins forces with the Number One
Adventure Game Falr to create the world's largest and
greatest garning [estival, the 1988 GEN CONB/ORIGINS™
Game Fair.

P]ay in hundreds of adventure games, role playing
games, and the world's largest role playing toumament, the
ADVANCED DUNGEQONS & DRAGONSE Open. Over 36 na-
tional games tourmaments, sponsored by the RPGA™
Gaming Network and major manufacturers will he held,
inciuding the prestiflous Masiers and Grand Masters
Invitaiionals.

The largest Strategic and Historicat Mirdatures gaming
arca ever assembled will be there. Flay In cvenis and
tournaments including Pax Britanmiez*, Diplomacy*and
Team Yankee*, amid brilllantly executed dioramas ard
some of the toughest competition yeu'll ever find.

A that's only the beginning! Enjoy the excltermnent of
the Fantasy Art Show. Shop among 180 Exhibit Areas. Bid
fortreasures at the nation's Jargest Games and Art Auction.
And, attend world-class games seminars, demonstrations
and workshops. All of this under one roof, in comloriably air
canditloned MECCA Conwvention Center in downtown Mil-
waulkee, Wisconsin,

AFN 00N and AUVANC ED DUNGEDNS & Db CONS are regisler=d rudemarks gwmed by TSR,
=

FEGA 1 & traderath pemed by TSR, e,

CRGCING™ 18 & oademark ownedd by L Caneen Manofacturems Assorciatlan,

An aniecink [*) mabes other 1:1'n-rlw.‘.t namey which ore rodemarks swned by poher companikes
pubtinhin g thoe producia, Vs af the uwe of any prodwct without mentlen of twdenark stabua
should nial ke construed e o chalenge o much stabs.

€19688 TSR, e All Fighta Reservd,

EARLY BIRD BONUS!

For aimited time, this Early Bird Bonus registration
gives you the chance to attend the GEN CON®/ORIGINS™
(amne Fair 'B8 at a special incentlve price for you!

Ifj.rc:u act now, pay only a $30.00 registralion fee for all

four days of non-stop actlon at GEN CON®/ORIGINS™ ‘88
Game Falr and recelve, &s a bonus, the commemorative
1938 GEN CON®/OQRIGINS™ T-Shirl! This T-Shirt, nor-
mally a $7.50 value al the show will be yours, Just by acting
now. Normal pre-registration fees are also £30.00, but they
have to pay lor the T-Shint!

Andasa Special Bonus, you can beat the pre-registra-
ton rush by reserving the tournaments and events you wish
io play at GEN CONE/ORIGINS™ Game Fair. This Early
Bird Benus fonn guarantees first chance 1o reserve your
events. Upon gur recelpt of this form and your Early Bird
payinenl ol $30.00, we will send you your T-Shirt and the
pre-registration pack one week before all others receive their
pre-registratien [orms. The pre-tedistration pack  lisls
major events and tournaments io be held al the 1988 GEN
CON®/QRIGINS™ Game Fatr. Fill out the events portion ol
the pre-registration form and mail it back to us. That's all
thersis to it vou 1l have a week-long head slatt tognarantes
your events over those people who don't take advantage of
this Early Bird Bonus!

A-ct now! This offer is for a lindted time and will not be
repeated! Thig Early Bird Benus must be postmarked by
March 15, 1988. Come joln us for the event of the
century!
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ECRET
OF THE
TOWER

BY LARRY CHURCH

The shortest
distance between
two points is not
always a straight
line.

Amwork by Rogar Raupp
Canography by Dikseal

Faarry Charch pleye tn o rock band and
s prepering to send off some originad
songe for publicotion, He kas been thor-
ouxhly enjoying himself in the Forgotien
Realms, pa he Aean't kad muck chance
tn actiually play finstead of run a gamet
in quite same ime. And, of course, he
has a module or two in the works for
DUNGEON™ Adventures.

While & single-purpose quest campaign
cah be fun, it can alss have o one-
dimensipnal fealing to it. Side adven-
tures can provide a refreshing change of
pace, hut &n interesting subplot or two
intertwined with the main plot adds
richness and depth to any campaign.
“Becrets of the Thwers" is a series of
short, in{errelated adventures that
provide the DM with such a subplet in
an ADED™ garme.

For the Dungeon Master

The towere — there are 12 in all — are
mesnt to be encountered a few at a time
us= characters mequire the levels neces-
zary to tackle them, and are broken
down into five groups (A-E) aa follows;

Group A (Towers Ona and Twol: 1st- to
grd-level characters. The players shonld
atart with Tower One,

ropp B {(Towera Three, Foar, and
Fivel: 3rd- to Sth-level characters. Thwar
Three =hould be encountered hafore the
others of this greuap.

Group C (Towers 5ix, Saven, and
Eight): 5th- to Tth-level characters.
Tower Six should be the firet here.

Group D {Towers Nine, Ten, and
Eleven): Tth- to 9th-level characters.
The characters should discover Tower
Nine before the other two.

froup K {Thwer Twelve): Lower name-
clase levels.

It is recommmended that the first group
oT two of towers be encountered with no
kackground knowledge. If the PCa are
curicus about the towers after thet (as
thay should bel, et them search
libraries and consult sages for informa.
tign. Give them whatever clues you feel
appropriate, with the following restrie-
tirne. Do not give locations to the tow-
ers other than Thwers Six, Nine,
Twelve, and pessibly Three. Let them
find the rest hy thamsalves hy playing
with the portals. Do not pive inforrma-
tion on how the towere are connected.
Do not tell the players how many tow-
ers there are in total until they have
gona through Tower Six.

The towears should be placed in unin-
hahited regiong, where their existence
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SECRETS OF THE TOWERS

Tower Ning

Location: Any remote place.
History: The baron cambion Mangir
{zee Tower Twelve), realizing the poten:
tial danger of the magical portals to his

plans, placed undead guards on the
Hother side™ of the two Tower Twelve
portals he knew were functionzl (in
Towers Nine and Eleven). This tower is
oceupied by shadowe.

Description: The tower i 50° tall. ATl
of its windows have been boarded up. A
rune is etched over the entranee;

9:»

Level 1: The ceiling ia 20" abave. If it
is night and the PCa make noise, the
shadows come down here to attack.

Level 2: Thig leval 1s completely
empty. Btote atairs lead 14" up to the
lavel above,

Level 3: The ceiling is 10" high. There
gre 10 shadows here (AC T; MY 12";
HD 3+3; hp 28, 20, 19 (% 2}, 17, 18, 14,
13, 12, 10; #AT 1; Dmg 2.5, 84 strength
drain; S[¥ +1 or beiter weapon te hit,
80% undetectable; AL CE). A function-
ing portal leads to Tower Seven and a
two-wey portal leads to Tower Ten.

Tower Ten

Location: A mountainms region,
Since this tower 15 buried underground,
it may be in an inhabited area if the
DM wishes.

History: At some time in its past, this
tower was engulfed by an avalanche.
The tower's structure was strong, so it
wis not completely disinteprated by the
oncoming wave of rock, The top half of
the tower broke off, however, and was
carried for some distance before coming
to rest on ite side beneath thousands of
tong of ek,

Deseription: Not applicable; huried.

Top Level: Becauae of the tower’s
orientation, “down” i roughly toward
the portal to Tower Eleven, Unless
precautions are taken, anyone entering
through the two-way portal from Tower
Nine has a 50% chance to fall through
the gne-way portal to Tower Eleven.
Anyone lueky enough not ta fall
through takes 346 damege from the fall.
A third portal legds in, from Tower
Twelve, but there is only a 30% chance
to fall through the portal to Thwer
Eleven when entering here (146 hp
damapge from the fall otherwise). There
are siairs visible going to a “lower”

level, now full of rock and rubhle.

Tower Eleven

Location: Any ramote place.

History: Nangir (sse Tower Twelva),
realizing the potential danger of the
magical portals to his plans, placed
undead puardians in the towers with
portals leading into Thwer Twelve, This
tower ie cccupied by wraiths and
wights.

