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Abbreviated Thoughts 

COVER: Dragons 
have long 
memories. As 
Carol Heyer's 
cover pointing for 
this Issue shows, 
Flame Is bock, 
and he's out for 
revenge. 

A reader new to role-playing games wrote us to say that parts of DUNGEONf> 
Adventures didn't make sense to him ... , had no idea what all those abbrevia­
tions meant!" 

Sometimes, those of us who have been role-playing for a long time forget that 
we use a bewilderi.ng set of acronyms and abbreviations that tan be daunting to 
a novice. So, to make life a bit easier for newcomers, here are some of lhe most 
common abbreviations used in our magazine. 

AD&O- ADVANCED DUNGEONS & DRAGONS- game 
0&0- DUNGEONS & DRAGONS* game 
OM Dungeon MMter (the game's storyteller and referee) 
PC player (haracter (t.he player's alter ego) 
NPC nonpleyer character {run by lhe DM) 

The following are AD&D game hardback booklJ: 

DMG Dungeon Masters Guide PH Players Handbook 
MMl Monster Manual MM2 Monster Manual IJ 
FF FIEND FOLIOS tome OA Orient.al Adventures 
WSG Wildernec48 Suruiual Guith DSG DunseoMer'• Suruiual Guide 
MOP Manual of the Planes UA Un1tarthed Arcano 
DL DRAGONLANCe- Aduenturu GA OREYHAWK9 A dventures 
LL Lesends & Lore (formerly the DEITIES & DEMIGODS• cyclopedia 

Wilh the introduclion of lhe new AD&D 2nd Edition rules, we'll be Wling the 
abbreviation 2.ED to designate new volumes (for example, t.he AO&D 2nd Edition 
Player's Handbook will appear as "PH·2E0"). ln the AD&D 2nd Edition game, 
all oflho monsters will be presented in a loose-leaf formal , so I.here will be only 
one Monllrou4 Compendium (abbreviated MC), to which you will add new pages 
as lhey are released. 

Each monster and NPC encountered in an adventure is generally accompanied 
by a paragraph of statist ics. Here are some of the abbreviations used: 

AC armor c168S Dmg damage per atuck 
MV movement SA s~ial attacks 
HD hit dice SD s~ial defenses 
hp hit poinl8 AL alignment 
I AT number of attac.ks per round 

In lhe future, we'll give lhe new abbreviations for AD&D 2nd Edition charac· 
ter c1888es. 
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LETTERS 
Fun with Statistics 

I'm strongly in favor of fewer D&~ 
game modules appearing in this maga· 
iine. Not that D&D players don' t have 
rights, but I look at it from a proportion· 
al view. I remember reading that 
approxjmately 95CJi of the readers prefer 
AD&O- game modules. Well, with 
DUNGEON• magazine pulling out six 
ecenarioa per issue, with one D&D 
adventure per issue, that's l 7CJi of the 
magazine for 5% of the readers. If one 
D&D acenario appeared every two 
iSBues, as 1 believe they should, only 8% 
of the modules would be D&D material, 
which is still generous to D&D players 
and fairer to the masses. 

Bretl Knappe 
Racine, Wisconsin 

In tht tditorial of uaut 116, I ahould 
haut 1a1d thaJ 95~ of readtra rt1pond· 
mg to our aurvey enjoy AD&D adutn· 
turu; I 1a1d "prefer," and that 1.1 

milltadins. A• I aaid later in that para· 
graph, 36CJi of our reader• responded by 
checlring that they enjoy D&D adue11· 
turta. This WCUI not an either/or choice; 
many peopk play both game sy1tems. 

For that 35~ of our readers, we haue 
publuhed 11 D&D aduentures in 17 
wuu, about 13% by aduenture count. 
That'• why we lreep getting letters beg­
gilllJ for more D&D materiaL I would 
lilre to run one D&D aduenture each 
uaue "? haue run between four and 
•euen aduentures an issue, aueraging 
JUlt ouer fiue per i$sue. One D&D mod· 
uk out of fiue makes 20%, atill under the 
36% of our readers who desire them, but 
much better than we have been doing. 

Now we only need to get enough quality 
D&D adventure• to aupport auch a plan. 

1bugh But Fair 
It bas been common practice in most 

of the campaigns I've ever played to 
always take the recommended levels in 
any module with a grain of sail. Always 
look to the high end, as player numbers 
greatly affect the out.come of things. 
Most groups are fairly small; I've never 
been with a group larger than eight 
persons, but some modules can refer to 
groups with more players. 

I am talking about this as I've just 
finished reading Howard Leroy Davis's 
letter in is.sue 116. I don't know how big 
hls group was, or what their levels. 
disposition, and equipment consisted of. 
What I can say is that "The Ruins of 
Nol-Daer" (issue I 13) wu not a death 
trap, as his letter might imply. 

My group sustained some damage in 
rooms 30.32. One character was critical· 
ly wounded, and the group chose to rest 
at this point. The group consisted of an 
8th-level paladin, a 9th·level cleric, a 
5th-level fighter/magic·user, a 4th-level 
illusforust/thief, an 8th-level magic-user, 
a 9th-level fight.er, a 7th·level barbari· 
an, and a 5th·level cleric/ranger. I don't 
see this group as a real power-house 
bunch, and I think McCleskey called it 
fairly close. 

The first death occurred when the 
illusionist/thief decided t.o do his own 
thing and got caught alone with 
huecuvas in room 35. His death was due 
to his own stupidity, but he was saved 
by a timely elixir of life. 

The party wisely retreated from the 
enounter In room 48 and left the crypt 
for a lat.er time, when they tried to get 
below the castle in other ways. There's 
no law that says adventurers have to 
clean out every room and kill all the 
creatures they find. When the party was 
up to clearing out the undead, they 
went. back, but that was after they dis­
covered the entrance to the caves. After 
resting up from the upper levels, they 
proceeded to the lower levels. 

I have to say that the worst thing the 
party encountered in this adventure 
was a deadly enemy in the form of the 
camblon MacDaer. The party learned of 
his existence only after they talked to 
the dwarves they'd freed. MacDaer 
never revealed hlmself to them, and 
now patiently waits for his chance to 
continue his efforts after the party has 
gone, and t.o plot revenge. 

I won't lie and tell you that the party 
had an easy time with the dragons. but 
the female was weak, and the male had 
some bad luck. Two characters bought it 
in the ensuing fight (never, never 
charge a live dragon). However, with 
the group triumphant, these characters 
were roiltd in due time. 

I don't know what kind of group Mr. 
Dava plays with, but my party thought 
"The Ruins of Nol-Daer" was challeng· 
ing and rewarding. They're still looking 
over their houlders for a demon they've 
never seen. I let them know he eagerly 
wants to make their acquaintance. 
Paranoia is great for party unity. 

Chris Champagne 
Reno, Nevada 
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PRE-REGISTER TODAY! 

For the greatest gaming extravaganza of a lifetime, come to the 1989 
GEN CON®Game Fair, August 10 - 13, 1989 at the MECCA Convention Center, 
Milwaukee, Wisconsin! 

Play in hundreds of role-playing adventures that excite and demand the 
powers of your imagination in a u niverse of fantasy, su per heroes, spies, horror, 
mystery, comedy, and fun. 

Test your ability to command, from fog-shrouded oceans to the silence of deep 
space, in heart-pounding, intense strategy and miniatures gaming. 

Hundreds of gaming tournaments and events will fulfill your every gaming 
dream during four days of gaming delirium at the 1989 GEN CON®Game Fair! 

Or you can participate as a judge and join the team of experts who run the 
featured events at the Game Fair! 

A vast array of displays, seminars, and demonstrations presented by major 
game manufacturers, publishers, and retailers from a round the world will be 
yours to see and shop at the greatest Game Fair ever, the 1989 GEN CON® Game 
Fair. 

And that's only the beginning! Fou r action-packed, fun-filled days await you 
August 10 - 13, 1989, at the MECCA Convention Center in Milwaukee, Wisconsin, 
when you come to the 1989 GEN CON® Game Fair. For complete Pre-registration 
information, write us at the 1989 GEN CON® Game Fair, P.O. Box 756, 
Lake Geneva, WI 53147. 

Pre-register now, for the greatest gaming adventure of a lifetime! 
CEN CON 11 a regiat.crod indcmark owned by TSR. Inc. 

C 1989 TSR, Inc. All R1ght.t Rmcrvcd. 



THE PIT 
BY RANDAL S. DOERING 

What's waiting for 
you at the bottom? 

Al1work bV Rlcnc11d Bennett 
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Randal tells us that he has1ust finished 
writing a manual for a computer com· 
pony. the most arduous piece of writing 
he's euer done. "Write and reuise again 
and aga1TL ... It was tougher than writ· 
ing for you. Barbara!" He's also still hard 
at work on a fanlasy noue~ which he says 
1s easier to write because he can ramble 
on and OTL This is Randal's second 
appearance inDUNGEO~ Aduentures. 
and he's waited to see his module in print 
for a very long time. 

"The Pit" is an AO&D adventure 
designed for 4-6 player characters of 3rd-
5lh level (about 20 levels in all). A cleric 
would certainly save the party much 
trouble. The PCs s hould have magical 
weaponry which will allow them to hit 
those monsters that can be damaged 
only by such weapons. 

The PCs may become involved in this 
adventure by stumbling across the Pit 
while on an overland trek, or they may 
have found a map on a previous adven· 
ture which directs them lo the adventur· 
ing area. Such a map can be given as 
part of a creature's hoard, sold lo the PCs 
by a mysterious NPC, or found in a PC 
cleric's church. No actual area map is 
provided (although the OM can design 
one), so the Pit can be placed wherever it 
makes the most sense in each individual 
campaign world. 

The adventure is wTitten for jungle 
terrain but will fit into any heavily for­
ested region. The Dungeoneer's Suruival 
Guide may prove useful in running this 
adventure. 

Adventure Bac kground 

The following information assumes that 
the PCs have found a map leading to the 
Pai. in an earlier adventure and have had 
time and means to delve into the back­
ground of the place before they go in. 
Even this little information should not 
be given away. The PCs should have to 
consult sages with backgrounds in cults 
and religions or resort to spells such as 
legend lore just t.o get this much. No one 
knows exactly what lies in this specific 
hidey-hole, but the following story 
should give the PCs enough information 
to allow them to make intelligent equip­
ment and spell choices. 

Read or paraphrase the following to 
the players after their PCs have com­
pleted the neoessa.ry resean:h: 



About 200 years ago. pnests of an evil 
deity of minor power became very 
unpopular for their vile ceremonies 
and cruel ways, and they were hunted 
nearly lO extinction by the heroes of 
the day. Some wicked priests man· 
aged to escape justice, however, hiding 
like rat.sand waiting for the day when 
they could return and Bffk their 
former power. Knowing thot. their 
ideas would die with them, these 
clerics took uMavory steps to 
lengthen their life spans, gtv1ng up 
their mortality and assuming the 
mantle of the damned, the undead. ln 
a few years the wit.ch-hunts ended, 
and it was held that all of the m8)0r 
figures of the cursed religion had 
perished. Legends persisted about 
them, but. with the passing of centu· 
ries most of the stories faded away. 

The map you have found apparently 
leads W one such hiding pluce of this 
dreaded cult. 

For the Dungeon Master 

This adventure takes place in an outpost 
of the pnest.s of the evi I demigoddess 
Imbindarla. About. 200 yelll'8 ogo, l mbin· 
darla's cull flourished in this area, and 
her servanl.S cast their depravi1.y far and 
wide. They aurnmoned wicked things 
from the outer planes, sacrificed helpless 
victims, and dabbl<'<l with the undead. 

Then one of the high pricat.softhe cult. 
(not the one encountered herein) made a 
grave error and ranaacked the temple of 
a good.aligned deity. Reprisal was fast. 
and bloody. Half a dozen religious ord rs 
banded together and at.tacked Imbin· 
dnrla's temples and shrines, killing 
everyone and everything they found 
there and razing the buildings. All of the 
teachings of the religion were forbidden 
and ita religious texts were burned. ' 

lmbindarla's worshipers who survived 
the first at.tacks realized that their order 
was doomed unless they could hide and 
return at. a later date, and they built 
bolt-boles to help them realize this 
dream. Most of the bolt-boles were found 
and wiped out, but. a few managed to 
remain hidden, the prlest8 within wail­
ing for a time when they could return to 
the surface and begin their sacrifices 
anew. The Pit is one such bolt.hole. 

The caves of the PiL are roughly carved, 
with S'·high ceilings in all areas except 
where otherwise noted. While the stone 
is sort, the tunnels are well shored with 

preserved hardwoods and will noL ran· 
domly collapse Area·afTect. spells have a 
chance of causing a cave· in equal to 1 ~ 
per hp damage done by the spell. Cave· 
ins affect the area of the spell only, noL 
any adjoining areas as noted in the DSG. 
Thus, a collapse in these tunnels and 
rooms is a local event Damage for PCs 
caught in cove.ins is given on page 40 of 
the DSG. 

All underground arena are dark and 
cold. Because lmbindarla is a goddess of 
the night (her spheres of influence are 
darkne and n~romancy) and draws 
strength from darkness, the Pit has been 
enchanted so that all lights, even such 
polcnt illumination as a conJinual light 
spell, are reduced lO the equivalent of 
feeble torchligh1. (with n 30' rad1us). This 
powerful effect cannot be dJspelled, buL if 
the idol in the temple (area 9) is 
destroyed> all illumination will again 
work normally here. 

T he Gua rdian oflbe Dai 

Whether the PCs find the Pit by occident 
or by following n map, their first encoun· 
ter with the place will be with the above· 
ground dais which was placed here to 
mark the location oft.he underlevel (for 
other worshipers oflmbindarla to find). 

This massive 90'-diamet.er dais rises 7 ' 
above the undergrowth. It. is made of sol\ 
limest-One blocks taken from the tunnels 
as they were dug by the hapless slaves of 
the priest.a. Barely visible through the 
lichen and mosses around the rim of the 
daia are carven skulls and sacrificial 
scenes, but these are obscured by time 
and are too faint to make out clearly. The 
carvings aro not. magical in any way and 
are simply identification for other fol· 
lowers of lmbmdarla's lwisted religion. 
The PCs will not be able to make sense of 
them without having extensive know I· 
edge of that cult . The dais is so over· 
grown with jungle vegetation that 
neither of the trapdoors is evident until 
stepped on or until t.he plant.a ore 
removed. 

The dais is guarded by a huge, ancient 
(200.year-old) hangmon tree, the twisted 
form of a specimen brought here and 
adapted to the tropical environment by 
the priest.a. It is somewhat shorter than 
it. should be (30' t.a))) but is no less 
powerful. 

This plant. grows just north of the cen· 
trnl trapdoor on the dais and cannot be 
readily see.n amongst all the normal 
trees which grow around and beneath it. 

THE PIT 

Il wait.a for the PCs to get. within 20' 
before using its hallucmatory perfume to 
appears as a treant. IL a ks the PCs their 
bustne and act.a friendly, hoping to lure 
them closer. The plant bas a 15 ' reach 
with its appendages (dotted circle on the 
Upper Ruins mop) and atl.3cks nssoon as 
all t.he PCs are within reoch. 

Hangman t ree: AC 3 (trunk)t6 
(appendages); MV 2 '/hour; HD l hp/year; 
hp 200 for trunk, hp 20 per appendage; I 
AT 3 (9 appendages); Dmg 1 ·3; SA stran· 
gle for four rounds, then 3-12 hp per 
round from acid; SD hallucinatory per· 
fume, 95% magic resistance; lightning 
a nd electricity do double damage, cold 
produces dormancy, darkness lows tree 
to holf efficiency; AL NCEl: speaks ball· 
ing Common; MM2174 . 

The PCs have little hope of kill ing such 
a potent creature, but. they can certainly 
remove it.a appendages. The hangman 
tree fights until it. loses six appendages 
or unlit the PCs threaten it with fire . It 
then allows the PCs to do as they wish, 
not bothering them uni they attack it 
agatn. Once. the PCs go underground, 
the tree begms to move ov·er the main 
trapdoor (tak 1 ng seven hours to do so) 
preventing the PCs from coming up this 
way. <The tree's roots sink mto the soil· 
covered dais and spread out about a fool 
underground. They do not sink into the 
~tone, thus allowing the plant to pull up 
its roots and shin position from time to 
time.) PCs alt.empting to exit from below 
must. break through the tropdoor(AC 3; 
~O hp) and burn the plant for 2.5 hp to get 
it. to move, and even then it take& the 
tree seven hours to get off the trapdoor. 
The PCs can also escape through the 
southern trapdoor(see area 2). 

The hangman tree protects these ruins 
because of a curse which was placed on it 
when 11. was a sapling, before ita magic 
resist.ance Wl\!I so high. lfil leaves the 
dais, its noose vines will wither and die, 
leaving the creature unable to copt.ure 
food and forcing il to fac,e a long process 
of starvation (it. can photosynthesize, but. 
not. enough to generate all of its food). So 
the plant ails where the priests told iL to 
guarding the ruins according to thetr ' 
wishes. and djmly hoping that someday 
they wtll return to remove their curse 
and set it free. It does not. know that 
curus can be dispelled, ao it will nol lry 
to get the PCs to perform this service 
and it is too stupid to reolize thol il ~n 
fulfill the conditions of the curse without 
guarding the ruins at all. ltcouldiustsit 
here and leave trespassers alone, with· 
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THE PIT 
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out breaking the curse cond1t1ons in the 
least- but it would still want Lo catch 
beings for food . 

Encounter Key 

. l. Main Tra pdoor. The main trapdoor 
IS made of hard stone 4 • thick, hinged on 
lhe northern side. ll ltf'ls open by means 
or a stone ring if two people pull with a 
total of 30 poinLS of strength. The trap· 
door opens only 45 ° due lo the hangman 
tree's roots, and shuts unless wedged 
?pen lfthe PCs do not kill the hangman, 
1L removes wedges with its roots before 
moving on lop of the trapdoor. 

Beneath the trapdoor 1s u lO'·square 
shall with a corroded bronze ladder on 
the eastern wall. The shaft leads down to 
area 3 and from there into the dungeon 
complex. The ladder creaks and groans 
when weight is put on it, but it will not 
break. 

. 2 .. Southern Tra pdoor. This trapdoor 
is hinged on the north side and is made 
or 4. -thick hard stone. It opens down· 
ward when 200 or more pounds are 
placed upon it. dropping the unfortu­
nate<s) into a pit full of spears C6d6 hp 
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damage from the fall. pl us damage from 
~-5 Cld6- 1 lspcars for 1·6 hp eachl. Fall-
1ng persons may make dexterity checks 
on Id20 to grab vines and save themscl· 
ves. laking no damage ff successful. This 
trapdoor originally sprang shut aner 
being triggered, but its mechanism has 
long since rusted away, allowing the 
fallen door lo hang down. The hangman 
tree does not know that this pit also 
leads into the ruins and will not bother 
to protect it from intrusion. 

The remains of six humans and several 
animals lie among the stakes. aged to 
crumbling bone. The undead from the 
ruins have picked the corpses clean of 
valuables. 

A secret door on the north wall is a bit 
loose and is found at double chances. It 
opens by a locked handle, which can be 
picked and turned, or the PCs can elect 
to break it down CAC 4, 20 hpl. Only 
blunt weapons can be used for this effort; 
sharp weapons may cause damage, but 
they must save vs. crushing blow with 
each strike or break. Sharp weapons can 
be used lo pry the door open on a bend 
bars roll. but failure automatically snaps 
the weapon (magical weapons have a 
25'l chance per plus to save). The door is 

easily seen and opened from the other 
side. 

2A. Cold pot. As the PCs squeew 
into this narrow passage, the tempern· 
turc drops sharply. The water on the 
walls and noor IS frozen here This is a 
haunted orea, strange but harmless. The 
cold spot is the psychic residue generated 
by the death throes of a s lave who 
attempted to escape these ruins. That 
unfortunate was caught and killed as he 
tried to open the secret door, and this 
place has been cold ever since. No magic 
can be detected here, but PCs with any 
form ofps1onic ability can hear faint 
screaming in the coldest part of the corri­
dor An l'xorc-rsl' spell successfully cast 
here against the 5th le,•el of power can 
remo,·e this effect. 

This passage joms areo 2 to area 3 and 
gives access to the dungeon complex 

3. Dtusory f1oor. 1\"o archways lend 
out of this area, one to the north and one 
to the west. The floor looks solid enough 
h~re. but it is an illusion. Anyone tep· 
pmg onto this area must roll for 11urpri. e 
<4 in 6 chance of being surprised) or foll 
through, d1sappear1ng into the pit at 
area 4 Those PCs nol surprised mm· roll 
a dexterity check on ld20 to grub t he 
ledge and avoid a swim. Any PC .,~b· 
bing for the ledge drops oil hand-held 
items mlo the water, whether the dexter­
ity check is successfu I or not. The noor is 
n permaMnt 1/lusum and docs not disap· 
pear when people fall through it, though 
1t con be dispelled as 14lh·le\•el magic. 

The PCs can enter the dungeon 
through either ofthc archways. A 
I '.wade ledge runs around the pit, ot the 
level of the illusory noor, even with the 
~I.toms of the archways. The ledge is 
wide enough Lo walk on if the PCs slow 
LO half their normal mo,'Cment rates. 

4 . Watery Grave. The fall into this pit 
docs no damage (the water level is only 7 ' 
below the floor level>, though the PCs 
must make dexterity checks on ld20 
when they hit the waler or lose all hand· 
held items. See the D G, pages 12-13. for 
details on swimming and drowning. 
Note that. an armored or heavily encum­
bered PC who is surprised can hold h 1s 
breath for a number of rounds equal to 
his constitution score divided by six 
Cdivided by three ff not surprised ). After 
breath is gone. constitution checks ensue 
as per page 12 of the D G. Removing 
packs takes one round; stripping off 



armor takes 10 rounds minus the armor 
type (i.e., chain mail is armor type 5, so 
removing it takes five rounds). 

At the bottom oflhe pit arc the 
remains of dol.ens of humans and ani­
mals as well ns severnl feet of garbage. 
There is nothing of value here except for 
any items the PCs have dropped. Such 
items take 14 rounds t.o find iflhey arc 
Jorge (such es n shield), 9· 12 rounds 1f 
they are small <dagger·s1ie), and 31-50 
rounds if they are tiny (r ing-sil.e). A 
detect magic spell cuts searching for 
magical it~ms to a quarter of the rolled 
times. 

6. Magic-user 's Quarters. Through 
this archway is n small, da rk room. Its 
furnishings have long ince rotl.ed into 
piles on the noor, leo\>ing only disquiet­
ing bas-reliefs depicting odious sacnfices 
carved on the walls. On the ceiling in the 
northwest corner is a small ball of bub­
bling white mist.. Sudden movement 
from the far left comer heralds an attack 
as a block humanoid leaps toward the 
PCs! 

Not all oflmbmdarla's ~rvants were 
clerics; some were magic.users. This 
particular servant was faithful to the 
cult and did M much for 1t as any cleric, 
so lmbindarla granted him undead Sta· 
t us upon his death. 

Tho at (gbnst ): AC 4: MV 15~ : HO 4: 
hp 20; /AT 3: Dmg 1-411-411-8: SA pamly­
sis, stench; SD immune to sleep, charm 
spells; cold iron does double damage: AL 
CE; MMl/43. Although its spell books 
long ago turned to dust, this creature 
romembers two spells - burning hands 
(for 4 hp damage) and mirror image ­
that may each be cast once per day. Tho­
sat. employs these spella against the PCs 
at the 4th level of experience. Thl8 
ghas t.'s power to throw spells is a Spt.>c1al 
condition granted by lmbindarla. 

The creature is da rk in color because 
Thosat wns dark skinnt>d when alive 
This could confuse the PCs for a few 
moment.s(they might believe it to be a 
wight), until it gets cl~qe enough for the 
PCs to smell it. 

If t.his creature 1s attacked, the JUJU 
wmbie from area 6 moves t.o aid 1t in 
three rounds . Both monsters can be 
driven away by magical light, but they 
will follow the PCs and wail for a chance 
to attack. 

In the remamsofon iron box in Tho­
saL's corner are 61 sp, 9 ep, and a 600·gp 
jade t1arn. A bone tube in a pile of rot. 
(which used t.o be a bed> holds a scrol 1 

w1t.h the spell un4un 1eri.1anL The mist 
in the northwest com er is the Head 
Priest 's scrying device, explained in 
room8. 

6. Tbjer urpri e. This small room 
is dork and smells like rotting Oesh. l t.s 
walls are covered with disgusting murals 
and, while the furnishings have rotted to 
powder, there is o large tangle of human 
bones 1n the southeastern corner. Above 
this heap, on the ceiling, is a small patch 
of rolling white mist. Something is stum· 
bling toward you from the southern part 
of the room -a half-rotl.ed female 
human with ~n fire for eyes. 

This unfortunate was not a cleric a t 
all. but a very clever and deceptive thief 
who sought to rob lmbindarla'scuJt of 11.8 
treasures and be gone before anyone 
found out. She worked her way into the 
cult over a period of years, cult ivating 
the friendship of the Head Priest ofth1s 
pa rticular sect until she was ready to 
steal his treasures and nee. 

Then d isaster struck, and the priest.a of 
several other major rehg1onsjoined their 
forces to rid the world of I mbindarla 's 
sect. The thief agreed t.o.10in the Head 
Priest and a few others in their under­
ground shelter, hoping to wnit a few 
weeka and then make off with the 
treasures. 

But I.he Head Priest was caut ious. and 
the thief could not even find out where 
he kept the treasures, much less figure 
out how lo swal them and get out of here. 
She could not escape because of I.he 
hangman lree which grew outsidehl sat 
on the trapdoor in those days, lo prevent 
searchers from finding this place), and in 
the cold darkncsa ahe lost her grip on her 
sanity. Then the food ron out. 

The Head Priest decided that survwal 
depended upon giving up mortality for 
the status of undead, and he helped 
Thosat (from area 5) complete the gTue· 
some self-sacrifice which granted him 
that st~tus. The thief, mod w1th hunger 
and still looking for a wny to steal the 
S<.'Ct.'s treasurcs, demanded a similar 
ceremony be performed on her. The Head 
Pnest agreed 

l mbindarla was not generous with her. 
The deity was not fooled by the thiers 
con games and twisted her wishes for 
immortality. Instead of granting her 
power, the deity drained her life and 
soul, leaving a rotten shell in constant 
agony. By the time the thief recovered 
from the process, the Head Priest was 
gone, having ten for area 18 and his own 
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final transformation. The ambitious 
th1efwas now rn a state worse than any 
imaginable, quite dead but unable lo die 
and in constant pain, which only the 
destruction of her body cou Id release. 

Thlef(juju zombie): AC 6; MV 9•; HD 
3+ 12 (attacks 88 6-HD monster>: hp 29; 
IAT l ; Dmg 3-12; SD + I or better 
weapon to hit, pierci ng and blunt weap­
ons do half damage, immune to various 
spells and attack powers, fire does half 
damage, turned as a spectre; AL NCE); 
MM2/13 1. 

This vicious creature is toLally mad 
and will attack one 1ndiv1dual unul that 
penion is dead before choosing a new 
vicum and doing the same. It a ttacks 
PCs bearing magical weapons first and 
never relent.a, seeking either its own 
destruction or the deaths of all who 
oppose it (it docsn 't really care which). 
The ghost in area 5 will come to the 
zombie's aid, arriving in three rounds 1f 
the PCs at tack lhc former l.h1ef. 

One of the human bones in the sout h· 
elll$t com er is a wand of magic miu11t4 
with 11 cha rges. The command word 18 
" Homer," written in archaic Common on 
the wand. The mist in the comer is 
explnined in area 8 . 

7. Wind. A blast of freezing wind howls 
down the hall and douses oil torch light.a, 
tbrowing the party into da rkness. lkforc 
anyone can move, the PCs bear some· 
thing huge begin lo stamp toward them 
from the side corridor! 

There is nothing actually here; the 
footfalls are the re ult of a delayed-effect 
aud1blt glamt>r spell. PCs swinging 
weapons in the da rk may hit their 
friends (50~ chance/swing). The PCs can 
relight their torches and lanterns w1th· 
out difficulty This event happens only 
once, then the effect 1s expended. 

8. Master's Roo m. This oddly shaped 
room was once a finely nppo1nl.ed cham· 
ber. but now it 1s ruined. Pile of garbage 
on the noor denote furnishings, and 
nails for tapestr ies stick from the wa lls. 
The walls are covered with bas-reliefs 
depicting brutal sacrifices and worship 
of some creature with maascs of ten la· 
cl es for a body In the six northernmost 
corners of the room, 5 ' off the noor, are 3•. 
diameter bubbles of whirling while mist. 
Carved into the northern wall of the 
room. above the ruins of the master bed, 
is some sort of putt le or riddle. Hnngi ng 
on a brass peg above th ia i8 a silver neck 
lace bearing a large octagonal sapphire 
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UNDERLEVEL 

N 

• 1 square • 10· 

This room once belonged to the Head 
Priesl. However. the Head Priest is not 
here <being in area 18 instead>. so the 
PCs ore free to look around 

The mists were the Head Pru~1:1t 's 
means of keeping track of his underlings 
ond checking out alarms in the dungeon. 
Each 1s attuned lo a different room. as 
shown on the expanded view of area 8. 
The mist.a remain unfocused unul the 
key (the necklace on the wall) is touched 
lo a bubble. Then the mist clears LO show 
o view oft he appropriate room leven if 
the room is dark, 1t appears lo be well 
lit). The PCs can look as long as lhey 
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like; the spheres revert to mist only 
when touched a second t ime by the neck· 
lace. The mist spheres are dispelled as 
15th·lcvel magic a nd a re impervious lO 
any other spell effects They can be used 
any number of times per day. 

The necklace·key a lso opens the secret 
doors in areas 9 and 15, as well as the 
glass case m area 9. It 1s magical and 
radiates evocnu on magic. 

Getting the key is a bit complicated, 
however, for it is trapped. Removing 1t 
from the wall without solving the riddle 
summons a dretch. The dretch cannot 
use its ability to summon a type I demon, 

having bct>n forbidden by its superiors to 
do so. lt arrive in the cent~r of th1s room 
one round after the necklace 1s remo,·ed 
from the \\Oil and battles LO the death 

Dretc h: AC 2; MV 9" ; 1104; hp 19, 
I AT 3; Dmg 14 14 2 5; SA spel I powers; 
S D half damage from cold, electricity, 
and ftre ; 30'l magic resistance; AL CE; 
MM2 38 11.8 powers are darkness 5 ' 
radius lat will>. scare Int will>. stinking 
doud (once per day>, ti'lekrnesis (50 lbs .. 
nt will ). and teleport <once per day). One 
power moy be used per round. 

The riddle 1s carved mlO the wall, and 
blood has been run into the grooves to 
t.rive the leuers a dork tone. When lhe 
PCs get w1th1n 5 ' of the wall, lhey con 
read the riddle: 

He who makes it does not wont 1t 
He who buys il cannot use it. 
He who UM?S 1t cannot i;ee or feel 1t. 

The general atmosphere of t he Pit 
should sumulnle the players lo think of 
the answer a coffin . Ahne is provided 
for the answer lo be written under the 
riddle, but no ut.ens1l u~ offered The PCs 
will have LO use chalk, or charcoal from n 
torch; blood would also do nicely. If the 
correct answer is writlen on the line. the 
PCs can toke the necklace without sum­
moning the dretch. If anything other 
than the correct answer 1s written. the 
dretch appears a nd allocks. 

9. Temple. This ocwgonol chamber 1s 
obviously a l~mple dedicated to some 
loathsome deity. There are black a nd red 
twisted candles burning in sconces in the 
corners. sending weirdly curled lendnls 
of smoke to the ceiling. The walls are 
covered with bas-reliefs of demons, mon­
sters, and n pou-erful being or deity of 
a morphous shape. All are shown being 
worshiped by huma ns in the carvings. 

At the far end of the room 1s a mon 
strous idol. carved of black and red stone 
ond rendered man obstruct shape sug· 
gesting a formless body. At. the base of 
this obscenity is a glass box, conLarning 
o thick book with deep blue binding 
There 1s a metal seal sel into the top of 
the box, a 2" diameter circle with an 
octagonal depression in its center. In the 
corner behind the idol, on the ceiling. is 
a sphere of spinning white mJSt An 
archway to the southeruot leads into o 
dark area. 

This is the complex's main t.emple to 
lmbindarlo. The candles ore kept. a hght 
by magic and cannot be blown out , 
though a darkness spell w1 II put out one 
candle. There are eight candles, one in 



each comer The corvangs shO\\ religious 
ceremonies from lmbmdarla's religion 
and will d1!!gw.t C\'en the toughest PC. 

The idol reprci.enls lmbmdarla ond 1 
mode of blood tone Wh1l<' 1t 1s worth a 
fortune<aboul 125,000 gpl, 1t 1s magical 
and e\'ll, causing all fortune lo anyone 
who pos:.esses any piece of al Th as all 
fortune lakes the form of- 1 on "to hat" 
rolls, damage, nnd saving throws, and 
ends when tht' fragment n1 thrown owoy 
or destroyed Destroying the 1dol 1s worth 
500 xp to tho..-.e of good or neutral al 1gn­
ment. If the 1dol 1s de troyed, thc party's 
lights will work normally in the Pal. 

The gin. s box 1s unbreakable ond \\ill 
not respond to knO<'lt or s1m1lar opening 
apells; only the key from areo 8 will open 
it Attempting lo force at an ony woy 
(including domagmg s~llsl summons 
three mones demons to attack 

.Mo ne de mo n 13>. AC 7, M\. 3"; HD 
1. hp 7, 5, 3; I AT 3. Dmg 1 2 1 2 14. SD 
... 1 or better weapon to hat, \'araou. com· 
bat and spell immunities, AL CE. ~IM I 
17 These creatures fight unul de:.troyed 
but do not re·form themselve 

The box contains the 1•rpin ux1con, n 
book of dark mogac u~ b.> lmbindorlo' 
cult to summon oll soru of monstrous 
creatures. The pells contaaned in thi 
foul tome, ns well as 1ls other power!', ore 
gl\'en m a specaol section at the end of 
the adventure Destroying this book as 
worth 1.500 xp to good or neutral PCs. 

The book's grealeht power 1 preserv­
ing the Head Priest. If the book as 
destroyed, has soul wall began its trap to 
the Abyss, where at belongs As a result. 
the skeleton at area 18 will not be able to 
undergo 1L<i transformation. ll remains a 
tough skeleton, which t he PCs should be 
able to beat fai rly easily. 

If the book 1 ten in one piece. the PCs 
wall hove to face an increasingly power· 
ful Hend Priest al nreo 18 nnd wall not be 
able lo permanently de. troy the crea­
ture The only other possible use to the 
party an keeping the book as that it 
might summon exlrnplanar creatures an 
area 11 !sec that room for det.aalsl. 

The secret door in the northeruit corner 
1 very well hidden and seen only 1f 
looked for, ol normal chances It opens by 
means of the sapphire key from area 8 or 
by a It nod spell lf the PCs decade lo beat 
al down, treat at os AC 3 with 30 hp 
Weapons are not mode for smashing 
tone doors, and they should ha"e lo save 

\' . crushing blow with every hat or be 
ruined. The mast. as the Head Pr1e:1t's 
scryang device; tiCC arco 8 

10. Meditatio n Chamber. There are 
no candles here, and no light from the 
temple passes the oreh\\uy (the PCs need 
to make hghll. There sre no furna hing 
an this mall chamber, nor are the wall 
carved. There 1s a pale of roued material 
an the center of the room, ancient rugs or 
some such ob,Jeets In the northeast cor· 
ner of the ceahng as a boll ofsw1rhng 
white mist about 2 ' in diameter. 

The clerics come here to medalnte 1f 
thoughts troubled them or their concen· 
lrntion was too poor to go directly into 
prayer at area 9. The rotted material as 
indeed former rugs, but. th as as all that as 
here. The mast is the scrying device of 
the Head Priest, as explained an area 8 . 

11 . ummo ning Chamber. The . ecret 
door opens an to a corridor which as 
barely wide enough for one person. Pud 
dies of water dot the noor, ond cove 
insects scurry about Water drip and 
echoes haunungly from the irregular 
CCI hng 15. abo\e Only 1 o· into this com· 
dor 1s the skeleton of an abomanauon. a 
winged humanoid w 1th huge claws and 
teeth, which must ha'e &tood 9 ' or 10' 
high in hfe. The bones ore crumbling 
and have apparently ~n here for a \'cry 
longtime 

These are the bones of a tart')· demo 
dand, t.he guardian of area 11 It. was 
summoned here by the Head Prie t and 
kept by bandmg spells. The demodand 
was ordered to guard this passage from 
anyone or anything that at.templed to 
pass. but nothmg ever come. When ats 
100-year term of service expired. 1t.s 
physical form ceased to function and its 
spir it returned to Thrterus. 

Even when the PCs pass through the 
arehway at the end of the corridor, they 
cannot clearly see the room beyond. 
Thick gray mist fills t.has chamber, mak· 
ing lights nicker fitfully. Horrid shadows 
nit about, moaning and ha~ mg softly. 
Occasionally, somethmg lugs at. a PC' 
sleeve, but when the ad\'enturer whirls 
around nothing as there. 