Description: This tower ia 45 tall.
All of ita windows have been bonrded
up. A rune iz etched over the entrance:

A

Level 1: The ceiling is 18 high. If it is
night, there will be eight wights on this
level (AC 6; MV 127; HD 4 +3; hp 25,
24,22 (x2), 21 (=2), 20, 18; #AT 1; Dmg
1-4; SA energy drain: 5D silver or magi-
cal weapons to hit, AL LE). ’

Level 2: The ceiling is 15 above. If it
ia day, the wights from Level 1 will be
here, (Hherwise, this level 1a empty.

Lewvel 8: The ceiling is lower here,
only 10" high. There are seven wraiths
here (A0 4; MY 127/24"  HD 5 +3; hp
30, 27, 25( % 2), 24 24, 20 AT 1; Dmy
1-6; 85A energy drain; SD silver or magi-
cal weapone to hit; AL LE). Anyone
“dropping in™ from Tower Ten autometi-
cally loges initiative. No portals lead
out of thia lower.

Tower Twelve

Location: Any remote place.

Histary: Ahout 35 years ago, an alu-
demon named Athoz was born. Aban-
doned at birth, she was raised in
seclusion by a kindly wizard and is
therefore not evil Upon coming of age
she decided, against the advice of her
guardian, to enler human society, But
humans would huve nothing to do with
her becauge of her demonic appesranca,
Ao Athoz returned to seclusion and bur-
ied hereelf in magical studies.

About five yesrs ago, Athoz discev-
ered this tower and became fascinated
by its magical portals. Bhe has sinca
been trying to revive their magic and
haz managed to get all of the portals to
wark in one direction: going vat. In the
process, ehe has amassed much informa-
tion on the network of towers,

Then, about 18 months ago, a barom
cambion named Nangir sought Athoz
out, Nangir is a cleric of Orens. He

needed Athoz for his own evil purposes,

but she knew nothing of them. She
accepled hia eompany, never having met
one of her own king before, Soon after,
she agreed to hecome his wife, even
though he was evil and she war not. No
human male would have agreed to have
ke as a consort.

Nangir and hia followers moved into
the tower and set up a temple to Orcus
there. Athoz could not do much ebout it
and continued her studies of the portals.

Four months ags, a ron was born to
Athoz and Wangir. This is what Nangir
has been waiting for. He planes to sacri-
fice his child as an offering to Creus and
to give it undead status. He has teken
the child away from Athoz and hidden it
with hia followers in the nearby village,
awaiting the proper time to perform the
gacrifice, Athoz, meanwhile, is desper-
ately using all her magical powers ta
find and fres her aon. She is hampered
in this by heing elfectively trapped in
the top floor of the tower. Nangir has
placed undead puardians on the sther
gides of the exit portals, and she has no
intention of leaving the area without
her son. If she tries to leave the tower
by more conventional means, Nangir
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will try to kill her, having no further
nee for his hride.

Description: This tower iz 65° tall.
Tha top lavel of windows appears to be
boarded up. A amall village surrounde
the tower, and many men in armoer
patrol the tower and the town, There is

_g rma pver the tower's main entrance;

v9/

Athoz, alu-demon (semi-demon): AC
5, MV 12*/12"; HD 8 +4; hp 35; #AT 1;
Drmg by =spell or weapon type; S 11, [ 186,
W12, 13,8 10, Ch 10; AL CG: long
sward +3, Zagyg’s spell component case
{6 uzes per day), ring of wizardry (dou-
bles 1st-3rd level spells), 12th-level
magic-user ability. Spells: detect magic,
magic missile { X B}, mending, proteciion
from: evel, defect invisibility, tnulaibility,
locate obifect, mirror tmoge, shatler,
strength, wek, wizand fock, dedect illu-
sior, diopel magic, firebatl, faste, gkt
niny bolt (X 32), sepic srake sigil, slow,
minor flobe of invulrerability, poly-
morpk olhar Pemouve curge, Wizard aye,
cone of cold, dismivsal, extension J1,
repiision, ensnarement.

Nangir, baron cambion (serni-demon);
AC —2; MV 15%;, F14/C14; hp 21; #AT 2,
Ding by spell or weapon type; S 19,1 13,
W 17, D 18, C 18, Ch 158, AL CE; scimi-
tar +2, wand of fhe undead (see below),
Ll4th-level clerical ability, can defect
magic and lepifaie at will. Spells: com-
mand { ¥ 4), curse, invistbility to undecd,
protection from good, sanctuary, hold
persen X 3), know alignment, ohsolre
alignment, resist fre, silence 15" radis,
withdraw, arimaie dead, cause blimd-
ness, conse peralyats, dispel magie, feas
obucure obyect, spenk with dead, abjure,
detect lie, implare, spell immunity, ande-
tecteble lie, animode dead morsters, Tams
atrike, true seelng, herm, stone lell,

Wand of the undead: This wand ra-
sembles the wand of Orcus, but it is
emaller. (The DM can substitizte the
veal wand of Creus if he wishes, pro-
vidad that the campaipn is not upset by
thig.) The weand of the undead acts a3 an
untholy symbol, but any undead pressead
into service will serve for 1-8 montha
cather than 1-8 weeka at a time.

Meon-at-armes (108} zarg-lavel; hp 3-8,
#AT 1; Dmg by weapon type, AL CE.

5 hesvy cavalry (AC 2; MV 18";
lance, broad sword, mace; plate mail
and shield).

9 medivm cavalry (AC 4; MV 187,
lance, flail, short sword; chain mail and

shield).

18 medinm cavalry (AC 5; MY 13~;
light crossbow, pick; chain mail).

12 heavy infantry (AC 4; MV §7,
battle axe, long pword; banded maily. -

12 heavy infantry {AC 4; MV O°,
pole arm, hand axe; banded mail).

17 heavy infantry (AC 4, MV 8",
heavy crosshow, short sword: banded
mail).

80 light infantry (AC T, MV 127,
speay, gluby leather armenr and shield)

These men-at-arms wera severely
depletod by Athor's attacks, but Mangir
has restrangthened their ranks,

Followers of Nangir {60 AC 10; MV
127; zero-level humans; hp 3; #AT 1;
Dimg by weapon type; AL CE. Nangir
originally had 130 followers, hut
Athozr’s attacks have diminished their
numbers conetderably.

Level 1: 227 ceiling, This is Nangir's
tempie to Orcue. There ie a forbiddence
spell on it (the password i8 in a demonic
tongue). The altar is covered with
gravayard dirt and pieces of bone. There
are usually 2.12 worshipers hete, along
with 2-20 zombles (AC & MV &"; HD 2;
hp 10 each; #AT 1; Dmg 1-8; AL N} who
guard the temple from unauthorized
intruders. If a big fight breaks out here,
Athoz will hear it from her room on the
upper level and attampt to persuade her
captive demon (see Level 4) to enter the
fight in hopes of getting Nangir at a
disadvantage.

Lovat 2;: This room is a well-atocked
armory, with food and other supplies
but no magical items. There is a closed
trapdoor in the ceiling, 15" ahove,

Lewvel 3: The windows have been
bearded up, and trapdoors in the floor
and 12'-high ceiling are shut, making
this room guite dark. In the room are
nine wraiths (AC 4; MY 12¢,/24%: HD
5+3; bp 29, 26, 25, 23 (x 2), 21, 20, 18,
17; FAT 1; Dmg 1-6; SA energy drain;
A eilver or magical waapona to hit; AL
LE). They are commanded to slay any-
one entering this room. The trapdoor in
the ceiling hag been wizard Incked by
Athoz.

Level 4: 10° ceiling. Many etchings of
pentagrame and thaumalurgic circles
are on the floor of this room. Inside one
of the pentagrams iz 8 type V demon
under an ersnerement spell (AC -7/ —5;
MV 12%: HD 7+7: hp 41; #AT 7, Dmg 2-
8 (tailWI-8 (= 6; 3 scimitax, 2 battle axe);
can charm person, levitate, read lan-
guages, detect inlisifde offects, couse
pyrotechnics, polymorph self, project

immage, yabe, BU% magic pesislance; AL
CEL Tt is perilous for Athoz to summon
s powerful 8 being, but she i3 desperate
to find her ron and escape.

The high tower room alzo containe a
gubatantial library, mostly concerned
with magical doors and the history of
the towera. Athoz herzelf will prabably
be found in this room.

Conciuding the Adventure

If the PUr manage to keep the magical
portais secret, they will have a marvel-
ous transportation network to them-
selves (after getting rid of some of the
towers' inhabitants), If word of their
find should leak out, howaver, they may
encounter gome prablema, The towars
have incaleulable military value to
kings and conquerors. Because supplies
can be brought through tha portals,
these towers are virtually immune to
giege.

If Athozr aurvives, she will continue to
investigate tha portals, At the DM
option, she may eventually get them all
functioning again Athoz could be a
valuahle ally for the PCz, but her reac-
tion to them will depend on haw they
handle her situation,

Athoz'a child could be used as the
foeal point of new adventures, Perhaps
he iz destined to fulfill some prophesy,
and powerful forees ace allied to prevent
thig oceurrence, The DM can decide
whether the PCs should try to prevent
or encourage the fulfillment of tha
prophesy. If Nangir survives, he will
certainly be interested in any adven-
tures that involyve his son. LY,

Need a Guide?

Before you send your modules to
us, gat a copy of our writers’
guidelines and make sure you'rg
on the right track. Just send a
self-addressed, stamped envelops
to: Module Writars' Guidelines,
DUNGEON™ Adventures, FO. Box
110, Lake Geneva Wl 53147, Get
the best guide yvou can have befors
you start your journey as a module
designer.

DUMNGEDN is g trademark ! TSHA. Ing,
#1988 TSA, Inc. All Righte Aeserved,

A2 lesue No. 10






'THRESHOLD OF EVIL

and ta this situation. The Tharakilians
have little money or magic to offer their
would-be saviors. Instead, they offer
large tracts of unclaimed land along the
volley’s edge. i it weren't for the mon-
sters {a few of which remain), this rich
and fartile Jland would ba quite valu-
abla. The villagers alan offer successfnl
adventyrera frae hospitality and sanctu-
ary in Tharakil for the rest of their
lives, and will remember the adventur
ers as heroes for as long a8 the villupe
stunils, These people bave always been
true to their word.

In the opinion of the villagers, there is
only one being who could be respansible
for their current predicament: the Arch-
Mage Azurax Silverhawk, said to dwell
on top of Mount Thalaek, called the
Cradle of Gods. Azarax is supposedly
tmmortal, though he has not been sean
for at least 200 vaarg. Although he was
not previpusly known to e a particu-
larly venomons wizard (tales told about
him to frighten children are more noto-
rioe than his acteal deeds), wha elee
hae the power to couse the disasters
that have plagued Tharakil?

The PCs must verify this suspicion,
then lecate and confront Azurax in his
citade] if he is to blame. It will not be
an easy task. But then, i= any worthy
adventure ever casy?

Sources of Inlormation

As spella such aB corprttane OF combont
other plane reveal, Azurax Silverhawk
is indeed responsible for the misfor-
tunes of Tharakil. If the PCs assume
that Azurax i3 puilty without using
these spells or any uttempt at verifica-
tion, those POy of pood alignment
should be peralized for attacking or
disturbing Azurax. Howaver, divination
gpells revesnl his connection to the dis-
turbances only in an unspecified way,
his exact actions are unknowable by
magical means,

If a legend lore spell or ability is used
to determioe the histovy of Mounl Tha-
lpak, a littla rora will ba learned.
Mount Thalask, cnly 10 miles from the
village, ia the tallest peak in the moun-
tain chain called the Sleeper’s Teeth. It
war once believed that a huge fire de-
mon slumbered beneath it, awaiting a
sacrifice that would bring it to life; few
villagers now recall this slory, Legend
Iora reveals that the mountain is rn-
mared by some aages to now have con-
nectiony with the planes of elemental

Firg and Earth, and the A=tral plane as
well. The spell finally directs the caster
tw seek out the scholar Hheltus in
Tharakil.

For some regaon, magical information
on Azurax after his arvival at the moun.
tain iz not availabie. Divination spells
of any zort reveal nothing else about
him or his home atop Mount Thalask. IT
a limifed wish i3 used to divine mare
information, the caster learns that
powerful apell bartisrs are blocking out
sevying of Arurax’s activities. If a wizsh
or giter reality spell s used, the caster
discovers that numerous wishes have
been used to bleck oot such information,
and that such wishes (10 or more!) were
cant by Azarax himself, A sense of
warning is also communicated to the
caster, with an unzpoken implication
that further investigation would have
the graveat ponsequences.

Nene of the people in Tharakil have
any real knowledge of Azurax’s history
or ahilities, except for Hheltus, a vener-
ahle half-elf who served ag the village
scholar Hheltus claims to ave actnally
et the great wizard in his youth and
has an aneient document, written hy a
human sage two centuries past, describ-
ing the coming of Azarax,

Rheltus the seholar; AC 8, MV 127,
MU 1; hp 3; #AT nif (unarmed); 8 9, 1
186, W 14, D 15, C 10, Ck 1:%; AL Ni3;
spell: recd megie,

According to the scholar, Arurax ar
rived 1o the ares over 200 years ago
with a proup of adventurers who jour-
neyed into the Sleeper’s Theth to destroy
a marauding band of mountain gianta,
Azurax 13 described in Hheltus's dueu-
ment a5 & brooding, greedy mage ob-
sezaed with immortality. From his briaf
mecting with the mage, Hheltus agrecs
with thiz deseription, adding, “He
frightened me more than dragons.”’

The document goes on to say the fol-
lowing about Amprax: ““His eyes
glearned as he aratched the sun reflect
upen Thalask™ rugged peak, and he
gaid to his company, ‘This is the place
called the Cradle of {Zods, It ir suitable,
hgth in name and purpose. I shall make
it my cradle, wherein I shall prow in
power. ] am a babe in comparison to
that which I shall be when I descend
from that mountaintop. ™

Hheltuy says that Azurax wsed his
spella to create & citadel in the heart of
Mount Thelask, whera ho probahly
axiats to this very day, having extended
his life threuph arcane rituals, Hheltue

doubis that Amurax has become a lich or
a shade, becauee that would blunt his
power and potential for prowth, Hheltus
statea that Azurax waos definitely of
Arch-Mage loval, as he slew one giant
with a meteor swarm.,

Though Arurax himself has not heen
aeen for two centuries, his legend has
grown with time. It 15 said by villagers
that when hie experiments fail, he poes
into & blind rage and devastates the
surrontding countryeide, One such rage
15 rapoeled to have destroved a village
geveral miles from Tharakil, about 150
vears ago. In truth, there have been
periodic epiaodes of localized destruction
and blight without apparent cause, all
of which take place near Mount Tha-
lask. The recant upsurge in matign
events is of great intensity, and locals
fear it is leading up to something — but
they don’t know what.

For the Dungacon Master

Actually, there i6 no fire demon inside
Maount Thalazsk. The mountain’s ¥ol-
canic activity ceasad long before the
first man laid cyea upon its spire. One
of the neighboring nnuntains is a dor- |
mant voleana, but becanse Mount Tha-
lash 15 the tallest peak in the ¢hain, it
has spawned legends which are guite
untrue, a8 & commaone oF confect other
plare spell can confirm. The dormant
woleano plays no part in this adventure.

Aznrax’s work remaing a mystery to
Hheltus, but the local disasters have
heen part of recent experiments by the
mage to extend his life-span. The ma-
gicks have now bean completed, trans
ferring part of the life-foree of the
region to & magieal item that will ex-
tend the wizard’s life. The land will
raturn to normal in a few years, but the
aftereffects of Azurgx’s tampering on
the local human and humaneid popula-
tione will be felt in the region for much
longer.