The Ooor of the chamber IS can·ed Ill 

elaborat.e patterns, and o thick blue hne 
runs north and south in the southern 
part of the room. There 1 no way tot.ell 
ho"' large this room i . 

This as the summon mg chamber, 
where the priests coiled to other-pin nor 
creatures and brought them here for all 
sorts of wicked purposes. The blue lane 
on the floor represents the plane of ele 
mental Water. It meets a red hne (rcpre· 
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senung the plane of elemental Fare) 
which also runs north/south but 1n the 
northern half of the room. A brown hne 
<for the plane of elemental Earth> runs 
from we t to east an the west.em half of 
the room, and a hght green line <plane of 
elemental Aarl runs ea.suwest an the 
eastern half of the room. 

The lanes and the elaborate symbol 
ore responsible for keeping summoned 
creatures under control If the PCs try 
reading ony of the spells from the Serpin 
lexicon in this room, the symbols on the 
floor burst mto light, the mist dissipates, 
and a clear \11ew of another plone <DM's 
choice of any inner or evil-aligned outer 
plane) becomes visible in the center of 
the room. Nothing will cross over from 
that plane. however. unless the OM 
wonto to make the PCs a little more 
careful about using the book The 
moans, groans, and tugging thmgs an 
the mist ha,·e no power to harm the PCs 

12. K.i t.cbe n. The door to this room as 
rotted into pieces which hang from a 
fallen frame The PCs can easily see into 
the chamber beyond, where rusting 
cooking utensils and the remoans of 
metal pots and kettle& hnng on hooks on 
the near left wall. Past these 1s a crum 
bled chino cabinet, its once·gorgeous 
crockery shattered when the cabinet 
finally gave way to age. 1b the right 111 a 
huge mound of mulch st udded with 
mushrooms and mold, and beyond this is 
n 3'-daomelcr hole an the floor. Al the far 
end of the chamber is a large fireplace. 

When the clerics Oed to this bolt.-hole. 
they made accommodations for their 
stay. This is the former kitchen. Slaves 
would prepare food here to t.ake to the 
clerics an their chambers. The 20 '-dcep 
hole in the eastern side of the room as the 
well, and a rotted bucket sits next to 
this. The room was made so large to 
allow firewood to be stored here, on the 
eastern side of the chamber <this as now 
lhe pile of mulch). Cooking was done on 
the western side of the room. The fire· 
pince chimney once led to the &urface, 
but al has collapsed and filled an. There 
as nothing of ante rest or danger to the 
PC here 

13. tore . This door was once iron 
bound hardwood, but at has nearly rotted 
and rusted away. Enough as left to 
obscure the view into the room beyond, 
but the PCs can easily knock lh1s door 
down 
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Beyond is a rectangular room, 30 ' x 
40' end nearly empty. A few piles of 
rolled matter lie about., evidence that 
perhaps food was once stored here. 0th· 
erwise, the room is plain. 

Here is the storeroom, which was 
exhausted when the desperate priests 
decided to try for immortality ns undeed. 
The rotten stores are of no value or inter· 
e t to PC . but the inhabitant.a oflh1s 
room are. 

lflhe PCs stay in here for a few mm· 
ut.e , a small t.an rat emerges from a hole 
in the south wall and runs toward the 
adventurers. It drops a pebble et their 
feet ond scampers away t.o its hole. Any 
druid or ranger in the party will know 
this rodent to be a pack rat, a common 
nuisance but also a potential source of 
wealth. Pack rats do not attack, but they 
have an unusual habit: they like to col­
lect small obJCCts. When they find a 
small item, such as a pebble or a gem, 
they take the object to their nest and 
return with a replacement. ob}CCt. 

Pnc k rot: AC 7; MV 15"; HD •/4; hp l; 
IAT nil; Dmg nil; AL N; see rat, ordi· 
nary, MM2/105. 

The pock rat returns with 1-4 friends 
(snme statistics) in 1-6 minutes. They 
approach the PCs without fear, looking 
for at.ems to collect. Clever PCs can give 
the pock rats pebbles or other small, 
useless items and hope to get something 
antere ling when the rat returns with an 
item 1 n trade. Anyone who can sf)f'alt 
with animals can explain what sorts of 
items the adventurers would hke and 
save the party much time and trouble. If 
the PCs attack the rats, the rodents nee 
and wall not return to trade with the 
party regardless of inducement. 

Fifty of these little creatures live in a 
tunnel system which reaches all the way 
to the surface. They have scoured this 
ruin for mterestmg ob}CCts and have 
quite a collection m their tunnels and 
homes (which are far too small for the 
PCs LO get au. Each time a PC offers 8 
pock rat an item, it returns an 1-4 rounds 
with a replacement. Most.of these 
replacemenl.8 (75%) are similar garbage 
- pebbles and Lhe like - but 25% a rc 
it.ems of value. When one of these as 
indicated, roll ldlO and consult the 
following table: 

l 1 cp 6 a gem, base value 1 sp(25) 
2 l sp 7. a gem, base value 1 gp<20l 
3 lep 8. agem, base\'8lue5gpC18l 
4 lgp 9 agem,basevnluelOgpClSl 
5 l pp 10. a random pouon <4l 
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There are 11-30 of each type of coin and 
as many gems and potions as noted in 
the parenthese (roll potions randomly 
as they are found). The OM should keep 
careful track of how many valuables the 
PCs get a hold of, making sure that they 
do not find too much caner all, this is a 
pretty easy way lo make some money 
and find magic). 

The ral.8 have only one bad habit: they 
will search the PCs 1f the party is so 
foolish as to sleep in this room. The rats 
take material component.a, gems, coins. 
and anything else ofliny si:ie they can 
find. Getting these items back should be 
possible, but not without a lot of trouble. 

13A. Da rkness. There is a rontinual 
darltness spell cast at. this intersection, 
with an area of effect ns shown by the 
dotted line on the Underlevel map. Once, 
the spell's diameter was much greater, 
but. with lmbindarla's fall from power 
and the effects of tame, the spell is fod­
ing. A light, continuol lrRht. or d1sf)f'I 
magic spell (vs. 7th-level magic) will be 
sufficient to destroy this darkness and 
allow normal lights to work again. 0th· 
erwise, the PCs will have to blunder 
about to find their way into areas 14 and 
15 by touch. 

14. Slave Room. The following 
description assumes that the PCs have 
light and are not exploring by touch. 
This long, narrow room smells vaguely of 
sweat and waste. Manacle hang on the 
walls, 12 sets an all, but these are nearly 
rusted away. On the eastern wall, near 
the ceiling, is a 2'.<.fiameter sphere of 
white mist. which bubbles a nd spins. 

The complex had 12 slaves in the 
beginning, but after completing lhe 
construction they were used for periodic 
sacrifices and were soon gone. If the PCs 
stay here for a turn or so, they will see 
ghostly shades of the sla\'eS, manacled to 
the walls and moonang These piril.8 
ha\"C no po°"'-er lo harm (and no game 
statistics) and are merely images of the 
past, but they might be unsettling to 
unprepared PCs. 

Lying on the noor an the southwestern 
corner of the room is a small swan's 
feather imprinted with a rune which 
anyone can invoke. This is a Quaal's 
feather to/ten (described on page 152 of 
the Dungeon M081'!rs Gu1dt, which turns 
into a magical boat when invoked. It 
belonged to the Head Priest, who 
dropped at here when he \\'tlB preparing 
the last three slaves for has final trip to 

area 18 (those slaves are still in the com· 
plex, see area 17). He could not find the 
token when he was ready to leave, so he 
used a rowboat from the pier in area 16 
(this vessel is now at the bottom of the 
lake in area 18). The PCs con use the 
feathu token to follow the Head Pnest's 
trn1l int-0 area 18. The globe of white 
mist is the Head Priest's scryang device, 
as explained in area 8. 

15. keletons. The following descrip­
tion assumes that the PCs get past the 
area of magical darkness and see the 
room before any attack takes place. If. 
however, the PCs stumble into this room 
by touch, the skeletons attack before the 
adventurers are out of the darkness. 
Each character in the darkness suffers a 
-4 penalty to all attack rolls, damage 
rolls, and saving throws, as well as a +4 
penalty to armor class. On "to hat" rolls 
of less than 0 , the PC has struck one of 
has fnends instead of his intended tar­
get. The skeletons are not affected by the 
darkness. 

Beyond the dark area I ies a narrow 
rectangular room. On the eastern wall, 
near the ceiling, is a 2 '-diameter sphere 
full of twisting white mist. A score of 
niches have been built against the walls, 
all but two holding the bony remains of a 
human Past these cells. on the western 
wall, as a monstrous stone sarcophagus 
standing upright. As the PCs enter end 
look around, the skeletons began to 
move, and the lid of the sarcophagus 
st.arts lo wobble. 

ke letons (18): AC 7; MV 12• ; HD l ; 
hp 8 (x 2), 7 (X 3), 6 Cx 2), 5 (X2), 4, 3 Cx 5), 
2( x 2), l ; IAT l ; Dmg 1-6: SO halfdom· 
age from sharp or edged weapons; 
rmmune t.o alttp, charm. hold. nnd cold. 
based spells; AL N; MM 1188. 

These skeletons \\."Ore created by the 
Head Priest from the remains of former 
worshipers and the cult's hapless slave 
servanl.8. These bony remains have not 
moved m several centuries and need two 
melee rounds to limber up, so the PCs 
have lame to nee or take two free nttacks 
Only four skeletons at o time can be 
turned when Lhey ore in their niches, for 
that is oil that can be seen at once. The 
skeletons bat.Lie until all are de troyed or 
the PCs back out. of the room Ct he skele· 
tons then return to their niches). They 
wall reactivate immediately afthe PCs 
return a second tame. 

The sarcophagus is occupied by the 
monster skeleton of an ogre. This crea 
lure opens 11.S sarcophagus an four 



rounds and 1s the Inst to arrive al an 
atlack. ball ling until destroyed. 

Ogre skeleton: AC 7; MV 12· ; HD 4; 
hp24 : ~AT l ; Dmg 1-8 13-10 wllh magical 
club>; SD half damage from sharp or 
edged weapons: immune to sleep, charm, 
hold, and cold-based spells; turned as a 
ghost; AL N: sec the DMG. page 4 l. 

The ogre skeleton's weapon is a c/tJb 
+2, stJnra_v which emits pure sunlighl in 
a 30 ' radius for one turn per day. The 
command for this power is "Illumine." 
wrilten in archaic Common on the weap· 
on's hafi. lfthe club's power to illumi· 
note is used against Lhe vampire in a rea 
18, that creatllt'(' immediately suffers 
5-10 hp damnge and releases any victim 
it holds It necs lo area 9 unul the po\\ er 
fades. The \'Umpire cannot regenerate 
sunlight damage unl1l 1t is slain and 
reforms an entirely new body. See area 
18 for more details on the vampire. The 
magical club is worth 1.000 xp and 5,000 
gp <Note: Unless the idol in area 9 is 
destroyed. the light-damping effects of 
the Pit will reduce the sunlight power of 
this weapon to a 15 ' radius l 

The back of th(> sarcophagus is a secret 
door, easily detected if looked forCdouble 
chances> The sapphire key from area 8 
fits into an octagonal hole 1n the door, 
but the secret door will not open until 
the sarcophagus lid 1s closed again. The 
sarcophagus stands 8 ' high and 4 ' wide, 
so two PCs can squeeze into it when the 
I id is shut. A knock spell or 20 ~P dam· 
age vs. AC 4 will also open the secret 
door. without using the key or closing the 
sarcophagus lid Again, weapons are not 
made for damaging stone and require a 
sov1ng throw af\.er every hit lo avoid 
breakage. 

The globe of white mist near the ceil­
ing i11 the Head Priest's scrying device 
and 1s explained at area 8. 

16. Natural Cavern. The air beyond 
the secret door 1s much colder than the 
air in the halls and rooms of the ruin, 
and smells mustier. This area is natural, 
the limestone worked only in a few 
places and otherwise lefl alone. A nar­
row passage cuts sharply south and 
steeply downward. ending at a stony 
bench. The beach continues on lo the 
len. twisting around the wall and out of 
sight. From this point., the PCs see a huge 
room filled with gently lapping water 
stretching farther than their lights can 
reach. The ceiling here is 20' high and is 
hung with stalaclltes. While the air in 
the cavern 1s stole, it is breathable. 

If the PCs explore the bench, they find 
a human skull lodged in a hole in the 
limestone at the spot marked X on the 
map. Its eye sockets peer blankly al the 
party, but there is a rune or glyph of 
some sort, glowing dull red. written on 
it.s bony pate. 

This glyph ofwardingisofa lype not 
known to anyone in the party and is 
nemed "Caleb," the A I arm. It can be 
dispelled or erased as 7th· level magic, 
disappearing whether the spell was 
successful or not. If the PCs trigger this 
glyph, the Head Priest at area 18 is 
awakened and alerted to the PCs' pres· 
ence. The glyph has no other function. 

Inside the skull is a 5,000·gp platinum 
ring shaped like a turtle, with emeralds 
for its eyes. The ring was placed here to 
lull mtruders into thinking that the 
glyph guarded something valuable. 

The PCs can also follow the beach to 
the southeast and find the pier. Long ago 
there was a boat. here, but the Head 
Priest took it on his final journey. Now 
the only way to follow the Head Priest is 
lo swim (the water is cold enough to 
cause hypothermia, as described on page 
42 of the DSG) or to use the feather token 
from area 14. The water is shallow Conly 
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about 12' deep in the center, 6' deep near 
the walls) and still 

The pier is rotting wood and is not safe. 
It cannot be burned (it is too rotten and 
waterlogged> and is not usable for mak· 
ing a boat or raf\.. Anyone walking onto 
it has a 5 in 6 chance of breaking 
through and falling into lO'·deep water, 
possibly drown mg 1f armored or heavily 
encumbered. Any sort of testing will 
reveal the pier's weakness. 

l 6A. Screamjng. As the PCs pass this 
bend in the underground stream, they 
hear screaming, as if several people just 
ahead were in great pain. 

These sounds are rrom harmless spir· 
its, lefl from a brutal ceremony that took 
place at area 17. Like the cold spot at 
area 2A, this place radiates no magic 
and contains only Jen.over psychic resi· 
due from the slaves who were killed 
nearby. Psionic PCs hear the screams 
with horrible clarity and suffer wrack· 
ing pains in lheir necks, in gympathy 
with the sacrificial victims. These pains 
quickly pass and do no damage to the 
PCs. This effect can be exorcised as a 1st· 
level entity; otherwise, it happens every 
lime the PCs pass through here. 
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17. Zombies. As the PCs pass through 
this wide area of the underground 
stream, bubbles begin rising all around. 
The waler surges upward in three places 
near the center of the cavern, as if some· 
thing were rising from the bottom. Then 
three bodies, horribly bloated and rot­
ten, break the surface. A hideous stink 
assails Lhe adventurers as the bodies roll 
over and begin t.o paddle toward them. 

These were the Head Priest's last. three 
slaves and his final sacrifices t.o allow his 
change t.o undead form. They have been 
here nearly 200 years and were ani­
mated by Lhe Head Priest t.o protect this 
passage from intruders. 

Zombies C3): AC 8; MV s -113•; HD 2; 
hp 10, 9, 7; IAT l ; Dmg l.S; SD immune 
t.o sleep, charm, hold, and cold-based 
spells; always au.ack last; AL N; MM l/ 
103. Their long exposure to water has 
also allowed these zombies to take only 
hair damage from lire-based attacks. 

The zombies reach a boat in two rounds 
and climb aboard in another round. lf 
anyone is leaning over the side to attack 
(using spells which require t-0uch to 
activate, us ing small weapons such as 
knives or daggers, etc.), the zombies can 
haul him overboard On rolls of5 O\•Cr 
their needed " to hit." scores. The water is 
18' deep here, so any encumbered PC 
going over the side could easily sink and 
drown. In addition, the zombies continue 
to attack sunken victims , suffering -4 on 
" to hit" and damage rolls. PCs in the 
water are also -4 t.o hit. and to damage, 
and their armor classes are penalized by 
four. Unless a PC can move freely in 
waler, dexterity bonuses t.o armor class 
are also lost (in addition t.o the + 4 pen­
alty). PCs pulled underwater by the 
zombies must make a dexterit.y check on 
ld20 to avoid losing all hand-held it.ems. 
These items can be recovered by diving, 
wilh the same times as given at area 4, 
but this water is much colder than the 
wale r at area 4, and divers here require a 
full hour to warm up art.er each dive. 

The zombies move slowly and can be 
Jell behind by determined PCs. Turning 
is also elTective, though both of these 
solutions leave the zombies behind t.o be 
dealt with on the way back. 

18. Head Priest. The watery passage 
opens into a not.her huge room, this one 
even larger than the last. Dripping 
waler makes eerie noises in here, accent· 
ing the strange nickerings of the PCs' 
lights on the tossing waves. The ceiling 
in this cavern is nearly 30' high. 
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The PCs must paddle around t.o find 
the island in the cent.er of this cave, for 
their lights will not reach farther than 
30' {don't forget the ability or the Pit t.o 
dampen lights). If the idol in area 9 was 
destroyed, PCs with a bullseye lanthorn 
will be able to see the island from the 
mouth of this room. Other light sources 
will not quite reach, though once the 
PCs move 30' int.o the room, even torch­
light will reveal the island. 

When the central island becomes visi­
ble lo the PCs, read the followi ng aloud: 

There is an island ahead, a lump or 
barren limestone roughly 15' in diam­
eter and jutting 2 ' feet. above the 
water. A thick wooden pole st icks up 
from the cent.er of the islet, standing 
10' high. Chests and urns cluster 
around the base of this pole, chained 
to it with rusted chains. 

If the PCs did not activate the glyph on 
the skull at area 16, add the following: 

On the western side or the islet. is a 
skelet.on, wedged in among the con· 
tainers. These ancient bones are 
draped with rott~n robes and appear 
t.o have once been someone important. 

The skeleton is the Head Priest and is 
animated, though it is not a standard 
skeleton by any means. 

If the PCs activated the glyph, the 
skeleton is now hiding in the water t.o 
the south of the islet. In this event, the 
creature waits for the PCs to start 
searching through the treasures, attack­
ing the first person who comes near it. 
When attacking from the water, the 
skclet.on surprises 5 in 6 times. 

Skeleton of Head Priest: AC 4; MV 
12- : HO 8+3: hp 30; #AT l; Dmg 1-4 
(bite); SA drain blood for 1-6 hp per 
round; SD half damage from sharp or 
edged weapons, turned as a vampire; 
S 18; AL CE; see the following and "The 
S er pin Lexicon" for more information. 

If the skeleton hits, it locks its jaws 
onto the victim and begins to drain blood 
in the next round. This blood drain 
causes l -6 hp damage per round and is 
automatic until the creature is destroyed 
or releases its victim. The only two ways 
lO stop this draining are to either use the 
illumination power oflhe magical club 
from area 15 {driving the skelet.on om or 
to make a successful bend bars roll to pry 
the Head Priest's jaws from the victim. 

Only one PC can try to pry the jaws open 
per round, and this is the PC's entire 
action for that round. 

tr the PCs did not activate the glyph, 
the creature does not animaro until the 
PCs attack it or step root on the island. 
The skelet.on can be turned as a vampire, 
as it was a favored servant of lmbin­
darla. The skelet.on radiates intense 
magic or an unjdentiliable sort. 

The Head Priest, formerly a man 
named Umbra, was a devoted evil ser­
vant.. When he asked for undead slat.us, 
Imbindarla agreed t.o grant him minor 
power which could be increased over 
t.ime. However, the goddess was very 
angry at. Umbra's poor planning (as 
witnessed by the fact tha t. the priests had 
t.o either beg for undead status or starve 
to death) and restricted him to this islet 
until such time as outsiders came and 
were slain t.o complete his transforma­
tion into a vampire . In the goddess's 
eyes, this restr iction served two pur­
poses: it gave the Head Priest plenty or 
time to cont.em plate his shortsighted­
ness, and it allowed a cooling-01Ttime for 
those forces that wished lmbindarla's 
cult. destroyed, before this servant of hers 
got out to wreak havoc. 

Eventually, the Head Priest died and 
rotted away, and his skelet.on animated 
as a more powerful undead of that sort. 
For each round that the skeleton drains 
blood, it. increases in power. Until the 
Head Priest begins draining, and fort.he 
first round or draining, the creature's 
statistics are as given above. After one 
round of draining blood, the following 
should be read t.o the players: 

The skeleton is not simply biting; it is 
also draining blood. The blood is not 
pouring down its r ibs, as you might 
expect, bul where it is going is not 
apparent. As it continues to dram, 
however, you can see that the creature 
is fles hing out. Tiny bits of muscle are 
growing on its bony frame, and mem­
branes are forming over its ribs. Ten­
dons sprout from its joints, and dark 
hair writhes from a thin layer ornesh 
on its skull. Something twitches in its 
eye sockets, but you fort.unately can­
not see what might. be there. 

At the beginning or round lwo or drain· 
ing, this creature is AC 3, with 5 hp 
added t.o its remaining t.otal. The skele­
ton continues draining blood for 1·6 hp 
per round, but. its victim also loses one 
life level al the start of this round. Cold, 



electricity, and nonmagical weapons now 
do only hair damage to the skeleton, and 
the moruiter regenemtes l hp this round. 
lt.s strength increases to 181'l5. 

After two rounds of drain mg blood, the 
description below should be read aloud: 

The creature's form is fleshing out. as 
your companion's struggles grow 
feebler and more de perale Fatly 
deposit.s bubble over firming muscles, 
and organs form and begin to pump 
pulnd fluids. No blood vesaels appear. 
Instead, gloss-black ropes or negative 
energy squirm acrosa the muscles. 
The monster's nerves are duller black 
whips of energy huhinglhe bloated 
muscles into action. The creature's 
eyes expand like bladders, gray and 
sou Ilea.a. 

By the beginning of the third round or 
blood drruning, the creature i5 nearly 
complete. lt.s armor class improves to 2, 
and 5 hp are added to it.s remaining 
total. The monster drains a final 1-6 hp 
worth of blood, and it.a victim loses one 
more life level at the start or this round. 
A + 1 or better weapon 1s required to hit 
this abominauon, which can regenerate 
2 hp on the next. round if harmed on a 
previous round. It.a strength is now 18150. 

The creature is complete after t.his (the 
third) round of draming blood. Read the 
following aloud to the players: 

The creature's body 1s complete when 
pallid skm flows over the sickly 
underlymg structures. Its hair and 
eyebrows finish their growth, and the 
creature stands 6 ' tall, a powerful 
corpse given unholy life. Jt throws its 
arms wtde and howls Its pleaaure at 
being reborn, then fixes its cold gaze 
upon you and drnws back a fist to 
smash you 

Vampire (Head Priest): AC 1; MV 
12./18"; HD 8+3 (add a final 5 hp to its 
remaining tot.al); #AT 1: Omg 5-10; SA 
drain two levels per hit; charming ga.u; 
SD -1- l or belt.er weapon to hit; o.asume 
gaseou1 form at will; regenerates 3 hp 
per round C tarting this round); hair 
damage from cold and electr1c1ty; S 18/ 
76; AL CE; MM 1199. 

At this point, the vampire stops drain· 
ing blood and releases its vicum, 
whetheT the PC is alive or dead, for it 
can gam no more power from blood 
draining. However, the Head Priest now 

v;ant.s to try out this strong new form 
and uses physical attack modes in prefer· 
ence to its charm ability. It hurls 
armored PCs 5 '·10' into the lake, where 
they sink 1n 20'-deep water and possibly 
drown Cit needs to roll 4 over its mini· 
mum "to hit" roll to do lhi5). It tries to 
beat hgbUy armored PCs to death, st.art· 
ing with magic·users or other spell· 
casters and saving thieves for last. The 
Head Priest may leave this room and the 
entire complex any time after round four, 
having fulfilled Jmbindarln's cond1uons 
for its freedom. 

Throughout all its forms, this creature 
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has 8t.andard undend immunity to paral· 
)'81$, charm, poison, sleep, and l1t>ld 
spells. 

Running this encounter properly will 
take a complete undennanding of the 
Head Priest's transformation and the 
contingencies which ex1 t between the 
Srrpin La1con (area 9) and the Head 
Priest's condition One way to run the 
Head Priest 1s to treat. him as a com· 
pletely new creature each round, ignor· 
1ng old statistics and carrying forward 
only hit points. Jn any event, be sure to 
read this secuon over very carefully 
before running t.his encounter. 
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The vampire nee · 1f destruction is 
imminent, nying off and h1dm1t unt1l 1t 
can regenerate and return lo delllro.Y the 
PCs. Smee> the \umpire hos no coffin, 1t 
d1~0PJX'Ul"!l 1f1U; body ii; k1lll•d In this 
l'Wnl, 1t 1s pulled into t he S1•rp111 L..·.t.1ro11 
to re form It body 

It'' 1110/ tn 11011• that 1{ th1• &•rpan IA'~I · 
con 11> tlt•.,fmwd b1'{0N' th1• PCs fiRht th1• 
/frnd Print. that C'rPOIUN' C'nnnnt turn 
11110 a 1 amp1n.• It remains in skell'lnl 
form throughout the battlt'. tht• mug1c 
\\ h1ch sustains it de troyed Ah hough II 
sllll b1ll•s and droins blood, 1l dOt."s not 
l«ome blronger Under thes(• c1rcum 
stnnCl't<, once 1ls skeletal form 1s killed, 
1l 1s fon:ver dl•stroyed. 

The Srrp111 L..•.t1(.'(m 11; fully dt•scribed 
nt tht• l•nd of t h1b ndwnture 

Onct· lhl' Hend Pt1esl 1. dl'nh \\llh, lht• 
PCs can survt•\' their winnings. Tht•n.• 
url' four I urge iron chc;.ts and thn'l' urns 
13' h1gh1 chume>d to the pole, but the 
chums are ru ... ted almo:.t to nothinJ.t and 
.irc cos\ to break lthe pole 1" prc!O(•rvt•d 
hord\\~>d and 1si;t11l sufficiently lllrong 
cnough for pieces of it lo lw uM•d ns 
slllk("ll. Th1.• locks on tht• ch1.•sts nre s1m1 · 
lnrly l'llS)' to break open Tht• contents of 
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these contniners nre 

Chest I I : Several hundred pound.sof 
copper co1n11 ondJe" elry, \\Orthless 
from verdibmse 

Chest 12: Several hundred pounds of 
silver co1ni; and ,JCwclr). very badly 
tarnished For every hour that the 
PCs spend polishing this silver, they 
recover 5 20 sp \\Orth, per person 
working There is enouith \\Ork here 
to ket!p om• ix·r.-on busy for 50 hours. 

Che::.t t3 2.900 b'P 
Chest ,f.1 A dt•mon1c ... wtuclle made of 

.)Ct, "1th ..,upph1re e) es I the" hole 1s 
worth 9,500 gp: <>nch . npph1re is 
worth <I .500 gpl nnd rolled wooden 
masks ond !llnt ucs with 11 tow I of30 
lOO·gp gems inset 

Urn t i l,000gt•m1'worth IOi.rpeac~. 
weighing 25 lbi:. tol.ll llhe urn \\e1ghs 
10 lb .. morel 

Urn ,12: 20 pwces of JC.'"CI~· worth 50 
100 gp each, \\e1ghmg I lb,, total 
llhc urn \\e1ghs 10 lbs morel . 

Urn 13 Rotten fabric l\\ aned uboul Be\ 

cral mug1cnl 1tem11. t hree unlabeled 
pouons 1111111/m•ruh1l1h. hea/111g. 
ph1ltt•r nf pt•rs11as11•t•llf.~sJ, n scroll of 
three spellslC't1rt• blwt/111.•ss, rurr 

~rrmus u·nund;,, nt>utra/1zr pmw111 1, a 
1·amp1r1r reJlrnt>ratrnn r111R<D MG, 
pugc 1301; five arro1n • 2. and o man­
ual of quiC'kness of actwn. 

Th111 lreusure wus going lo launch thl' 
order of lmbindnrlo back into power 
"hen the priests pooled 1t with the 
re"'°urc1.•1; of other s un•l\'ON of lh<' 
destrucuon of the sect There 111 no one 
ll·fi to claim this treasure, of cours<'. 
cnrrymg it nil could be a problem 

Concluding the Adventure 

If the PCR did nol dest roy lhe Ht•nd 
Pric,..l . und tl gained its full powen; us n 
vump1re, t hc udvcnl urcni "'II hnvc the 
suckv problem of an ani.'T)' vampire 
houn.d1ng them unul 1t turni.. them nil 
into 1ts M>rv1tors !lesser vump1n•RI or 111 
dt•slrowd . 

lftht• part) dl•:;troyed the croutun• but 
not tht> S1•rp111 l~:xmm. the rnmp1re will 
come back the folio" mi.t night. appear· 
ing ne:\l lo the book Even if t he PCs 
dcstro\ till' book and the vampire. tht•re 
could \\ell be other scr"unt~ of lmb1n· 
durlu who will look for vengt•nnct• 
uga1n11t thc PCs. 



The Serpin Lexicon 
Perhaps the single most important 
action the PCs will take in the course of 
their adventure in the Pit is saving or 
destroying the Serpin Lexicon. While 
some of the book's abilities and powers 
are explained in the counie of the adven· 
t.ure, it has many other uses. The follow­
ing information can be used to help 
make the PCs curious about the work Ci n 
which case they may not want to destroy 
it) a nd lo aid in building the feeling of 
lurking malevolence which should per· 
meate the Pit. 

The Serpin Lexicon is an eldrich tome 
dedicated to evil and the spread of chaos. 
It deals primarily with the conjuration 
and summoning of extra planar crea· 
lures, particularly those from the lower 
planes, with secondary spells pertaining 
lo death and necromancy. In addition lo 
long sections of narrative describing 
lmbindarla's cult and its ceremonies 
(these are unpleasant but not dangerous 
to peruse), the book contains the follow­
ing spells: 

Cleric 
protection from 

eu1l 
detect life 
animat.e dead 
feign death 
negat1ue plane 

protection 
spealt with dead 
ab1ure 
exoriciu 
protection from 
eu1~ JO' 
radita 

animate dead 
monsten1 

commune(with 
Imbindarla)• 

dispel evil 
slay liuing 

Magic-user 
protection from 

eu1/ 
protection from ('Vi~ 

JO' radius 
animat:edead 
contact other plane 
dismusal 
doh>r 
sending 
ensnarement 
1nuas1ble 

staUter 
spiritwraclt 
banuhment 
cacodemon 
1-0rment 

• This spell will not function, since that 
deity is currently in an inactive void 
state for want of worshipers. 

Since lmbindarla is a demigoddess, she 
cannot. grant spells over nnh level to her 
clerics. All of these spells are designed to 
be used in specially prepared ritual 
roomsOike area 11 of the Pit). Using 
them outside this room will not prevent 

the spells from working, but it will pre· 
vent the user from being able to control 
the effects. For example, casting cacode­
mon in a hallway automatically tels the 
demon burst free from the spell's 
restraints to attack the spell-caster and 
anyone else in the area. A dupe/ ('Vi/ 
spell cast outside a ritual cha mber sim· 
ply fails, as does any other spell which 
cannot. otherwise go awry. 

Anyone may open the book and thumb 
through il without penally. If someone 
atlempt.s to use a spell, however, there 
will be trouble. Any good-aligned spell· 
cast.er using this evil work suffers 3· 18 
hp damage and loses 1,000.6,000 xp 
immediately, with no saving throw 
allowed. In addition, a guardian creature 
is summoned (see below for descript ions 
of such guardian creatures). Likewise, if 
a PC who cannot normally use spells 
tries to utter any of these incantations, 
the spell fails and the attempt immedi· 
at.ely summons one of the book's guard· 
ian creatures. 

Only neulral and evil clerics and 
magic· users (not. their subclasses) may 
use this work without. harm, and the OM 
should monitor neutral PCs closely. 
Even evil PCs cannot cast spells which 
would normBlly be beyond their levels to 
cast; any attempt lo do so summons a 
guardian creature. Evil spell-casters 
may use each spell that they understand 
and are of high-enough level lo use, once 
per week, reading the spell out of the 
book as ifit were a scroll. The spell will 
not vanish when the book is used in this 
way. Spells may not be copied out of this 
work; if a spell is copied, both the copy 
and the origina l spell fade away. 

The Serp1n U:xtcon has many extradi· 
mensional spaces built into its pages, 
most of these holding guardian crea· 
tures. Whenever the book is improperly 
used, one of these creatures appears in 
1-4 rounds to attack the reader. Possible 
guardfan creatures include imp (l), 
quasit (1), dretch (1), manes (2-5), larva 
(2-8), lemures (1.3), a nd rutte rkin (1). A 
guardian creature attacks tho reader 
first, until that person or the guardian is 
dead, then it attacks the reader's compa· 
triots. Guardians attack until destroyed. 
The OM can add more creatures if the 
PCs decide lo keep the book, making the 
guardians minor in power but potent 

THE PIT 

enough lo make the PCs think twice 
about using the book frivolously. 

The book has other powers as noted in 
th is adventure. It provides an extradi· 
mensional space, much like a coffin, 
where the Head Priest's remains go if it 
is destroyed in combat. In this limbo the 
creature forms a new body, to emerge 
from the book in 24 hours. The emerging 
creature looks like a heavy mist issuing 
forth from tho book's pages. The mist 
forms into the Head Priest in one melee 
round, at the stage of development it had 
when destroyed (if it was at the skeletal 
stage of development, the creature which 
issues forth from the book will be a skele· 
ton, etc.). 

The book also serves as a focal poinl for 
the magic which allows the Head Priest. 
to transform in the first place. Ift.hc book 
is destroyed before the PCs battle the 
Head Priest, that. creature is stuck as a 
skeleton. It will not. come back if it is 
destroyed, and it will not turn into a 
vampire if it drains blood. By the same 
token, if the Head Priest is killed and 
escapes into its extradimensional coffin, 
destruction of the book within the next 
24 hours will aJso permanently destroy 
that creature. 

The book may be destroyed in any 
manner that will destroy n normBI book. 
Use the Saving Throw Matrix for Magi· 
cal and Non·magical It.ems, on page 80 
in the DMG, for the book's saving 
throws; lreat the Serpin Lexicon as a 
book with a + 3 on its saving throws. 

The Serpin Lexicon is a powerful item 
and has severe limitations because its 
frequent use could easily upset any cam· 
paign. l t is an evil item and should be 
destroyed, though this is not mandatory. 
It is worth 1,500 xp and 15,000 gp lo evil 
PCs or NPCs, a nd an equal amount of 
experience to any good or neutral PC 
who destroys it. This relatively low value 
for PCs who can use the book reflects the 
fact that the user must have a special 
room lo properly use the spells, so the 
book is not as versatile as most magical 
tomes. Setting up such a room is ex pen· 
sive (10,000-40,000 gp) and time· 
consuming (6-9 months, during which 
time no adventuring is possible while 
the user oversees construction). Di rec· 
tions for setting up special rooms are 
given in the Serpm Lexicon itself. 0 
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THE HUNT 
IN GREAT 
ALLIN DEL 
BY RICHARD W. EMERICH 

While you search 
for treasure, others 
search for you. 

Artwork by George Barr 
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Richard says that he loves mind flayers 
and the nebulous powers they are sup­
posed to possess. "This gives me great 
latitude for the monster's creation and 
abilities, as well as giving the players a 
foe whose powers are not easily gleaned 
from a quick look in the Monster Man· 
ua I. I also like the idea of a magical, 
mystical realm much like those described 
by 1blkien, while at the same time mak­
ing it unexpectedly difficult for outsiders 
to navigate. l added my favorite race, 
elves, for a dramatic tone to the story 
line." This is Richard's third appearance 
in DUNGEON® Adventures. 

"The Hunt in Great Allindel'' is an 
AD&D® adventure for 5-8 good· or 
neutral-aligned PCs of 4th-7th level. The 
party should include a magic-user and at 
least one cleric or druid. This module can 
be used independently or as part of an 
ongoing adventure by changing the 
names of the places and the location of 
the adventure to fit a forested valley in 
the DM's own game world. The adven­
ture takes place in the middle of 
autumn. 

Adventure Background 

The DM should read or paraphrase the 
following to the players: 

After a week of grueling days and cold 
nights, you have managed to cross the 
formidable Yurt.on Mountains. This 
range of tall, desolate peaks surrounds 
a large basin of thick woodlands 
where the climate is definitely friend­
lier than on the frosty mountainsides. 

You would not be here were it not for 
the directions inscribed on a worn, 
yellowed parchment. Found among 
some useless odds and ends during 
your last adventure, the aged vellum 
depicted the location of a great lord's 
castle near the northern edge of a 
relatively unexplored forest known as 
Great Allindel. No other maps you 
could find indicated any such struc· 
ture existed there, and you concluded 
that, if a castle was indeed there, it 
must be forgotten and unexplored. If 
the cartographers hadn't even 
remembered it, there was a good 
chance that no one else knew about it 
either. 

On the back of the parchment, faint 
brushstrokes outline part of the cas-



lle's main floor. After o careful scru­
tiny of the floor plan, you noticed lhnt 
a secret door had been drawn near the 
northeast corner of the main floor, 
with a st-0ircase symbol lending below 
the surfare. Next to this, a fow lines of 
s mall , delicate runes were drawn with 
great care and uniformity. Thes.: 
runes became cause for excitement 
when they were deciphered to indi­
cate that the castle's treasure room 
lay below the secret portal. Several 
lines of runes in a differenl hand 
appeared below the d1agrnm. TheS<! 
read: 

Pace 40 steps toe-to-heel from the cor­
ner of the stable; then cast ware/ RO 
along thr wall nine mort> stt>ps in like 
manner. W11h fingers toucl11ng rouRh. 
cold stone. stand to face the keep and 
speak aloud, "Open, Optm. thr1cr 
times Open!" 

Thus the quest in search of this 
treasure became your reason for the 
weary trek northward. If the castle 
exists and has indeed been left unex· 
plored and forgotten, then perhaps 
many riches lie waiting to be collected 
from the ruins. Now. as you stand on 
the eastern edge of the great forest, 
the castle is only a fe"' days' walk 
away. With the sun high overhead, 
offering light but little heat to the 
chilly slopes of the Yurtons. you head 
down into the aulumn·red Great 
Allindel. The hunt 1s on! 

The players should be given a crude 
copy of the Great Allindel map showing 
only the mountains, forest. and castle 
ruins, ~ut none of the clearings, villages. 
or goblin caves. They should also receive 
a rough drawing of the castle ruins show· 
ing the keep in relation to the wall and 
outbuildings. with the secret door 
clearly marked. 

The PCs begin the adventure al the 
position marked by the X on lhe map of 
Great Allindel Al the start of the adven­
ture, each PC has two weeks of iron 
rations remaining and rides a light war 
horse with saddle. bridle, reins, blanket, 
stirrups. and saddlebags. ln addition to 
this equipment, each PC may have pur· 
chased up LO 250·gp worth of normal 
equipment (which does not exceed his 
encumbrance limit> before leaving on 
this trek to the mountains. This equip· 
ment may be selected before the adven­
ture progresses any further 1fthe OM 

would rather not play out the purchasing 
of such materials in a town selling. 

For the Dungeon Moster 

The weathered parchment does indeed 
depict the location of an ancient castle 
fortress, now 1n ruins, al the northwest 
border of Great. Allindel There 1s also a 
treasure hoard there of good size, but 1t 
1s now the property of an evil mind flaver 
who has made the subterranean pas· • 
soges of the ruined fortress his head­
quarters. From here. he commands a 
s mal I force of gob Ii ns and hobgoblins 
who patrol Great Allindel. 

Great Allindcl was, until one week 
ago. the home of a tribe of wood elves 
who had little interaction with beings 
outside their woods. Their unique home· 
lands were surrounded by loll, forbid­
ding mountains and were fnr enough 
north to avoid the mainstream of human 
activity. 

But lhe wood elves of Great Allindcl, 
despite their isolation, did not always 
live in peace. A large tribe ofbrulal 
goblins lived in t.hc dark, dank caves 
along the slopes of the Yurtons to the 
west. The elves were not overly con· 
cerned about the goblins, because the 
elves' defenses were sound and their 
magic was old and proven. The goblins 
were seldom organized, hm1tmg them­
selves to clumsy attacks by small patrols 
which the elves easily repulsed. While 
the elves lacked the power and numbers 
to rout the goblins from their caves. they 
llVed content enough within their woods. 

However, the tide offa1.e was to turn in 
favor of the forces of C\•il. A powerful 
being uneitpect.edly came into the midst 
of the goblins and quickly organized 
t hem into an efficient fighting force . The 
goblins' new leader, whom they called 
"Gak-n1s-gogk" <which Lranslalcs 
ro~ghly as "thoughts of might"), was a 
mind nayer who not only possessed 
psionic powers but also was a powerful 
magician. Gak·nis-gogk then drove the 
goblins on a well·planned and executed 
assault against the wood elves. 

Supported by this being's magic and 
power, the goblins breached the long· 
standing defenses of the elves and 
destroyed them as the rulers of Great 
Allindel. A s mall group of young elves 
escaped the slaughter and fled north· 
ward lo take refuge in the ruined castle 
fortress, pursued there by Gak-nis.gogk 
and his remaining forces. Jn the ruins. 
exhausted and weaponless, the last of 
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the wood elves were forcl'd to surrender. 
They were imprisoned in one of the sub· 
terranean caverns. fated to give up their 
lives to satisfy the morbid diet ofGak· 
OIS·gogk 

But the bnttle had been costly for both 
sides. Only 55 goblin and 10 hobgoblin 
warriors remained alive. leaving 370 
comrades dead on the battlefield among 
some 200 wood elves. Realizing t hat the 
goblin cn\•es were loo large to be ade· 
quately defended while still enabling 
Gak-nis-gogk lo keep watch on his 
unruly s ubjects, the mind nayer ordered 
the remaining goblins and hobgoblins 
into the pru ages below the fortress. 
where he set up his new headquarters. 
At the s tart of the adventure. 42 young 
elvl's remain olive in the ruins, ond each 
day their number decreases by one as 
Gok-nis-gogk satisfies his appetite. 

As the PCs explore Great Allindel. 
they may encounter a number ofbnttle 
sites and realize tht\l they, too, might 
11ufTer a fnle similar to those whose 
bodies litter the forest. There is always 
the possibility of encountering a goblin 
patrol (see Random Forest Encounters 
table), and once the party 1s spotted, the 
goblins will begin theU" hunt. 

All the goblins and hobgoblins in this 
adventure have the following statistics: 

Ordinary goblin: AC 6; MV 6": HO 
1- 1: /AT l; Omg by weapon lype; AL LE~ 
MMl/47. These goblins wear scale mail 
and are armed as follows: morning star 
130"t l; short bow and short sword <30~>: 
or short sword and shng(40't>. 

Gobli n corporal: AC 5; MV 6"; HO I; 
hp 7 each; /AT l ; Dmg by weapon type: 
AL LE; MM 1147 Goblin corporals wear 
chain mail and are armed with short 
bows and short swords. 

Hobgoblin sergeant: AC 4: MV 9": 
HO l + l ; hp 9each; /AT l; Omg by 
weapon type; AL LE; MM 1152. Hobgob· 
hn sergeants wear banded mail and arc 
armed with bastard swords and compos· 
1te long bows. 

The PCs must Cu Ifill three major tasks 
in the game to get the maximum experi­
ence points available: 

l. Frnd the treasure: The PCs must 
locate and remo,•e the treasure from the 
ruined castle. 

2. Defrat the goblins and Gak-ms-gogk: 
The goblins and the mind flayer must be 
either killed or driven off. 

3. Free the remaining t-iu('s: The elves 
who remain alive must be found and set 
rree. 
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Great Allindel 

Great Allindel is a dense, temperate 
forest made up mainly of maple, oak. 
birch, and beech trees. with evergreen 
along the northern border. The forest 
floor is son with a compost of mosses, 
dead leaves , and rotting acorns. Line of 
sight is hm1ted to 60' in most areas due 
to the density or the trees, except in the 
glades and clearings indicated on the 
map. 

Random Forest Encounters 
ld20 Encounte r 

While Lhe PCs are in Great Allindel. 
check for random encounters every hour 
(six turns). If a 1 on ld6 is rolled, an 
encounter occurs. Consult the Random 
Forest Encounters table to determine the 
encounter. 

Path obscurement: The forest itself was 
the main defense oflhe elves, for over 
time their magic had fod the trees as 
much as had the rich soil. The trees and 
flora now act automatically lo obscure 
paths and trails 1fused by any beings not 

l 1-2 brown bears: AC 6; MV 12": HD 5+ 5; IAT 3; Dmg 1-6/1-6/1-8; SA hug for 
2.12 hp; AL N; MMl/9. 

2-4 2-7 sprites: AC 6; MV 9"/18": HD l ; #AT 1: Dmgby weapon type; SA sleep 
ointment; SD become 1nu1s1ble, detect goodleu1I (5 " range). moue silently; AL 
N<G>; slim swords <as per daggers), bows (as per short. bow, with one-half range 
and effect>; MM 1192. Because the sprites detest ugliness and are angry over 
Lhe elves' annihilation, they onen harrass the goblin patrols. If the sprites are 
encountered by the PCs, there is a 50%- chance that they can give speciric 
information about the goblins and the disaster which befell the elves, but 
only 1rthe majority orthe PCs are of good alignment. The sprites will neither 
aid in battle nor act as scouts. 

5 1-3 ghouls(reroll this encounter during daylight hours): AC 6: MV 9": HO 2: 
IAT 3; Omg 1-311 ·3/1·6; SA paralyzation; SD immune LO sleep. charm spells; 
AL CE; MM 1/43. Becaw;e they are undead, ghouls a re nol bothered by the 
path obscurement power of the forest, but they rind the pickings in the defen· 
sive clearings worth investigating. 

6·7 2·8 pixies: AC 5; MV 6"112"; HO 1'2; #AT l; Dmg by weapon type; SA attack 
while 1ncns1ble, cause confusion by Louch, lO'f cast Otto's irresis tible dance, 
arrows are + 4 lO hit; SD become uis1blelinv1sible, polymorph self. create 11/u­
sions, knotv alignment, dispel magic{at 8th-level), dancing lights. ESP; oppo­
nents arc at-4 lO hit pixies because of their small size; weapons as per 
sprites; AL N; MM 1n 9. The pixies will help the PCs 30% of the time, as per 
sprites . 

8-10 1·3 owlbears: AC 5; MV 12"; HD5 + 2; IAT 3; Dmg 1-6/ 1-6/2-12; SA hug; AL N; 
MMtn7. 

11-14 2-5 ogres: AC 5; MV 9"; HO 4+ l ; #AT l ; Dmgby weapon type; ALCE; spear ; 
MMln5. The ogres have become more prevalent in Great Allindel , no longer 
worrying about being hounded by elven patrols. They have descended from 
their colder mountain lairs to hunt in the woods , and a few have been herded 
into the defensive clearings by the forest's path obscurement power. 

15·20 Goblin pat.rot (roll on Goblin Patrol Subtable) 
Ir the PCs approach any of the numbered encounter areas on the map of Great Allin· 
del, the chance of encountering a goblin patrol is increased. Within the lines drawn 
around each numbered area, add 2 to the die roll before consulting the table above. 

Goblin Patrol Subt.nble 
ld6 Encounter 

1 1\vo goblins, one goblin corporal 
2 Three goblins, one goblin corporal 
3 Three goblins, one hobgoblin sergeant 
4 Five goblins , two goblin corporals 
5 Five goblins, one hobgoblin sergeant 
6 Three goblins, two goblin corporals, one hobgoblin sergeant 

There is only one patrol of each type in the forest. Should a patrol be eliminated, 
delete 1l from the t.able and select the next entry on the table if a later die roll indi· 
cat.es an encounter with that deleted patrol. 
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native lo Great Allindel. In addition. the 
trees could cast suggestion spells upon 
such travelers within the forest's bound· 
aries to make them leave the woods. 
However, with the death of the majority 
of the elves, the trees have losl this sug­
gestion ability, although the power or 
path obscurement still remains with 
them. 

rr a party of adventurers is not escorted 
by a wood elf or other sylvan or faerie 
creature, the trees treat t he PCs as 
intruders and apply their path obscu~ 
ment power. The trees shin their 
branches, underbrush moves, and grass 
grows over well-trodden paths. All trail· 
blazing marks and footprints are erased 
within one hour. For e\•ery 500' (about 
1/ao mile) the PCs travel in the forest, 
there is a 5011 chance that they (druids 
and bards included) will be misdi~led. 
On a roll of 1-5 on ld 10, a path opens lo 
the right or len, whichever will lead the 
party lo the closest defensive clearing 
(see areas 3-7). Such a path appears to be 
angled only slightly away from the PCs' 
intended course, but this is an illusion. 
Normally, elven warriors manned con· 
cealed guard posts around the perime­
ters ofthe defensive clearings lo deal 
with ony undes irable creatures herded 
there by the magical forest. 

Each goblin patrol carries a magical 
crystal made by their leader, Gak-nis· 
gogk, which defeats the magic ofthe 
trees in a 50' radius from lhe holder (lhe 
leader of the patrol). In this way, the 
goblins can move through Great Allindel 
without. falling prey to the forest's 
magic. The PCs can create similar pro­
tection by: 

1. Casting a spealt tv1th plants spell. By 
talking directly to the surrounding flora, 
a cleric or druid may be able to persuade 
the forest to refrain from misleading the 
group. The OM must del-0rmine whether 
to E,rrant immunity based upon the sin· 
eerily and wording of the PCs' request. 

2. Casting a shape change spell. 
Changing into an elf or other sylvan/ 
faerie creature satisfies the require· 
menls for being unaffected by the Lrees' 
magic. A polymorph self or similar spell 
or spell-like effect is not adequate. 

3. Using an ins trument of the bards.. 
Any bard who plays one of these magical 
instruments produces the same effect as 
Gak-nis·gogk's magical crystaJs, as long 
as the bard continues to play. The music, 
however, attracts wandering monsters. 
Roll for an encounter every turn (10 
minutes) instead or every hour. 
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4. Casting a /muted wish or 1t'ish spell. 
Casting either of these spells and specili· 
cally asking for "immunity from the 
forest's magic on the group for as long as 
possible" <or similar wording> provides 
t.olal immunity for everyone within 25' 
oflhe caster for 12 hours <limited wish I 
or 36 hours Cw1sh J. 

5 Casting a commune with nature 
spell. A druid casting this spell can ana· 
lyz.e the forest's magic, and the spell 
pro\•ides the druid and his party with 
total immunity from such magic for the 
spell's duration 

6. Obtaining one ofGak·nis·gogk's 
magical crystals. Lf a PC captures or kills 
a goblin patrol leader and takes his 
magical crystal. the protection atTorded 
by it then applies to that PC and his 
allies within the crystal's radius of 
effect. 

If the PCs have a method for nying, 
they may also try to send up a scout lo 
yell directions to his friends below. 
Unfortunately for the party, the canopy 
oflree leaves is 80 dense that communi· 
Calion with those on the 1.rround by hand 
signals, light.a, or voice is impossible. It 
is possible to ascend, check the path. and 

descend to tell others, but because of the 
thick, dense boughs, travel between the 
ground and the heights takes 15 rounds 
each way, during which time the forest 
can obscure the paths again. or course, 
two or more PCs possessing telepathy 
can communicate between the sky and 
the ground, but the PC who is aloRcan· 
not see the party in order to direct it. 

Encounters in Grea t Allindel 

Unless otherwise indicated, the clear· 
in gs shown on the map are covered with 
4"·tall wild grass but have no under· 
brush or trees. The following descrip· 
t.ions assume daylight conditions unless 
otherwise stated 

I. Wheat Fie lds. Lt is difficult to judge 
the true size and shape of this clearing 
upon entering it from the surrounding 
forest, 80 the OM should be careful lo 
describe only the immediate area around 
the party. 