Azurax hae lived this long bacause of
& unigue magieal item: 8 porirait of
fongevity. From time to time, the por-
frait must be retouched with magical
pigments, or the painting will crumble
and Azurax will die at last. These pig-
ments have very sinister componeants,
a6 atteated to by the disasters that have
afflicted the surrounding lands. (Azurax
has racently composed a new bateh of
pigmenta of longevify with which to
retouch his perfrail, but has not yet
done the retoaching). Unknown to moet
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villagers, some of the hurianoids who
lived closcr to Monnt Tharakil were
being life dreined by Azurax’s magic,
their essence was fed inte the pigmenta
for their power. Mool giants end human-
oids who auwrvived Mad afterward. In
truth, whether the PCa do anything
about this situation or not, the disasters
heve coased — for the next few yvears,
ALY WAaY.

Azurax does not think of himsalf as
evil, but he believes the end justifies the
means, and will do anything to prolony
his life, The portraif i aleo slowly turn-
ing him toward evil. Hia prolonged life
has allowed him te cast an inordinate
rurnber of wish apells — a circumstance
which might oecur to some PCs if they
consider evidenea gathered by their own
divingtion and wish-related =pelle.
Without the intervention of the PCs, it
is possible that Azurax will become
trely evil and gain full immortalivy —
and perhape godhood as well,

The Journey fo Azurax

Though Mount Thalask is not far from
the village, confronting Azurax
Hilvarhawk in his lair presents some
problomus. The citadel of Azurax has
been sealed off by the wae of wish spells
from all attempta at divinotion, olair
voyance, and clairondience Powers or
peionic diseiplines with similar effects
cannnt divine details of the complex,
Wishes also seal off the catadel From the
use of moet information-gatharing
epelly, and from entry through the Ethe-
real plane and the plane of Shadow,
thus, a shadow watk spell cannot be
used ta gain entry. There iz a portal to
the Astral plane within the complex,
but unless the exact lecation of this
portal iz known, there is only a 6%
chance that it can be fonnd astreally,
Entry to other parts of the complex via
the Astral plane iz imposaible. The DM
may feel free to improviee if necessary;
Azuraz hae blocked all the "easy’ ways
imto his home.

The overland reute te the citadel is
the moat chvious. However, within five
miles of Mount Thalask, a 50-MPH
wind whips through the mountains,
preventing any approach to the moun-
tain above the 6000 laval by acrial
ereatures (including fTving magic-users).
This gale is, of course, magical and
rainforgad with wishes. The mountain
ruet be scalad. Unless the PCs have
protection from the bitter cold and have

the ability to elimb mountaing {throogh
magic or akilly, the aseent will be ex-
tromely perilous. (Mountaineering rules
are provided later in the adventure.)
Certain spells can cirsutmvent the neces-
aity of & clivnb., Limeted wish, olter regl
ity or wish spells can he very useful, a
creamt apell, however, will not suffica.

One villager might guide the charac.
ters to the top of the mountain and help
them fight Amirax. He ie Kauth Red-
helm, an outcast barbarian from g far-
away tribe (he won't gay which one). He
was 8 major factor in the community's
survival during the recent orc attacks.
Kauth ig arvogant and greedy, buat o
dependable ally once hig friendship is
won. Btanding 6'8" tall, with massive
muetles, blond hair and blue ayes,
Kauth wears a helm made from the
skl of a pmall red dragon he slew
whila defanding the village, and he
claims to be unbeatable in the art of
wrestling by anyone save the gods.
Kauth will accompany the party if one
of ite fighters defeats him in a wrestling
match, or if at least 1,000 gp of goid and
Jewels are uaed to buy his help. He is
congidered to ba a fighter of 9th level for
tha purposs of determining his wres-
tling ability.

Eauth Redhelm: AC 2; MV 15", B6;
hp B2; FAT 3/2; Dimg by weapon type; S
18/97, 113, W11, 0017, C 16, Ch 18, Co
18: AL N: lagther armor, shield, two
javaling, broad sword; proficiencies:
emdurance, foraging, mountaineering,
Fope W,

The PCs require 3-6 days of teaining
in the basics of mountain climbing
before they set off tv find Azarax's rita-
del. If they refuse Lhis training, tha
barbarian will still accompany them but
will not heaitate te cut the rope to save
himself if any PC does something stupid
while on the mountain.

'The Wilderness

The forestad wilderness between the
village and the mountain is not the
tnost pleasant of habilats, daspite the
fact that the weird conditiona brought
ahout by Azurax have caused human-
cidz to flee the area in droves. There ie
only one major encampment of hurman-
oids in the wildernees: the vgre camp
indicated on the map of Mount Thalagk.
A few gilants, disturbed by lncal
events, left their homes in the Bleeper's
Teeth and joined a tribe of opres and
their orc glaves. The band encountered

a4 white dragen, subdued it, and bound
its wings, forcing it to wear a harness
and carry their belongings. The grong 1a
now under the command of & mounlain
glant, to the resentroent of a halfogre
named Lord Urgz, The monsters’ etatis-
tics follow. When personal characteris-
tice scores for NPCs are oot piven,
assume thermn to be equal to 10,

Mountain giant: AC 4 MY 127, HD
12; hp 79; #AT 1, Dmg 440 (¢lub); SA
hurt rocks for 2- IE hp; AL CN. This
piant, named Zhrodar IV, commands the
glanta’ group,

Frost giants {2): AC 4: MV 12"; HD
10+1d4; hp 65, 58; #AT 1; Dmg 4-24
(eluh), SA hurl rocks for 2-20 hp; SD
immune te cold; AL CE. The giants'
names are Yorn and Fardo,

White dragon, average size, very old:
AC 3, MV 12m480%: HD 6: hp 42; #AT 3,
Dmg 14/1-4/3-16; SASSD sea Monsier
Muonuel, pages 29-31 and 34; AL CE,
This dragon can speak Common and the
white dragon tongne, but cannat cast
spalla. He will do anything to escape,
and has formed a secret alliance with
the half-opre Lotd Urge. The dragon
even aids humans if they can help him
eacape, although he is likaly to hetray
them if they show weakness. This
dragon, named Windblast, hauls a cart
with three chesta, vach with 4,000 gp.

Ogre chieftain: AC 4; MV 8"; hp 37;
#AT 1; Dy by waapon type: 3A attecks
as T-HD monster, 1800 strength; AL
CE; metal and leather armor (AC 4,
two-handed sword. The ngre chieftain’a
names is Gopmal,

Ogre lieutenants (2);: AC 3; MY 9%,
hp 33, 32; #AT 1; Dmpg by weapon type;
EA attack as 7-HD monater, 18/49)
strength; AL CE, melal and leather
armor {AC 4), shield, hastard sword.

Ogrea (20): AC 6; MV 9 ; HD 4+1; hp
2TIX2), 24 (%4) 210X6), 12 (> 4], 18
(=2, 18(*2); #AT 1; Dmg 1-1; AL CE;
metal and leather armor (AC B), clubs.

Ores (60) ACG, MV 9" ; HD |; hp &
(xh), TOxE), 6 (=10}, 50 156), 4 (=10,
J{®10), 2{ =5k #AT 1; Dmyg by weapon
type; AL LE: ring mail, shiald, seimitar.
These ores fear the ogres and giants,
but hate them with a passion.

Teo trolls {5: AC 3: MV 8"; HD 2; hp
14, 10, 9 (% 2), 4; #FAT 2; Dmg 1-3/1-5;
SD regeneration, impervious to cold, +1
or better weapon to hit; AL CE.

Lord Urgz, halfogre: AC —1; MV
12"; F8; hp 78; # AT 3/2; Dmg by weapon
type: 5 1800, 112, D 12 (14 with ring),
! 168: AL N; fur clotheg, large shield,
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MOUNTAIN TOP

=1 phase door

‘1 sguare = §

nsing magical pratection from eold, or
having the endurance or survival {eold)
proficiencies. This part of the trip taken
1B houars for climbers with normal en-
cumbrance, and 54 homrs for those with
heavy encumbrance, who notica thay
they are alwags out of breath.

Between 11,000' and the summit, the
climb is hazard clasa T, and the eold
inflict= 6 hp damage per hour to those
unprotected. This climb takes 12 hotirs,
and can only be managed by those with
little or normal encumbrance. Heavy
cold-weather clothing is & requirement
unlass magical protaction ia available:
those with the survival (eold) prefi-
ciency alone still take 3 hp damaga per
hour.