You come upon a clearing in the forest 
to find tall stalks of wheat waving in 
a light breeze. A narrow road of 
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* 
hard.packed earth separates the line 
of tall trees from the golden, 4 '·high 
grain. You see a narrow path leading 
straight into the wheal in front of 
you. 
~~~~~~~~~~~~--J 

This clearing contains most of the 
cultivated wheat for the five elven vii· 
lnges in Great Allmdel. The fields are 
cr isscrossed with evenly spaced paths lo 
facilitat~ the wheal's cultivation and 
harvesting. Anyone with a secondary 
skill in farming has a chance C35't plus 
2'l per point of intelligence) LO notice 
that the wheal is overripe and should 
have been harvested a week ago. 

The southeast tip of the clearing is 
bordered by a 100'.wide stretch of river. 
While its current is swin, the river is 
shallow-only 10' deep across most of its 
width. Al the point where the river runs 
closest Lo the grain field, the elves used 
stones to build an 8 '.wide ford across the 
river. At this ford, the water is only 2 ' 
deep, and an observant character has a 
25~ chance to not ice the stonework if he 
examines the water here. 

The northern, narrow sect ion of the 
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clearing presently Joys fallow in prepara· 
l ion for planting in late autumn. IfLhe 
PCs first enter the cleori ng here, read 
the following aloud: 

As you come to the edge of the forest, 
you feel the hard-packed earth of a 
narrow dirt rood beneath your feel. 
The road separates the lrees from a 
tilled, bare field . An occasional stalk 
of wheat or weedy leaf can be seen on 
the loose, turned soil. 

2. Grazing Clearing. 

This open area bet.ween the trees is 
covered with lively green grass, vary­
ing in height from 3" to 8". rn some 
places you can see bare spots where 
the grass has been cropped down close 
to the soil. 

Treasure Item in Area 6 CRoll ld4 ) 

This clearing was used as grazing land 
for the few horses and other herd ani­
mals kept by the elves. The animals have 
all been killed or driven ofTby the gob· 
I ins, but as the party crosses the clear· 
ing, there is a 351l chance that l -10 
animal skeletons will be found , obvi­
ously stripped of their flesh quite 
recently. 

3-7. Defens ive Clearings. These natu­
ral clearings were an intrinsic part of the 
elves' defense against outside intrusion. 
The path obscurement magic of the trees 
caused all unwanted visitors to be 
directed into one of lhe clearings. Here, 
guard patrols would eliminate evil crea­
tures or cast sleep spells on those tres­
passers whose intentions were generally 
good to enable their easy removal to the 
forest's outskirts. Should the PCs try to 
move through the forest without any 
protection against the trees' magic, they 

1. Wand of (ear: Mistaken by the goblin scavengers as a useless bit of wood, this slen· 
der, dark-brown wand bears fa int sih•er runes which require a read magic spell to 
dcdpher. The runes read: "Frighten thy enemies by the will of Enoreth." The 
command words for activat ion of the wand arc " by the will of Enoreth." 

2. Five arrows +2. Five magical arrows are Jen. in a worn elven quiver of fine tanned 
leather. which has been discarded and covered over by some underbrush near the 
forest's edge. Only a detect magic spell will reveal the arrows' magical nature. 

3. Ring of protection +I. This silver ring inset with a bright-green emerald lies cov­
ered by the remains of an elven archer. It looks like an ordinary ring, though 
fi nely crafi.ed. Only a detect magic spell will reveal its magical nature. There are 
some finely drawn runes along the ring's inner surface that require a read magic 
spell t-0 decipher. The runes read: "The protection of Rallathil." 

4. Eye of the eagle. A single lens from a pair of eyes of the eagle is found beneath a 
t ree, in whose branches an obS-Orvation platform can be found. The pair was used 
by one of the elf scouts to survey the surrounding terrain in search of goblin 
patrols. When the attack came, the scout dropped one lens and, in the excitement, 
had no chance to hunt for it before retreating. (See the Dungeon Masters Guide, 
page 144, for the cfTects of using only one lens.) 

Treasure Items in Area 7 !Roll ld4 ) 

I. Necklace of missiles. The captain of the elven pat.rol died before he could use the 
last two missiles on this necklace, which remains around his neck. The elfli es 
face down beneath three other dead elves. One 6-HD missile and one 2-HD missile 
remain on this silver necklace. 

2. Boots of eluenkind. A young elf scout was shot by goblin arrows and fell in the tall 
grass near the clearing's edge. His magical boots will fit only another elf. A detect 
magic spell must be cast on these items to identify them as being more than just 
finely made footwear. 

3. Ma1,rical potion. A discarded elven knapsack contains several empty vials and 
some soiled bandages. At the bottom, a single glass vial with a lead-sealed cap 
contains a clear green liquid. This is a potion of healing, which will restore 2d4 +2 
hp damage within 1·6 rounds an.er being consumed. 

4. Magical bow. An elf captain's bow was ten. undiscovered by the goblin scavengers, 
who did not notice its dark ash coloring against the equally dark underbrush. rt is 
a long bow+ I. 
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will soon find themselves in one of these 
clearings. Attempts to leave the clearing 
always fail , for even though the party 
appears to head off in a straight line, all 
paths lead back to the clearing once 
more. Even not following paths is useless. 

Random monsters in these areas 
(except goblin patrols) are encountered 
near the center of the clearing 30% of the 
time or roving along the forest edge 70% 
of the lime. Because the goblins know 
about the trees' magic, they patrol these 
areas more than the rest of the forest and 
are thus more likely to be encountered 
here than other random monsters (see 
Random Forest Encounters table). 

Important Note: When the PCs first. 
enter a defensive clearing, roll immedi· 
ately to see ifan encounter occurs. 
Thereafi.er, roll every hour as usual. 

Goblins encountered in a defensive 
clearing remain concealed at the edge of 
the forest. and use their missile weapons 
to full advantage against a nyone caught. 
without cover in the open clearing. The 
goblins stay in concealment. and try to 
make the PCs attack their superior 
position. They will come out into the 
open, however, ift.hey wound at least 
three of the PCs, or if the PCs cast offen­
sive magic doing at. least 25 hp damage 
against their position. There is a 50% 
chance that. 8 goblin will nee ifhe is the 
last of his patrol Jen. alive and is not cur· 
rently in combat. Hobgoblins will not. 
nee. 

3. Center Clearing. During their 
battles with the elves, some goblins 
became separated from their platoons 
and, without the benefit of the magical 
crystal held by their leader, were 
diverted to this clearing by the trees. A 
patrol of 10 elven warriors killed 24 
goblins and two hobgoblins here. Their 
unburied and stripped remains lie at the 
northern end of this clearing among 
broken arrows and damaged armor. If 
the PCs move into the northern section 
of the cleari ng, read the following aloud: 

As you walk through the high grass, 
you stumble over the remains of many 
short humanoids. Upon close exami· 
nation, you can see that. these are 
dead goblins. A few broken arrows. 
pieces of damaged armor, and splin· 
Lered weapons lie scattered among 
the bodies of the dead, which have 
been here for about one week. 



lflhe PCs announce lhal they are 
searching in lhe high grass around lhe 
dead creatures, they have a one-lime 
25~ group chance to find a dead hobgob­
lin's magical weapon. a bastard sword 
+ I, lying hidden beneath it.s former 
owner's body. 

4. Southeast Clearing. This clearing 
is bounded on the east by a 100'-wide 
river. The r iver is shallow. each side 
sloping gradually down to the 20'-deep 
center. The current is quite swill, and 
anyone attempting to swim here will 
find himself200' downriver (lo the 
south) all.er crossing. The clearing bears 
no signs of recent conflict. 

5. Southwest Clearing. This clearing 
has a river as its southern border. This 
r iver is 70' wide. is 15 ·deep at ilS cent.er, 
and has the same swill current as out­
lined at area 4. There are no signs of 
battle here. 

6. Western Clearing. The river curves 
around the west and south borders of this 
clearing. 'IWo fords across the river were 
built by the gobhns, each crude but usa­
ble. These fords are made of large boul· 
ders placed across the entire 60' width of 
the river, each sticking up above Lhe 
water line. The fords are barely 4 ' wide 
(just enough room for foot traffic I and 
have openings between several of the 
boulders to allow the river water lo con­
tinue fl owing. A dextenty check at -6 on 
the die roll is required l-0 avoid falling 
when using these fords. 

The unburied remains of many elves 
and goblins lie about the clearing, 
mostly stripped of equipment and trea­
sure. Several areas of grass in the clear· 
ing and a few trees at the edge oflhe 
surrounding forest show signs of recent 
fire damage (from magical spells). The 
goblins staged a diversionary attack on 
the elven forces here lo cover their main 
assault on the elven villages. 

AO.er exploring the clearing carefully, 
you total the remains of some 40 elves 
and about 70 goblins. Signs offierce 
combat are evident, and there are 
several spots where only large circu­
lar areas of charred grass, brush, and 
gobhn bones remain. 

If the PCs announce that Lhey are 
making a complete search of the area, 
they have a one-time 35't group chance 
lo find 1-4 of the items in the Treasure 

Items in Area 6 table. lflhey do not state 
specifically that they a re making a com· 
plete search, Lhe PCs have only a lO'l 
group chance to find one item. A com· 
plele search takes two full hours Cand 
thus includes two random encount.er 
rolls). 

7. Northern Clearing. This clearing 
was also a site for the clash of the two 
races. The decaying bodies of90 goblins, 
14 hobgoblins, and 35 elven defenders lie 
about, stripped of gear and equipment. 
Most of the fatalities lie along the north· 
ern edge of the clearing. In accordance 
wilh Gak-nis-gogk 's plan, a force of gob· 
I ins broke ofT from the main army that 
was attacking the villages and '~as sent 
lo keep the elven patrol in this clearing 
occupied. 

While exploring the clear ing, you find 
al least 100 humanoids dead among 
35 elven bodies. IL is evident that 
great magicks were used in the light 
for the clearing.judging from the 
numerous patches of charred t rees 
and vegetation. 
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If the PCs nnnounc(.' that they a re 
makmg a complete search of the area, 
they have a one-time 40"< group chance 
to find 1-2 of the items listed 1n t he Trea· 
sure Items in Area 7 table. lfthe players 
do not specifically state lhat their PCs 
are making a complete search, they have 
only a 10'( group chnnce to find one ilem 
listed. 

8-11. Elven VilJages. The homes m 
these elven villages are not styled after 
human dwellings. Instead, l!ach elven 
family hved within several large, magi· 
cally preserved ancient trees. Before the 
goblins' a ttack, each vtllage was home lo 
about 60 residents. Each village covers 
about 10.000 sq. n.. of the forest, with 
about ld6 + 15elfhomesspaced through· 
out the area. It takes one hour lo perform 
a complete search of each elf home, plus 
one hour per 100 sq. n. of area around 
the tree homes. A quick search of an elf 
home takes only five minutes, but the 
chance of finding anything useful or 
important 1s very remote with this type 
of search. 

The Clues and Items in the Villages 
table lists some of the clues, items, and 
treasure that might~ found in and 
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around the elfhomes. lfthe PCs do a 
complete search of an elf home, there is a 
25% chance that they find one item of 
importance. A quick search gwes the 
PCs a l 'k chance to find one item on the 
list. Each item or clue may be found only 
once. 

The following is a description of a typi· 
cal elf village and home. There is a 30'k 
chance that 1-4 elf villagers are found 
dead within each home. 

You come upon a copse of tall, heavily 
gnarled deciduous trees, the exact 
species of which 1s hard Lo determine. 
Several stand close together so that 
they form an archway of leafy boughs. 
Moving through the archway, you 
come into a secluded atrium fom1ed 
by the thick trunks and the many 
long branches of the surrounding 
trees. 

You see signs of desecration, for 
where a small, well-tended garden 
once stood there is now only trampled 
nowers and shrubs. The thick bark of 
the trees could not turn aside the 
blades which have cruelly slashed 
and hacked at their lower trunks. 
Some of the trees near the far end of 
the clearing are heavily burned and 
scorched, leaving them covered with 
gray ash and black char. 

On further investigation, you see 
that several of the larger trees here 
have small archways carved into 
them. Aft.er entering through one 
such archway, you see that the inside 
of the tree is mostly hollow, but carved 
and cultured Lo protect. the life func· 
lions of the tree. Here you &ie signs of 
habitation: the remnants ofbeauli· 
fully crafted pottery, weapons, and 
clothing, most of which have been 
smashed, broken, or ripped and left 
strewn about on the floor. Broken 
furniture adds to the general clutter. 

Near the rear of the tree's interior is 
a slender, silvery-gray rope which 
leads up through a narrow hole in the 
ceiling boards, apparently to another 
level. 

More exact details of each dwelling's 
cont.ruction are left to the OM. Any PC 
who attempts to climb the rope must 
make a strength check on ld20 or lose 
his grip at the halfway point, falling lQ. 
20' for appropriate amounts of damage. 
The rope is nonmagical but woven from a 
variety of vine which is very strong (a 
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112•.wide cord is equivalent in strength 
to a 2 • cord of normal hemp rope). 

When the PCs reach the second floor. 
read the following to the players: 

This level, like the one below, has 
obviously been ransacked. You see the 
remains of several sleeping pallets 
and other personal gear strewn about. 
The interior of the tree is scorched 
and slashed randomly. The tree here 
has grown to provide small, narrow 
windows spaced unevenly around its 
perimeter at about chest level. A 
small. 3 '·diameter hatch of wood with 
a simple handle is set into lhe inside 
of the tree at about waist level. The 
hatch fits perfectly with the body of 
the tree, even matching in grain and 
texture. 

This hatch was used by the eh•es to 
move easily out into the branches of 
their home Lrees. The hatch swings on 
flexible hinges made from a type of I iv· 
ing vine which grows from the tree. The 
hatch, because of this link, is still living 
wood 

tr the PCs open the hatch and look out, 
describe the following: 

Opening the halch reveals a thick 
branch whose Lop side is devoid of 
leaves and twigs, a platform or sorts 
about 2 ' wide. Coiled and stored on 
pegs set. into the trunk of the tree are 
three rolls of the same silvery-gray 
rope as the one leading LO the second 
floor within the tree. Looking out 
from the hatch, you can see over the 
treetops and pick out the tall, dark· 
gray peaks of the Yurt.On Mountains 
in the hazy distance. Closer, you see 
the comings and goings of many 
small, colorful birds. All around you 
the trees show leaves in autumn col· 
ors, fanned into constant motion by a 
cool, comfort.able breeze. 

Each of the four elven villages had its 
own responsibilit ies to the larger com· 
munity, as described below. The OM may 
wish lO make up other encounters and 
descriptions based on this informal ion. 

8. Lower Village. This village was 
responsible for Lhe planting, t.ending, 
and harvesting of the elves' crops grown 
in area l. Several large trees at the edge 
of the village have been specially modi· 

lied to hold the harvested grain within 
their hollow interiors. Currently, these 
storage trees are empty, as the remains 
of last year's grain was burned by the 
goblins at the direction ofGak-nts·gogk. 
Carts and small wagons have been left 
overturned and burned in several loca· 
t10ns near the clearing's northern edge. 

9. Upper Village. This village was 
responsible for supplementing the elves' 
diet with lish from the lake. Five small 
fishing boats lie undamaged along the 
shore directly south of the village. Each 
boat can hold three elves or humans and 
their lishing gear. Fishing nets are 
strung out to dry along the lakefronl. 

10. West Village. The people of this 
village were responsible for the care and 
tending of the few domesticated beasts in 
the community. Open·ntr stalls and pens 
are set up in the woods between the edge 
of the clearing <area 2> and the village. 

1 l . Sou th Villa ge. This village housed 
the elven warriors when they were not 
on duly. A school for the training of war· 
riors and those interested in the arcane 
arts was also located here. A small 
library of arcane knowledge once occu· 
pied a large tree near the center of the 
village. The library was personally 
searched by Gak·nis-gogk, who appropri· 
ated several magic-user scrolls from it 
(see chest 1 in area 23). Then the mind 
flayer burned the library tree to the 
ground, leaving only a charred trunk 
and scattered branches. 

T he RuiDB 

These rums are the current residence of 
the mind flayer Cak-nis-gogk and those 
of his remaining goblin forces not 
assigned to patrol duty in Great Allin· 
del. Read the following to the players 
when their PCs cross Lhe r iver and 
approach the ruins. 

During daylight hours: 

Having crossed the river and moved 
northwest, you find the remains or a 
tall , gray granite wall standing across 
your path. Tuppled buildings of the 
same lype and color of stone are visi· 
ble behind the weathered, moss· 
covered barrier. Larger heaps or 
weather·smoothed stone stand at the 
corners of the walls, tall towers which 
have tumbled down over decades. 



During du::k and night hours: 

You cross the r iver, and in the dim 
starlight you see the outline of a great 
ruin, no more Lhan a wide a rea of 
da rker shadow a mong the lighter 
gray tones of the surrounding trees 
and underbrush. A clear area about 
100' wide separates the n ight-veiled 
ruins from your position among the 
nora by lhe river's edge. 

Refer to the Castle Ruins map when 
Lhe PCs advance into the area around 
and within the ruins. There are several 
huge breaks in the fallen castle wall 
through which the PCs may enter the 
courtyard. Once inside, the adventurers 
can explore the fallen buildings. Afi.er 
comparing what they see with the crude 
map in their possession. they should be 
able to find the general area of the secret 
door to the treasure room. 

Unfortunately, whe n the words written 
on the parchment. are spoken and the 
secret door swi ngs open, the PCs a re 
confronted with a wa II or fallen st.one 
that. complete ly blocks the passage. A 
few hours or digging should convince 
them that nothing short of an army of 
workers or a wi.sh spell will clear the way 
fast e nough to prevent. the goblin patrols 
from discovering them. 

The PCs will have to find another way 
into the passages below the castle. There 
is such an entrance (see area 2), but it 
leads directly into the subterranean 
passages of the goblins and Cak-nis­
gogk, who will not take the PCs' intru· 
sion politely. 

I. Goblin Guard Posts. At. all times. a 
guard party of two goblins sits in each of 
these foxholes centered in the north and 
south walls. In addition, two ordinary 
goblins ore always posted in the ante· 
chamber to the s ubterranean passages 
(see area 2). All goblins a t. these guard 
posts are armed with s hort. bows and four 
quivers of arrows (80 arrows). They can 
lire two arrows per round. 

Should any unidcnt.ifted creatures 
approach the wall, one of the goblins on 
duty quietly alerts the other wall post 
and the goblins in the antechamber 
before returning to his post . During the 
hours or darkness, the goblins wait. qui· 
etly in hiding until those approaching 
get wil hin 60' oflhe wall. At lhis point, 
the goblins expect the newcomers to 
give a password. lflhose who approach 

fail to give the password on their own 
initiative, the goblins immediately open 
lire. 

Each goblin archer has four "light 
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arrows,'' one of which will be used first Lo 
illuminate the area around the t.argets. 
These arrows have continual light spells 
cas t. upon them by Cak-nis·gogk and are 

Clues a nd It.ems in the Villages CRoll ldlOO) 
01·05 A si mple necklace of silver chain (worth about 20 gp) is looped around a projec· 

tion on the tree's inner wall. 
06-10 A quiver of l · 12 elven tuTows has rolled under a bed. While these arrows are 

not. magical , they are finely crafted and can Oy 20' farther than the maximum 
for each range. 

11·15 A finely made elven dagger lies among debris on the Ooor. There is a 20% 
chance that this is a magical eluen dagger(see end of adventure). Otherwise, it 
is 8 well-made weapon whose blade is or fine st.eel. 

16·20 A small brown leather pouch tied together with a blue ribbon is concealed 
within a dead el r s robes. Inside are four cakes of a light-yellow powder which 
smells of fragrant Oowers. It is a bag of dust of bler1ding (see end of module). 

21 ·25 Several pieces of parchment. are scattered about. the Ooor. 1\vent.y percent are 
notes or practice pages for drawing magical runes (a read magic spell is 
required t-0 determine that the runes a re magical>. Seventy-live percent are 
poems about life in the forest . Five percent are magical scrolls of first, second, 
or third level (OM's choice). 

26·30 A beautiful silk robe oflhe deepest green has miraculous ly escaped harm by 
the raiders. This ceremonial robe provides a + 1 bonus to saves vs. spells if 
worn by an elf who worships Rallathil regularly. 

3 1 ·35 A small book bound in dark magenta leather with silver foil engravings lies 
beneath the ruins or a wooden desk. This is the dia ry of an elf female (written 
in elvish, of course), recounting her life of music, poetry, and peace. The last 
entry, hastily scribbled, reads: "The goblins come! They are ceaseless hunt.ers, 
wishing the e nd to all that lives under the boughs of Great Allindel. .. " 

3640 1\vo young elf boys lie dead, one with a broken, rusty scimitar protruding from 
his chest . The blade has a serrated edge, and any elf, ranger, or other charac· 
ter who has fought mountain goblins will realize who used this sword on the 
boy. 

4145 The corpse of a young elf male has been pinned against the wall by several 
black.feathered arrows. There are runes carved in the wooden Ooor, and a 
s mall knife lies in the dead elfs hand. lf the PCs can read elvish, they recog· 
nize the symbols for " mortal danger:· "goblins," and " thoughts." 

46-50 A gold cloak broach (worth 75 gp) lies among the debr is. It is a finely worked 
piece of jewelry made to resemble a running dee r, with a tiny ruby for its eye. 

5 1·65 A broken spear and a buckler have been discarded in a corner. Both are obvi· 
ously of goblin make. 

66·68 The body ofa slim elf female is partly covered by the splintered remains of an 
elegant hardwood table. On close inspection, the PCs can see that her hands 
cluteh a small, s mooth stone. Mostly ivory colored with streaks of crimson and 
gold, it is roughly egg shaped. The e lf was attempting to use this stone of con­
trolling earth elementaU, when she was killed by a club stroke to the head (see 
below). 

69-90 A dead goblin lies among the debris, his death most certainly brought about 
by the four green-feathered arrows protruding from his back. His weapons, a 
short sword and sling, lie beside him. The sword's serrated edge is notched. 

91·00 The interior of this tree is heavily burned and charred. Whal material goods 
may have been here lie near the center oft he room, now a pile of ashes and 
blackened debris. A broken morning star lies by the door, discarded along with 
an empty quiver. On close inspection, both show the crude workmanship a nd 
simple runes of goblins. 

Only one of each item on this table may be found. lf an item is found again, reroll for 
another available choice. The PCs must be able to read elvish or understand elvish 
symbols in order to read the messages, or they musl cast the appropriatc spells to do 
so. Items which are magical require I.hat a detect mog1cor similar spell be cast. to 
identify them as magical. Only elves may use the stone of controlling earth 
elementals. 
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CASTLE RUINS 

kept in their qu1ve~ unlit nt:eded Once 
the targets nrc 1llun11n0Lcd, the gobltns 
fire Lhe1r wnr orrows, u11ing the remain 
ing "hght nrrov.s" M nc('(fed to keep 
their u1rgets 1lluminoted Jn lh1s \\By. 

thu goblins con fire at intrudeni even 
beyond the range of their tnfrlwis1on. 
Each ront11111al light nrrow 1lluminntes n 
30'-diometcr sphere 

During doyltght hours, the goblins con 
identify friends ond foes ot 100' If o foe 
1. seen. the gobltns open fire at 60' ronge 

2. Antec hamber to the Pn oge . 
The entmncl' to thl' pas!<oge. below the 
ruins 1 found in the remoini. of the mom 
house nenr the northeo11t corner of the 
collap:.ed bu1ld1ng An entechomtx>r has 
been excavated here. gwing the tv.o 
goblin corporals here nn excellent defon· 
s1ve po 1t1on tn cru;c of nuack A wall of 
umbeN, earth. and stone hos been 
erected and foce the entrance. The 
gobltn can fire their 1:1hort b<r,,s from 
maximum cover 190r,. I 0 to armor class 
\'S. m1ss1lesl nl tntruden; 

hould an aunck against their po ·it ion 
occur, one gobltn 1mmedmtel) r1n1,-rs a 
bronze bell fastened lo one of the ttm 
hers, while the other fires his bow The 
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N 
t 

l square - 10' 

goblins sound the alarm ond attack onl) 
when the close l trcspa.. ser 1s within 20 
of the wall. This nlnrm werns those 
belO\\ to send help, end will probebly 
ruin the PCs' chances of mo\•i ng through 
the passages quickly. 

As the PCs stand 1mmed1otCJly outside 
the entrance to the underground pas· 
sages, read the following aloud: 

I The northeast corner of this building I 
is in much better shope than the rest 
of the tructure llere, a iude doorway 
has been enlerged and upported bJ 
t imbers and large stones, forming a 
crude, square archv.n) It 1s obvious 
that someone or something bu1lt lh1s 
recently; the stone nnd umben; could 

I 
not ha\'e fallen an such an orgoniicd, 

. unnatural w-ay. 

If the timbers used to support the roof 
an the entrance corridor ore de, lroyC'd or 
knocked out ib_y at least two PC. e'(ert 
ing a minimum of30 points of t rengthl 
the ceiling area within 10' collapse on 
those below, causing 6d6 hp damage and 
partly burying the PCs under hundreds 
of pounds of rock and \\ood A. a\'e \'S. 

pclls 1nd1caLes that an 1nd1v1dual PC 
has not been buried and uike1> only 3d6 
hp dnmoge from flying debris The ent 1n.• 
pru.11Uge 1s blocked by such a collapse. 
and iL v. ill take ld6 ... 6 hours of work to 
clear 

When the PCs enter through the arch· 
w.u), rend the following 

Beyond the archway you see o pa. sage 
mode of piled 1>lone1>, rocks. and mor· 
tor, whose cc1ltng 1sshorl>d with um 
hers. The passage appears lo lead 45 • 
into the ruins. You can see the wall at 
the end of the passage is mode of 
rock1> piled below several horizontal 
tree trunks and limbers. There 1s no 
hght source within the passage. 

I ~~~~ 

If the goblins sound the alurm, consult 
the Reinforcements table to determine 
the number and type ofremforcemcnLS. 
und ho" long it takes them to arn\'e 
Reinforcements are drown directly from 
the forces available in the dungeons 
Croups arrl\·e in area 3 first. then pro­
ceed on to area 2. where mo.st combat 1s 
n'<!4Umed to take place 

The ubte rrancan Passage 

The pllh.«ages and corridon; bet ween the 
rooms are not ht Numbered areas ore 
not ht, and doors are locked unless other· 
"•~ 1nd1coted Once the PC ore under· 
ground, roll for random encounters every 
15 rounds and consult the table below if 
an encounter 1s indicated Add1llonal 
encounters should be rolled each t1mu 
the PCs make excessive noise, such as 
shouting, cngagrng in combat, or using 
explosive mogicks. 

ld6Encounter 
1 Tu·o hobgoblin lieulenantslsec 

area l ll 
2 Tu·o goblins 
3 Four gobhns 
I One hobgoblin sergeant with 3 6 

gobhn 
5 Tu·o hobgoblin sergeants 
6 Gak-ni -gogk accompanll'd by the 

hobgoblin capltlin and four gobhns 
<see area 15 and end of adventure 
for StallSllCSI 

3. Lowe r Entry Room. This area 1s 
d1ml) ht by three torches. One gobhn 
guard 1s posted here at all times, tt. duty 
to respond to any calls for aid from the 
outpost above and prevent gobltn from 
exiting without proper authortty. lithe 
bell in the guard alcove in area 2 r1ng1>, 



this guurd sounds u large bro.ss gong in 
response. The gong can be heard 
throughout the entire complex. ehminat· 
mg any hope for the PCs to surprise their 
foes. 

4. Soldiers' Cave. Small fires in the 
center of this cave barely illuminate the 
walls. The goblin warriors who are nol 
assigned duues live here. They can 
assemble and regroup in area 3 within 
two rounds art.er hearing the alarm gong 
from area 3. There are 12 goblins, two 
goblin corporals, and two hobgoblin 
sergeants here at all limes 

The goblins carry all of their treasure 
with them. Each goblin has 2-16 sp and 
2-20 cp. The hobgoblin sergeants carry 
2·8 gp. 3-18 sp, and I 3 gems Cworth 20 
gpeachl. 

5-7. Goblin Fa mily Cave . These 
three caves are ht by small fires near 
their centers and torches around their 
perimeters. A total of32 adult female 
goblins and 24 young live 1n these ca\'eS. 
If they hear an alarm bell or encounter 
trespassers, lhe females immediately 
scoop up their belongings and herd their 
young into urea 8, for protection by the 
guards 1n area 9A. lfthe PCs attack, one 
female leads the children lo i;afet.y while 
the others stand and fight to give their 
young time to escape. The young gob ­
lins CAC 10; MV 6" ; hp 1 each I will not 
fight. The female goblins fight as zero­
level fighters and have the following 
statistics: 

Fe ma le goblin: AC 9; MV 12"; HD 11:l; 
hp 1-4; /AT l; Dmg by weapon type; AL 
LE; MM 1/47; dagger. 

The treasure listed for each of these 
coves can be found in its entirety only if 
the PCs make a complete search of the 
area and the creatures' belongings. A 
quick search yields only 20"'< of the trea· 
sure listed in each area. 

5. North Goblin Cave. Tun females 
and six young live here. Among their 
possessions are 4 gp. 4 7 sp, and 83 gp. 

6. Centra l Go blin Cave. 1'wel\'e 
females and 10 young live here. They 
own a Lot.al of 10 gp, 38 ep, 32 cp, and a 
beautiful cut gemstone in a dirty leather 
pouch. The gemstone is pale lavender in 

color, smooth and roughly egg shaped. 
about l " in diameter at it.s middle. One 
of the youngsters found it in some rubble 
and kept it. because of its obvious worth. 
The gemstone is actually on 1oun i;tane 

capable of absorb1ng spells up to fourth 
level. It can absorb 32 more spell levels. 

If the PC find the stone. they can 
determme ils magical nature only by 
casting a deti!cl magic spel I Should 
someone try to launch the stone into 
night around his head. he is automati· 
cally successful. but this gl\'es him no 
further mformallon about the stone's 
capabilities Only an ident1fY spell can 
impart this information . 

7. East Goblin Cave. Tun adult 
females and eight young hve here. 
Among their personal belongings ore 12 
1,rp. 43 sp, 32 cp. 

8. mithy and Worksho p . This area 
is ht by ton:hes. Although goblins are 
not known for their beautiful metal 
work, they can fashion weapons and 
armor. There are two crude furnaces at 
lhe center of the room, directly below a 
natuml crack an the ceiling which allows 
the s moke and fumes to escape <albeit 
much more slowly than a chimney). The 
outlet on the surface is concealed by a 
pile of rubble at. the center of the rumed 
main building. &:"eral crudely built 
work benches are set along the northeast 
wall, with two barrels of dirty brown 
water for cooling hot metals. Many sim­
ply made but effective tools lie scat.lered 
about these benches. 

There are two goblin workers here 
repairing armor, fashioning weapons, 
etc. Should an alarm sound, they stop 
their work and report immediately to 
area 3. 

9. Prisoners' Cave rn . This chamber 
is lit by a continual light spell cast on the 
10' high ceiling. At the start of the 
adventure, 42 young elves are impriiv 
oned here. Each day, their goblin guards 
(in area 9A> choose one at random and 
escort him into the chambers of the mind 
nayer(area 211. who dines on the poor 
elfs brain <the body is gi\'en to the hun­
gry goblins). The eh•es number as follows: 

Magic·users: Four 1st-level, one 2nd-
level 

Fighters: Eight lsl·level, one 2nd-level 
Clerics: 1\vo 1st.level 
No class ( 1 "'- l HD, as per MM 1139): 26 
Statistics for these elves may be 

assumed lo be: AC 10; MV 12· ; HD as 
appropriate: hp average (2 hp!Jevel for 
magic-users, 4 hpflevel for clerics. 5 hpf 
level for fighters, and 5 hp for elves with 
no character class); I AT 1 Cbut unarmed); 
personal statistics unremarkable; AL 
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CG; :M~ll 3940 and all notes as appro· 
priate from the Players Handbook and 
Unearthl'd Arcana/. 

The el\'eS have only their Lattered 
clothing as possessions. All are in good 
health, though slightly undernourished. 
If the PCs can free them, the elves will 
light by their side 1f weapons and armor 
are found for them. The elf magic-users 
have no spells memorized, but the t.wo 
clerics ore still able to pray for spells. 
Yet, without spell components and the 
proper prayer facaltties. they have been 
able to receive only curt! light wounds. 
which they have used often O\•er the past 
days to heal their compatriots , and crrate 
u•ater and pimfY food and drink, which 
they have used to make their goblin· 
supplied mLions palatable. 

The elves are kept within th as cavern 
by a strong iron grate which hus been 
built. into the space bet.ween two piles of 
st.ones. The piles reach to the ceiling and 
are mortared to hold fast. The grate has 
a lock plate; the key to open it is in the 
possession of the corporal in area 9A. 

9A. Guard Cha mber. This area is lit 
by ton:hes. Two goblins and one hobgob­
lin sergeant are swtioned here to guard 
the elf prisoners. The hobgoblin has the 
key to the gTate al area 9. He carries a 
long sword -t /, flami! tongue in addition 
lo the normal equipment listed for a 
hobgoblin sergeant. A handheld brass 
bell hangs from a hook set. into the wall 
by the entrance Lo this chamber. The 
sergeant will use this bell to sound an 
alarm at. the slightest. disturbance, but 
these guards remain at their post. even 1f 
they hear an alarm sounded elsewhere. 
They have orders not to leave this post 
and to defend it to the death. 

10. Old Entryway. This room was 
once the main entry to the basement. 
level from the main noor oflhe castle. 
The 10'-wide staircase is blocked about 
30' up by a rockslide. 

You see a large room with a 10'-wide 
staircase running along its north 
wall. The staircase. made of a pale, 
rose-colored marble, is weathered and 
cracked in many places. A rockslide 
has blocked its upper section, sealing 
olTthis room from the area above. 
Another pile of rubble sits al the base 
of the southeast wall, but these rocks 
look like they were paled there by 
hand. Along the southwest wall you 
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see two large stacks oflirewood pi led 
about 8' high. The two stacks lea\•e 
just enough room to gain access to a 
door in the southwest. corner of the 
room. 

11. Guard Roo m. When the castle 
was intact and occupied, this room 
housed 10 of the household guards, who 
were responsible for patrolling the lower 
level. This a rea is now used by Gak-nis­
gogk's two lieutenant hobgoblins, 
Gograk and Krugak. 

Gograk : AC 3; MV g•; HD 3; hp 18: 
IAT 1; Dmg by weapon type; S 18110; AL 
LE; MMl/52; chain mail + I, shield, 
morning star. 

Kruga k : AC 3; MV 6·; HD 3; hp 20: 
#AT l ; Dmg by weapon type; S 17; AL 
LE; MMlf52; splinted mail, flail + J, 
ring of protection + 1. 

The lieutenants are here 501'f of the 
time. They patrol the passages 30% of 
the lime, and are with Gak-nis·gogk (in 
area 22) 20"f-oft.he time. If any alarm 
sounds, they immediately rush lo area 3. 

12. torage Room. The door to this 
room is wizard locked Cat the 7th level) in 
addition lo being normally locked. The 
captured elves' equipment and weapons 
have been dumped here at Gak-nis­
gogk's direction. Although the goblins 
were loathe to bring the "vile" s tuff 
here, Gak-nis·gogk knows the value of 
elven weapons a nd covet.a their design. 
Should the elves in area 9 be set free, 
they could amply outfit. themselves from 
this stock, taking 10 minutes to do so. 
The following is a brief accounting of 

Reinforce men ts 

Round 
After 

Alarm Encounte r 

what is here. piled randomly about the 
room: 

39 long s words 
24 long bows (without bowstrings> 
38daggers 
42 spears 
12 suits of el\•en chain mail 
41 suits of e lven leather armor 
23 small shields 
42 leather quivers 
245 arrows 
14 slings 
26 short swords 
25 short bows (without bowstrings) 

Unbeknownst to the goblins, 12 of the 
arrows are magical arrows +2. The only 
way to find these magical arrows is by 
casting a detect magic spell. If this is not 
done, there is a 5'l chance that each 
arrow a PC takes is a magical one. 

13. l nside Outhouse. 

The commode in the far corner is 
cracked and yellowed. Once made of 
pearly white porcelain, it. is now an 
ugly amber color. A s mall table, rot­
ten and worm-eaten, sits lo the r ight 
oft.he door. 

A 1 '-diameter lead pipe leads down 
from the commode lo a simple stone box 
beneath the floor. Waste accumulates 
here and spills over into snot.her pipe 
which carries it underground Lo the 
nearby river. 

14. Storage Room. The hobgoblins 
use this room to s t.ore torches and flints. 
There are 20 bundles of five torches and 

2 lnlo area 2: one goblin Cfrom area 3) 

3 

4 

5 

Into area 3: 12 goblins, t.wo goblin corporals, two hobgoblin sergeants 
Into area 2: 12 goblins, two goblin corporals, t.wo hobgoblin sergeants 
Into area 3: two hobgobli n lieutenants, two goblins 
Into area 2: two hobgoblin lieutenants, two goblins 
Into area 3: three hobgoblin sergeants, hobgoblin captain, four goblins 
lnto area 2: three hobgoblin sergeants, hobgoblin captain, t.wo goblins 
(two stay behind lo hold area 3.) 

6 Into area 3: six goblins 
7 Into area 2: six goblins 

Statistics for all combat.ants a re on page 17, except. for the hobgoblin lieutenants (see 
area 11) and captain (area 15). If reinforcements cannot find room to gel into area 2, 
they wait for an opportunit.y to do so on the staircase and in area 3. They try Lo stay 
spread out Lo avoid area-effect spells, at the hobgoblins' direction. After round 5, two 
goblins are posted in area 3 as a rear guard. 
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two small open basket.s filled with odd· 
shaped flints. 

15. Ho bgoblin Captain's Room. 
Gak-nis-gogk's fell captain, a hobgoblin 
shaman who enjoys serving his perverse 
mind flayer lord, resides here. Xargok's 
room is adorned with booty from Lhe 
elven villages. He is here 70% oflhe time 
and in area 22 only 301{ of the time. 

Xargok (7th-level shaman): AC 2; MV 
g •; attacks as 4-HD monster; hp 25 
(ld8+ l+6d4); IAT l ; Dmg by weapon 
type; S 17, D 17; AL LE; MMl/52; brac­
ers of de{eflse AC 5, morning star + J; 
spells: cause light wounds, cure light 
woun<h, detect good, augury. chant, resist 
fire, cause blindness. dispel magic, poison. 

In combat, Xargok will put as many of 
his goblins bet.ween himself a nd his 
e nemies as possible. This allows him 
lime to cast his resist fire spell on himself 
before preparing lo do magical combat. If 
he is m his room when an alert is 
sounded. he'll take his spears lo combat 
(though a shaman, he can use any weap­
ons that hobgoblin warriors can use). 

Read the following to the players if 
their PCs gain entry to this room: 

The large room before you is dimly lit 
by a few torches in old, rusted holders 
along the wa lls. At t.he center of the 
room lies a pile of treasure: silver 
goblets and silver-etched plates, 
coins, small open coffers of jewelry, 
and piles of soft clothing in shades of 
forest colors. Four spears stand point 
up against the wall by the north door, 
with three bat.Lie-worn shields beside 
them. The room's walls are smooth 
gray stone, overgrown in places by 
lichen and moss. The room smells 
musty and smoky. 

The hobgoblin captain has amassed 
three coffers of 100 different pieces of 
jewelry (lotal value 4,500 gp) and has 
loose coins totalling 158 gp, 445 sp, and 
84 cp. There are also 28 pieces of 
matched dinnerware worth a lot.al of840 
gp. The clothing, snatched hurriedly 
from the elves' homes . is generally 
worthless except for three items which 
the captain doesn't realize are magical. 
'l'wo are cloaks of elven kind - dirty, gray· 
green cloaks offine material. The other 
it.em is a cloak of protection + 2. These 
cloaks arc covered with dirt and blood 
and lie among 60 other garments or 
pieces of garments. A search without 
casting a detect magic spell gives the PCs 
only a 10% chance of not.icing one of 



these magical cloaks during o complete 
search The cloaks cannot be found by a 
quick search. 

16. Pile of Rocks. 

Only part ofLhas room 1s v1s1ble, as 
mo:;t oflhe area has been filll'CI by a 
rocksltde Only a narro" corridor I through the area lS left uncovered . 

Gak·n1s gogk has cast an 1/lus1nn (see 
descr1pt1on nt the end ofth1s module>, 
indicated by the dotted hne, over an open 