Climbers must worry about rockfalls
and avalanches. There is a 2% chance
per three hours of climbing for a rock-
fall to occur below the 80007 laval, and
& 3% chance each per three hours, +1%
per elimber, for a rockfall ar avalanche
to oceur above this point. Becanse the
mountain slopes are often sheer cliff
walls, PCe caught by a rockfsll or ava-
lanche anywhere vn the mountain all
take damage and must seve on Thble T
apainst hazard class D te avoid falling.

" Damage from a rockfall iz 540 hp dam-

age: dumage from an svalanche (which
is only found above 9,000', whers snow
is plentiful) is 2-12 hp. Any character
who falle in the path of a rockslide ar
avalanche i tiried where he falls un-
lazs he can save v8, deotevity on 1420,
Buried PCa can only escape if they
make a bend bars strength roll; ather.
wibe, they rmust awalt rescue,

There are ¢aves along the side of
Mount Thalask up te the 6,000 level,
but they have been long deserted. Thay
were onee inhabited br ereatures of
different races; the most. common re-
minitg ave those of 8 long-dead frogle-
dite clan. Frost giant, ogre, and orc
romnaing are found in sme of the caves,
though with littls treasure. If the DM
wishes to make things interesting, the
PCs may encounter a hbungrey cave bear
in one {nr more) of thesa caves, Cther-
wize, there are no encounters while the
P{s scale the peak, mountainesring is
dangerous anough. Caves may be
sighted I0-104)" away cn 2 1d6 roll of 1
every three hours rport climbing.

The Tower of Azurax

Note: Mozt of Amirax’s sarvants within
thiz complex are creations of the spell
simulacrum, and hence radiate magie
naturally. All simulacra have a neutral
ulignment and appear quite aliva upon
firat glance, but may seem =tiff in move-
mente and repetitive in speech with
mrolonged ehservation. A simulacrum is
cool to the touch — a dead giveaway as
to 1ts nature, If glain, a simulacrom
immediately beging to dinsalve into
slushy ice wrapped in the elothes it
wore while “alive!" The apells detect
magie, true sveing, and frue sight all
reveal the real naluere of 8 simulacrum.
Pspel mogic only destroys a simuala-
crumn herve i guceessful against 21st-
level magic; a field that negates all
mapical effecta (puch ag ondi-mayic
shelf) destroys thet at omes.

On the flat summit of the mountain
stands a tower of black granite, heavily
wrrn by winds, It ia 80' tall and 20
aerods, There 1s only one entrance, a
gikull-shaped aperture in the tower's
gouth wall. Above this doorway, weath-
ered rumns proclaim (to anyone using &
comprehend lanyuages spell); “The
Arch-Mage Arurax does not dwell here!
This iz a trap to ensnave those stupid
encagh to attack him'' A find fraps
spell reveale no trap in the ares. The
suwrumt 13 a rough circle 45 in diame-
Ler, with howling winds and rough snow
covering it. PCs who walk within 5" of
the adpe may fall 50-500° unless they
each save v dexterity on 1420 ot —4,
once per round.

Anyone who enters the tower, aither
by the front antrance or by magical
means such a8 a passall apell, finds
himeelf in a totally dark building, The
bare, cirenlar room has no eeiling but
the top of the tower 30 above, There are
no ahjects within the tower, and only
one inhabitant; Azurax-d,

Arurax-4, simmlacrum: AC &; MV
127 MU4; hp 18; #AT 1; Dmg by spells
or weapan type; pereonal characteristics
a8 per Azurax (see end of module); AL
M. This cresture is Azurax’s least pow-
erful (hence, most expendable) sinmta-
erunt, It hae memorized maegic missile,
shield, sleep, mirror imope, and stinking
cfoud, and Azurax has cast a storeskin
gpell upon it. The simulacrum is stand-
ing in the center of the darkened tower,
or & dquare piece of wood that locks like
& trapdoor but 1so't. Azerax-4 has been
ingtructed to initially cast only defen-
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LEVEL ONE

up to phase door

up to phase door

up to concealed door

"1 square = 10

False Florimel, simulacrum: AC 10;
MV 127; zero level, hp 1 #AT O AL N.
The sinmulacrum locke the characters up
and down with a calm stara, then firmly
states, “You were not invited here,
Have you come to kill Azurax? " (Most of
her comments are preprogrammad.)

If the PCr answer in the affirmativa,
ghe sighs heavily and replies, I must
say that’s very foolish of you, although
I’ just a humble servant and stay
clear of such affuirs, Lord Silverhawk is
on very good terme with . .. well, 1
could never pronounce the names of
slaadi masters, Azurax knows you're
here, and T expect him to be making his
move against you at any moment,
Would you care for sowme wine?”’

If the PCg lie and say they are not out
to pet Azurax, she shrugs her shoulders
and replies, ""Whatever you say. I isn'’t
up to me to judge you,” and offers no
further information. 3he is incapables of
relaying any more information than she
would give to an affirmative angwer,
that iz aE much &= she knows about
Asurax and the rest of the complex,
although the original Florimel knows
more {pes room 26), The false Florimel
i8 always kind, pleasant, and beantiful,

down to Leval Two

" but she only cbeye Azurax.

There are three paintings (worth 500
Zp each) in gold frames {(worth 1,000 gp
each) in addition to Azurax’s portradt.
The oak chairs are worth 50 gp each,
the table is worth 75 gp, and the sofa 18
warth 150 gp. The fireplace is magical,
it. burns without smoke and eonsumes
ng wopd. Tt is worth up to 5,000 gp il it
can be removed and carried off. The
wine bottles are of naarly pricaless
vintage. Collectors will pay up to 5,000
£p per bottle, although this is likely
only in the largest of ¢ities, where mul-
tiple bidders can raize the price.

Thiz portrait of Aznrax, and many
other similar portreits scattered about
the complex, are meant to distract at-
tention from the portredt of tongevity
{see room 33). These leszer portraits,
each painted by a master, are worth up
to 8,000 gp each, and each platinum
frame is worth up to 12,000 gp {(see note
above regarding the sale of collectables).
The paintings are magical, howewver. If
any part of a frame or painting is
touched, the person disturbing it wakes
21 bp electrical damage (zave va, spells
for half damage). If a painting is vandal-
ized (a.g., slazshed or burned), the vandal

gt save ve, death megic or die. Even
if the gave is made, he takes 10d6 hp
electrical damage and is eonftsed for
2.8 turns,

A secret door in the east wall leads to
a spiral staircase’ If the secret door ia
disturbed in any way, & meagic mosth
gays, ‘‘Welcome to tha home of Axurax.
Uninvited guests will ba fod to the
dragone. We hope you enjoy vour gtay”

2, Stairway (0, B ceiling}. This long,
stone stairease is punarded by Fell-4, a
girmuilacrum of Azurax™ warrior associ-
ate, Fall-2 attacks any crestures who
try o dessend the spiral stuircase with-
oot Aeurax’s permidsion. As a simula.
crum, he cannot deviate from this
purpnze. The stairway ascends 50' be-
fore it abruptly enda at a blank ceiling,
one of Azurax’s pigse door entrances. in
the cther direction, the stona staira
descend 104, Aside from Fell-3, there
are no other puards or traps on the
staircase.

Fell-3, simulacrum: AC —2: MY 6";
F4; hp 40; #AT 1, Dmyg by weapon type;
personal characteristics ag per Lord
Fell, room 28; AL N} He has received a
sduneskin apell, wields a [ong sword +1,
and carries ared shield +1 with 3 de-
vica of thres black atrvows puinting in
different directions, He is 6'6% tall and
woears black plate mail.

Level Twao

3. Fover (T, 15' coilingh. At the bot-
tom of the steirs is an opening to the
second level of the complex, tha guest
level. In the foyer, an exquisitely
painted china vase holds & bouguet of
exatic blue roeee. There are alzg two
more paintings Fimilar to the one found
on the firet level, and another portrait
of Azsurax.