space between two rock piles. The 1/lu­
s1on makes the rock walls appear to 
continue unbroken. presenting u burner 
to those who believe the wall is there. If a 
PC washc to disbelieve the illusion, 
some clue must be gleaned before on 
attempt to di believe is made Cseeing 
Gak nis·gogk walk through the Y.all 
"1thout casting any spells, seeing smoke 
from a fire drift through the allusor') 
wall. etc.) 

17. Cove-in Corridor. In the castle's 
prime, th as corridor led to the treasury. 
but now it is blocked by a cave·in and 
leads nowhere. The door to the corridor 
was locked and wizard locked Cat 11th 
level> by the castle's former magician 

18. Trea ury Guard Room. When the 
ca tie was thriving, two household 
guards were posted here to guard the 
lord's treasure A secret portal known 
only to the lord and his family led from 
this room to the surface, allowing quick 
escape with the treasure should circum 
stances warrant this. 

Finding that he could not easily dispel 
the wizard lock spell on the door to area 
17, Gak nas.gogk had has elf slave dag 
through the stone to gain acce to the 
room beyond At the end of the narrow, 
5 ' diameter tunnel from ore a 16, the 
edge of an iron plate imbedded in the 
stone show that precautions were taken 
to prevent easy access v111 passtt·all spells 
and other means of breaching the walls. 

I Near the end of the narrow corridor~ 
you see that a quartcr·inch of1ron 
plate was imbedded in the granite 
wall and was apparently cut through 
Lo complete the tunnel to th as room 
Wooden. iron·bound doors stand in I I the center of the north and south •• I 

ll ofthis30 x 30' room Eachd~ 
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has a wom brass lock plate set below 
a brass doorknob. 

19. Cave -in. A rockslide has com· 
pletely blocked the secret sloarca e here. 
It Yo"Ould require about 10,000 man·hours 
of work Lo excavate at completely and 
safely. A tot.al of seven pas wall spells 
would enable t he PCs to make a sloping 
mmp Lo the surface from here. 

20. Tr-easury. This room has already 
been ransacked by Gak·m -gogk, who 

has removed the treasure to area 23 The 
door lo lha room from area 18 was fire 
trapped, but Gak·ntS·gogk succe -fully 
dispelled lhe trap lo gain entry. 

The stone.walled room before you has 
wooden shelving around iLS perimeter 
and a few dusty, moth~aLen burlap 
sacks lying on the ground be ade an 
old che ·t splintered into many piece!! 
in the northeast corner. A single door 
i l into the middle of the we l wall 
and is open wide 
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A glittering in one corner catches 
your eye, and you find seven silver 
pieces and three coppers lying scatter­
ed beneath the sacks. (Some lrensurel) 

If the PCs look beyond the open door in 
the west wall, read the following: 

Beyond the door is a smaJI alcove, 8 ' 
tall, 4 ' wide, and 3 ' deep, lined with 
six shelves of iron, alt empty. The door 
t.o this alcove is made of hardwood 
plated with iron and has four hasps 
on its outside. From the construction 
of the door, it is obvious that it was 
designed lo protect items of great 
value, but there is nothing here now. 

21-22. Gak-nis..gogk's Cbambel."S. 
The mind nayer leader has made these 
t.wo chambers his home. No goblin is 
allowed past the hobgoblin captain a t 
area 15 without Cak-nis·gogk 's permis­
sion, so that area 21 is reserved for the 
mind nayer's dealings with his officers -
and for eating. Area 11 is for private 
med itation, spell casting, and other evil 
duties. 

Area 22, like area 16, has 11/usions cast 
over the open sections between the rock 
piles. masking them lo look like unbro­
ken piles of stones and debris. These 
passages allow the mind nayer freedom 
lo move about the underground area 
and, should the need ar ise. Lo have SC\'· 

era I secret escape routes. 

21. Dining Room. 

A pile of st.ones and debris against the 
northwest wall of this roughly circu­
lar cavern a lmost blocks a door lead· 
ing north. A 10 '-wide, 8 '-high passage 
made of smooth granite cuts east from 
this cavern, while a nother passage, 
rough hewn but of the same dimen­
sions, heads northwest. 

There are several comfortable cush· 
ions lying on the noor along the south 
side of a low hardwood table placed in 
the middle of this cavern. On the 
table are several small silver-plated 
bowls and two daggers, their ha ndles 
encrusted with many s mall jewels. A 
pair of iron manacles lying in a pool of 
blood are fastened Lo the rough stone 
noor on the north side of lhe table. 
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The silver bowls are used by the mind 
fl ayer to catch the blood a nd brains of his 
victims, and the daggers are for these 
sacrificial purposes. The ma nacles hold 
the mind nayer's intended victims firmly 
until dinner. The bowls are worth a total 
of 350 gp, and the l wo daggers are worth 
a total of 120 gp. 

22. Merutation Cha mber. 

A single door is sel into the north wall 
oflhis chamber near the northwest 
corner. Piles of rock, rubble, a nd 
debris have been placed against. the 
southeast a nd northeast walls of the 
room. Near the center of the noor are 
more cushions, t.wo low hardwood 
tables, and a small st.one fire pit in 
which only ashes are piled. Several 
small statues sit on another low table 
set against the west wall just to the 
south of the passage headi ng west . 

The statues, five of them, depict sev­
eral of the evil gods whom Cak·n is-gogk 
worships. Each is plated in gold. mak ing 
them worth a total of 500 gp if the gold is 
str ipped away. 

The mind flayer has stored h is three spell 
books under the ashes of the fire pit. 
They are kept in a flat. metal box and are 
wrapped in pigskin to protect them from 
t he ash . See the information on Cak-nis· 
gogk at the e nd of this adventure for a 
description of the books' contents. 

23. TN!asu rc Hoard. The combined 
plunder from the castle's treasury and 
the elven villages lies here. protected by 
the mind nayer's magic. lfCak-nis-gogk 
determines that his forces are being 
beaten, he tries lo escape with at least 
chests 1 and 2 \•ia the tunnel at area 24. 

The door to this room is locked with a 
normal lock a nd is also wuard locked (at 
the 7th level) by the mind flayer. If the 
PCs gain entry through a knock or dispel 
magic spell, read the following to the 
players. Be sure Lo a mend the number of 
chests here ifGak-nis·gogk la kes some 
in flight. 

When you fina lly open the door, you 
see a small, 20'x20 ' room with a n 
8 '-high ceiling. Four chests lie near 
the north wall, and sacks of coins. 
dinnerware, and wooden boxes of 
jewelry are stacked against the east 
wall. Each of the chests is locked with 

a hasp and padlock. The chests are of 
various sizes and made of various 
woods strengthened with iron bands. 

The breakdown of the loose treasure is 
as follows: 

Jewelry: 18 pieces(lotal value 5,500 gp) 
Dinnerware: 280 lbs. (total value 1,200 gp) 
Coins: 2,032 sp. 3,509 cp, 520 ep. 351 gp 

Only Cak-nis-gogk has the ring of keys 
lo open the chests, but a thicr s standard 
open locks percentages apply. The chests 
hold the following: 

Chest l ( l 'x l 'x 1 '): 100 gems worth 25 
gp each; potions of extra-healing, 
haste, fire resistance, ghoul contro~ 
a nd sweet water; scrolls of fire trap. 
stinking cloud, read magic, compre­
hend languages, inuisibility, and pro­
tection from normal missiles, JO' 
radius. 

Chest 2 (2'x l 'x l '): 150 gp; 60 gems 
worth 45 gp each; potions of extra 
healing, ESP. and leuitation; wand of 
il/11minat1an (10 charges); gem of 
seeing; wands of magic detect1011 (56 
charges) and fiame extirrguishirrg (26 
charges). 

Chest 3 (3'x 3'x 2'): human-sized suit of 
chain mail + J; amulet of proof against 
detection and locaJion; dagger +2; six 
arrows +1. 

Chest 4 (4 'x3'x4 '): 160 gp; three gold· 
plat~ goblets worth 35 gp each; two 
crystal bowls wrapped in cloth, worth 
150 gp each; bag of hold mg. folded 
neatly (20-lb. weight limit); potion of 
healing; chrmeofopening (30 
charges). 

The magical items can be picked out 
only if a detect magic spell is cast on 
them. However, this spell does not 
impart any knowledge of an item's abili­
t ies, and the OM s hould reveal nothing 
about an item until an identify spell is 
cast on it. Much of this treasure belonged 
lo the elves, and a ny surviving elves who 
find it will certainly want to recover it. 
even from their rescuers. 

24. Escape Tunnel. The entrance to 
this tunnel is concealed by the illusion of 
a rock pile, which blends in with the real 
piles of rock and debris lo either side of 
it . Should Gak-nis·gogk find himself in 
da nger, he tries lo n ee through this pas· 
sage with what treasure he can lake 
from area 23. The tunnel heads 150' 



east, then turns south and slopes upwnrd 
lo the surface, opening in thick under· 
brush beyond lhe ruins. 

Concluding the Adventure 

Once the PCs have defeated Gak·ntS­
gogk and his underlings, freed the 
remaining elves. and taken the available 
treasure, the adventure is over. They 
may wish lo help the elves who are still 
alive rebuild lheir homes, spending an 
additional three week.a in Great Allindel 
lo do so. Jfthe PCs do this, the elves 
name them elf.friends (" nihadirin" in 
the elf tongue) and give each PC a line 
cloak and milhral·silver broach of elven 
manufacture. These itema immediately 
tell other elves, be lhey wood, high, val· 
ley, or gray, that these people have done 
the elf race a great service and should be 
treated with honor. In addition, these 
ti.ems give the PCs free passage through 
Great Allindel; the forest's magic will 
not work against \\-'l!arera ofthese items, 
but both the cloak and the broach mUBt 
be worn together for this function lo 
operate. 

S hould the recipient. of these gif\s die, 
lhe cloak and broach crumble lo du.st. 
Likewise, only the original recipient can 
wear the devices; on others, the cloak 
and broach turn to dust alt.er 60 mi nut.es. 

Group Experience 

The following suggested awards are 
added together and presented to the 
group as a whole, to be divided evenly 
between all members ofthe party (even 
those that did not survive, though their 
awards will be wasted). 

Action XP Award 
Each numbered area 

explored 50 
Each elf captive freed 50 
More than 75% of the 

goblins killed 2,000 
Treasure collected (award 

group points only) gp value 

Persona l Expe rience 

The following suggested awards are 
given a.s appropriate lo the individual 
PCs who helped in such actions (these 
awards are made only to surviving group 
members). 

Action 
Goblin young killed 
Goblin adult. female killed 
Goblin adult male killed 
Goblin corporal killed 
Hobgobhn sergeant killed 
Hobgoblin lieutenant 

kalled 
Hobgoblin captain killed 
Gak-nia-gogk killed 
Brown bear killed 
Owlbear killed 
Ogre killed 
GhouJ killed 
Volunteering lo stay three 

weeks to help elves 
rebuild 

lllusion s uccessfully dis­
believed (on own initia· 
tiveonly) 

Lock picked (applies lo 
thieves only) 

Special considerations 

XPAward 
0 
5 

15 
25 
40 

150 
350 

3,500 
425 
400 
175 
80 

50 

20 

10 
• 

•Unusual actions, ingenuity, valor, 
bravery, etc should be given an award 
not lo exceed 1,500 xp al the OM's 
discreLion. 

Continued 

....... Reading 
I worth 
I writing 

for 
Consum.r lnfonncrtlon Center 
DeportnMnt RW 
Pueblo, Colorado 81009 
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U you 're looking for some 
good reading. you've just 
found It. The tree Consumer 
lntor motion Catalog. 

The Catalog lists about 200 
federal publications. many 
ot them tree They can 
help you eat right. 
manage yow money. stay 
healthy. plan yow child's 
education. learn about 
federal benetits and more. 

So sharpen yow pencil. 
Write tor the tree 
Consumer Inf or motion 
Catalog. And get reading 
worth writing for. 
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Gak-njs.gogk 

AR~10R CLASS: 2 
MOVEMENT: 12" 
HfT DICE: 8+4 
HIT POlNTS: 44 
NO. OF ATTACKS: 4 tentacles 
DAMAGEIAT'fACK: 2 hp each 
SPECIAL ATTACKS: Ps1onic blast, 

brain eating, spells, 1llus1ons 
SPECIAL DEFENSES: 90"f magic 

resistaflce 
PSIONIC ABfLfTY: 250 

Attack/Defense Modes: BIFGH 
Disciplines: Let11tation, domination. 
ESP, body equilibrium, astral projec­
tion, probability trouel 

S PELLS: Burnwg hands, charm person, 
shield, sleep, darkness 15' rad1u.'1, 
invisibility. stinking cloud, dispel 
magic, protection from normal mis­
siles, wall of fire 

The mind nayer Gak·nis·gogk is a 
unique 7th-level magic-user, having been 

Elven Dagger 
This weapon, created for elven warrior 
commanders, is fashioned of a mithral· 
silver and steel alloy. It possesses the 
ability to detect giant-class creatures at 
a range of200' out.doors, 100' indoors or 
underground (for a list of giant·dass 
creaLUres, see the Players Handbook, 
page 24). The blade of this dagger glows 
a faint white·blue color when such a 
creature is at the extreme range of its 

Dust of Blending 
This magical dust is usually found in a 
small leather bag upon which is drawn 
many magical sigils in silver foil. Each of 
the 2·12 cakes of dust found in a bag 
resembles a crumbly chunk of yellow dirt 
about 3~ in diameter. 

If thrown against a creature or inani· 
mate object, a cake of dust of blending 
explodes in a harmless shower of yellow 
and red sparks and causes the immcdi· 
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trained in this arcane science by some 
unknown evil denizen in the deep, vol­
canic underground beneath the Yurtons. 
In addition, once per day he can cast an 
tllus1on of permanent duration, covering 
an area lying within a 20'-square sphere. 
This 11/usion may be dispelled or disbe· 
lieved normally, ha\•mg only visual 
components. 

Gak-nis·gogk enjoys his tyrannical 
command of the goblins and continues to 
delight in his brilliant defeat of the wood 
elves of Great Allindel. He has hoarded 
most of the valuable treasure plundered 
from the elves, though he has yet to 
identify it (see area 23). Additionally. he 
carries on his person the following items: 
broach of shielding(with 10 hp remain· 
ing), rrngofprotect1on +3, ring of fire 
res1stancf'. 

Should combat occur and the goblin 
forces seem to be losing, Gak-nis-gogk 

detection ability. The glow int.ensifies as 
the giant-class creature gets closer, until 
the blade is shi ning with the equivalent 
of a light spell. 

This dagger 1s + 3 to hit and to damage 
giant-class creatures only. When attack· 
i ng other creature . it is considered t-0 be 
a + 1 magical weapon, but it strikes and 
wounds as a normal dagger. If desired, 
t.he dagger can be commanded lo dim its 

ate area to blend in .,.,rith its surround­
ings so as to be 901.f invisible, even on 
close inspection. Each cake can cover an 
areaof50cu. n .(such as2'x5 'x5 ', 
2' x 2 1h'x 10', etc.l. The magic from the 
dust of bl.ending lasts for ld6+ 6 turns. 

The dust can be washed off, thus 
revealing the object or creature it was 
meant to conceal. It may also be blown 
off by winds in excess of 40 MPH. ff a 

immediately nees. He tries to get to area 
23 to pick up as much treasure as possi· 
ble, then goes to area 22 to retrieve his 
spell books. He then nees through area 
24 . If his way is blocked, the mind nayer 
uses his probability travel discipline to 
escape, taking one round to do so. 

Gak·nis-gogk has three spell books 
hidden as described in area 22. Their 
contents are: 

Book 1: affect normal fires, charm 
person. detect magrc. sleep, write, levitate. 
stinking cloud, haste. prot.ect1on from 
normal mtSs1les, slow 

Book 2: burning hands, magic missile, 
darkness 15' radius, invisibility, wuard 
lock, dispel magic, fire trap, ice storm, 
wall of fire 

Book 3: comprehend lo11guoges. read 
magic, shield. pyrotechnics, web, tongues, 
fear, minor globe of invuiflerabilil): wall 
of ice 

light or to withhold its radiance when 
stealth and concealment are important. 
The blade glows only when giant·class 
creatures are near, not by any command. 
Any giant-class creature that holds or 
touches the weapon receives l-4 hp dam· 
age per round of cont.act. 

XP Value: 200 G P Value: J,600 

creature moves while coated, there i o 
lO'l- chance per turn of movement th{ll 
the dust will be shed. 

This dust was used by the elves to 
conceal their scouts and positions within 
the forest while they lay in ambush for 
the goblin patrols. 

XP Value: 1.250 G P Value: 5,000 

0 



THE WAITING 
ROOM OF 
YEN-WANG­
YEH 
BY GREG KRAMER 

Take a number. 
Death will be with 
you shortly. 

Greg Kramer has been play1111: the 
AD&D' gaml! smce 1t came ouL He 
works as a software engmeer and 1.<t inter­
ested 1n the Or11~11tal game of Go, things 
Japanese, and u•mdsurfing. He u •rote 
this adt•enturr. hi.'; first published u•ork, 
to 111trod11ce his players to the idea of 
u•orkmg loyally for a ma.<tter 

"The Waiting Room of Yen-Wa ng· Yeh" is 
an AD&D Oriental Adventures module 
for 4-6 player characten, of levels 5·6. 
The party must include a samurai in 
service lo Gosen Sabcro, shugo-daimyo of 
Hira province in Kozakura lorn similar 
lord in the Dungeon Master's own cam· 
paign>. This samurai will be Lhe official 
leader of the party, which may include 
oLher samurtu or PCs in Sabero's service 
but should not include a ny yakuza or 
mnJa. A 6th-level shuke nja would be 
very helpful, as would o korobokuru of 
any class. 

This module uses the Kozokuran ume­
line established in module OAl Stvord8 
of the Da1m)'O. That module also presents 
background information on Kozakura 
that supplements but is not essential lo 
this adventure. 

Adventure Background 

The OM should read Lhe following aloud 
lo the players whose characters serve 
Gosen Sabcro: 

IL is early summer of the year 1430. 
You have been s ummoned by Tu.chi 
Yukinara, sage lo your master Cosen 
Sabero, shug<>-da1myo of Hirn prov­
ince. Gosen Sabero is. as usual, io the 
capital attending Lo his dulies. 

You a ll arrive early and are shown 
into t he familiar briefing room. Thchi 
e nters: you all bow respectfully and 
the samurai leader greets him. After 
some polite amenities, the Stlge 
begins your briefing: 

" Hira province was buill by the 
Gosen clan. When the shogun 
rewarded responsibility for Hirn lo 
the first Gosen daimyo 200 years ago, 
1t was a poor backwater. Cosen 
assigned his three sons to transform 
it. The eldest commanded the lroop 
levies that secured Lhe peace, the 
second built this castle and NiiLsu­
city which s urrounds it, and the 
youngest turned a fishing village into 
the harbor city of Kush1ro. For these 
many years, the Gosen clan has r uled 
Hira in peace and harmony. Our 
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ancestors rest peacefully, most here in 
Niitsu castle. 

" But Gosen Tudahiro, the youngest 
son, docs not. Building such a fine 
port as Kushiro earned him rest and 
the gratitude of his descendants. But 
gangsters infiltrated the work crews, 
undermining the order of the city 
even as they built. her walls. Gosen 
Tndahiro strove mightily lo cleanse 
his life-work, but failed . Even today, 
his great.grandson. Gosen Arihu.o, 
who runs Kushiro. cannot uproot the 
weed. 

"Gosen Tudahiro became despon· 
dent over this failure. When his time 
came to retire, he did not seek out a 
respectable temple or monas tery. No. 
poor man; in his despair and madness 
he sought out. o foolish, foreign sect of 
hermits. 

"These hermits believed that hfc is 
nothing but a painful interruption of 
eternal dreamless sleep, that nothing 
we do here can amount to anything. 
They preached that the best course is 
to do nothing at all, merely to wail for 
release. So they bu ill tomb:; and lived 
in them, wailing for their god of 
death, Yen· Wang· Yeh. 

"For many years I have sought the 
final resting place ofGoscn Tndahiro. 
at the request of his great·grand· 
nephew, Gosen Sabcro. I was able to 
locate the general area of the hermits' 
refuge. near a marble quarry in Hoch i 
province. The hermits used slabs of 
waste marble from the quarry lo build 
their tombs. But I had no way to iden· 
tify which of the tombs might be 
Gosen Tudahiro's. The hermits look 
new names and cut all contact with 
their former lives upon entering the 
refuge. 

"Then last year, at the Festival of 
Leaves, I met a man oflearning from 
Hochi. I asked about the hermits, and 
he presented me with the diary of a 
wandering holy man who lived at lhe 
time ofGoscn Thdahiro's disappear· 
ance. This holy man visited the her· 
mi ts and got some of them to talk 
about their lives. One oflhe hermits, 
who used the name Maggot Feast. 
told of a life so like Gosen Tudahiro's 
that they must have been the same 
person. 

" I will give you a scroll showing the 
route to take to the hermits' refuge. 
But first, I must tell you that. I told 
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this same tale three weeks ago to the 
samurai Otomo Minbu. whom f sent 
wilh six of our best foot-soldiers to 
find and bring back the remains of 
Gosen Tudahiro. The journey should 
have taken only two weeks. I do not 
know what could be delaying Otomo 
Minbu. He is an experienced samurai; 
G1>SCn Sabero trusts him like a son. 

"It is your lord's wish that you fol · 
low the trail of Otomo Minbu lo dis­
cover his fate. If he lives in captivity, 
you are to offer ransom ifhiscaptors 
are honorable, or rescue him if they 
are not. I will send w1th you a magical 
potion to heal h im ifhe lies wounded 
or plague·slricken. lfhe is dead, or 
you can find no trace ofh1m by the 
time you reach the hermits' refuge, 
you are to continue his mission t.o 
recover Gosen Tudahiro. 

" In two days you will leave to find 
Otomo Minbu, and then perhaps the 
Waiters on Yen· Wang-Yeh." ___ __, 

The PCs may politely question Tach1 
Yukinara. He can give a general descrip· 
Lion of the refuge it.self(see page 35) 
including the pond and spring, and of the 
surrounding countryside based on the 
holy man's diary. He knows the common 
architecture of the tomb and will gwe 
the party a scroll depicting the name 
marker which should stand before the 
tomb of Maggot Feas t CGosen Tudnh iro). 
The sage can also describe Goscn Tada· 
hiro as having been 5 '6" tall. bearded, 
balding, flabby, and missing the first two 
fingers of his left hand due t-0 an assassi­
nation attempt. 

Tachi knows that korobokuru live in 
the mountains around the refuge but has 
no special knowledge of the creatures. 
He does know that Otomo Minbu spent 
some time in his yout.h adventuring with 
korobokuru. Tachi does not know what 
other monsters might be found around 
the refuge (he s pecializes in human­
kind!. 

The sage gives the PCs a copy of the 
map on page 33 and the name.marker 
scroll. He also provides author ization for 
six bushi and a sergeant. lo act as escorts 
and bearers, but he will not authonze 
horses or other transport. He gives the 
PCs travel papers which identify them as 
being on official business for Gosen 
Sabcro a nd which authorize them to stay 
at. imperial roadhouses. These post· 
houses provide a dry. warm place for the 
night and a bowl of rice in the morning. 

The PCs must supply anything more 
that. they require. 

Last, but not least, Tuchi presents the 
leader of the party with a lacquered box. 
This is 3' long, 18" wide, and 12" deep, 
made from 3f.1 ~-thick hardwood. The 
outside 1s painted with landscape scenes; 
the inside is decorated with prayers for 
the soul ofGosen Tadahiro. The box has 
brass hinges and corners, and the light­
fitting lid is secured by two brass hook 
latches. It. is lied with silk rope to a bam· 
boo frame so that it can be worn like a 
backpack (encumbrance 300 gp). It is an 
honor to carry the box, which is meant to 
contain the remains ofGosen Tudahiro. 
The party's leader must des ignate one of 
the PCs to be responsible for it. AO.er 
presenting the box. Tnchi dismisses the 
party. 

Tuchi Yukinara Chuman sage): AC 10; 
MV 12" ; HD 8d4 ; hp 17; #AT l ; Omgby 
weapon type (unarmed!; SS, I 15, W 15, 
0 9, C 11 , Ch 11, Co 13: AL LN: Major 
field : humankind Cpolillcs, history, law); 
Minor fields: physical universe, super­
natural; Spells: know hi.,tory. omen, foee: 
67 years old. 

Tuchi Yukinnra is one ofGosen 
Sabero's most trusted advisors. He is 
intimately familiar with the current 
political situation in Hirn, and between 
Hira and the capital. He is the man 
charged with turning Gosen Sabero's 
desires for political influence int.o fact. 
and is also in charge of the daimyo's 
adventurers. Yukinarn is fiercely loyal to 
his lord and secretive to the point of 
paranoia. His older brother is head of the 
Thchi clan. 

For the Dungeon Master 

What Tuchi Yuk inara tells the party is 
true but not.complete. In 1218 (212 years 
ago), the shogun elevated a loyal samu­
rai, Gosen Noboru, to shugo·da imyo of 
Hirn province in the north ofShinkoku 
island. With his three sons. Gosen 
Noboru built. Hira into a thr iving prov­
ince. His eldest tamed the countryside, 
the second built. a fine capital, and the 
third built a busy port city. But the 
youngest son was lazy; he preferred to let 
others do the real work while he enjoyed 
the privileges of his position. 

The yakuza who built Kushiro were 
recruited for thejOb by Gosen Tadahiro 
himself. In return for letting them have 
free rein, Gosen Tadnhiro took a split of 
the profits. In time. it became obvious to 
everybody who really built and ran 



Kushiro. Cosen Thdahiro retained 
enough pride lo feel greal shame at 
having betrayed his father's trust, but 
when he tried to assert his authority. the 
yakuza cul off t.wo of his lingers as a 
reminder that they were the real bosses. 

In 1231. an exile from T'u Lung 
arrived, a holy man banished for offend· 
ing the religious authorities. The holy 
man preached thal nil efforts 1n life are 
doomed to failure, so the best one can do 
is sit patiently waiting for Yen-Wang· 
\ 'clh, god of death, t-0 return one to rest. 
There were a few despondent people in 
Hirn who listened lo him, Gosen Tada· 
hiro included. The holy man's followers 
called themselves Waiters on Yen· Wang· 
Yeh. 

The holy man's message was no more 
welcome in Kouikura than it was in T'u 
Lung. He and his followers were forced tO 
seek refuge near a marble quarry in the 
mountains of Hochi, in an area only 
recently tamed. The exnct location of the 
refuge, which they called the Waiting 
Room of Yen· Wang· Yeh. was kepl secret 
tO avoid harassment. 

When Cosen Tudah1ro gave over his 
position to his son, declaring his mten· 
lion to retire into the mount.ams lo wait 
for death. none of his family object.ed. 
They were glad to be nd of the lazy. 
greedy, self-pilying old man. 

Cosen Tudahirojoined the hermits in 
1239. AO.er the holy man died in 1245. 
the cult withered away as the number of 
recruits fell behind the number of 
deaths. The cult finally disappeared, and 
the marble quarry closed. The area was 
given back to the korobokuru. 

Gosen Sabero wants to recover the 
remains ofGosen Thdahiro and give 
them a proper funeral, mostly lo gain 
influence O\•er Cosen Tudah1ro's great · 
grandson. Cosen Arihito, who controls 
Kushiro today. Gosen Sabero plans to 
ask for concessions from bis relauve al 
some future date. 

The PCs in GoS<!n Sabero's service will 
know who Ot-0mo Minbu is and what he 
looks like. He is a loyal samurai with a 
reputation for being hard.work mg, dts· 
crete, and above suspicion. His family 
has served the Cosen clan for se~·eral 
generations. The family does not know 
what has happened lo him and has no 
idea what his mission was. Otomo 
Minbu is known to possess magical 
items, including an enchanted katana. 

It. is important for the PCs to remcm· 
ber that their mission is to rescue Otomo 
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ROUTE TO THE REFUGE 

Minbu. Only 1fthey are unable t-0 find 
him are they to take over bis mission of 
recovering t.he remains of Cosen Tuda­
hiro. The OM must emphasize thought. 
over reckless action, and the PCs must. 
become accustomed lo following orders 
rather than pursuing their own interests. 

A Mysterious Visit.or 

When he awakens the day an.er seeing 
Tuchi Yukinnrn, the samurai leading the 
party discovers that the lacquered box 
has been stolen (this event cannot be 
prevented by the PCs; it simply occurs). 
Before the samurai can do more than 
alert the household, a visit-Or is 
announced. An old man has brought 
back the box. 

The old man humbly introduces him­
self as Makabe Yoichi. He is, in fact, an 
elder in the local yakuza clan. The clan 
arranged lo have the box stolen <the 
details of the then. are lefl. to the OM>. 
They knew that Otomo Minbu disap· 
peered into the mountains three weeks 
ago wilh a similar box, and they wanted 
to know what Cosen Sabero was up to. 
When Makabe got the box and saw the 
prayers inside for Gosen Thdahiro, he 
correctly concluded that Tuchi Yukinara 

N 

• 
had finally found Cosen Tudah1ro and 
was sending tbe PCs to recover his 
remains. Makabe Yoichi knows the truth 
about Cosen Tadahiro and the yakuza, so 
he is taking this opportunity to tweak 
Cosen Sabero's nose by reminding him 
about the mutual debt between the 
Gosen and Makabe clans. 

Maka be does not. know what happened 
to Otomo Minbu. He and his clan will 
not interfere with the PCs out of respect 
for Gosen Tudahiro's memory. Makabe 
has proficiency in etiquette, so his 
behavior is quite proper. Each PC 
present should make an intelligence 
check. If the check succeeds, lhat. PC has 
not.iced glimpses of tat..t.oos on Makabe's 
wrists and neck - tattoos of the kind 
usually associated with powerful 
yakuza. 

Makabe Yoichi says: "Sir, I found this 
box lying open by the road not far from 
here. When I looked more closely, I saw 
lhe name Gosen Tudahiro painted inside. 
My family owes a debt lo Cosen Tuda­
hiro; he brought our ancestors here to 
help him build Kushiro port. Thus, I felt 
obligated to return this funerary box to 
its owner. I asked a passer·by ifthere 
were any liegemen of the Goscn clan 
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living nearby, and she directed me to 
your gate. How fortunate that my quest 
is so soon completed, as I have pressing 
business to which I must alt.end." 

Makabe politely but firmly declines 
any offer of reward or invitation to 
remain. He leaves as soon as he can 
without being rude. It would be very 
disrespectful to question an eider's sin· 
eerily, and positively insulting to accuse 
him oft.he lheft. lfany attempt is made 
to t.ake Makabe away under duress, a 
large rescue party appears, made up of 
yakuza and allies who were loitering the 
area in case Makabe should need help. 
They hinder any attempt to follow 
Makabe when he leaves. The OM will 
have to flesh out. this group ihhey are 
needed. They should outnumber the PCs 
by at least two to one. 

lfthe samurai leader relates this 
incident to Thchi Yukinara, lhe sage 
becomes visibly offended. Thchi makes 
it clear that. he considers Makabe Yoichi 
and his clan gangsters, and that. Makabe's 
actions and insinuations are insulting. 
Thchi berates the samurai for permitting 
the theft and dismisses him without 
punishment. or further explanation. 

This should only increase lhe PCs' 
curiosity. A few questions in the right 
places will reveal the true nature ofthe 
old man. The same sources can confirm 
that there is old gossip about Gosen 
Thdahiro being involved with the yakuza 
for his own profit. Gosen Tudahiro may 
not have been the tragic victim off ate 
Thchi described; he may have brought 
disaster on himself. 

Mak.abe Yoichi: AC 7; MV 12"; 
Yakl3; hp41; IAT l; Omg by weapon 
type; S 12, 116, W 14, 0 15, C 9, Ch 16, 
Co 15; AL LN; Family honor 39; Personal 
honor 62; MS 95'k, HS 85%, OL 82%, PP 
105%, HN 40,.: Ki power: take half 
damage from attacks 13 times/day; 
investigate 68%; Proficiencies: dagger, 
short.sword, gaming, reading/writing 
Koiakuran and trade tongue, jeweler, tea 
ceremony, etiquette; Possessions: ring of 
protectum +2. 

Into the Mountains 

After dealing with Makabe Yoichi's 
visit, lhe samurai leader can go to the 
castle garrison. Here, Hidio Gump and 
six 1st-level bushi are assigned to accom­
pany the party. These NPCs are very 
trustworthy and stay out of the way, 
letting the PCs make all the decisions. If 
the PCs want any special equipment or 
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supplies, they must procure it themselves. 
Hidio Gump (human): AC 7; MV 9"; 

Bus3; hp 29; IAT l; Omg by weapon 
type; S 17, 1 14, W 10, 010, C 16, Ch 11, 
Co 15; AL LG; Family honor 8; Personal 
honor 18; Birth: middle class clan of 
st.one masons; NPC reaction modifier 
20%; Birthright: none; Proficiencies: 
naginata specialization, short bow, stone 
mason, read/write Kozakuran; cut purse 
26%; Ki power: + 2 levels for one tum/ 
day; Possessions: naginata, short. bow 
(built. for strength), 20 normal arrows, 
two humming-bulb arrows, studded 
leather armor. 

Bushi (6 human): AC 8; MV 9"; Busl; 
hp 8 each; I AT l; Damage by weapon 
type; statistics unremarkable; AL LN; 
Possessions: two spears (specialization), 
knife, padded armor. 

The PCs leave Niitsu in the ear ly 
morning orthe next day. Their route 
takes them northwest, over a good road 
which rises gradually into the moun· 
tains. There are post.houses a day'sjour· 
ney by foot (about 20 miles) apart. along 
the road. On the second day at the above 
rate, they pass into Wakinasga province, 
and on the sixth day they reach the 
remote mura of Kokubu in the eastern· 
mosL tip of Hochi province. 

The garrisons at the posthouses 
remember Otomo Minbu. lfthe party 
asks about him, the PCs are told that he 
stayed one night about three weeks 
before, then he and his men continued 
northwest along the main road. 

At Kokubu, the PCs learn t hat the 
route to the old marble quarry leaves the 
main road and follows an abandoned 
spur north. This lrack was once as well 
maintained as the main road but has 
fallen into disrepair. The paLh r uns 
along the west bank or a large stream 
which flows down out of a mountain 
pass. It will take most of a day for the 
PCs to travel from Kokubu north up the 
pass to the abandoned quarry. 

If the party asks about Otomo Minbu 
in Kokubu, they are told the same story 
as before: he stayed one night, then con· 
ti nued northwest. But if the PCs go on to 
the next post.house along the main road, 
they discover that no Gosen samurai has 
been there recently. Otomo Minbu, con· 
cerned he would be followed by yakuza 
from the Makabe clan, wenL along Lhe 
main road until he was out or sight or 
Kokubu, then cut cross-country to the 
spur road leading north. lfthe players 
waste too much time combing lhe coun· 
tryside for Otomo's trail, the OM should 

have them run into a helpful woodcutter 
who can show them the road Otomo took. 

Encounters a long the way are ten. to 
the discretion of the OM. While on the 
road, the party is in a civilized area, 
varying from temperate forest to moun­
tain. Once they leave Kokubu going 
north, the PCs enter a mountain wilderness. 

Meeting the Korobokuru 

The party reaches the quarry at the end 
ofa day's travel north from Kokubu. The 
hermits' refuge is about three miles 
farther north. This area is moderately 
forested, with pine, spruce, and a few 
stands of poplars. The soil is sandy and 
rocky, providing little purchase for 
ground cover. Game is fai r ly easy to find, 
depending on lhe season. 

The fiJ"St night the party camps near 
the quarry, the camp is cautiously 
approached by a small group of korobo­
kuru. lrthe korobokuru a.re threatened 
or treated badly, they withdraw. lfwel· 
co med, especially if there is a korobo­
kuru in the party who knows how to 
welcome them properly, they can provide 
information. 

The korobokuru are led by one called 
Wakarpa, who docs all the talking. He 
prefers to speak korobokuru, but he does 
know the trade tongue fai rly well. Hidio 
and the other bushi do not trust. the 
smelly little creatures but will, of course, 
defer to the PCs. 

Wakarpa tells the samurai leader that 
he recognizes the mon (family emblem) 
they wear as the same one worn by a 
mighty warrior who camped here at the 
first quarter of th is moon, about three 
weeks before. This warrior (Waka.rps 
calls him Meen·Boo) knew the ways of 
the korobokuru. He told them he sought 
the grave or an ancestor who was lost in 
a valley of hermits. At first, the korobo­
kuru did not know where he meant, but 
by the description he gave them, they 
concluded t hat Meen-Boo meant the 
village of spirits which lies less than half 
a day's march (for a korobokuru) north of 
the quarry. 

Wakarpa war ned Meen-Boo that. the 
spir its in the village were clever, evil 
tricksters. Wakarpa told him, and 
repeats to the PCs, tales of travelers 
welcomed by a seemingly normal village 
of humans who invite them to stay for a 
feast. The travelers are shown t-0 a bath· 
house where they relax in the steaming 
water. Then the evil spir its return to 
their lrue forms and fall on the travelers 



while they ore naked ond helpless, turn· 
ing the baths into stew pots. Wakarpa 
boasts that korobokuru are immune to 
such tricks, thanks lo the fact that they 
never bathe. 

Despite Lhese dire warnings, Meen·Boo 
was determined to brave the perils of the 
\'alley lo find the grave of his ancestor. 
Wakarpa was so impressed by Meen· 
Boo's brnvery that he sent one of his 
brothers, Shipish, to guide Meen-Boo 
and his ret.ainers to the valley of spirits. 
None of them has returned. 

lfhe is questioned politely, Wakarpa 
admits that none of his tribe have ever 
actually entered that valley. An~r all, he 
says, what reason would lbey have? 

\Vakarpa has a duty to discover the fate 
ofhlS brother, so If the party is deter· 
mined to follow Meen·Boo, he insists on 
going with them as a guide. The PCs are 
not obligated to him, but they will earn 
his and his tribe's friends hip if they 
agree to follow him. lf1.hey dismiss him, 
he follows secretly. 

The next morning, the korobokuru 
(except for Wnkarpa) leave for their vii· 
!age, which lies seven miles to the north· 
east. The party may follow Wakarpa or 
head ofT on their own along the faint 
track that leads to the Waiting Room of 
Yen· Wang· Yeh. 

Wnkarpa , son of Horkeu of the Pine 
'!tee clan (korobokurul: AC 6; MV 6 "; 
Bar3; hp 20; I AT 1; Dmg by weapon type; 
s 17, r 8, w 8, D 16, c 15, Ch IO,Co5; AL 
CG; Honor: none; Proficiencies: spear, 
short bow, hand axe, sword, club, track· 
ing, survival, snare building, tanning; 
Possessions: leather armor, hand axe, 
spear 

Korobokunt (6): AC 8; MY 6"; Bari : 
hp 8 each; I AT 1; Dmg by weapon type; 
statistics unremarkable; AL CG; Posses· 
s 1ons: leather armor, spear, club. 

Wakarpa comes from a family of fur 
t rappers. His only interest in the her· 
mils' refuge is finding some trace of his 
brother Shipish. He firmly believes the 
stories about the village of evil spirits. 
When he sees the empty tombs, he Jumps 
to t he conclusion that the evil spirits 
have Oed rather than face the party. This 
makes him strut about fearlessly until 
the first combat encounter. After that, he 
acts like a serious hunter. 

When Shipish is found (see page 40), 
Wakarpa insists on bringing the remains 
back lo his village for a proper funeral, 
which will be held the second night after 
his return. He invites the PCs to attend. 
If they do, they arc made official friends 

of the clan; if they refuse, the clan is 
insulted. 

The OM must remember the restric· 
lions on barbarians like Wakarpa 
regarding magic. The only forms he will 
tolerate are mi nor s hukenja spells and 
potions. He will not knowingly allow any 
spell to be cast on him. If he suspects 
that the party has magical it.ems, he 
closely examines everything they give 
him for signs of magical conlamination. 

The Waiting Room of Yen-Wang-Yeh 

The refuge is a branch of a winding pass 
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illage 0 

thal climbs northward into the moun· 
ta ins. A small s t ream flows from the 
refuge to join a larger course down the 
pass. The entrance to the refuge 1s a 
narrow V between steep rocky slopes. 
Beyond this lo the west, the pass opens 
up into a gentler-sloped oblong bowl, just 
under one mile across at the middle and 
about two miles long. 

The refuge is unnaturally quiet; no 
birds si ng and no flowers bloom among 
the gloomy stands of pine and spruce. 
The sun seems dimmed, and the nights 
are pitch black despite the half-moon. 
Even at night there is silence; not even 
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crickets s ing hero. For Lhe1r entire stay 
in the refuge, every member oflhe party 
is oppressed w1Lh tension, as 1f waiting 
for something dreadful that could hap­
pen at any moment. If any characters 
sleep in the refuge. their rest 1s dis· 
turbed by morbid dreams of lhcir own 
deaths (increase lht! amount of sleep 
needed by 25~ I. 

Near the center of the refuge 1s an 
a.rt1fic10l pond held back by an old 
ret.nining wall. The water nows slug. 
gishly due lo the heavy growth of water 
weeds which clog the channels through 
the wall. This has caused the pond to 
spread out , making iLS low banks qui te 
marshy The pond wot.er is s1 tty end bad­
tasling but safe to drink The stream 
which feeds the pond nows down from a 
spring at the head ofLhe refuge in a 
winding, rocky bed. The water m the 
stream is clear, cold, and delicious. 

The refuge 1s prone lo fog year round. 
The OM should roll Id 10 e\·ery day. If the 
roll is I to 4, lhere tS fog in the morning: 
5 Lo 7, evening fog: otherwise no fog. 
Morning fog set.a in on hour before sun· 
rise, and evening fog begins an hour 
before sunset. All such fog 1s heavy and 
last.a for 1-4 hours The fog has no unu­
sual clTccts. but. the local korobokuru 

will not willingly stay in it. The inhabit.­
ants of the refuge know that the pince tS 

prone to fog and use it to cover their 
auacks. They suffer the same mo\-ement 
and observation penalties as PCs but 
never become lost in the fog . At. it.a 
height. the fog fills the entire refuge 
from the sprang above the pond lo the 
entrance between the cliffs. 

Random Encounters 

The OM should roll ld8 every four hours 
the party does not spend searching 
tombs. A roll of 1 indicates a random 
encounter occurs. During periods of fog, 
roll only once regardless of how long the 
fog lasts. When an encounter is indi· 
cat.ed. roll Id 10 and consult the appropri­
ate column on the Hermits' Refuge 
Encounters Thble. 

None oft.he hermits. gnki, buso, rots, 
or sp1del'8 that live in the refuge have 
any \•nluable possessions. Goblin rat.s 
and goblin spiders hove normal treasure 
in their lairs <as determined by the Ran­
dom 'lbmb Generation 1.ables on page 38). 

The pring 

The pond 1s fed from o spnng nt lhe head 
oft he valley of the hermits' refuge. The 

Hermits' Refuge Encou.nte rs Table 

Day Night 
1-2 1 

3-4 2 

5 3-4 

6 5 

7-8 6-7 

Fog Encou nte r 
1 5·50 giant rat.s CAC 7: MV 12·115·; HD 112: hp 2 each: I AT 1: 

Dmg 1·3: SA disease; AL N; MM1/8ll 
2 1·8 giant spiders CAC 4; MV 3• • 12·: HD 4 +4: hp 21 each; 

IAT 1: Dmg 2-8; SA poison; AL CE: MMl/90) 
2-12 goblin rat.s CAC 7; MV 9•: HD 3; hp 13 each; IAT 1; Dmg 
1-8 or by weapon type; SA disease; SD shape change; AL LE. 
OA/1211 

3 l goblin spider <AC 4: MV 18 ": HD 6: hp 24: #AT2: Dmg 1·8' 
1·8 ; SA s urprise, grasp: SD + 1 or better weapon lo hit : AL 
NE: OA/121l 

4-6 1-4 Jikl-niku-gaki CAC 6: MV 12· s·: HD 3: hp 14: #AT 3; 
Dmg 1-411-4 1-8: SD 1rwisib1lity. polymorph srlf. passwall: 
immune to charm. ho/cl, drowsy insect, sleep spells; regener­
ate 1 hp/tum; AL CE; OA/119) 

9 8 7 1 sh1kk1-goki (not Gosen Thdahiro)(see page 41 for statistics) 
10 1 hermit (see page 38 for staust1cs: actually tagamahng buso 

at night> 
9 8 I tagamaling buso (see page 38 for statistics) 

9-10 I lesser crimson death Csee statistics at r ight> 
10 1 tigbanua buso CAC 4; MV 12"; HD 8+ 2; hp40; #AT 3; Omg 

161-6 l JO, SAfcar, disease; AL CE: OA/117: thereis only 
one such monster m the refuge. After it is killed, treat. this 
resul t as 1-4 tagamahng buso, as per the statistics on page 38). 
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oreo around the spr ing is noticeably 
more pleasant than the rest or the 
gloomy refuge. Here the birds sing and 
no"'-ers bloom in the sun. If they have the 
means, t he PCs may commune with the 
lesser nature spir it of the spring. The 
spirit is glad lo help, hoping that the 
party can at least partially dispel the 
gloom Jen by lhe herm1l.S ll asks only 
that they clear the weeds from the pond. 

Clearing the weeds t.nkes 16 man· 
hours of work. It a llows the wat~r lo now 
faster, draming the growmg marsh. If 
the party works clearing weeds in the 
morn mg or evening, fog develops auto­
matically, and a crimson death att.ncks 
at the first opportunity. It. looks for a 
victim who i.s in the water but not near 
any other character. Af\er it.s first victim 
as dead, or 1f the cnmson death is 
reduced to fewer than half it.s original hit 
pomt.s, it rct.reat.s toward its lair. The 
spirit oft.he spring knows about the 
crimson death and its lair but will not 
think l-0 warn the party Ci t is no threat to 
her). 

Lesser crimson death: AC 0 (4 af\er 
feeding>: MV 12· (6. af\er feeding>; HO 
5; hp 18; I AT 1; Dmg 2-20; SA Ou1d 
drain; SD surprise, + 2 or betler weapon 
to hit (+ 1 or better aft.er feeding); 100~ 
magic resistance: AL NE; MM2J32. This 
horrific creature lives in a hole among 
the rocks at the base of the retaining 
wall of the pond. The enlrance to it.s lair 
may be found as a concealed door. The 
lair is partly below water and big enough 
lo hold only one person at a l ime. In the 
water bangs a net holding a greased 
leat her bag, hidden here by a secretive 
hermit. The bag contains a short sword 
+ I , sling + I Clo hit), and several (one for 
each PC) miniature jade carvings (net­
suke> \\'Orth 100 ch 'ien each. The net 
1Lself is a net of spirit snoring. The cnm· 
son death is a unique monster and may 
not be encountered more than once. 

The spirit of the spring shows ilB good 
side by answering questions aa well as it 
can, unless the party is rude or overly 
demanding. It can give precise directions 
to the tomb of Maggot Feast Cit does not 
know the name Cosen Tudahiro). The 
spmt knows what happened to Otomo 
Mmbu and can describe Otomo's current 
situation (see page 39). It will not volun­
teer information since it cannot know 
whac. mighc. be important, nor can 1t give 
advice on how lo deal with any of the 
problems it describes. 



In particular, the pmt knows that 
Otomo is under the control of a yellow 
musk creeper, but 1t does not know how 
to free Otomo from that control The 
apmt of the spnng will not respond to a 
second commune spell unul after a full 
cycle of the moon hns passed. 

As the spirit can tell the party, Otomo 
M1nbu arnved in the hermits' refuge 
with his six bu h1 and the korobokuru 
Shipish. They searched from tomb to 
tomb until they found Maggot Feut. 
Otomo Minbu entered the tomb first . 
alone. He found a yellow musk creeper 
growing in the innermost. room but was 
immediately overcome by its pollen 
attack and transformed into a yellow 
musk zombie. Minbu ordered his bushi 
to submit to the creeper's mind· 
destroying att.ack: fou r died, two became 
iomb1es. Sh1pish re 1sted and was killed 
outright by Mmbu The spirit knows 
where the three zombies are but not 
what. they plan to do to intruders. 

The spirit also knows that. Maggot 
Feast has become a sh1kki-gaki, trans· 
formed by his greed for the opals beneath 
his tomb. The creeper was transplanted 
as a sprout by Maggot Feast to act as a 
guard. A few hermit.a stayed on even 
a Ile r the quarry closed. Most of them 
were killed by monsters wondering down 
out oflhe mountmns. Some become gak1, 
and some were attacked by a t. igbanua 
buso and transformed into t.agamahng 
busos. These crealUres still live m the 
refuge. m hermit form dunng the day. 
The t1gbanua buso someumes passes 
through, but s ince it does not. lair here, 
the spirit knows little about it. 

The Tomb of the Hermits 

The tombs in the hermits' refuge nil 
follow the same basic plan. They are 
built along and partly mto the slopes of 
the sides of the refuge, with the excn· 
voted dirt piled on top. The walls and 
ceilings are slabs of poor quality marble, 
waste from the quarry. The floors are 
sometimes bare dirt, somet imes pa\"ed 
with smaller marble labs 

The entry is narrow, with a low ceiling 
and a high step up into the tomb proper 
This puts the person entering in the 
corTCCt attitude (stooped over or on his 
knees) to pass before the image of Yen· 
Wang· Yeh which is carved or pointed on 
the front. of the slab set upright just 
ins ide the entrance Openings on eilher 
side of this slob allow access to the first 
room. 
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AVERAGE HERMIT'S TOMB 

This first room is usually obout 10 ' 
square with a 6' ceiling. The walls ore 
decorated with murals dep1ct1ng the 
triumphs and achievements of the owner 
In fairly intact tombs, close inspection of 
these murals reveals that all is not well. 
There ore s ubtle reminders of the Lran· 
sience oflhe events depicted. Something 
done at one point as undone at another. 
The overall 1mprc ion is one offut1hty. 
The far wall olso has openings on both 
sides leading into Lhe second room 

This second room 1s about the same 
size as the first The murals here depict 
the defeats and sorrows of the owner. In 
the far wall is a low opening, about 3' 
wide and 4 ' high, which leads lo the 
innermost room. 

This Jut room 1s much smaller, about 
6 ' x 8' with a 5 ' ceiling. The walls here 
nre decorated with scenes of death and 
funerals. In the center of the room is set 
a hatch of wood about 3' square. The 
hntch has no hinges, just a handle of rope 
or woven bamboo fiber. 

Lifting the hatch reveals a shaft which 
angles back toward the entrance. The 
stones of the shall form a steep but safe 
stepladder The shaft is about 3 ' square 
and leads down to a cramped chamber, 

6 ' x 3 ' x 4 ' high, oboul 10 ' beneath the 
tomb Here 1s found the only furnish mg 
in the tomb: the hermit's coffin. This 1s 
where the hermit spent each night , hop­
ing to be released from life m h1~ sleep. 

In front of the entry to each tomb was 
set a name marker, hke those 1n ceme· 
t.eries These were carved with the 
assumed name of the hermit inside. 

Many of the tombs ha\·e collapsed ot 
least pnrtanlly, due to their poor con 
struct1on The up-slope slobs tend to be 
pushed over by the loose din ond rocks 
flowing downhill Someu mes they fall 
over entirely, br inging the ceiling down 
on top of them. The shaft down lo the 
burial chamber 1s rarely collapsed 

Searching for Maggot Feast 

The party can find Cosen Tudoh1ro's 
tomb by searching the refuge until they 
stumble across the right one This 1s how 
Otomo M mbu proceeded. Roll 2d6 .. 4 to 
determine how many tombs the party 
must locate before they get the r ight one. 
For example, ifthe dice come up 3 and 5, 
the 12th tomb fou nd cont.ams Cosen 
Tadah1ro 

The party can find one tomb for each 
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2·9 turns of search mg an daylight. Dou· 
ble this time al night or in fog. Each 
tomb is hidden from all others by slopes, 
rock, and trees. 

For each tomb found. except for Cosen 
Thdahiro's. roll ld6 twice and consult the 
Random 'lbmb Generation Tables. The 
first roll tells how intact the tomb is; the 
second tells whether the name marker is 
still in place. Then roll ldlO to deter· 
mine what, if anythmg. lairs in the 
tomb. 

lflhe name marker as present and 
undamaged, the carving on it may be 
easily compared to the scroll sent by 
Thchi Yukinara. The OM should make a 
secret mtelligence check for the charac· 
ter making the comparison, nddmg '* 4 if 
he is literate. If the check succeeds, tell 
the player whether this is the right 
tomb. lfthe check fa a ls, roll a second die 
(any type). If the roll comes up odd. say 
this is the right tomb (though it isn't); 1f 
il comes up even , say it is not. If the 
marker is damaged, divide the charac· 
ter's intelligence by 2 for this check. For 
example, a character with 15 intelh· 
gence who as literate needs a roll of 19 or 
less lo correctly identify an intact 
marker. but 11 or less 1f it is damaged. 

Spells such as know h tSIJ)ry work 
regardle of the condition of the marker, 
as long Ma marker is present. If the 
marker ia missing. the walls inside the 
tomb are as good as a damaged marker 
for identification. 

Roll for every tomb the party finds 
except for Gosen Thdoharo's. His tomb as 

40~ collapsed, and he has removed the 
name marker (it is in the burial cham· 
ber>. This tomb's inhabitants are 
described later. 

Any tomb with a t.agarnaling busol 
hermit is fa irly int.act, and the name 
marker is present and undamaged, 
regardless of the first two tomb genera· 
t ion rolls. During the day. these crea· 
tures take the form of ancient hermits of 
the Waiters on Yen.Wang· Yeh Any her· 
mit whose tomb as approached is \'Cry 
upset at the disturbance, but iflhe party 
is apologetic and makes an offer of sim­
ple food, the hermit may engage in a 
short converstttion. If asked for direc:­
t ions lo the tomb of Maggot Feast (none 
knows the name Cosen Tudahiro), any 
hermit has a 35'l chance of being able to 
provide them. The hermits' only concern 
is waiting patiently for death, but they 
would never consider doing anything to 
rush Yen· Wang· Yeh. 

If the PCs camp within four miles of 
the refuge the night after meeting such a 
hermit, they arc att.acked by 1-6 tags· 
mating buso. including the hermit Lhey 
met. During the night. these creatures 
are in t.agamaling buso form. lfthe Lomb 
lair of a tagamaling buso is entered at 
night, there as a~ chance that it 1s out 
looking for prey; otherwise it is lying an 
its coffin. For each turn intruders spend 
in such a tomb, roll Id 10. On a I, the 
tagamaling buso returns or emerges 
from the burial chamber. In either case, 
it attacks immediately and fights to the 
death. 

Random Tomb Generation Tables 
State of collap e !roll ld6l 
1-3 The tomb is completely collapsed. 
4-5 The tomb is 20/'f to 80~ collapsed Croll 2d4 and multiply by 10 ) 
6 The tomb is fairly int.act. 

Name marker Croll ld6) 
1·2 The name marker is missing. 
~ The marker is present but domaged. 
6 The marker is in place and undamaged. 

Inhabitants Croll l d IO; subtract 3 if tomb is completely collapsed, add 3 1f tomb 
is fairly intact ; sec "Random Encounters" for statistics) 
3 or less None 
4-5 5.50 giant rats 
~7 1-8 giant spiders 
8 14 goblin rats 
9 l 6·HD goblin spider and 2-8 giant spiders 
10 ljiki·niku·gaki 
over 10 l hermit <during day) or I tagamaling buso (al night> 
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Hermit of Yen· Wang· Yeh : AC 10; MV 
12 ~; wro-level human; hp 1-6; /AT nil; 
AL LN; turns into tagamaling buso at 
night. Hermits met as random encoun· 
ters are cautiously foraging or fetching 
water. They avoid sunlit areas, especially 
the clearing around the spring. Hermits 
attempt to avoid or ignore the party. 
Getting any response from a hermit 
requires patience, extreme politeness, 
and the offer of simple food or help. 

TugamaJing buso: AC 5; MV 12 •; hp 
1·6; #AT 3; Dmg 14/ 1-411·8: AL CE; ON 
117; turns into hermit at daybreak. A 
tagamaling buso is mindless, savage, 
and hungry. 

Gosen Tndahiro's Tomb 

Eventually the party will find Maggot 
Feast, either by bland searching or by 
following directions from a hermit or the 
spir it of the spring. The tomb is bu alt 
into a moderately steep rocky slope in a 
loose stand of spruce. One spruce tree 
grows on the loose soil piled on the roof of 
the entry. A second spruce's roots wind 
down the back wall of the second room. 

This tomb has no name marker; Cosen 
Thdahiro has hidden it in his burial 
chamber. The left (upslope) s ide of lhe 
entry has been pushed over so far that its 
top touches the opposite side. Dirt and 
rocks have slid downhill, exposing the 
roots of the spruce which leans oul over 
the entry like a cat al a mousehole. The 
tree is firmly rooted and in no danger of 
falling. The interior of the tomb is pitch 
black; the pall of silent anticipation 
seems thicker here. 

None of the beings inside lhe tomb will 
come out, even if the party camp nearby. 
lfthc party waits more than an hour 
before going in, the OM should start 
rolling for random encounters. 

When judging actions, especially com· 
bat, inside the tomb. the OM must 
remember three things. First, lhe area is 
cramped. This limits the number of 
characters who can fight effectively and 
the type of weapons they can use. Refer 
to the weapons' space requirements in 
the Playl!rs Handboole, page 38, nnd in 
Orumtal Aduentures, page 42. Second, 
the floor of this tomb is unevenly paved 
with buckled and split slabs of rock 
which ore strewn with loose dirt and 
gravel. Combatants must make dexter· 
ily checks to slay upright. when they 
miss badly (unmodified "lo hit" roll of I 
or 2) and when they are hit hard (any 
blow doing the normal maximum or 



greater damage or having special 
effects). For lhis purpose only, the zom· 
bies have 15 dexterity and Gosen Tuda· 
hiro has 18 dexterity. Third, the zombies 
are controlled by a plant; lreal them as 
mindless automatons. They endlessly 
repeat their drill until lhey are 
restrained, or until Lhey or the creeper 
are destroyed. They ignore any character 
who falls down as if he had been killed. 

If the party should light. the zombies, 
they will almost certainly win, though 
the victory may be costly. Once combat 
st.arts. especially after a few stray blows 
or bodies have hit the walls. dust and 
dirt. filter down from the ceiling. The 
tomb will not collapse, but let. the PCs 
worry. Fighting the zombies, however, 
goes against the party's mission to res­
cue Otomo Minbu. Considerable clever· 
ness and forethought wall be required to 
gel the samurai and his retainers out. of 
their predicament. 

The OM should read the following 
aloud to the player of the first PC to 
enter the tomb: 

The narrow, low passage forces you 
lo crouch and turn slighlly sideways 
to avoid scraping your shoulders. 
About 6 ' m, your foot. finds a 6" step 
up. Beyond the step, the entrance 
opens into a passage running al right 
angles to the entry. The wall facing 
you is only 5' long, with openings on 
both sides. Tu the len, dirt and rock 
have spilled around the slab, half 
blocking that opening. Tu the right, 
the passage is clear. You hear not.h-
i ng. In the dim light from behind, you 
can see dust. noating down from the 
ceiling. 

The ceiling does not rise to compen­
sate for the step; you are more bent. 
over than before. Through some trick 
of fate, a few dim shafts oflight. 
faintly illuminate the wall in front of 
you, revealing the bas.relief shape of a 
man. He looms over you as if rising 
from a kneeling posilion. His len 
hand is on his hip, the other reaches 
for something obscured by the piled 
dirt. He glares al you like a high lord 
at a tardy underling. His eyes, oddly 
bright in the dark face, seems to fol­
low you. You guess this to be Yen· 
Wang· Yeh, lhe god of the hermiLS' 
depressing cull. 

)ft.he dirt is dug away from Yen-Wang· 
Yeh's right hand, it can be seen thal he is 
reaching for a scythe. The image is 

enamel over a bas-relief carved in mar· 
ble. Close inspection reveals that the 
workmanship is barely adequate; the 
image is worthless. 

When the charact.er looks around the 
corner to the right, read the following: 

You can dimly see a small room 
aboul 10' square with a 6 ' ceiling. 
Directly across from you is an opening 
like the one you are in, about 3 ' wide 
by 6' high. The righl (outer) wall runs 
upright from t.he entrance to the 
opening. The slab in lhe far left cor­
ner leans in but. is supported by a 
large pile of dirt which seems to fill 
most. of lhe lef\. side of this room. The 
opening in the far corner as almost 
filled by this dirt. The noor is uneven; 
many or the cobbles are buckled, and 
they are covered with gravel. (If the 
PC has i nfravision, say:) There is a 
hint of warmth to your left behind the 
decorated slab, and faint movement in 
the opposite opening. 

There is loo much dirt piled inside the 
tomb to have leaked in through the 
cracks in the walls and ceilings. It is 
from the tunneling for opals done below 
by Gosen Tudahiro. 

A PC who peeks around lhe corner to 
the Jen of the slab sees two or three 
humanlike figures. Check for surprise 
and initiative, as one of the figures 
(Otomo) makes a sudden movement with 
a nash oflight, then lunges for the PC 
{lhe zombies are nol surprised unless lhe 
PCs were absolutely silent). 

The warmth noted by PCs with infravi· 
sion is from Otomo Minbu and the other 
two zombies. They are not al a normal, 
healthy temperature. The movement in 
the far opening is the yellow musk 
creeper gently waving its fronds. The 
nash oflight lasts only a segment and 
does not penalize the character; it is 
caused by Otomo executing a fast draw 
atlack (iaijutsu) with his kotono +2. 
This at.Lack automatically misses, allow­
ing an unsurprised PC to either with· 
draw or return the attack. 

During t he second and following 
rounds, Otomo falls back toward the far 
opening to draw the character within 
range of the creeper's pollen at.Lack. The 
zombie bushi prod from behind with 
their spears. lfthe intruder nees. the 
zombies will not pursue. After they are 
left alone for two rounds, they resume 
their previous positions. lf anybody 
comes into the tomb aner that, the zom· 
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...... 
bies repeal their actions as described 
above. 

Any of the characters in the party 
(including Wakarpa) can recognize 
Otomo Minbu as soon as they see him. It 
should be obvious that he is not in con· 
trol of himself. His skin is sallow. his 
eyes a re glazed over and stare blankly, 
and his movements, once nuid and grace· 
ful, seem mechanical. He resembles a 
badly handled puppet. Samurai and any 
characters with etiquette proficiency 
will know that Otomo would be dis­
graced ifhe were killed in thiscondilion. 
And, as the PCs were specifically 
ordered to rescue Otomo, they will be 
disobeying their lord Gosen Sabero and 
insulting the Otomo clan if they destroy 
him. It would be better for their personal 
honor to be killed by Otomo rather than 
to kill him. For the consequences of kill· 
ing Otomo Minbu, see "Kuei." 

Ye llow mus k zombie (Otomo 
Minbu): AC 3; MV 12• ; at.Lack as2-HO 
monster (once 7th level); hp 55; I AT 1; 
Omg by weapon type: AL NE; FF/97; 
chain moil +2, kotono +2. 

YclJow mus k ~ombic (bus bi)(2): AC 
8; MV g•; attack as 2-HD monster(once 
2nd level); hp 10 each; I AT 1: Omg by 
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weapon type; AL NE: FF 97; padded 
armor, spear. 

Re cuing Oto mo Min bu 

The party may know how Otomo Minbu 
was possessed 1fthey asked the spirll of 
the spring. But unless they have had 
experience with yellow musk zombies 
they will not know how to free him. If' 
they include Wakarpa in the d1scuss1on, 
the korobokuru can help the PCs. 

This is not the only yellow mut:.k 
creeper in these mountains. Wakarpa 
helped free a woman of his tribe who had 
been possessed by one of these horrors. 
When they dug up the root of the creeper 
and hacked it lo bits, the woman became 
docile, like a sleepwalker. The koroOO. 
kuru kept her alive for three weeks by 
pouring water and llOUP down her throat 
but she died anyway. Waknrpa has no ' 
suggestions on how lo get past Otomo to 
the creeper's root, and he will not 
attempt it. himself. 

If the PCs decide to go around Otomo 
b~ digging into the tomb. H1dio Gump 
will be a lot of help. He is from a family 
of stoneworkers and can show the bushi 
how to move the slabs using logs as 
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lever:i and rollers. With his guidance, the 
bush1 can clear off one ceiling slab in two 
turns with proper tools or five turns 
using substitutes. Shovels and such 
could easily b<! fabricated from spears. 
Once a slab 1s cleared, 1t takes three 
turns lo shift 1t enough to allow a human 
to enter. The two spruces grow1 ng on the 
tomb will not interfere with this effort 

The root oft he yellow musk creeper 
grows in a pile of dirt 1n the innermost 
room of the tomb. It wat:. transplanted 
here as a sprout by Cosen Tudahiro. Two 
blooms and one bud sprout directly from 
the heart root If any new buds arc ere· 
ated, they appear here The aerial rooL._, 
used m the plant's mind.draining attack, 
fo~m a screen across the opening into 
this room Any character putting his 
head through the opening 1s l;Ubjcct to 
that attack. A lit Lorch causes the roots 
to pull back but will noL damage the 
heart root. 

Several thick tendrils grow through 
the opening into the &.>cond room of the 
tomb; this room is also partly filled with 
piled dirt. The stalks grow across this 
pile, then rise up Lo screen the opening to 
the first room. Six blooms and three buds 
s .... ay gently on the tops of these stalks. 
As buds bloom in lhe course of combat, 
these will open before the buds m the 
innermost room. The blooms attack with 
their pollen at the first opportunity 

The bodies ofShipish and the four 
bushi are buried in lhe dirt around the 
heart root. Their equipment, including 
10 spears, Otomo's daikyu of quality. and 
a lacquered box similar to the one the 
party has, is buried in the room where 
the zombies were wailing. 

Afler the heart root of the creeper is 
destroyed. the zombies become docile 
and may be kept alive by force.feeding. 
Otomo Minbu will live two weeks the 
bushi one. The elix1rof hea/th which 
Tuchi Yukinaro gave the PCs con be used 
instead of the spells neulra/1ze poison 
and heal Lo cure one zombie only. 

For the consequences of killing Otomo 
Minbu, see " Kuei." 

Yellow mus k c ree pe r : AC 7; MV nil, 
HO 3; hp 21: IAT 8; Omg special: SA 
inlelligence drain; AL N: FF197. 

Otomo Mi n bu <human): AC 3· MV 
12·; Sam7; hp55: IAT 3 2; Dmg,by 
weapon type; S 15, I 15. W 13, 0 15. C 15, 
Ch 16, Co 11; AL LG; Family honor 31; 
Personal honor 45; Birth: 6lh rank, 34 
years old; NPC reaction modifier 60~ · 
Birthright: two horses. daikyu of qual

0

ity, 
property share C x 31; Ancestry: clan owns 

a small mountain which it mines for iron 
ore, and the clan 1s on ancient ally of the 
Cosen clan: Proficiencies· katnna spc 
cializat1on, dnikyu specialization. horse 
mnnship, calligraphy, painting. poetry, 
heraldry; Languages Koznkurnn. koro­
bokuru, trade tongue, lawful good; Pos· 
sessions: dn1kyu ofquahty. kalana +2. 
chain mail + 2 Otomo Minbu has a very 
strong sen. e of honor and is fiercely loyal 
Lo his lord and the Otomo clan He would 
ht<?rally die before betraying either 

lf by some chance any of the hush1 
zombies arc cured, they hnvc the same 
sLat1st1cs as gwen for the bush1 nccompn 
nying the PCs. 

Cosen Tadnhiro 

Cosen Tudah1ro gTe\\ up in lui.urious 
letsure He became accustomed to hav· 
ing everything handed to him and 
resented having LO work to earn his 
pleasures. So when his father assigned 
him the formidable task ofturning the 
fishing village of Kushiro into 11 decent 
port. he sought to avoid putting much of 
~i!; own effort into the pro.)CCt by recruit­
ing yakuza to do his dirty work. They 
organized the work partiei.. imported the 
skilled lnbor, and procured the materials 
in return for Tud11hiro'8 tacit permission 
lo pur.iue their own acl1v1lies: gambling, 
smuggling, and exlort10n. 

Cosen Tudahiro foolishly lhou~ht thnt 
he could control thei.e thugs with the 
threat of his father's troops. But expos­
ing them meant exposing his own skim­
ming and kick·backs Tu dri\'e home the 
point that his future depended on keep· 
ing their good wi 11, the yakuza cul off the 
first two fingers of his left hand. 

As he grew old and saw the harm he 
had allowed the yak lWl to do, Cosen 
Tudahiro came to regret his alliance 
bitterly. Then he heard the preaching of 
the holy man of Yen· Wang-Yeh. The 
message thal life is futile, that all one's 
best efforts come lo nothing, fit Cosen 
Tadahiro's depressed mood. He turned 
O\'er his duties LO his son and d1sap· 
peared into the mountains. 

While he was digging out his own 
burial chamber, Gosen Tudah1ro found 
an opal It was no~ high quality, and he 
had JUSl made a s1 ncere vow of poverty, so 
he threw it into the pond. But as the 
yean; passed, Tadahiro became obsessed 
with the idea that he might be sitting on 
a fortune. He began secretly digging 
tunnels out from his burial chamber: 
piling the dirt in his tomb ' 



This became his major occupauon. He 
did not slop after contracllng cholera. 
Even after he died. he kept digging, 
grubbing after the son. milky stones 
lhough hewn no longer human. Cosen 
Thdnhiro hnd become n sh1kki·gak1 

The gak1 1 hol wns once Cosen Thdohiro 
is very possc1uuve of its treasure. It found 
and transplonled the yellow musk 
creeper to prowct 1ts hoard If 1t hean; 
fighting in the tomb, it climbs up the 
shon to wait nt the hatch. If the hatch is 
uncovered and lifted, the gaki attacks H 
turns lfll' ISlbft> and 01es Up OUl oflhe 
shoft in insecl form, changing to gak1 
form while hovering O\'t'r the character 
who Ii fled lhe hat.ch so as to drop on lo 
that character's shoulders. /\13 soon as il 
auacks, il becomes visible As fnr as the 
characters know. the gnk1 appears from 
thin air. Suddenly, a gaunt, naked man 
covered in filth and open liOre:;, with 
scraggly hair covering his head and 
shoulders, 1s clinging lo his victim's 
bock. scratching and baling. 

Each round the OM should make o 
t>eCret antcl11gence check for each charac· 
lcr who can sec the gak1. As soon as the 
check succeeds, that chomcler notices 
that the gak1 is missing the first two 
fingers of its ten hand. 

Tu complete Otomo Minbu's mission, 
the gaki must be destroyed or captured 
<po· ibly using the Ml of spmt snaring 
from the le r crimson death's lair). If 
the PCs retreat, the gaki will not purtiue. 
It closes the hat.ch and wait.a while it 
regenerates. 

As soon a the gok1 is reduced to zero 
or fe\\-er hit poanlS, it collapses into a 
heap. O\•er the next two rounds it crum· 
bles to dust and bones. which the PCs 
need to gather up and put into the lac· 
quered box to br ing t.o Thch1. lfthe gak1 
1s captured, at. crumbles into dust and 
bones at the first sunribe after 1t 1s 
removed from the refuge. 

Once the gaki is out of the way, the PCs 
wall be able to descend Lo the burial 
chamber. The narrow tunnels going off 
in every d1rect1on from this tiny chamber 
appear to be clumsily dug: they each 
extend 20·120' and cont.mo no treasure. 
In the chamber itself is an old wooden 
coffin half.filled with son. irregular, 
m1lky-wh1te stones. These are mostly 
common opals, virtually worthless. But 
any character with proficiency as 8.JCW· 

eler can pick out. one gem·qualit.y opal 
lbase value 500 well for each two lurns 
spent sorting Cup to 2d4 f- 6 gems total>. 
At the head of the coffin stands the 

undamaged name mnrker of Maggot 
Feast. 

h.ikki.gaki: AC 4; MV 12" 6": HO 5: 
hp 24; IAT 2: Omg 1-4 1-4 ; SA disease: 
SD 1m•u1b1l1ty. polymorph stl{. passu•all; 
immune to disease, poison c:harm, hold, 
drow.tt)• msl!c:t. sll!ep spells: regenerates 2 
hp turn: ~ 1 or better weapon to hit: AL 
CE: OAd 19-120. 

Kuc I 

If Otomo Minbu dies while still under 
the creeper's control. his mission unful· 
filled, his soul will not be able to rest It 
returns the following night ru; a kue1 
The kue1 allempui to possess the charnc· 
ter betmng the remains ofGosen Tuda· 
hiro, or the samurai leader ifGoscn 
Tudah1ro as stall at large It makes its 
first uttemplJUSt as the sun disappears 
behind the honzon the first evening 
after Otomo's death, rcpeati ng the 
attack until it succeeds. It then compels 
the possessed cho.rncter lo either return 
directly to Nial.Su castle with the 
re ma ans or to the hermits' refuge to 
recover them by du-eel assault 

The kuei remembers all that happened 
to Otomo Minbu and recognizes the 
characters who were re ·pons1ble for hill 
death But at is driven to complete Oto­
mo's mission to return the remains of 
GoS<!n Tudahiro. and this t~sk takes 
precedence over pen;onal vengence. If 
Cosen Sabero finds out that the PCs 
killed Otomo, he wall avenge that insult. 

The kue1 wall not tolerate further 
interference from the party and will use 
deadly force if necessary. It may respond 
to polite, epologetac offers to help If the 
PCs return any 1t<!ms of Otomo's weap­
ons ond armor that they t.ook <he was 
wearing his am1or ond wielding his 
katana; his daikyu was an the dart with 
the spears> and vow on lhe1r hves to obey 
him, he will tolerate their presence but 
will not trust them. Note that kue1 do 
not sleep, even while possessing a 
human victim. 

The kue1 and ils victim will not leave 
the refuge without Cosen Tudoh1ro. 
When 1t eventually returns to Ni1L'lu, 
the kue1 reports to Tuchi Yukmora, relot· 
ing fully and truthfully what happened. 
Tuch1 dismisses Otomo, and the kuei 
depart.S, leaving the PCs to explain 
themselves. The PCs committed murder 
and treason by killing Otomo Minbu in 
direct contradiction lo their orders. The 
mo l likely pun1shmenl is death. 

Kuel: AC -4 ; MV 18'"; HD 6: hp 23: 
I AT l ; Dmg l · l O; SA possession: SD + 3 

THE WAITING ROOM OF YEN-WANG-YEH 

weapon to hat; become ethereal at will: 
immune to normal fire, cold, ESP, 
charm. e"':hantmeflt.. 1/lus1on. water 
spells and psionic attack; AL LN: OA/124 

Just Rewords 
The OM will have to use his ownjudg· 
ment in wrapping up this adventure 
because or the wide range or poss1ble 
outcomes. The following general guide· 
lane should be adapted to the PCs' 
actions in lhe odventure. 

The m1ss1on of the PCs was lo find and 
rescue Otomo Minbu. If they were fool 
hardy enough to kill ham. and Cosen 
Sobero finds out. about it. he will punis h 
them for them treachery. Sabero autho­
rizes a blood feud against the party by 
the Otomo clnn. The OM will ha'-e lo 
decide how lo resolve this feud, but the 
clan will certainly put a lot of effort an to 
trocking down and killing every member 
of the party. The clan has samurai and 
bushi members. and po ably wuJCn, 
sohei. and shukenJa as well. They have 
contacts with the yakuzn clans in Hirn 
but would hire ninJn only os a last resort. 
The declnrotion ofa blood feud is tonta· 
mount to a death sentence for the PC . 

If the porty returns with Otomo Minbu 
in good health, Cosen Sabero wall reward 
them. He nuthorizes a stipend of l ch 'ien 
per level to be po id four t imes a year for 
as long as the PCs are in his service. 
Also. the Otomo clan presents each PC 
with a weapon of quaht.y of the chamc­
ter's choice 

Otomo Minbu's mission was to recover 
the remairui ofGosen Tudahiro. Ot.omo's 
reward for success as to be medejito over 
an important tract ofland, a fortified 
ridge overlooking Kush1ro. If the PCs 
complete Minbu's mission. Cosen Sobero 
will pay the costs of training the next 
time each of them fills o proficiency slot. 

If the PCs do not return with Cosen 
Tudaharo, Goeen Sabero d1sm1SSCS them 
from his service and banishes them from 
Hira. Whatever happens to Otomo 
Minbu, has clan expects the return of his 
belonging : the daikyu of quality and 
the magical kat.ana and chain mail. The 
daikyu and kntana are distinctive 
enough that they could be recognized by 
anybody familiar with Otomo Minbu. 
The PCs may keep whatever other it.ems 
of value they have found . 

The OM should make awards of experi· 
ence and honor based more on how the 
PCs act than what rewards they 
receive O 
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OUT OF 
THE ASHES 
BY GRANT S. BOUCHER 

Flame is back 
and is he mad! 
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Grant Boucher got engaged to J 11lte Gar­
cia in Jan 11ary and is finally happy with 
the entire universe. He has written sec­
tions for the upcoming AD&D 2nd 
Edition Monstrous Compendium, as well 
as West End Games' Star Wars Imperial 
Sourcebook and the first Star Wars Gal. 
axy Guidebook, Character Profiles from 
Star Wars: A New Hope. Thi~ is Grant's 
fi{lh appearance in DUNGEON' Aduen· 
lures. 'J\nc1enl Blood," a Norse-Gothic 
adventure, is still awaiting public:at1on. 

"Out of the Ashes" is a high-level AD&D 
game adventure for 6-10 characters of 
8th-12th level. Although it. is a sequel 
t.o "lnt.o the Fire," which appeared in 
DUNGEON> Adventures /1, it is by no 
means necessary t.o have played that 
adventure first, as "Out of the Ashes" 
stands alone. If you ha\•e played or 
intend to play " lnt.o the Fire," see "Link· 
ing the Two Adventures" in this module. 

The party should be a well-balanced 
group of thieves, clerics, magic-users, 
and fighters of primarily good align· 
ment. The adventure fits int.o an unex­
plored mountain range on any campaign 
world. 

The character of the arch-lich Veen a 
appears in the Dungeon Masters G111de, 
in the section on artifacts describing the 
eye and hand of Vecna (pages 157-158). 
Since Vecna and his remains never truly 
appear within this adventure. there 
should be little problem integrating this 
particular legend int.o the campaign. lf 
the OM finds any connicts in using the 
legend of Vecna in his own campaign, the 
tale detailed herein can be altered by 
substituting the eye and skull ofShinta 
the Undying. 

Before ploy begins. the OM should 
draw or trace a copy of the lower section 
of the large-area map, copying only the 
city of Justiminium (area A>, the forest of 
Nograheim (area B), and the pass 
through the mountains (area 0 ). This is 
the map the PCs will receive when they 
are hired for the adventure. 

Adventure Background 

Long ago, a young and inexperienced 
red dragon named Flame found a ring. 
Like all good magic-users, he tried to 
test it by jumping up and down, burning 
his claw, falling off a low ledge, and 
attempting t.o turn himself invisible. 
None of his first efforts to identify the 
ring worked. Then he made a wlSh that 
he would return after his death . The ring 



glowed very brightly, but he received no 
immediate sign that his open-ended, 
poor ly phrased wish had been granted. 
and he assumed lhat. he had wast.ed a 
very powerfuJ spell. Trying again with 
an easier wish ("I'd like a dozen eh•es for 
breakfast"), he found that he had used 
up his magical ring's only charge. 
Unknown to Flame, however, his first 
wish had indeed been granted - and by 
Tiamat herself. 

Dragons hoard treasure for a number 
of reasons, including personal greed, but 
iL is said that a dragon who dies of old 
age takes his treasure with him to 
Tiamat's la1r, where the size of his 
"donation" del~rmines his place in her 
royal court of dragons. Recently, Flame 
died at the hands of a group of adventur· 
ers<see " Into the Fire," DUNGEON 
Adventures 11), a rather common but 
dishonorable way for a dragon l-0 meet. 
his end. Tiamat.could thus take none of 
Flame's hoard for hersetr and S-O barely 
honored the intent of his long-ago wish. 

Flame was returned to the Prime 
Material plane stripped of all spell· 
casting powers and treasures. The angry 
dragon immediately took refuge in a 
nearby forest. ruled by a group ofkobolds. 
Most oflhe unfortunale kobolds were 
eaten quickly, but a few managed to keep 
their lives by promising to lead Flame to 
the greatest oflreasures - "The Valley 
of Diamonds.'' Flame, always a greedy 
dragon, sensed a possible means of 
regaining favor with Tiamat and agreed 
to spare the lives of the knowledgeable 
kobolds. 

The kobolds led Flame t-0 the nort.hern 
edge of the forest, where a secret pass 
ent.ered the mountains. Continuing on 
through the snowy pass, Flame and his 
kobolds eventually arrived at the Ring of 
Flame, a group of small volcanic moun· 
ta ins which formed a rough circle. Al the 
center of the Ring of Flame they found a 
huge collapsed volcanic crater Iii led with 
uncut diamonds. As soon as Flame 
touched the diamonds, he regained his 
spell-casting powers and several useful 
magical items (as gifts and encourage­
ment from Tiamat). 

While rolling around in the diamonds, 
Flame sighted a massive crystalline 
palace in the center of the Cl'8ter. The 
building, shaped like a huge diamond, 
was magically suspended over a pool of 
lava and looked like frozen fire. Flame 
immediat.ely smelled a wizard. 

The evil mage of the palace, Opikus 
the Dark, was off adventuring when the 

inquisitive dragon entered the keep 
disguised as a lraveling merchant, cour· 
t.esy of his new polymorph stlfspell. 
Flame sent the remaining kobolds ahead 
of him, thereby managing to avoid all of 
the wizard's traps - although the kobolds 
were not so lucky. The dragon took up 
residence in the palace, and with his 
already extensive knowledge of spells 
and magical items, he managed to enter 
and adapt every part of the keep except 
one: a magical vaull impervious to scry· 
ing, teltportatwn, Flame's spells (fourth 
level and lower), dragon fire, and brute 
force. 

Flame was furious, for he had found 
numerous tomes describing the won­
drous cont.en ts of lhe vault, including the 
description of a huge uncut diamond 
rumored to be valued at over a million 
gold pieces. Flame ale-0 discovered a 
mirror of mental prowess in the palace 
and learned its~. bringing in dozens of 
kobolds and keeping an eye on Opikus, 
lest he return unannounced. 

Aller weeks offrustrat.ed research into 
the vault by Flame {as even the mirror 
was unable to divine its secrets), the 
mage returned. Opiku.s was warned of 
the intruders in his home by the numer· 
ous broken doors and triggered traps, 
and he managed to blast dozens of 
kobolds sent into battle by Flame. The 
dragon then attacked the weakened 
mage, and before Flame realized what he 
was doing, he had stripped and eaten the 
roasted Opikus. Opikus's secret for open· 
ing the vault died with him. 

A few ofOpikus's magical it.ems sur· 
vived the dragon fire and were salvaged 
from the remains of the wizard, but s uch 
trifles did little to appease the enraged 
dragon. Flame wanted that treasure, 
and now there was nothing he could do 
about it - or was there? Flame remem· 
bered the group of adventurers who had 
recently killed him. They might be able 
to open the vault (thieves and wizards 
are specialists in that department). After 
they had done so, he could kill them and 
recover some of his previous hoard. " 1 
will be twice as rich as ever before and 
have my long.awaited revenge as well;· 
he mused. 

With the aid of his new magical items 
(a ring of wizardry and the mirror of 
mental prowess), the wizard's research 
library, and Opikus's spell books, Flame 
formulat.ed a devious plan. First he dis· 
guised himself as the "Mage-Merchant 
Opikus" so that he could fit through the 
mirror, then he brought the rest of the 
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kobold force from the forest . While train· 
ing them to defend the keep, he scried on 
as many of the adventurers who had 
defeat.ed him as he could locat.e, oflen 
using his old treasure hoard items as 
markers and asking the mirror a ques· 
lion once every week. There is a fair 
chance that the PCs are aware of these 
observations, according to the Det,ection 
of Invisibility Thble on page 60 of the 
DMG. The OM should find a way lo inte· 
grate this possibility into adventures 
prior to running this one, if at all possible. 

Fla me took some of the diamonds for 
money a nd, again d isguised as the mer· 
chant, traveled through the mirror to a 
realm he remembered well - the locn· 
tion of his old lair and the home of the 
adventurers. There he hired spies and 
bribed politicians, discovermg all he 
needed to know about the famous 
dragon·slaying heroes. Flame was now 
prepared to commence his plan for ult i· 
mate revenge. 

Linking the Two Adventures 

If "Out of the Ashes" 1s being played as 
a follow.up to " Into the Fire," the heroes 
should gain a few levels between the 
adventures. This maintains the illusion 
that Flame 1s truly dead, and it gives 
Flame time to set his plan into motion 

Flame may have escaped the party 
during " Into the Fire." Even ifthe 
dragon wasn't slain, he would still desire 