The vase 13 magical; its dweomer
Lkeeps flowers fresh for 20 times their
normal life-span. Considering both its
magical and its artistic value, the vase
could be sold fur 1,000 gp. The roses are
a rare variety, but they are not magical,
The paintings and the porleait are iden-
tiral in valoe and magie to those found
in room 1.

4. GGuest Room (), 15’ ceiling). It i=
obvious that this is & sleeping room for
Azurax’s (invited) guests. This room has
not been oecupied for some time. It is
dusty and not well kept, and the lamps
are unlit. There iz an enormons =oft bed
with & maple, hand-carved frame and
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gonrealm portal (room 14} and the
glaadi flee to the Limbo portal (room
12). Refer to each room description for
the effecta of that plane a3 well as any
intervention that Azuraz may receive
ghould his allies on thoze planes be
eontacted.

The octagonal platform radiates a
faint magic. This is the only location in
the complex that can be memorized for
teleport or teleport without error apella.
All tefeportation must ha done to this
apot or the apell fails, Thie is the plat-
form'a sole magical property. If the
party later returns to the complex using
teleportation, and if Azurax still rules
the complex, the PCs find this room
guarded by three gresn slaadi.

Note: Roome 12-168 are cctagonal, 20°
on & side with 15° ceilings. They are
completely bare of furnituzre {exeept as
noted! and are (lluminated only by light
coming through the portals opposite the
doors,

'12, Limbo Portal

The double doors leading into this
rootn have been left wide open, This
octagonal chamber contains a huge
stone archwey, above which is in-
scribed a curious design of eight
overlapping cirelea. The arch is 8
aerose and 12' tall. Through the arch,
¥ou can see nothing but wildly whirl-
ing miets, but the sound of a berserk
storm comes through loudly.

Thisg is the portal to the cuter plane of
Limbio. Any object {sach a= a palel put
into the maeletrom is immediately
sucked in {regardless of the character’s
strength}, and the PC must roll his
dexterity or less on 1d20 to let go in
timne or be sucked into Limho as well.

Immed:zately beyond the portal are
Zgotar, a slaadi Death Master, and his
bodyguard of four grey alaadi, who
await word on whether Azurax requires
their aid. They attack any unauthorized
entrenta into Limbo, although if the
PCs get down on their knees and beg for
merey, thera is a 70% chanee that they
are anelaved instead of killed. If any

alaadi fram the complex escape to tell
Zgotar of the party’s intrusion, there is
an B0% chance that he and his hody-
guards will enter Azurax's complex to
give aid. Zgotar 1s the moat slrong-
willed of the four known Death Slasdi
and rulea his realm with the greatest
efficiency. Zgotar'a goat is to become
annther great master slaad like Ygorl
and Saendam, and Azurax has proven
himself to be an invaluable ally.

Zpotar, death slaad: AC —4, MV 12°;
HI 16+7; hp 101; #AT 3 or 2; Dmg
2.20/3-18/3-1% or by two aword attocks
nsing swords of dancing, S4 bite drains
1-3 experience levels; 8D 42 or better
weapon to hit, T5% magic resistance;
other powers: gate (90% chanee} other
elaadi, derknress (15 radius), cloudkill,
Jeur, advanced illuwion, flame sirike,
weaknees, aymbal (any), poiver word
stun, unholy word, fireball (246}, phor-
toernal killer, invisibility, ESE astral
projection, defect inviaibalily, detect
magic, wind walk, locate object, shape
change (3laad'man); AL CN.

Grey glaadi (4) hp 88, 57, 53, 49: aee
room 11 for full stati=stics. Each of these
grey slandi carries a long sweord +4.

If Zgotar chooses to sttack, he sends a
phantasmaol hiller againgt the fivat char
acter through the portal. Two grey
Alaadi use symhofs of pain and fear {ene
each) on those whe follow, and the other
slaadi use lighining balls. Then Zgotar
closes in with his sword of danrcing,
relaasing it In & meles round when il is
+1, and attacks with bite and claws.

Cuteide of Limbo and this portal
chamber, the magical bonuees on the
slaadi’s wespons are reduced by two
factors (a swrord +4 becomes a sword
+2, ete.). Within Limbo, all weapons,
armor, and other protective devices from
the Prime Material plane are reduced
by two factors. If any weapon's magic ig
reduced to zere, all special properties
are lost (e.z., a sword +2, nine lives
gtenler becomes nonmapical and i in-
capable of draining life levels in Limbo).
Zpotar's sward of dencing ia immune to
this effect.

Creatures from Limbo may be sum-
moned in the portal chamber, This por-
tal im two-way, although the target must
be fully in Limbe before he can return
te the Prime Material plane,

13, Pandemonium Portal. The doors
to this chamber are wizard locked (21t
lewal). The portal opposite the dooe
appears to be a wildly awirling collage
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that level or lower must get down on
their knees and bow to the portal.

If anyone gets within 20° of the portal,
a voice cries out:

*“At last, those whose coming wae fore-
told have arived! Touch me, and I ghall
he purged, my colors freed, and your
desires will be granted.”

In truth, this is a magic mouthk, set
hare to lure the foolish into a trap. The
portal is really a conduit to the Nega-
tive Material plane, magked hy a wish
illurign. Those whe touch the porial
must save vi. death magic or be drained
of all their life levels (forever dead,
except if raised by the power of a wish).
If the save is made, or if the victim iz
wisked back ta life, he atill loses 24 life
levels, The portal radiates a very strong
evil. If the word “ewil” is mentioned
within 20" of the portal, ancther magic
mouth is triggered. It says:

“Any evil found on me is a lie, cast by
the svil wizard who binds me. Free me
and I will aid in his destruetion.”

If the name “Azurax™ is spoken
within 20’ of the portal, a third magic
mouth spaaks:

" Azurax! That vile slaadspawn must be
stopped! Please release me! [ know him
well, and I can help you. Thuch me,
pleasze!”

Two rounds after all three magic
moudhs have spoken, a fourth magic
maouth spealks:

“I grow faint. He uses a wish Ly stap roo, . .. Mot
again] My Lime iz ghort, Helease me now, or clee ., .
oblivien, . . .°

If the portal is touched, a final magic
mouth 15 triggered:

“Graedy thief! How does it feel to be
buwrned? You seught my treasure, but
you find annihilation! Ha ha ha ha ha

ha hal”

Creatures immune to the effecta of the
Wegative Malerial plane are unaffected
hy the life-draining. Creatures from the
Negative Material plane ¢cannot be
summoned hete, nor can aoyone fully
anter that plane fram this point.

18. Mirror Chamber (0, 15’ ceiling).
This door is marked by magical vunes
warning: “Demonic Evil Imprisoned —
Do Not Enter!’” — yet the deor is not
locked.

Unlike the interiors of the ather por-

* tal rooms, this chamber is ornately

decorated. The floor is carpeted by a
large red rug, a table with eight burn-
ing gold randies eits in the center of the
room, and a larpe portrait of Aznrax
hangs on the aide wall, Al the far sida of
the room is & large mirror in & huge (8
tall by 15 wide) stone frame. The frame
is decorated with the carved images of
gargayles, dragons, and other monsters,

The mirror doea not reflect tha inhah.
itantz of contente of this room; ingtead,
it shows only swirling miats. It is a
mirrgr of menital prowess. Azurax used
it to spv on the PCs when they were in
the teleportation room. The mirror
cannot acry Azuaray, the room he iz in,
or any part of Loval Five.

As goon a8 the PCs enter this room,
they see someone who looks like Azuray
an he jumpe into the mirror and runs
into the miat. This is actually the simm-
lacrum Arurax-3.

Arurax-3, simulacrum: AC as per
apelle; MV 12%; 7. hp 32; FAT 1,
Dmg by spell or weapon type; personal
charaeteristics as per Arurax (zes end of
maodule); AL N. He bus the following
gpells already cast on his person, using
spell scrolls: stoneskin, armern shinld
pulvinorgh self, fevitale. He han memo-
rized Lhe following apells: enforge,
magic missile (% 2), mirror imoge, ray of
enfeeblement, web, dispel magic, stome.
Like other Arurax simulacra, he has
the same powers for high intzligenca
and wisdom, but nat his permanency
powers,

The real Azurax is also in thi= rogm,
hiding behind the mirror (a thin coating
of lead on the mirrer'a back shields it
from X-rays). If the party enters the
mirror, Azurax comes aroand to the
front end alters the scene in the mirrep
to trap the characters in Limbg, the
plane depicted an the mirror's surface,
If the perty doesn't fall for this trick,
Azurax passes through the phase deor
in thiz room and scurries down the
gtairway to the next level,

The partrait is similar to the painting
in room 1; it does the same damage to
anyone who defaces it. The candles are
of a beautiful substance like golden wax
{value 10 gp per candlel The black
maple table is amall but well crafted,
and has a 40-gp rezale value,

The mirror 2nd its frame waigh 800
1bs, The frame is part of the dweomer; if
the mirror is removed from the frame, it
loses ite magic and becomes u normal
nmirroyr,

20. Secret Passage {0, 10" ceiling in
passage, 8 ceiling on stairs), Behind the
mirror is a secret passage that leads to
a stairway. There is alsa a phase door
that connects room 19 o the stairway
for the benefit of Azurax, Thase dim
stairs descend 150’ in eight flights. At
the bottom of each flight, a button
raises and lowers a portcullie on the
landing above. If Azurax escaped from
the mirror chamber (Toom 19), all eight
porteulli are down but not wizard
{ocked, Otherwise, the stairwey and the
passage are unguarded.

Level Four

21. Gymnagium (T, 15" ceiling). This
welllit place appeara ta be a gymna-
gium. The center of the wonden floor ia
covered by a 158" ® 16" wrestling mat.
Baside the mat is a slightly elevated
wooden platform, alas 16" ¥ 15", And
ranged about tha room are nine ar-
mored figures, swords drawn and ready
to attack,

This i the place where Lord Fell
trains. The platform is a tilt floor; it is
balanced on a central fulcrum and tilts
when it is walked upon, responding tn
every movemeni. Anyone who fights on
it does 80 at —4 to hit and musi roll his
dexterity or less on 1d20 or stumble and
fall. The armored figures, eetuslly ani-
mated suita of armor, do not have to roll
against dexterity; they are programmed
to fight without penalties.

The animated armeor was created by
Armrax, nsing several deceased enemy
fighters, Lord Fell animated the suits as
soon as he heard that the complex hed
been invaded. Normally, they are ani-
mated when any living being holding a
drawn weapon comes within 5'. This
makes them not only gond puards, hut
also excellent practice partners for Fall,
whom they have been programmed to
recognize. Thus, the armor will give
Fell a challenging — but nonlethal —
bout of awordplay. The armor has no
restrictions about killing anyone else,

Each suit is deactivated for 24 hours
whun it austaing five timea ita hit pointa
in demege, and is destroved when it ia
damaged for 10 {imes ita hit points. The
guits are each 6" tall, weigh 400 Iba.,
and have preat strength. They receive
their strength bonuses "to hit)” and can
eee invigible ohjects, The suits are im-
mune to fire, lightning, magic missiles,
and illusisn/phantasm spells. A thiefs
attuck from behind does anly normal
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eng cloud, vocalize, web, zephyr dizpel
magic, fireball, guat of wind, haste, hold
persun, tlem, lghining bolf, moterial,
secret page, slow, waler breathing, wind
weedl,

Book Three — Fourth- and fifth-level
magic-user spalls: confusion, dig dimen-
sionr door; fire shield, fumble, ice storm,
minor globe of invuinerability, poly-
marph self, Rary's munemonic enhaneer,
stoneskin, cloudkill, cone of cold, hoid
monster, passwall, transmute rock to
mua, wall of tromn.,

24, Kitchen (C, 15' ¢eiling}. This door
swings open guite easily. Even befors
looking within, the aroma of something
delicious announces that this is a
kitchen (gimilar to room 2, There are
12 pars of cooking and two cauldrons of
eookihg here, The larder is well stocked
with geese, ducks, and pheasants in o
cnol cabinet, vegetablea end fruit in the
cupboards, and & spice rack identical to
the one in roorn 3. The kitchen is cur
rently unoceapied, although a thick
potato and beef goup iz simmering in
oie of the couldrons of cooking,

The cold cabinet is magical; it pre-
gerves meat five times longer then
normal and would be worth about 500
gp on the open mariket. Behind the
zabinet is a seeret room containing
special (nonmagicel) supplies: a smeli
barrel of nil, some rope, bundles of old
cloth, blocks of wax, several long potes,
and other useful tems,

2%, Dining Room (15" eeiling), Upon
opening the room's unlocked door, it
becomes clagr that this ie the complex's
main dining room. Platinum tablewsar,
the finest china etehed with pold runes,
and fine damask tableclotha grace three
dining tables, In the corner of tha room

is a large harp but no stool.

The room's lighting is unusual, Six
lamps float close to a reflective glass
ceiling. They danee in a eirele if the com-
mand “dance” is given, causing ahafls of
starlight to shoot about the room. At the
south end of the roonv iz a 20 x 20" glass
Mooy suitable for dancing npon. The room
is currently uninhahited.

Tha floating lamps are magical; as a
sct thay are worth 300 gp. If the sel is
separated, the individual lamps lose
their mapical properties but continue to
function as normal oil lamgps, The plati-
mam vtensils pre worth 3,000 cpas &
set, and the china has a value of 750 gp-
The hurp (worth 3,000 gp) is also magi-
cal, play ing tunes on request. It has
been programmed to play 21 tunes; the
DM may choose those that are appropri-
ate to his campaign setting.

26. Lord Fell's Chamber (M, 15
ceiling). The door to this room 18 wizard
locked (216t level). The chamber is obvi-
ously a bedraom; it contains two gquite
different beds. One is a simple eot, more
funetional than elegant. The second is
prandiose and feminine, with gold silk
bedsheets and a large canopy frame
that supports gossamer hanginga. The
entire room iz alagantiy carpeted, and a
large mirror in an cak frame hangs on
the wall.

There are twe wardrobes in the room.
One conlaing a man's red pantaloons
and tanics decorated with a catseve
symbol, gold capes, black cloaks, and
furs for traveling in winter, as well as
five finely crafted pairs of boots and
geveral pairs of shoes. Tha ether ward-
roke halds a variety of dreszses, gowns,
shoes, and feminine clothing for all
BEASOTIE.

There are alzo paintings (aimilar to

the ones in room 1, but ne portraits),
table with two (nonmagical) 17tall etys-
tal troll figurines (worth 1,000 gp each),
and a jewelry bax containing a variety
of ringe, earrings, and bracelets (worth
a total of 30,000 gpl. A sweet, flowery
sme]] pormeates the room, coming from
seven white rozes set in g china vase ob
a ledpe below the mirror.

These roses belong to the real Flori-
nel, Lord Fell's consorl (of 2 eort), who
is hiding under her bod. Florimel iz &
human nstive of the land of Frerie, an
altarnate Prime Material plane raled by
the gray elven queen Gloriana. Florime)
was acclaimed the meat beautiful and
chaste woman in the realm. During his
many travel3, Feil learned of her beauty
and kidnapped her.

Fell fell — in love, that is — and has
given Lady Florimel many gifts to earn
her love. Nothing has quits worked, but
Fell kas a noble if rough spirit, and
Florimel] has been kind to him. They
have worked nut a hiving arrangement
ihat leaves her virtue intact. She al-
lowed Azarax Lo mahe a stmulacrom of
harzelf to gatisfy Fell, though the war-
rior wenld much prafer to have the
nriginal Florimel.

Florimel will ke frighlened by un-
known adventurers and will ask te be
left alone s thet the knights of Faerie
can reacue her, as thay have done hefore
gn similar cccasiona, (For mere informa-
tion on Flerimel, see Edmund Spenser’s
The Foerie Queene.)