revenge on the adventurers who tned to 
rob him and who remain alive to brag 
about their feat. The DM may also 
assume that Flame died of some other 
cause, such as a disease, after escaping 
from the adventurers, setting lhe above 
events int.o motion. 

If the party has not played through 
" Into the Fire," Flame can learn of these 
adventurers through his spies. His nalu· 
rat draconic greed for the crystal palace's 
inaccessible treasure will lhen take the 
place of revenge as his motivation, and 
his personal history should be amended 
as the DM sees fit. 

Starting the Adventure 

Flame, disguised as the wealthy mer· 
chanl and retired wizard Opikus. sum· 
mons the party to an expensive inn in 
the cily of Justiminium. He sends each 
oflhe PCs a scroll stating that the 
" famous dragon slayers and heroes of the 
realm are needed for a quest against 
great evil," signed with his assumed 
name. 
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If the adventurers research the name 
Opikus. they can find references to a 
strange wizard who disappeared some 20 
years ago. The real Opikus was a very 
private wizard, preferring Lo hide his evil 
exploits and rarely allowing his exist· 
ence lo be known in the outside world. 
Any spells to gather information about 
either the real or counterfeit Opikus 
always fail, since the mage was protected 
from divination by his spells, and Flame 
is protected by his amu/C!f of proof against 
detection and location. Ir the party has 
detected and captured one of Flame's 
spies, the agent can reveal only that he 
was hired by a mysterious merchant in 
Justiminium. Flame has taken great 
care to conceal his identity and int.en· 
tions. (The actual character and use of 
such spies should be determined by lhe 
OM as appropriate for his campaign.) 

When the PCs arrive for the meeting. 
the inn's security guards ask that all 
weapons and spell components be left at 
the door, and insist that all mag1c·u ers 
refrain from casting spells. The PCs are 
also warned that they will be passing 
through one or more secret dispel magic 
zones, and therefore all potions should be 
left behind as well. These measures are 
part of the extensive security precau· 
lions found al this inn, frequented by 
wealthy merchants who wish to keep 
their purses full and their business deal· 
ings private. 

The adveniurers are directed Lo an 
upper noor where they are gr~ted by 
"Opikus." When the PCs arrive at the 
meeting room, read or paraphrase the 
following Lo the playe,rs: 

You have entered a posh suite deco· 
rated with rich tapestries and oaken 
furnishings. A chess set stands in 
midplay on a huge table in the cent.er 
of the room. At the head of the table 
sits an old man with long graying red 
hair, a full beard, and a bushy mus­
tache. His black sil k robes are embroi· 
dered in gold and silver, and a small 
red pouch hangs from a silver cord 
about his waist. 

"Greetings, travelers.' ' he says. 
"Thank you for responding so quickly 
Lo my mysterious summons. Please sit 
down. I have a mission of utmost 
importance for you, wilh the most 
magnificent treasure awaiting al its 
completion. 

" I have heard of you - heard of you 
all through your deeds both famous 
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and - shall we say - discreet? l have 
been watching you from afar for many 
weeks now; some of you might have 
noticed my little int rusions. I apolo· 
gfae for invading your privacy, but I 
hope you will soon agree that this 
scrying was necessary. 

''Sometimes heroes succeed by 
sheer luck or are not what they 
appear Lo be, taking credit for great 
deeds easily done, or noble deeds 
accomplished ignobly. Your hearty 
band is neither; you are all brave and 
committed to the causes of right and 
good. Because of these traits, you are 
the only heroes in the realm lrustwor· 
thy enough to take care of ... these:· 

The merchant pulls a book-sized 
mahogany case from under the t.ablc and 
places his finger lightly upon its silver 
clasp. Flicking it open, he slowly raises 
the lid. revealing another glasslike case 
within. Inside the glass case is a mum· 
mified hand, horribly blackened and 
shrivelled, apparenlly from a burned 
human corpse. Beside the gruesome 
remains is a s mall crimson agate about 
the size of an eyeball. 

" Yes, heroes. They are the real 
artifacts. the eye and hand of the 
arch-lich Vecna himself. Now you can 
understand the reason for my secrecy, 
eh? If even a lesser apprentice man· 
aged to get his hands, and eyes, on 
this case, he'd become the arch-lich 
incar nate and begin v.rreaking havoc 
on the entire civilized world. l have 
painstakingly proved their authentic­
ity and have sealed them in this magi­
cal case, which only J know how to 
open. 

"Ah, so why do I need you? I have 
been tracking these hated artifacts 
down for many years now, and have 
lost my vit.ali1.y and my youth on the 
incantations needed lo locate these 
objects- and don't ask me what vile 
creatures and places I have had to 
contend with to recover them. Now I 
am too old and frail Lo finish my life's 
journey. I need you, as proven agents 
of good, to take these to the one place 
in all the multi verse where they can 
be destroyed once and for arr:· 

"Opikus" now awaits the party's 
response. If the PCs accept the task 
immediately, read the text below. If they 

begin to ask questions, paraphrase the 
information below as necessary Lo main· 
ta in the deception. 

"Tu give you a fair sense of the dan· 
gers you will face and the enormity of 
your task, you must be told at least 
some of the centuries-long tale. Veen a 
died in the last great mage-war, many 
centuries ago, that killed or forced the 
permanent withdrawal of most of the 
first great sorcerers of the Prime 
Material plane. This glorious battle 
was fought near the legendary Ring of 
Flame, a great circle of fire ripped 
from the very bowels of the planet. 

"When Vecna fell beneath a hail of 
swords and sorcery, his corpse was 
nung into the great pool of lava at the 
very heart of the Ring of Flame's huge 
central crater. Legend has it that the 
ground heaved in disgust as it was 
forced to cat the horrid remains, and 
the ensuing eruption obliterated all of 
the remaining victorious forces. 

"But in the chaos, one ofVecna's 
minions escaped with the eye and 
hand you see before you. The history 
of these artifacts since then is centu· 
ries long and equally interesting, but 
not important now that they have 
been recovered. 

" l have discovered a map which 
reveals a secret pass purporting Lo 
lead Lo this legendary Ring of Flame. 
I have brought you here. to this city, 
because this mystical pass lies in the 
mountains to the very north of us, 
shielded by the dark and ancient 
forest of Nograheim. 

" Tu help you avoid temptat ion a nd 
the intensely evil inOuence of these 
artifacts, I alone will retain the secret 
of their protective case. For your own 
safety, and the safety of those around 
you, do not even try Lo open it. Be 
assured that the molten tires of the 
Ring of Flame will consume the case 
as well as the accursed artifacts held 
within. 

"Now, you might say that the honor 
of destroying such evil items is reward 
enough, and you would be right. But 
the gods smiled on the destruction of 
Vecna and will smile again when the 
job is finally completed. Legend has it 
that the volcano's ancient eruption 
also brought forth a fountain of 
diamonds, formed deep beneath the 
earth, which rained down upon the 
great valley and bejewelled it in a 
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dusky coal . The greatesl of these 
diamonds was rumored to be oftre· 
mendous size. perhaps worth as much 
as a mil hon pieces of gold, once cut. I 
believe thal such a stone is worthy 
compensation for this noble cause. 
What say you?" 

"Opikus" will give the party time to 
think over the proposition. When the 
PCs a re ready to proceed, he hands them 
a sketchily drawn map and the mahog· 
any chest. saying: 

" Beware. I ha,•e kept this secret 
between ourselves and as few beings 
as possible, but the forces of ev1l nre 
clever and ruthless, and the Ring of 
Flame is strong with magical and 
elementa l forces. I will try to observe 
your journey as onen as possible. and 
I will send as much assistance as I 
can, limited though il may be. Trust 
no one but yourselves and me." 

If the party attacks " Op1kus" for any 
reason, he rushes into a nearby closet, 
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the location upon which his mirror 
nf nwntal prowess ii. currently fixed . 
Once the PCs lea\'e on their mission, he 
returns to his palace this some way. 

Opikus!Flame Cpolymorphed dragon): 
MV 12· : /AT nil (unarmed>: other stalis· 
tics as for dragon form (see page 63). 

The mahogany case can be opened only 
with the passwords ''Wizard's Hoard" 
and was built by the real Opikus, a 23rd· 
level Arch-Mage. It is protected from all 
physical force and magic with wish 
spells, and it was formerly used to carry 
some ofOpikus's most treasured posses-
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sions. The PCs should nol be able to open 
the case, but if they should somehow 
manage lo do so, lhey might Caller 
allempting t.o wield or damage them) 
find lhat the artifacts are nol what they 
arc supposed lo be. The hand is from one 
of Flame's unfinished meals, and the 
agate is worth 5,000 gp. Neither radiates 
magic Cit is rumored that real artifacts 
don't. radiate magic), and divination 
spells other than legend lore rc\•eal noth· 
ing, either<again, artifacts are said to be 
shielded from divination spells and scry· 
1ng by their makers). However, legend 
lore, limited wish. wish, and the like will 
reveal these items for what they are. 

Any <>xtcnsive effort lo verify Flame's 
tale ofVecna meets with success. The 
real Opikus was obsessed with locating 
the genuine artifacts and had an entire 
wall of his library dedicated to books and 
scrolls on the subject of Vecna. Flame got 
the idea for this elaborate ruse by read· 
ing these books. 

At the OM 's option, n rumor about the 
"curse ofVecna" can be planted, describ­
ing the terrible fates lhnt have befallen 
some of the prcv1ous owners of these 
artifacts. The OM might replace the 
nonmagical agate with a stone of weight 
Cloadstone) to fulfill the curse's predic· 
Lions. The "curse'' is lifted by dropping 
the case into the molten fissures at the 
RingofFlameCsee area Ql. In any case, 
the DM should ulways make the PC 
carrying the artifacts very nervous 
about doing so, perhaps through evil 
visions and nightmares brought on by 
the tale told above. 

Encounter Key 
A. Justiminium . Justiminium is an 

adventurer's city. The forest lo the west 
<area Bl nnd the mountains to the north 
contain virtually unlimited monst.ers 
and treasure for those brave enough to 
seek them. Because of this, mercenaries 
are in high demand, and adventurers are 
frequently seen exchangmg rare objects, 
pelts, beasts, and other treasures for 
more transportable currencies like gold, 
platinum, and gems. 

Justimimum is also a haven for mer· 
chanls, as the city is open to all and is 
able lo keep tariffs and tax:es low 
because of the vast amounts of wealth 
that pass through here. The abundance 
ofweali.h also attracts many thieves. and 
the thieves' guild 1s among the town's 
richest, making more money by selling 
"protection" than they could possibly 
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attain by more dishonest methods. More 
than one lhiefhas arrived al the city 
gates a mere beggar and left. a "respect· 
able'' noble, complete with a forged 
family history and coat of arms. 

The party begins the adventure here 
and should have no trouble purchasing 
normal adventuring goods. The wide 
assortment of craftsmen can even pro­
vide special adventuring goods (rare 
spell components, silvered and exotic 
weapons, scrolls and potions, etc.). How· 
ever, even simple magical items sell for 
at least twice the DMG value, since the 
numbers of wealthy traders, adventur· 
ers, and collect.ors insure that there will 
always be a healthy market for any avail· 
able magical item. Likewise, any trea· 
sure the party recovers during the 
adventure can immediately be sold at 
DMG value, with auctions and skillful 
negotiating often bringing in much 
higher prices. 

B. Nogrobeim. The dwarves long ago 
named this deep, dark forest Nograheim, 
or "Land of Beasts." The immense siz~ of 
the forest makes it impossible lo conquer 
completely, and all attempts to civilize it 
over the years have failed miserably. The 
Justiminium council, comprised mostly 
of merchants, decided long ago t-0 declare 
lhe forest a "monster refuge," the only 
one of it.s kind in the world. Since the 
merchant trains stay clear of its borders, 
and Justiminium is heavily fortified 
<both structurally and magically), the 
monsters within mostly fight among 
themselves. exploiting the mines and 
cities abandoned by many races over the 
centuries. 

Numerous post.ed warnings along 
Nograheim's borders warn adventurers 
not lo "eliminate any culturesCno mat 
ler how evil>, clear entire sections of the 
forest, or sel up permanent fortifications 
within the forest," by order of the Jus· 
timinium Tuwn Council (which by decree 
of the local Duke has sole responsibility 
for the handling of Nograheim). 

While Nograheim is technically pro­
lecled by this order, no member of the 
town council would dare think ofprohib· 
iting those foolish enough to brave the 
forest's evil depths lhe opportunity lo 
bring back even more wealth to fill the 
city's coffers (and therefore the council· 
men's pockets as well). Officially, no one 
is prohibited from traveling within the 
forest, and therefore it sometimes 
becomes necessary lo ''defend oneself' in 
such a dangerous place. The few 

poachers who make a living hunting on 
the fringes of the forest always take care 
t.o contrive elaborate tales of their per ils 
and how they happened to be passing 
Nograheim. The PCs, new lo this region, 
might find themselves in deep trouble 
should they return bragging about suc· 
cessfully hunting down any beasts 
within the forest. lfthe PCs pay a small 
bribe (about lOCl of the experience·point 
value of the creature in gold), they'll be 
let off with a warning and told to concoct 
a suitable (but not necessarily believ· 
able) story about their next kill. 

The OM is encouraged t.o throw some of 
his nastiest forest beasts inlo this region, 
but Lo avoid ultrapowerful beasts 
(ancient dragons especially) and intelli· 
gent civilizations (like drow elves). This 
forest should make the party very glad to 
have a map to the secret pass (area 0) 
instead of having to find it by wandering 
around. 

The PCs mighl think they're being 
smart by trying lo follow the edge ofthe 
mountains to the secret. pass inatead of 
journeying through the greater part of 
the forest. While this route might appear 
shorter initially, the PCs will find 
instead that the forest is twice as dark 
and dense near the bottom oflhe moun­
tain slopes, where water from the melt· 
ing snow first enters lhe forest There­
fore, the movement rate is halved and 
encounter frequency is doubled along 
the base of these mountains. 

The dense forest is treated like jungle 
terrain, meaning that horses cannot be 
ridden at any rate better than walking. 
The recommended rate oflravel within 
Nograheim, barring rest. stops and 
encounters, is 10 miles per day. 

The OM can refer to lhe random mon· 
ster tables for t.emperate wilderness 
forests in the DMGCpages 184·186) and 
Monster Manual II (page 146) for sugges· 
Lions on how lo populate the Land of 
Beasts. Encounters occur on a roll of 1 on 
ld6, checked e\•ery fou r hours. None of 
the forest creatures ha,•e seen Flame (in 
either guise) and lived to tell about it. In 
any case. the OM should make sure that 
Nograheim is so dangerous that the 
party escapes its borders with a sense 
that "only adventurers of our caliber 
could have survived that forest." 

C. Kobold Camp. If the PCs take a 
long way through the forest or somehow 
get lost, they might stumble across the 
crumbling ruins of this huge kobold lair. 
The kobolds once maintained a large 



lemtory within the forest, having only 
Lo worry about the occru11onal hill giant 
out for sport or a wandering basilisk. 
This camp, however, was obliterat.ed by 
Flame many months ago, ond the 
remaining kobolds either ned to the 
depths oflhe fore t (where they were 
promptly slain) or were forced to join 
Flame al has crystal palace 

Flame Look oil the remaining male 
kobolds for labor and mercenaries, and 
the women and children for breeding and 
late·night snacks. Sance the original 
battle with Flame was cleaned up by the 
kobolds, and the dragon was extra cau· 
tious when he brought the rest of the 
camp along, there are no dragon tracks 
to suggesl Flame's pre ence here. How­
ever, there are a number of scorched 
regions, and the tracks of one unarmored 
human mole <Flame an merchant dis­
guise) can be discerned by a killed 
tracker Crnnger, barbarian, or ad\•en· 
turer with tracking proficiency) at - 30'l­
on the roll. The party might conclude 
that o wiz.ard au.acked the camp and the 
kobolds hove since evocuat.ed the region. 
There 1s no treosure remaining in the 
camp. 

D. Th e Uving Pas . The walls of this 
pass are seemingly alive with ammot.ed 
magical frescoes. The "'-estern wall (read­
ing south to north) depicts the story of 
the forces of good gathering and heading 
toward the Ring of Flame (area 0), end­
ing with the death ofVecna and his 
cremation. 

1b the east, reading north lo south, as 
the tale or the forces or evil and their 
ultimate triumph over the slayers of 
Vecna. The last. scene depicts a nameless 
minion ofVecno stealing away with a 
small bundle of the arch-Itch's remains. 

The frescoes are actually permanent 
programmed illus1ons cast at the 30th 
level of ability. It. would take years to 
dispel all of the panels. It as unclear who 
or what placed them here, as none of the 
sorcerers portrayed ore supposed to have 
survived the cataclysm. The frescoes can 
be generally attributed to the highly 
magical nature oflhis reg1on and its 
legendary ties to the various elemental 
regions ond t.heir rulers. 

Nothing about the pass it.self keeps the 
monsters of Nograhe1m from passing 
beyond the frescoes. However, those 
creatures oflow intelligence fear the 
"untouchables" (the mogical 11lusions), 
and the smarter monsters avoid the cold 
mountains, preferring not to take risks 

with the unknown. If the PCs are fleeing 
from any beabt from Nograhe1m when 
they reach the pass, lhe monster must 
make a successful intelligence check lo 
pursue farther, modified by the specific 
circumstances of the encounter. 

E. T he Mountain Pass. Sance most. of 
this great pass as an ancient riverbed 
(formed when the world was warmer al 
this latitude), movement in the pass is 
rela tively unrestricted. Recommended 
movement rates are 20 miles per day on 
horseback and 15 miles per day afoot . 

As with the forest of Nograheim, the 
OM is encouraged to Ocsh out these 
mountains before ploy begins, provided 
any changes remain within the guide­
lines and spirit of the adventure. Use the 
chart.s for subarctic wilderness moun­
tain encounters found in the DMG (page 
184) and MoMter Manual II (pages 141-
142), checking every eight hours. An 
encounter occurs on a roll of 1 on ld8. As 
before, no creatures encountered here 
have any knowledge of Flame or has 
mission. 

Sance the party 1s supposed to believe 
that the hazards of Nogrnhe1m and these 
mountains are the true tests of lhear 
power and the sole guards of the Ring of 
Flame, the OM should tum these other· 
wise preliminary encounters into adven· 
tures unto themselves. If the party 
arrives too quickly at the Rang of Flame, 
the destruction of the "artifacts" wall 
seem Loo easy and therefore suspicious 

The cold mountain pass contains many 
magical gates to the elemental planes, 
and the OM may wish to consider these 
factors when populating the realm with 
monsters. Some beasts the OM might 
consider using are frost men, basilisks, 
elementals, efreet i, xorn, roes, wooly 
mammoths, storopers, trolls, and will-o­
wisps. or course, the OM I not limited 
by these suggestions 

One final note: Flame will be observ­
ing the party as often as possible, using 
his mirror of mental prowess from the 
safely of the Crystal Citadel Ironically, 
this should make the PCs feel more 
comfortable about their urroundangs (If 
they detect the scrying>. as they should 
believe that they are being watched over 
by their benefactor, the wuard-merchant 
Opikus. Should the PC get into dire 
straits while Flame 1s observing them, 
there is a chance the dragon will inter­
cede on their behalf. Since Flame only 
wants to weaken the PCs during their 
long trek toward the magical vault he 
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want.s opened so badly, it does him little 
good to see them slaughtered wholesale 
before they even reach the palace 

Thking note of Flame's spells and mag-
1cal 1tems (see area 28) and his O\'eroll 
goal in the adventure, the OM must 
decide when, where, and how Flame (as 
Opikus) makes his moves. If the PCs are 
1rre\'ocably slam before they accomplish 
their mission. Flame will kill ofTtheir 
enemies and recover as many oflhe 
party's items and treasures as possible. 
Ifhe is still unable lo open the magical 
vault with lhe aid of this new-found 
magic, he will begin his plans anew with 
a fresh party of adventurers. 

F. Hot Spring • This area is a beaut i· 
ful plain littered with magnificent gey­
sers and hot springs. There are no 
indigenous monsters here, but the PCs 
should avoid falling into or exploring the 
largest geyser hole as it sen·es as a gate­
way lo the elemental plane of Water. 
Refer to the Manual of the Pl.an es for 
more on elemental gates. 

G. Ambu h ! At this narrow section 
where two passes come together, a group 
of frost giants has prepared an ambush. 
Shegor the Strong and has band have 
been hunt.mg in thjs area of the moun­
tains for years, but were partying heav­
ily ot area H when Flame and the 
kobolds passed through. Since Shegor 
and Gerk, his pet white dragon, are 
watching the pass from high in the 
mountains, they automatically see and 
surprise the party unle the PCs are 
completely invisible or have taken si mi­
lar precautions. If for some reason the 
PCs arc not surprised, modify the efTect.s 
of the ambush as necessary. 

The ambush, which the giants have 
used dozens of times on the many crea­
tures wandering these mountains, 1s laid 
out as follows: 

The attack takes place JUSt as the 
party arrives at the point in the moun· 
tains where the two passes meet. Shegor 
its a.stride Gerk (which means "st.upid" 

an the frost-giant tongue), high on the 
western cliffs, concealed in the snow 
dnft.s. On either side of the eastern pass, 
five g1ants Cl 0 frost giants total) are dug 
into the snow, armed with 10 throwing 
boulders each. While entrenched and 
popping up and down. lhe giants are 
afforded 75q cover (grnnting -7 to their 
armor classes vs. missile fire, per the 
DMG, page 64). 

Just as the PCs pass between the con-
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cealed giants, Shegor and Gerk lake off 
from t.he cliffs and swoop down behind 
them. The giant and his mount attempt 
to glide in quietly (increasing their 
chances for surpnse to 1-4 on ld6l. but 
there is a 25"t chance that. Gerk will 
forget his instruct.ions and roar loudly 
(lowering surprise to l on ld 12). As the 
attackers pass over the party, Shegor 
drops a boulder on any party member 
who appears t-0 have a missile weapon Ca 
wizard is also a good target), while Gerk 
breathes once over the entire group Cor as 
many of the PCs as possible!. Gerk will 
nol attack with claw or fang, preferring 
Lo remain out of melee range for now. 

Ir the PCs immeduuely begin launch­
ing missile fire or spells at Gerk and 
Shegor, or the PCs spread out too 
quickly, the other giants hurl boulders at 
them. Otherwise, the giant.a wiul unLil 
Gerk and Shegor have completed a sec­
ond pass. 

begor the trong, male frost giant. 
lord:AC4;MV 12• ; HD 10 +4;hp84; 
IA'T' l; Dmg by weapon type; SA hurl 
rocks for 2-20 hp: SD impervious lo cold; 
ALCE; MMl/44: huge hammer +/ (Omg 
5·30 + 1), potion of extra-healing. Shegor 
was always the strongest in his clan. 
Now fully grown, he is as strong as the 
average fire giant. He prefers o wander­
ing existence, at least until he finds 
some giant. women. 

Gerk (the "Stupid"), huge male 
ancient. white dragon: AC 3: MV 12· / 
30·: HD 7; hp56: IAT3; Dmg 1-4 1-4 
2-16; SA frost. breath weapon; AL CE; 
MMl/34 . Gerk can't.speak. can't.cast 
spells, and has very low intelligence. He 
can understand simple hand signals and 
knows that a slap on the bock means 
"breathe on the suckers." For some 
strange reason, Gerk 1s an exceptional 
Oyer, for o dragon, and hos a maneuver­
ability class of D 

When Shegor found ham. Gerk was 
nearly fully grown but very lonely. She­
gor attacked Gerk with his bare hands Ca 
sign of strength for frost giants, since 
they are immune to white-dragon breath 
weapons}, and Gerk enjoyed lhe rough 
play very much. Gerk rolled onto his 
back laughing so hard that Shegor 
assumed he had subdued the dragon. 
Shegor brought Gerk back with him as 
his new mount. and has regretted the 
decision ever since. 

Ma le fros t gia nts 00): AC 4; MV 12· : 
HD 10+ 2; hp 70 each; #AT l; Dmg by 
weapon lype: SA hurl rocks for 2-20 hp; 
SD impervious Lo cold; AL CE; MMl/44; 
huge axes (4-24 hp). 
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These giants think that the noisy Gerk 
is going to gel them all killed one of 
these days, and would rather have some 
hearty giant women along instead. The 
giants oren 'l carrying any treasure so 
that they can transport as much as possi­
ble back t-0 their camp (area H) after 
they've killed the adventurers. 

H. Frost Giant Treasure Cave. Piles 
of boulders mark the large cavern here 
as the frost gianU.' lair Csee area Cl. 
There are 11 piles of furs and miscellane· 
ous giant possessions. A potion of flying 
and a manual of gainful exercise (written 
in elvish} are hidden beneath the largest 
pile of furs. 

Inside a snow-covered pit near lhe rear 
of the cave are 4 ,935 ep, 443 pp, six emer­
alds worth 1,000 gp each. and a golden 
jewelry set- a ring (500 gp), gold neck­
lace (2,000 gpl. scepter (5,000 gp). and a 
crown C4,000 gpl. Next lo the pil is a pile 
of dragon scales and animal bones. Seal· 
tered amid the debris are 2,121 gp and a 
suit of elven chain mail +2 

I. Avalanche! The snow pack on the 
mountain to the east. of this point has 
warmed slightly and is very close lo 
falling. An avalanche is 75~ likely to 
occur should the party make any loud 
noises or cast any violent spells. Refer to 
the Wilderness urvival Guide, pages 80-
82, for rules on avalanches. 

J . Good pirits. A smooth black stone 
monolith 30' high and 10' square at the 
base stands at this branch in the pass. 
The imprint of a human hand engraved 
on the monolith some 10' above the 
gTOund is its only decoration. 

The monolith was placed here centu­
r ies before Vecna's fall, as a marker to 
future travelers. The monolith, although 
it fails to radiate magic. does have one 
special property. If ~ny good-aligned 
being touches the monolith with an 
open, bare palm. a female dj1nni named 
Arndullab appears. 

Aradullah: AC 4; MV 9~ !24 ";HO 
7+ 3; hp50; #AT l; Dmg2-16; SA whirl­
wind; SD spell-like powers; AL CG: 
MMl/28. 

Amdullah is dressed in flowing, emer· 
aid green silk, and her only possession is 
a huge silver goblet filled with shimmer­
ing ruby-red wine. She has been com­
manded to help good travelers only, but 
the type of help to be given is !ell: solely 
up to her. 

In this case, Aradullah warns the 

party, "Beware the sign of the dragon." 
Olher than the disguised reference to 
Flame. the significance of her message is 
explained further at area L. If any PC 
possesses a rwg of air elemental rom· 
mand or dJlnfll summoning, Aradullah 
offers ham o. drmk from her goblet. By 
drinking, the PC m question is imparted 
with the knowledge thnt the pass to the 
right is a trap (although the nature of 
the trap is not revealed). The OM may 
also allow a drink from Aradullah's 
goblet 1fthe party offers her a particu· 
larly beautiful item of jewelry or gems 
Cl0,000 gp worth is recommended>. Ara­
dullah will under no circumstances join 
the party and quickly returns to her 
home on the elemental plane of Air. 

K. Bulc ttc Holes. This dead end has 
become the haven for 10 bulctt.es. The ice 
pack 1s literally filled '~ith t.heir tunnels. 

Bulettes ClOJ; AC - 2 4 6; MV 14 • (3 ~l; 

HD 9: hp 72(x3>. 65Cx2), 64 <x4>. 60; IAT 
3; Dmg4-4813-l813·18; SA S'jump with 
four attacks: AL N; MM 1/13. 

The bulcttes remain beneath the snow 
while the party moves farther and far­
lher into lhe canyon. For every round the 
party spends walking an this area. there 
is a 20'l chance that the ice below the 
group is unsound enough to collapse. 
Falling PCs take only 2-12 hp damage 
but are immediately attacked by one or 
more bulett.es while their comrades try 
lo pull them out. Once the first PC falls 
in, any bulettes not engaged in the tun· 
nels begin circling toward the party, 
rising and falling m the snow only to 
disappear from view moments before 
leaping into the air for the attack. Since 
the buletles are smart. enough to vary 
their direction of approach during an 
attack, they retain normal chances for 
surprise. 

The "snow sharks" have no treasure. 
and there is nothing of interest to the 
party here. 

L. The ign of the Dragon. Another 
monolith, identical in shape and con· 
struclion to the one al area J, slands 
near the western wall of the pass. On it 
is engraved a symbol that resembles a 
stylized dragon: 



Arndullnh 's me · age I see area JI 
warned the pany ofFlame't1 presence 
and his ult1mnle locauon within the 
pass: the shape of the pass from area L lo 
area Q 1s roughly the shape of the sign 
on the monolith, although only o party 
that maps the pass accurately will real· 
1zc this he also warned about the mon 
ohth at&>lf 

For both chnouc and devious reru.on • 
Flame ho placed a magic mouth spell on 
th1. monolith Anyone who comes" a thin 
20 of the monolith causes the maR1c 
mouth to yell " You're geumg hotter'" 
This message awakens an ancient. 50' 
long remorhaz that lies sleeping beneath 
the ace near the base ofthe monolith. 
The rcmorhaz begms lo melt the ice 
above ham by turning on hill spinal 
heaters Anyone 1>tanding an an area 30' 
deep by 70' wade, tarting 10' away from 
the front of the monolith 1mmed1ntely 
foils through the melting ice and onto 
the molten back of the remorhaz, takang 
3 18 hp damage from the fall and 10 100 
hp damage from the remorhtU's heat 
Also, nil normal items carried are 1mme· 
diately incinerated (no saving throw); 
magical items geL a saving throw \'ff 
mng1cal fire to a\·oid being destroyed (see 
DMG. page Ol. 

fWmorhaz: AC 0'24; MV 12· , HD 16, 
hp 122: I AT I ; Dmg 8-48; SA ttwallowa 
whole on a roll of 18 or better; SD gwes 
off extreme heat, destroys weapons, 
ALN;MM182 

Beneath th as pecimen of unheard of 
size and strength lies his treasure hoard. 
It contains 12,000 sp wort.h of pure salver 
ore, 160 pp arr a broken chest, a pair of 
wings of /7J'WR("Vladimir" is the com­
mand word), a potion of rept1lelamph1· 
b1anJfish control (double strength), and a 
scroll of protection from ga.u weapon& 

M. T he tra nge Lake. This mineral· 
filled fre hwater lake has a number of 
unique properties. First, it refuses to 
fn.-eze, even though the water tempera· 
Lure 1s well below the freezing point 
Also, ony nonmagical creature who 
dwells within the soothing waters or 
drinks rrom them regularly for at least a 
month lowly begins to increase in saw 
as if affected by a potion of animal 
grou·th This effect, however, lasts for 
only one day a~r the creature leove 
the area The lake appeared dunng the 
great cataclysm described al area 0 The 
fish and mystical water came du•t.>ctly 
from the elemental plane of Water, where 
huge water bca ts are not uncommon 

The lake once teemed with hundreds of 
huge animals and fish, but some of the 
more aggressive predators have since 
taken over. Three gargantuan octopi rule 
the lower depths of the lake. The mated 
pair and Junior spend most of their tame 
sleeping and permit the other fish to 
breed enough <by not slaughtering them 
wholesale) to provide suitable "sacri· 
fices" for the oct.opa's meals. If the PCs 
pass along the lake' edge quietly, they 
will be safe from attack HO"ever, arthe 
party attrncUl the wrath of any of the 
other creatures in the lake (see area NI 
or enters the water to explore. the octop1 
will awaken. Jrarou,ed, the octopi wait. 
until the party camps or enters the 
water, ifpo.CU1ible. Ir the party refuses to 
oblige. the octopi crawl up the bench and 
attack from behind 

Gargantuan octop l (3); AC 7: MV 3• 
12•; HD 16; hp 118, 106, 70, IAT7; Dmg 
2-8 <x6~4-24 ; SA constriction; SD ink 
cloud, AL NE; see MM ins for half-size 
version. 

The lair or the oct.opi as located at the 
very bottom of the lake, about. 500' below 
the s urface. Inside arc 24 rough gems 
(each wort.h 500 gp) and n hat of inuisib1l-
1ty(works like a rmg of 111t11s1b11ityJ. The 
re l of the lake's depths are filled with 
giant but harmless fish . 

Flame decided to leave these creatures 
alone, hoping that the party would waste 
precious potions, scrolls, item charges, 
and spells here. Afler he has dealt with 
the adventurers, Flame plans to dine 
regularly at thi lake. He acquired a 
t.aste for seafood al has old lake haven 
(see "Into the Fire"). 

N. Attac k of the Gigantic Crabs. A 
peninsula in the center of the lake is 
home t.o 100 gargantuan crabs. Usually, 
the crabs bury themselves tn the son 
sands around the edge of the island. so 
they are impossible lo detect without 
magic (a wand of tntmy de~ct1on, etc.). 
Since this 1s the only area in the lake 
that the octopi (area Ml don't directly 
control, the normally peaceful crabs are 
very protective of 1t. 

Garga ntuan crabs (100): AC 3; MV 
9'"; HD 6; hp 36 each; #AT2; Dmg4·16/ 
4-16; SA surprise 1-4 on ld6; AL N: see 
MMl/15 for half-size version. 

If the PCs wnlk along the beach or 
make any noise within 50', the sleeping 
crabs awaken in 2-8 rounds. The PCs can 
choose to fight, move to higher ground, 
or nee the lake entirely The crabs fight 
to the last to defend their island, and 
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* 
they can move raster up the rocky island 
slopes than the party can, so nceang 
adventurers are sub,JeCt lo back att.ncks 
(+ 2 to h1tl all the way up. However, the 
crnbs wall not pursue more than 250' up 
the slope, and the PCs can rest 1n the 
cove they find near the lop of the hill (at 
least for a few moments). The crabs keep 
a close watch from the beach, just wait· 
ing for the party to make a break for al. 

If the party arouse the crabs, the 
octopa wall also be alened. lrthe PCs 
then decide lo nee the island, they wall 
find themselves surrounded on the than 
natural cnusewny by gtgantac octopa tn 
the water and gargantuan crabs rrom 
behind. 

Some 250' up the island slopes, there as 
an icy cave which appears safe from 
outside. However, there is actually n 
dormant purple worm within the tunnel. 
PCs who proceed farther in lhan 30' 
notice strange rock formations ringing 
the tunnel. Without warning, the cave 
entrance Coctually the mouth of the 
worm) closes behind the party, shutting 
off all light from outside. 

Purple worm: AC 6; MV s·; HD 16; 
hp 120: I AT 2; Dmg 2-2412-8; SA swallow 
whole; AL N; MM 1180. 
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The fish, the purple worm, nnd the 
crabs ha11 no l.J'eBSUtt - the octop1 have 
token at all The OM should remember 
that the octop1 ore not re•tricted to the 
water arena ofthe lnkc, although they do 
mo\"e fi ter there. 

0 . The Ring of f1ame. Long ngo. fi\"e 
minor ... oleo noes encircled one hugl' 
\'Oleo no m a geological formnuon known 
a.a the Ring of Flame Thia region w 
strong with element.al ~W'S and 
attract«! the attention of powerful w1z· 
ords as well as demigods oflhe Prime 
Matenal plane 

When the orch·hch Vecno wM thro .... n 
mto the fire of the great cent rnl volcano 
by the mortal forces of good, the 1mmor· 
t.al forces of evil took rev ngc by sending 
the entire region into nome The elemen 
lol pnnce of Earth, Ogremoch, ch an 
neled hug quanllt1es of magma 3nd 
earths from the elemenlal pl ones to the 
Pnme Mawnal plan • and the mighty 
1nterplonar eruption blt>W away the top 
of the m&SBI\ e volcano and Jen a gap1 ng 
crater in al.a place. The outer planar 
force or good, having lltlle control O\' r 
the elemental realms, wnt.ched 1n dis­
may u the bniH! alll)ers of Vee no were 
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Lava Fissures 

consumed in the holocaust 
But the goda of good "ere not so easily 

chagnned The godufev1l, led by Ogre· 
moch, quickly discovered that entire 
ve1ru of their hoarded prec1ou.s meuila. 
srem . and mre earths had "mist4kenly" 
gone up with the erupuon of the Rang of 
Flame M the !rust moment. the gods of 
good, unable lo duwtly counter an ele· 
mental god's 1nl!OC8tion. hod used their 
pov. ni to shift the locallon of Ogre 
moch '11 clement.al warp. The IOl:lt hoard 
included the rare L oftrensures, a huge 
uncut diamond worth perhap a m1lhon 
gold piece or more Good hod made Evil 
pay dearly for it.a\' ngcance 

Because of the unique natlll"l' or Ogre 
moch' planar warp, the element41 
pnnce could regain h111 l0:el treuure 
only 1f bOm ~nc on the Prime Motenal 
plane 1ummonl'd ham there or maned the 
huge quanl1t1e of earth and meltll and 
socnficcd them appropna~ly And Ogre· 
moch was.... II aware that he Y.Ould ha\·c 
Lo perform great rvices unleM the 
mortal bargainer was o complete fool. 
En~r Op1ku • o modem-day diM:iple or 

Vec:na and v."Orld expert on the catastro­
phe and Vec:na's fabled hand and eye 
lre:1Cued by o believer Jwrl before the 

cataclysml. Fannlly locatanft the my teri· 
ous Ring of F lame. Op1kus set upa tern· 
pornr) keep and began preparnt1ons for 
the ultimate t~ t ofh1 sorceroua powers. 
thebu1ld1ngofthcCr)'1ltalC1tadel H ,. 
mg leornl'd the secrct.s of the volcano 
and Vt.-c:na'i. dem1i.e, Op1kus began 
extracung fo\'Or'S from Ogremoch and the 
other elcmenuil prince 1n exchange for 
a small fraction of the l~t hoard o(pre 
ciou~ m<>Lah1 and rare earths CFor more 
on thl' nature and COn!itruct1on ofOp1 
kus'A pnlace, t1ee "The Cn11wl Citadel "t 

When has polotl.' wM fi~oll) com· 
pl<>tcd. Op1kW1 moved nil ofh11 belong 
mgs w1th1n o.nd continued h11 re arch 
on Vcc:na'a legacy He WllSJW.t rrturn1ng 
from o venture in\'olv1ng Lhl' poi s1b11ity 
or contacting the orch heh 's t•tcrnally 
d.nmnl'd !IOUI when he wandered into a 
group o( kam1kaw kobolds and their red 
drogon muter, Flame, with fatal resul~. 

P. The Valley of Diamonds. As nny 
dwarf can att~t . the be t so1ls, gena, 
and metals come from deep below the 
earth ln this region, volcanic and inter· 
plnnnr octwny have brought forth a 
plenitude of uch treasure from deep 
within the ground nnd C\'en from the 
elemenlal plane of Earth 

The valle>· 11 literally httcred with 
diamonds Although mO'lt are of only ftur 
quahty ond arc good only for d1omond 
dwit pell componenta, one in a thousand 
can be turned into o bf>nut1ful and valu 
able jewel The OM hould u.i;e the rnn· 
dom gen ration t~bles to determine the 
quality oflhe gems when found and 
subsequent value upon cut ling (&ee the 
DMG. pages 25 261. 

Since most of the diamonds have layer 
upon lnyer of carbon MOt coating them. 
they look more hkl- little chunks or char 
coal or fused quruu than diamonds Any 
magic·user who regularly UM'S spells 
that require d iamonds Ce g , u:o/I of forctJ 
or o PC w1lh lhe nonweapon proficien· 
c1es of)CWeler, gem culter.JCY.elry or gem 
appnuting, or mining will hove no t rou· 
ble detenn1nmg which rock.a are authen· 
lie and which are tbt' most valuable 
Transporting the rock.a and finding sull· 
able gem cutte"' lS another story. 

Doz.ens of \'eins of mel8ls hke gold nd 
silver land e\en a m1thral han or two) 
run within the cl1fTb and rock strnla 
nearby The mining Ulak 111 enormou. but 
highly profit.able, although the prox1m· 
1ty of the ... otcan~ ond lava beds make 
the already llhoky pl"Otlpecl of mining 
here even riskier 



When Flam{• arrived here. T1amat 
rewarded hun b) rclurning hu, spells and 
mag1cal 1t<.'ms ht' beli<.'ves that 1f 
Flame dit•s of old age wnhin the• \•alley, 
she can take nil of the diamonds 11nclud-
1ng the huge one Ins her sacrifice. She 
can then use this new-found w!!ulth to 
huy the loyalty of more minions and 
pt>rhaps fashion a genl-loppt>d staff lo 
rival lhe powerful liecptcr or Asmodt:us 
Fin me doesn't care about Ta a mat 's aspi­
rations. All he de:;ares 1s to :;11 on 
T1omat ·s court of dragons 1and thereh) 
rece1vC' all the pleasures and fringe bene· 
fits a rettred dragon could ever dream of. 
111cluding unlimited "snack-elves"). 
Flame has alrl•ady begun his new hoard 
and has hauled pales of daamonds an to 
th<' keep 1see area 2.t 1. 

Q. The Fissures of f1ame. These 
great rents in th!! eorlh are indeed where 
Vecna mel his end. The gTeat ln\'O whirl­
pool in lhe western branch of the five 
fii-sures 1s u gate LO the elemental plum.• 
of Fm:, tht' only place where the trut• t')'I.' 
and ham/ of Vr('11a con be destroyed 

Unfortunately for the PCs, they don't 
aclUally possess the:se items, merely 
facsimalt::s. Therefore. 1t doesn't matter 
whet her the PCs drop the case nnd lls 
contents in now or wait unlit after 
they've explored the huge cry,,tal citadel 
noat1 ng nearby For the sake of the ruse, 
however, the O~t should make a rela­
tively "l>1g show" when the party does 
dump them in. The OM can inform t he 
ad\'enturers thal a wave of C(IS(.' and calm 
sweeps over Lhem as the fires consume 
the box. Na.turully, the PC11 should feel 