Lady Florimel; AT 10; MY 12*; zero
level; hp 2; #AT 1; Dmg by weapon type;
Co 25; AL NG, Florime! will use her
comeliness to fascinefe attackera and
pratect herself if necesaary. If ahe is
harmed or ber treasure stolen, the
wrongdoers will be hunted down by
knights of Faerie thigh-level paladins
end cavaliers) eager to avenge her loss
of honor.

Florimel hes learned much about Lord
Fell through chaste sonversation, and
can tell the PCe the following if she 1s
treated kindly:

Fell's mnother was cast into the Astral
plane by an evil king when she was
with child. There she died, but the child
was rescued and raised among the
githyanki, who trained the human boy
te be their spy amang hiz own kind. Fell
bacame a paerlese fightay, as stromg and
gs talented as any knight. Eventually,
he won his freedom from the githyanki,
although he is on cordial terms with his
foster relatives and etill works for them
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diatntegrade, globe of invulnerabiility,
project image, deloyed blost fireball,
Dpower word stun, teleport without errar,
vanizh, maze, Otfo's irresistible dance,
polymorph any object, symbol, meteor
atzarmn. Spells which cannot be used in
egrtain arvens of the complex are re-
tained in case the complex must be
ahandoned.

Azurax is alev carrying the following
tnapical itema on hia peraon: dracers of
defense AC B, ring of protection. +2, ring
of Boecob, boots of levitetion, amulet of
iife proteciion, broock of ahielding, cubic
gate, dust of appearance, peart of poiver
(third-level spell), robe of usefted iterns,
taliaman of the sphere, rod of passage,
gloves of missile snaring, pouch of acces-
sthility, dogger +3.

Azurax-b, simulacrum: AC 4; MV
12*; MUG; hp 27; #AT 1; Dmg by spall
or weapon type; personal characteristica
as per Azurax {see end of module); AL
N. Azurax- ia protected by a stoneskin
gpell {cast from a =zcroll) and has memo-
rized the following: gréave, magic mis-
sile, read magic, bount, vocnlize, web,
dispel magic, fiold person. Arurax-5 hag
the following items: ring of mind shield-
ing, staff of power with 25 chargen,
Azurax-5 holds this staff to deceiva the
FCs. In hattle, the real Azurax will
recover it ag soon A8 possible,

Arzurav-2, simalacrum: AC 6; MV
12%; MU7T; by 815 #AT 1; Ding by spell
or wespdn type; personal characteristics
as per Ararax {see end of modulel, AL
N. Azurax-2 has had storeskin cagt
upon him and has mirror image, paly-
maorph s2ff, and levitote spells function-
ing. He has these spells memorized:
burning hands, erase, light, mogiec mis-
sile, vocalize, dispe! mogiv, slow,

Earth elemental: AC 2: MV 6"; HD
16; hp 96; #AT 1; Dmyg 4-32; BA struc-
tural damage; 8D +2 or better weapon
to hit; AL N. The elemental mevely
fights until slain.

Lord Fell: AC -6, M¥ 12", F'18; hp
117; #AT 2 (5/2 with hastard swords due
to specislization); Dmg by weapon type;
S518/63, 115, W16, D 17, C 18, Ch 15,
Co 17: AL N. Protected by a sforeskin
apell, Fell has just read a acroll of pro-
tection from magicel edged weapona.
Fell alsn pozsesses the following items;
full plate armar +4 (90 hp), girdle of
cloud giant atrength, heavy crosshow of
apeed, 10 crossbow bolts +2, helm of
pratection from blindress and bright-
ness feannot be blinded sxcept by dark-
ess spells and natural dacknesa), rirg

of free action, ring of VGMpEric regenere-
tion, boots of striding and springing,
periapt of wound elosure, neckloe of
adaptation, and emafed of the planes,
Liord Fell al=o pozacssar a very apecial
wword:

Steelstorm (the Red Sword), ffaming
basitord sword +5: AL N; Int 17; Ego
15; speaks Common and alignment
tongues; can defect gems (10° radius),
defect eviligood (17 radiug), defect magin
{10' radiug), and Aecd (onee per day). IF
Biteelatorm is drawn from ita scabbard,
its wielder is treated as if he were wear-
ing a ring of fire resistonce,

Fell-2, simulacrum: AC —3; MV 9";
F7: hp 70; #AT 3/2; Dmg by weapon
type; personal characteristics as per
Lord Fell, room 28; AL M. Fell-2 pos-
seases fudl plate armor +1, & boslard
rword +3, five cragsbote baltz +2, Iron
bands of Bilarro, and & ring of warmth.

Fell:fi, simulacrum: AC —2; MV 6;
F7; hp 70; FAT 3/2; Dmyg by weapon
type; personal characteriaties as per
Lord Fell, room 28; AL N, Fell-5 wears
full plate armor and carries a basterd
sword +3, five crossbow bolts +2, 5
wond of wonder, and a ring of feather
failing.

Azurax utilizes the following battle
tactics: Using Azurax-5 as a decoy, he
attempts to cast a meteor swarm spell
into the party. The Fella retreat out aof
gpell range, firing crozshows. The earth
elemental attacks; he is expendable, but
the parly might not expect its sacrifice.
Azurax uses a shape change apell to
good effeet, changing into such crea-
tures a9 8 red dragon (if the party mem-
bers are close together), an iren polem
(if ke iz in melee with a magic-user), or
a dizenchanter (if he sees a powerful
magical itern).

If either e or Lord Fell are low on hit
points, Azurax goes through the phase
door juat north of the theone and enters
room 29, He grabs the ring of muiltiple
wishes that is hidden there and uses it
to neutralize a magical item or to re-
store a wounded mermber of his group
{prabably Lord Fell or himself) to full
health. He will not attempt to affect the
opposing party with wishes in ways
othar than thoss mentioned in rogm 11,
If' hie were, for instance, to wisk for all
his enemies to be eazt into the Astral
plane, this might cause his entire com-
plex to be shunted inte that dimension,
No one knows more about how fiekle
uizhes can be than a master of such
magic. Azurax i3 conservative with his

use of this power.

If Azurax and Lord Fell are seriously
pressed, they retreat, using their magi-
cal items, to escapa to another plane
where they regroup, Their future
actions are detailed al the end of the
adventure.

Should the PCs triumph, they are
entitled to the spoils, This room’s items
ere valuable, The nonmagical carpet is
worth 10,000 gp. The five bronze gar.
gayles {also nonmagical) in the alcoves
are warth 2,000 gp sach. The jade
throne ja immense and is magical. Any-
one who sits in it i immune ta all first.
level apells and cantrips 30 long as he
remaine seated. Onece per week, the
throne ¢an twre cridical wonnds on one
individual. The throne weighs 800 Mba.
and is worth 60,000 pp.

29. Recovery Chamber (C, 8' ceil-
ing). Thia small chamher is accessible to
PCz only by a passwal! or phase daor
apell; permanent phase door spalls for
Arurax and Lord Fell exist on two walls
of this room, leading to rooms 28 and
30. The roem also conteing a secret
panel hidden under a sliding floor stane.
The panel can be npened only by placing
the signet of one of Azurax’s nonmagi-
cal rings into the proper depression in
the stone (—5% to find traps/open locks
chances),

Beneath the panel is a ring of multiple
wishes. [t had aeven wishes at the e
ginning of this adventure, but Azurax
may have usged it during the battle in
room 11 or room 28, po ita cahacity may
he reduced. Azurax alse has secreted 6
acroll with two teleport without error
apells and a potion of extra-healing be-
neath the stone.

30. Dummy Chamber (0, 77 ceiling).
Thie chamber’s sole purpose is to waste
Arurax’s enemies’ pesswell spells. Two
permanent phase doors exiut bere, link-
1ng thia reom to rooma 29 and 31 for the
use of Awmrax and Lord Fell,

31. Stairway (C, 7' ceiling). This
unguarded stairway descends 300 into
the fifth level of the cotnplex. A phase
deor links thia room with room 30

Level Five

32, Portal Chamber (light from por-
tala, 12 ceiling). Thie chamber has a
stone floor eoversd with painted tiles,
some stained with enimai hlood. On the
ceiling is a savage-lonking fresce depict-
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