easier when their responsibilities and 
worries about the "evil nrt1focts" are 
gone. especially 1fthe OM replaced th!! 
agate w1lh a lnadst<ml!, ru; suggei;Led 
earlier. 

The lava is continually rising from 
below <near t he center of t he fissures! 
and c1rculatmg around to e\·entually 
sink again lhrough tunnels in the south­
western crevasse or through the western 
whirlpool. The lava radiates nl!1Lher 
magic nor evi I. 

The Crystal Citadel 

When F lame first gazed upon the huge 
glcamingjcwcl above the lava fissures, 
he called it lhe Pnlace of Frozen Fire. He 
could sec sl rucl ures w1th111 the slowly 
turnmg keep. but the play of the lava 
light throughout made 1l impossible lo 
tell more about the contents of the mys. 

terious palace. A wizard of great powl•r 
was undoubtedly involved, and F'lamt> 
decided that he would either slny the 
owner of the" great gem" or otTer to be 
hiR partner land then slay html. 

F'lame 1s now using t he citadel as bail 
Lo force the adventurers to opt>n the vault 
which, occordmg to Op1kus's d1arws. 
contams the huge diamond and other 
treasures. Flame has cor rectly guessed 
that the diamond is the spell component 
that actually keeps the palace anoat and 
mag1cally protected. If 1t 1s removed. the 
entire c1u1del and those within are 
doomed <see area 28>. Although this 
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places the entire keep m danger should 
the partv s ucceed in open mg the vnult. 
Flame doesn' t mtend to let the PCs gC'l 
possession of the drnmond 

A monstrous hunk of quartz Will' 

brought here by Op1ku:i through a bar· 
gam with Ogremoch, prrnce of the eh.•­
mentnl plane of Earth The quoru was 
nawed and uncut though. and Op1kus 
wa:; forced to sacrifice ewn more t rea­
sure lo obtain the 8(.'rvices oft he crys 
malslarea 5CI to properly shape the rock 
into the magnificent citadel iL 1s Lodny. 
LaLer, air elemenwls \\ere summoned lo 
haul the block into pince while the 
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proper cnchanlmenti. were laid upon the 
great diamond at it.S heart. The huge 
diamond sen-es as the spell component. 
or magte1ll power llOUrcc. for the various 
enchantments laid upon the keep. 

Thecit.adel 1uu11pended in midair 300 ' 
nbove the lnvo pool and rotates slowly 
about it.s vertical ax1sCclockw1sc as 
''iewed from obovc) Fifteen degrees of 
ore go by for every minute that passes, 
meaning that the structure takes 24 
minut~s to complete one full rotat ion. 

All inner and out.er wulls of the palace 
are protected by permanent wal/11 of 
{ortt. In places like the emerald doorA 
(area I), the magical u•alls remain 
attached to the surfaces of the doors 
when they nrc opened or closed. The 
huge d1omond also powers many permo· 
nent ont1detecl1on spells which render 
any attempts nt dh•innt ion, SCl")'mg. 
etherealness, or stone affecting spells 
(e.g .. stone shaJH!. passu•alL stom• /('/L 
etc.I useless. except for the use of the 
mirror of mmtal protuss in the keep. If 
the diamond 1s removed from the vault 
(area 28!, these prolections cease operot· 
ing. The wcills can then be affected hke 
normal quartz. and the keep stops span· 
nrng- and falls into the ln,•o. The PCs 
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can teltport out while the cMtle melts 
beneath the lava's surface 1f they have 
the proper spells For more on these 
event.a, see area 28 ond "Concluding the 
Adventure." 

From out.side, the keep appears to be n 
perfectly cut gigantic diamond. slowly 
refracting the sunlight (or moonlight! 
and alive with the burning l:wa light 
from below. It is obvious that the inside 
u1 not completely hollow, and indeed 
mQJOr flaws are v1s1ble. but the depth of 
the refraction and the constant motion of 
the citadel make it 1mposs1ble to discern 
o 11 but the most obvious of charnct.cris· 
tics within the huge crystal keep. 

The cut cry tnl u.setf is a huge block of 
quartz 700' high and 800' wide at 1ls 
widest point It could only hove been 
grown or mined in another plane. The 
c1Uldcl 1s completely dewiled herein. but 
plenty of space has been left within the 
keep for ambiuous O.Ms lo add as many 
additional ideas as they desire Also, 
spncc constroint prohibit a complete 
listing of the minor furn ishings found in 
each chamber Ce pecially the living 
qunrwrs and laborot.oriesl. so the OM 
should use the table of magic-user fur· 
01sh1ngs found 1n the DMG. poge 218. to 

add to the atmosphere 
There ore no random encounters 

w1th1n the crystal citadel, although 
there are plenty of planned ones. Unless 
otherwise mentioned, there 1s no anterior 
illumination. but the walls within the 
keep ore clear enough t.o allow light to 
enter from the outside. During the day, 
the palace 1s brilliantly lit by the sun, 
and at night the lava pool below cMUI an 
cenc glow throughout the c1lndcl (Opi· 
kus would wear a necklace w1th o contrn· 
ual light spell cast on 1t in order t-0 see 
clearly at night ). 

The castle's rotauon 1s hardly notice· 
able from within. since there ore no 
reference points "is1ble on the outside 
Adventurers who stop and relax, though. 
will nouce the pull of the centr1fogol 
forces 

The Knmik.nze Kobold Corps 

Before they encountered one mean red 
dragon, these little kobold sa"ages con· 
trolled an entire region of No(,'Tilhe1m 
Forest <nrea 8) They had become so 
nasty and "1c1ous, 1t soon became a great 
and brave test for a hill giant to hunt 
down, kill, and return with as mony of 
the li ttle kobolds as possible. Tu the 
kobolds' credit . there are very few kobold 
feet on the walls of hill·giont huts. 

The kobolds still fly their own banner, 
"the busted knee cap," but are now rn 
the employ of Flame. The drngon has 
threotcncd to burn their women and 
children iflhey don't kill the party of 
adventurers now approaching the cita· 
del. Of course, Flame doesn't belie,·c 
that the kobolds will s ucceed, but the 
drngon docs hope that the PCs will lose 
most or their protection from fire spells 
and hit points in the battles. so that by 
the time they've opened the vault. he'll 
be able to kill them off easily. 

However. 1fthe kobolds do succe d an 
killing off the PCs. Flame has promised 
to reward them well. Of counic, Flame's 
idea of"rcwarding them well" is to cot 
them raw instead of burning them first. 
Flame will then take the party's magical 
items from the dead kobolds and go out 
an search or another party t-0 open his 
vault 

These kobolds, therefore, are fighung 
for their families and lhc glory of victory, 
and w11l loosc their entire arsenal of 
dirty tricks upon the party - even t.o the 
extent of sacrificing themscl"es in near· 
suicidal acts Each area where the 
kobolds attack is detailed scpnrotely 



within the.keep, but the OM should alter 
their tactics if necessary to insure that. 
the party becomes genuinely worried 
about where the little buggers will come 
from next. The kobolds have been doing 
these maneuvers for years, and the OM 
should play them as skilled, cunning, 
and ruthless. 

Kobold c ha mpion : AC 6; MV 6 '": HD 
1'2: hp 4; /AT l ; Dmg by weapon type; AL 
LE; MMl/57; short sword. 

Kobold warrior: AC 7; MV 6 "; HD 1h; 
hp 3: I AT 1; Dmg 1 (bite); SA spheres 
from necltlace of nussiles; AL LE; 
MM 1/57. 

All kobold warriors, unless otherwise 
staled. carry one sphere from a necklace 
of m1ssiles. These have been removed by 
Flame (see area 16) and handed to the 
kobolds. and are the main weapons the 
kobolds possess. The tactics for the use of 
these grenades vary from encounter to 
encounter, but one important point. 
needs to be mentioned here. Since the 
spheres must. be deliberately detonated 
by hurling or intentionally dropping 
them, a dying kobold gets the benefit of a 
"death blow." As PCs in this ad,·enture 
will probably be capable of slaying many 
kobolds at. will, each dying kobold is 
allowed a saving lhrow vs. death magic 
to activate his magical grenade before he 
expires. 

Exploding missiles do magical fire 
damage according to the following table 
(roll percentile dice once for each kobold 
sonrmed): 

dlOO 
01 -12 
13-32 
33-48 
49-62 
63-72 
73-82 
83-88 
89·94 
95.97 
98-00 

Omg 
2HD 
3HD 
4 HD 
5HD 
6HD 
7HD 
8 HO 
9 HD 
lOHD 
11 HD 

Lfmore than one fire missile explodes 
al a time, it may be easiest for the OM to 
assume that. all missiles in the area 
likewise detonate. With an average of 5 
HD damage per missile, even a force of 
10 exploding kobolds becomes lethal 
indeed. The OM should assign only a 
percentage oft.he total damage to each 
player character within the area of effect 
(save for half damage still permitted). 
For example, someone caught. on the 
edge of 10 kobolds exploding might. save 
against only 10%(5d6) ofthe 50 HD of 
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Entrance Level 

1 equare • 10' 

damage possible. However, anyone stand· 
ing in the middle oft.he exploding 
kobolds would have to save against.100% 
(50d6) ofthe damage and would most 
likely be incinerated. 

F1ame's Localio n Within the Citadel 

Up to this point, the red dragon who is 
the ultimate cause of the party's troubles 
has been lying low. Now that Lhe PCs 
have arrived at t he citadel , Flame steps 
fuJly into the picture. 

The dragon has given s t.anding orders 
to the kobolds and will remain in area 19 
(see encounter description). He will not 
reveal him.self until after the party has 
opened the vault (see area 28 for details). 

Flame is trying to maintain the decep­
tion that two red·haired wizards live in 
the citadel, one who wears white and one 
who wears black. Actually, Flame is both 
of these men but is attempting to make 
the adventurers believe that the while. 
robed wizard is the nasty owner of the 
citadel and ruler of the kobolds, while 
lhe black·robed wizard is the PCs' bene­
factor, the man who is responsible for 
sending them on their quest. Flame 
needs to wear only black robes during 

the course oft.he adventure, since he has 
already commanded the kobolds (in 
white disguise), and he has ten a white· 
robed body elsewhere in the keep. The 
reason for this deception is revealed by 
Flame after the party successfully opens 
the vault (see area 28). 

Remember that if the kobolds or other 
monsters within the keep kill any party 
members during their assaults, Flame's 
opinion is that " there's always more 
where they came from." Should the party 
be entirely destroyed. Flame will have to 
begin his plot anew with another set of 
adventurers. 

Entra nce Level 

1. The Eme rald Doo rs. AB the adven· 
turers approach the citadel (presumably 
by fly spell or similar means), they notice 
that one area on the widest. point of the 
diamond glitters green. Soon, it. becomes 
obvious that the light. comes from a pair 
of emerald·green doors at. the end of a 
short tunnel. The doors are each 20' high 
and 10' wide. This is the only entrance to 
the keep while the magical forces remain 
in effect. 

The doors can be opened by magic 
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!either a ltnoclt spell or a chime of open· 
ing) or the passv."Onls "Vecna will rise 
ogoin." If a spell is cast or the pa worda 
spoken, the doors silently swtng 1nward; 
n!U!r on tum, the doors aulomoticolly 
clo..e again No amount ofphy 1col force 
con bn-ok the u·oll of force that protects 
th<' dool'I, but a polymorphed PC or one 
an /lOSf'OUa form can fit through the crack 
bet" •n the doors. If such a PC then 
stand5 ms1de the k p within 10 of the 
dool'I for JU.St one round, the dool'I open 
and others m the party can be admitted. 

Th doors are merely colored quart.% 
and aro valueless. 

2. Hnrml Tunnel. Nothtng will 
attack or entrap the party here The only 
mtere ling th mg nboul this tunnel is at.a 
smooth, man-mode appearance that 
beJlna to lum natural and rouah the 
party g ts clo:;er to area 3. 

3. T he Crystal Canyon. The ma,JOr 
no" an the citadel crystal l8. 300' -deep 
and 400 wide crevnsse Op1kua decided 
to make this crack tnto a "first d fensc" 
for the keep by sponntng an mv111ble, 3 '. 
wide bridge offon:e across 1l. Because nil 
d1vmollon -clo.ss spell• connot function 
w1than the keep while the d111mond ii in 
area 28. the bndge can only be found by 
feeling for 1t. A fall from the bndge doe 
20d6 hp domoge u well as additional 
damage for falling on sharp, hard 1ur · 
fi cesu perlheDunR'f'Ontt,..(p i 19· 
201 and \Vildernc lpaa 35·361 
Sun.·1t al Guide._ 

Normally, this bridge would hardly be 
an ob!Jtacle for n party oflhas caliber, but 
the kobold.s have prepared o " lcome for 
the PCs upon their am val. 

When the party memben; ho\'e poBSed 
one third of the way across the bridge, a 
kobold chomp1on steP:J out from hiding 
m a.n-n 4 and openly challenges " the 
greate t '.'amorofyourtnbe"(tn rough 
Commonl. Cavaliers o.nd paladiru must 
accept th11 challenge. but other fighters 
can chOOt1C to fight for the bridae or nee. 
The t\\o combatants" 111 meet al the 
cenwr of the bndge, where they roll 
1mt10llvc and fight. 

This kobold fully expects to die, 11nce 
he as only lnytng a lmp man atl('mpl to 
nd the adventurers of their be t fighter 
Twenty more kobold warriors wail m 
plain 11ght on the other s1de oflhe 
bridge, obviously a\\-aiung the outcome 
of the battle 

When the kobold champion dies, the 
kobold warriors on the other side of the 
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crevasse moan and groan and drop their 
weapons. One 1teps forward and off era 
the kobolda' services n.s bodyguards 
within the keep This ia, or course, 0 ruse 
to get. tho party to crosa the bridge Hid· 
den high along the crcv walls above 
the bridge are two dozen kobold war· 
riors, tied around their middles to long 
rope atuached to the rock walls. They 
are armed with spears but hove no nttlt· 
latt of m1.111l~s grenad 

If the PCs do begm to croios, the hidden 
kobolds swing down in on attempt lo 
knock them off the bridg Because they 
are tied lo the ropes, th kobolds hove 
the use of both honda Each downward 
swing is treated as a &pear charge, giV· 
mg the kobold.s +2 to hat and doing dou· 
ble damage. Kobolda that miss their 
targets swing back on the next round 
(pl"OVldmg the party h n'l blasted them 
or cut their ropesl. In add1t1on to spear 
damage, any hit by a nymg kobold force 
the victim to make a dexterity check (at 
a penalty of - 21to8\'0ld foiling off the 
bndge. Flyma PCs"' ho lo.e conscioua­
ness and thoae on carpeu of fly ing are 
also sub,Je<:l lo attacks and dexterity 
checks. 

Meanwhile, the kobold warriors ncross 
the bridge pick up their 1peors and 
throw them at the PCa, hoping lo brmg 
them acl'Ol>S Then they go al it w1th claw 
and tooth, although kobolda do damoge 
only with their bite . The warr1ors 
ha\'e one globe each from a nttltlo« of 
mi.cs1les and use th to their best effect 
(see " The Kamikaze Kobold Corps .. ). 
None of tho kobolds hM any treasure. 

4. Pit-Trapped Tunne l. A standard 
pit trap, activated by 50 lbs or more of 
weight, hea m the middle of this natural 
tunnel Those who fall wilhtn take 6-36 
hp damag for the 30' fa.II and are 1mme· 
d1ately doWK.--d m burning 011 for ld6+ 9 
hp dam.oae per round, until 10 rounds 
pass or the fire is extinguished. 

6. Geode Cave rns. Th11 as the resi· 
de nee of numerous denizens of the keep 
who a.re no lonaer useful <u 1n areo 5C> 
or just forgotten about. (areas 50 and SE>. 
The many crystalline ataloclite·like 
formataons ore mostly rwtuml, but some 
have been cultivated by the crysmals 
fa.rea 5C)or set into place by the kobolds 
(area 58). None of the tu.rfaoos in this 
ca\.-em are protected by the u:oll of for« 
spells mentioned earlier, although any 
place the pony might wit h to go from 

here i1 so protected, as are the outer keep 
wall• 

6A. Wot.er Down, Wate r Up. This 
small pool ofwnter is apparently fed 
through a hole 1n the ceiling abo\.-e This 
IS only partially true Adventurort who 
pince their hands within the 20'· 
diameter waterfall soon discov r a 
"water·up" aa well One half of the 
st.ream dratns down from the pool abo\.e 
(area 6Al, while the same volume of 
waler travels against the pull of gravity 
back up through the hole. The waterfall 
radial s v.-eak magic. 

Tho only way for the party lO proceed 
deeper into the keep is lo step tnlo the 
"up" 11do of the waterfall (the aide cloa 
e-st lo the tunnel entrance), Tho water 
will gently carry them one at a lime up 
through the hole and to the au.rface of the 
pool, 110 abo\.-e Each adv nturer muat 
hold h1a breath for three rounds, as the 
waler does not convey any water· 
breathing ab1hhes 

68 . FnJllng Stalactite . Tht' kobolda 
hnvo loosened a few oflhe shllrper al81oc· 
utes within the shoded area of tho map. 
When 1Cveral party memben hnv 
mo\'ed within thtB region, one kobold 
champion, who haa been hidmg behtnd a 
n nrby stalagmite, yells very loudly and 
attacks the party. The no1 cauae5 the 
1t.alact1te to fall , doing 3.30 hp damaa 
lo all v.ith10 the area of effect (no aaving 
throw permitted I. 

6C. Cry mot Mi n . Each of these 
thr regions contains eight cryamals 
from the elemental plane of Earth 
Th creatures attack any intruders, 
even kobolda, and the sounda of bottle 
with one group eoon attract the others. 

Cr mills (8 per area, 24 total>· AC -4 
orO. ~1V s·, HD6+ 6; bp42 e ch, #AT 1. 
Dmg 3 12 or 2-8; SA crystal mia1le; SD 
pinonic abtlity, immune lo many attack 
form•, takes on .quarter or no dnmag 
from electncol attacks, mew through 
stone like a xom; AL NE; M:M.2:26. 

If nously wounded, the cl')'lfmala try 
lo escape by phasing out (taktng one 
round) nnd retreating into the quartz 
wall1 The olher two groups may chose lo 
aatn increased chance of1urpri by 
atuaclung from the safety of the atone, at 
the DM'a option 

These creatures onginally 1hoped th 
outer and inner walls of the keep, 
although the magical defense of the 
kec!p that prevent the use ofapella like 



ESP prevent PCs from obtaining plans of 
the crysmals' works. The crysmals think 
very geometrically a nd in al least three 
dimensions, so it is very difficult for 
human minds to understand them. They 
now prefer lO cultivate little crystals 
(and crysmals) of their own until they are 
returned to their home plane(something 
Opikus was preparing to do before h is 
demise). 

There are 4-32 rough gems (not. worth 
more than 50 gp each) within each crys· 
mal. They have no other treasure. 

50 . White Pudding Avalanche. A 
large. clear whit.e pudding has spread 
it.self along this cavity and is waiting for 
the next kobold or person to walk by. It 
has no treasure. 

White pudding: AC 8; MV 9"; HD 9; 
hp 72; I AT 1; Omg 7 -28: SD not affected 
by acid/cold/poison, lighlning bolts and 
blows split creature into s maller ver· 
sions; AL N; MM2/102. 

5E. Boris the S pide r. This poor phase 
spider has been trapped inside the block 
of quart.i that is now the keep for ages. as 
the citadel's protective magicks prevent 
him from phasing out to escape. 

Boris: AC 7; MV s·• 1s·; HO 5+5; hp 
45; I Kr l; Dmg 1-6; SA phase shift, save 
vs. death poison at - 2; S D impervious to 
almost all attacks when out of phase; 
AL N; MMl/90. 

Originally, Boris was the only inhabit­
ant of the huge block of quartz, but. no 
one bothered to ask his permission 
before it was moved from the elemental 
plane of Earth (where he had made h is 
home). Before he woke up enough to 
figure out what had happened, he was 
trapped by the citadel's spell enchant· 
ments. Boris has no interest in att.acking 
the PCs and has no treasure. !ft.he PCs 
offer him a gemstone of 5,000-gp or 
greater value, he tells them about. the 
crysmals, the water elevator (area 5A), 
and some informat ion about the quartz 
palace (how he woke up to find himself 
here, and how he is no longer able lO 
leave the area). 

If Boris is still alive when the giant 
diamond is removed from the vault (area 
28), he immediately pho.ses lO the Ethe­
real plane and sets up a new web some· 
where far, far away. 

Greenhouse Level 

6. The Greenhouse. The entire upper 
level oft.he citadel is covered in earth 
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and is home lO hundreds of plants and 
t rees. A greenhouse has been created 
with fresh running waler (area 6A) and 
plenty of sunlight streaming in through 
the crystal roof. The temperature is quite 
warm within, almost. tropical, in st.ark 
cont.rasl t-0 the freezing winds above the 
keep and the molten lava below. 

This is a most homelike environment 
tot.he kobolds, who know how t-0 survive 
in forests (like Nograheim) very well. 
Because of this, the kobolds are most 
dangerous here. There are 50 kobold 
warriors armed with short bows hiding 
in here, all camouflaged and almost 
completely silent (treat as natural cloaks 
a nd boots of elven kind). In addition to the 
normal -4 AC bonus for being effectively 
invisible, the kobolds also have a -2 to 
I.heir a rmor class for the cover of the 
thick brush, giving them each an effec­
t ive armor class of 1. 

These kobolds are each equipped with 
a quiver of 10 arrows and shower the 
part.y with them from the relative safety 
oft.he thick underbrush. If the party is 
having t.oo easy a time of it here, the 
kobolds throw a few grenades (the neck­
lace of missiles balls). However, the 
kobolds avoid this option as much as 
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possible because of their fond ness for the 
small forest. The kobolds will, however, 
immediately begin drawing the party 
toward area 68 and the monster plants 
lhat live there. 

At night, the kobolds cover themselves 
with a layer of cool, wet leaves, making 
the warriors invisible to infravision as 
well as normal sight (this covering must 
be refreshed every hour to be effective). 
None of the kobolds has any t reasure. 

6A. Pool of Wa ter. Water is magically 
kept flowing from this pool down to the 
pool below (area 5A). Party members 
who stand near the hole in the bollom of 
the pool are either pushed away or 
sucked down, depending on which side 
they are on. A descending PC takes no 
damage while using the waterfall unless 
he forgets to hold his breath. The 
amount of water that evaporates into the 
greenhouse ecosystem is magically 
replaced when necessary. 

68. Monster P la n ts. The kobolds fear 
these tri-flower fronds a nd giant. sun· 
dews, and will try to lead the party here 
so that. they can slit the throats of sleep· 
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ing adventurers and gang up on the 
struggling ones lefl. standing. None of 
lhe plants have any treasure. 

Tri·flower frond (12): AC 9; MV nil; 
HD 2+ 8; hp 24 each; IAT 3 plus special; 
Dmg special; SA slumber poison, rotting 
enzymes, hil·point draining; AL N; 
MM2/12l. 

Glant s undews (4 ): AC 7; MV t •: HD 
8; hp 64 each: I AT special; Omg 1·3 and 
special; SA clogging sap; SO tendrils 
worsen victim's "to hit" rolls; AL N; 
MM2/116. 

7. The Ruby taircase. This magnifi· 
cent red crystal spiral staircase 1s con· 
cealed with a permanent hallucinatory 
terrain spell that makes it look like a 
large oak tree stump. The staircase is 
not magical and leads down 175' to the 
gallery (area 8>. 

GalJery Level 

8. The GalJe ry. This huge circular 
chamber serves t.wo purpo es. Ringing 
lhe staircase walls (area 7 ) arc seven 
cages which have been enchanted to be 
immune to magic. These cages sen•ed as 
Opikus's personal bestiary. Just before 
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the party arrived, Flame ordered n 
kobold to pull the levers that open the 
doors of the three occupied cages. The 
kobold, of course, died instantly - but 
now the PCs are in for one heck of a 
deadly fight. 

The cages formerly held a vampire and 
his earth·filled coffin, a medusa and a 
stone kobold , and one very angry 
beholder who was taken in by an ant.i­
magic trap. The three monsters are most 
interested in escaping but are not above 
killing others and getting some treasure 
on the way oul. They do not particularly 
like each other but hate adventurers 
<especially wizards like Opikus) more. 
All three concentrate their attacks on 
any wizard in the party. each hoping that 
the other two will deal with the fighter 
types. None of these monsters ha,•e any 
treasure. 

Va mpire: AC 1; MV 12" 1s· : HD 8+ 3: 
hp 60; IAT l ; Dmg 5·10; SA energy 
drain, charming gaze; SD regeneration, 
+ 1 or better weapon to hit, immune to 
many attack forms, takes only half dam· 
age from cold· or electricity·based spells, 
can assume bat or gaseous form at will; 
AL CE; MM 1199. 

Medusa : AC 5: MV 9"; HO 6: hp48; 

I AT 1; Dmg 14; SA gaze turns to stone, 
poisonous bites: AL LE; MM 1166. 

Beholder : AC 0'2n; MV 3"; HO 16: hp 
75; I AT 1; Dmg 2-8; SA magic; SO anti· 
magic ray; special magic resistance; AL 
LE; MMl/10. 

Once the PCs have dealt with the besll· 
ary, they can turn their attention lo the 
gallery. Hanging on the outer wall of this 
huge circular room are dozens of paint· 
ings. Tun of them arc famous stolen art 
works and worth 10·60,000 gp each. 
However, they can be returned by good 
PCs for a reward of 1 Oil oflhat value. 
The other 27 paintings are even more 
valuable but are incredibly dangerous. 
Each of them is a tremendously lifelike 
portrait of a demon lord or elemental 
prince. Opikus used his mirror of mental 
prowess and spies to get images for the 
pictures, and a cantriplike spell to do the 
actual renderings. The paintings are all 
accurate down to the smallest det.ail and 
resemble modern-day photographs. It. is 
very likely that the uncompensated 
"models'' will attempt to recover and 
destroy the paintings if they are remO\'Cd 
from the safety of the citadel 

A secret. door belund a self.portrait of 
Opikus lends to area 9. Flame's version 
ofOpikus looks nothing like this paint· 
ing, but a party member must actually 
state he is reading the name plates that 
arc affixed below all the paintings to 
notice this discrepancy. 

9. The Long-Way-Down Tunnel. The 
kamikaze kobolds return with a new and 
improved means of harassing the party. 
As the PCs enter this corridor, a litt.le 
kobold's head peeks around the corner 
Cat. the intersection near area 10) and 
squeals Cin Kobold), "They·re coming! 
Run!" The little kobold t hen disappears 
behind the corner ngarn. 

When the party has proceeded about 
halfway down the corridor, 10 kobold 
warriors begin running across the far 
end of the corridor, shooting al the party 
with short bows and then diving for 
CO\•cd- 7 to armor class while criss· 
crossing). Five kobolds run across from 
one side, while five more run from the 
other. For each shot fired by the kobolds, 
roll to determine the target. A "to hit" 
roll then determines whether the chosen 
PC is hit. If a kobold rolls a natural l lo 
hit, he has injured one of his companions 
running t.he other way. 

The criss-crossing kobolds, while some­
what effective. are just a ruse to draw the 
party forward onto the pit lrap that lies 



about two-thirds of the way do"'n the 
tunnel. A weight of50 lbs. or more 
causes a 12 '·long i;ection of the box· 
shaped walls, ceiling, and floor to drop 
free from above. This "cage" immed1· 
ately bcgms free-falling down a long 
chute, right out of the keep and into the 
lswa pool below. 

On the way down. the walls of the 
chute will make any PC feel he 1s 
trapped w1th1n a solid quartz box, but 
JUSt afier leaving the chut.e, the PC can 
JUmp out through one of the open side 
A free fal11ng PC has two segment.s of 
action before hitting the lava. A {rather 
fa// 11pell immediately cnst will slow the 
PC's fall but not prevem him from hil· 
ting the molten rocks below. An adven 
lurer who remains in the open stone box 
lakes 20d6 hp damage from the fnll Cas 
the box strikes the lava, he strikes the 
box> as well as having lo worry about the 
molten lava pounng in for 6·60 hp dam 
age per round 

As llOOn as the p1t trnp ii; acuvatcd, the 
remaining kobolds drop their bows and 
throw one nrcklace of m1ss1les grenade 
each al the remaining part.y members. 
The activation oflhe pil trap opens a 
new entrance/exit lo the citadel, which 
might become import.ant lo the re t of 
the pnrt.y later on in the adventure 

10. tornge Rooms. These are m1scel· 
laneowi slornge rooms filled with prov1 
s1ons, bags of cheap spell components 
Chke chan:oal. glass, sand. etc.), and 
furniture. The OM should fill these out 
ns necessary. There is nothing of much 
value in these unlocked storerooms. 

11 . tairway. These stairs lend down 
to area 12 

Maze Level 

12. The Bunkers. When the party 
opens the door to this room, a hail of30 
crossbow boh.s are fired at the first PC in 
line High in a bunker behind the fnr 
wall are 30 light crossbows, all lied to 
one trigger Thirty kobolds warriors (-4 
to armor class while hidden in bunkers) 
man these weapons by restocking them 
with crossbow bolls (six bolls per cross­
bow in lll"Senn)). Therefore, as many bolt.s 
will fire at the party per round as there 
are kobolds ali .. -e in the bunker, and all 
the bolls left can be fired as long as one 
kobold survives Cbut only one crossbow 
can be armed per round per kobold> A 
stone ladder leads up the far wall 
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beneath the bunker 
The party can clear out this bunker 

with one finball spell, or it can try to 
lake it by force. In either case. once the 
bunker is wiped out and the PCs have 
entered the room, 30 more kobolds in a 
second bunker (opposite the first one and 
directly above the doorway) drop necklace 
of m1ssilt>s grenades on the adventurers. 

None of the kobolds have any treasure. 
The ones in the rear bunker have 
climbed up a rope, which they promptly 
pulled up behind themselve In addition 
to the wall ladder, the first bunker can be 
exited through a trapdoor which leads 
directly into area 13. 

13. The Invis ible Maze. This is the 
crysmals' favorite accomplishment , a 
massive maze of crystal-clear walls. 
Because divination spells cannot be used 
within or on the keep and its component 
part.s. this maze must be passed through 
the hard way. Within the maze are four 
magical teleport doors <labeled A, B, C. 
and D> which transport to areas 14, 15, 
16, and 17 respectively The OM may 
decide to mclude some invisible mon­
sters, mirrors, or trap within the maze 
a.swell . There 1s no treasure in the maze. 

-

14. The Game Roo m . This po hi) 
furmshed triangular chamber 1s filled 
with vanousgamesofsk11l andchance. 
including magical roulette wheels, body· 
building sels, a chess set in m1dplay, a 
dart board with six darts +2 stuck in 1t, 
a billiards table. etc. There is one well 
dressed nesh golem on duly here who is 
skilled in all of these games and is quite 
harmless unless provoked. 

The golem's name is Jeeves, and he has 
the equivalent of 18'00> 1n any one ab1l· 
tty score during a game Ci e , intelligence 
for chess, dextenty for darts. strength for 
weight lifiing, etc.> While using any one 
ab1hty in a game, Jeeves's other attrib­
utes revert to l 0. For example, if some· 
one? decides lo wrestle JeevC?s, they find 
him very strong but not. very dextrous or 
bright. Jeeves is never very wise or 
attractive, but he is always friendly. He 
wears green robes with silver trim and 
will not attack unless attacked first 

J eeve (Il e h gole m): AC 9; MV 8" , 
H D 9; hp 40; IAT 2; Dmg 2·16 '216; SD 
immune to normal weapons and most 
spells except fire- and cold-based one • 
electncal au.acks heal damage; AL N; 
MMl ,48. 
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An invisible archway identical to those 
found in the maze leads back to area 13A. 

16. The Cottjuri ng Roo m. A naming 
circle of proteC'tion from demons occupies 
the center of this circular chamber. The 
large number of braziers, candelabra, 
and other summoning devices indicates 
that a very powerful demon is meant to 
share that pot. Whether it has already 
been summoned or not is impossible to 
determine from lhe conte nts of the 
chamber. 

Actually, the demon was summoned 
some time ago and is currently trapped 
within the vault (area 28). For brief 
spans of t ime, Opikuscould tempomrily 
deactivate the spell protections on his 
keep without causing it to collapse. He 
only performed lhis dangerous rent when 
he needed to summon something. 

An inv1s1blt! a rchway identical to those 
found in the maze leads back to area 138 . 

16. T he Laboratory. This square 
room is filled w1lh laboratory equipment 
and spell components. One large table 
has nothing on 1t except the remains of 
30 silver necklaces which used Lo be 
necklaces of missiles before Fla me 
removed the globes. The kobolds are now 
using them as little grenades. 

Opikua had been making these neck· 
laces for years and was preparing to a rm 
a small force of henchmen with them for 
his final tnp to recover the real eye a nd 
hand of Veen a Clocation unknown). He 
also liked to scry upon h is enemies, 
reach his hand through his mirror of 
mental prowess, then throw a few n11~ 
s1les inside, on.en assassi na ting the 
victim and all possible witnesses in one 
fell stroke. Since most rulers and power· 
ful wizards are protected from scrying 
and divination spells. this trick WWI only 
useful for petty assassinations or the 
removal of some upstart wizard. 

No magical items remain in this room, 
but the pince 1S filled with fine·quahty 
glassware, cauldrons, and spell compo. 
nent.s. A wizard's bag of holding will be 
quickly filled by nil th~ rare spell compo. 
nent.s, and the sages in J ustiminium will 
pay handsomely for some of the rarer 
ones (OM's discretion). 

An invisible arehway identical to t hose 
found in the maze leads back to area 13C. 

17. T he "Albe rt HaJJ ." This is the Inst 
defense of the kamikaze kobold brigade. 
Their famihes are near, a nd no amount 
of sacrifice 1s too great to achieve glory in 

58 Issue No. 17 

their na me. The teleport door opens onto 
a hall tha t is honeycombed with small 
holes through the wa lls and ceiling. 
Sixty ko bold warriors C-10 to AC for 
complete cover) attack the party from 
inside the hollow walls, throwing gre· 
nades a nd shooting arrows. The PCs can 
retreat through the invisible archway, but 
eventually they must succeed here t-0 go 
on through the remainder of the dungeon. 

The door at the end of the hall leads Lo 
area 18, while a n inv1s1ble arehway 
identical to those found in the maze 
leads back to area 130 . 

18. Kobold Lair. Any kobolds not 
killed through the smoll holes of area 17 
will enter area 18 and engage party 
members Lo the Inst . Once these kobolds 
have been dealt with, the party will see a 
room filled with 112 kobold women and 
children Cos unarmed wamors with 1 hp 
each), all cowering in the corners. They 
will not a ttack or even fight bock under 
any circumstances. If interrogated, they 
can reveal that their mates were fighting 
for a red·haired wizard who wore white 
robes. The kobolds have no treasure. 

A huge black crystal portal stands 
against the far wall ofth1s room. It is 10' 
wide and 10 ' tall, carved from quartz, 
and looks like a gaping demon's maw. 
While lhe demon part is translucent, the 
inside of the maw 1s on inky opaque 
black. Party members can look behind 
lhe portal, ns 1t tands about 2' away 
from the wall, but the inside of the 
demon's mouth 1s completely trnnspar· 
e nt from behind. 

Stepping through the portal 1s harm· 
less and teleports the voyager to a similar 
portal in area 19. 

The entire passageway of area 17 is 
visible from this room, as there is a 
10'.wide area hollowed out to both sides 
of, and above the corridor, permitting the 
kobolds access to the murder holes Csee 
area 17). 

Vault Level 

19. The Study. This room is e ntered 
through a demonic·looking black portal 
identical in appearance &nd operation to 
the one in area 18. The room is paneled 
in cedar and contains a huge fireplace, 
oaken desk a nd chair, and ma ny fine 
rugs scattered about the noor. 1b the 
right of the PCs as they exit lhe portal is 
the fireplace, m which a fire 18 burning. 
The hearth goes completely through the 
wall into area 2 1 a nd is large e nough lo 

crawl through, provided one 1s protected 
from normal fires. This passage can be 
used as on al ternate entrance or escape 
route in an emergency. Blocked from 
view initially by the fi replace mantle (as 
the pa rty enters through the portal) 1s an 
oaken door which also leads to area 2 1. 

The archway opposite the fireplace 
leads to area 20 and is sealed with a wall 
of for~ On the wall to the right of the 
archway 1s a small keyhole. and lying 
upon a comfortable chair nearby 1s the 
small sil\ler key needed to deactivate the 
wall of force 

Beside the archway, on the side closest 
to the PCs as they first. ent.er, is on oaken 
des k that holds four carefully bound 
spell books. Each book contains one level 
ofmogic·user spells from first to fourth 
level. The books contain a ll spells of each 
le,·el, but the h1gher.1e,-el books were 
specially mode and are of huge size (and 
are proportionally heavy and mconven 
ient; sec Unearthed A rcana. poge 79> 
The de k contains no important papers 
or clues. 

Directly across from the party is on 
easel a nd paint brush (but no palcll-0 or 
poi nls) positioned beside an ornate 
golden noor·length mirror. The easel and 
brush ore nonmagical, as Opikus used a 
spell to do h1& art works (see area 8 ). 

Beside the eosel is the m 1rror of mMtal 
prowess, a very powerful scrying device 
which 1s pa rtially sentient. In fact, the 
command word to activate the mirror 1s 
" Voltont1sk1r," which translates to "O 
knowledgeable one" 10 the demons' 
tongue. Because of its demonic origin, 
them irror radiates strong magic a nd 
faint evil but is in fact neutral in disposi· 
t ion. Washing the n11rror with holy 
wot.er will remove all traces of evil and 
allow a good being to use 1t with a clear 
conscience. Because ofOp1kus's unique 
enchantments. the mirror is unaffected 
by the keep's magical protections against 
scry1ng and teleporting, save that 1t can· 
not be used to tt-leport into the vault. 

All the items within the study are lop. 
quality goods, but. there is no other trca 
sure within the room other lhnn the 
mirror and the spell books. 

Fla me woit.8 in this room while the 
party explores the keep. He consta ntly 
series on the PCs (using the mirror) until 
they head into the demon portal lO arrive 
here. Flame then steps through the 
mirror into another part of the keep, well 
behind the party, a nd wait.a for the alarm 
to sound (see area 28). The exact location 
he chooses depends on what traps or 



monsters the PCs have len behind ens 
witnessed by Flamel. When the dragon 
needs to make his entrance (see area 281, 
he can either return through the mirror 
or make his way lo the portal al area 18. 

20. Fro7A!n Libra ry. This was Opi· 
kus's private vault of books. kepl in 
subfreezing temperatures to preserve 
them from decay. The books are specially 
prepared so that they don't gather mois­
ture when thawing or freezing. In addi­
tion to a large selection of material 
devoted to the elemental planes, the 
citadel, the arch-lich Vecna. and famous 
beings from the outer planes. Opikus 
also kept all of his spell books in here. 
The first- to fourth ·level spell books are 
out on the desk in area 19. but the others 
are a pile ofnsh in the middle of the floor. 

Opikus trapped all of his spell books 
from levels six to nine, and Flame acci· 
dentally set them ofTwh1le flipping 
through them. In the pile of ash, how­
ever, is the remaining volume offinh­
level spells (identical LO those mentioned 
at area 19). Flame can cast spells offirst 
to fourth levels only, so this book is cur­
rently useless to him and he discarded 1t 
on the floor. The books are very valuable 
to a sage or the party magic-user, and the 
OM should fill them out as necessary for 
the campaign. 

Lying beside the pile of ash are s ix 
frozen elves. all neatly stacked like cord 
wood. These are "snacks" brought here 
by Flame, who likes lo have something 
lo munch on while he reads. If resur­
rected, the elves know only that they 
were hired by a wizard with red hair and 
white robes lo help around the keep. 
They went to sleep one night and never 
woke up again. The small slash marks 
on their bodies are identifiable as com· 
ing from kobold swords. 

The cold within this room cannot pass 
through the magical wall of force, but if 
the wall is deactivated <using the silver 
key) and the archway ten open, the entire 
ancient collection will slowly thaw out 
and begin the natural process or decay. 
The escaping cold air will cool all of area 
19 quickly, but nothing will be harmed. 

21. Dining Room. There is a huge, 20' 
wide by 40 ' long dining table in the cen­
ter of this room, completely laid out in 
beautiful silverware and china. A chan· 
delier hangs from the ceiling. and the 
fireplace thal communicates with area 
19 is burning brightly. Beside the fire· 
place is a door which also leads lo area 19. 
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In the wall at right angles to this one is 
another door, slightly ajar, which leads 
LO the bedroom (area 24). On the opposite 
wall at the far end of the room is a swing­
ing door that leads to the kitchen (area 22). 

On the wall opposite the fireplace is a 
pair of huge S(!Cretdoors, each about. 20 ' 
wide and 20' high. These doors are dis· 
guised Lo look like t he lower two-thirds or 
the wall . They are shielded from spells 
and can be found only by normal, physi­
cal means (1 in 6 chance to spot the crack 
bet.ween the doors). The massive doors 
open only when both are pushed simulta­
neously. 

The china and silverware sets are 
worth 20,000 gp total. The chandelier. 
while beaut iful, is made of glass and is 
worth only 500 gp. If the chandelier falls 
on someone, it does 3-30 hp damage. 

The room is paneled and furnished like 
area 19. There are no olher objects of 
value within. 

22. Kitchen . Opikus was a lso an 
accomplished chef, and this kitchen is 
outfitted with a ll sorts of magical cook· 
ware, including self-heating stoves and 
cauldrons that sti r themselves. A large 
rack of spices and condiments lines one 
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wall. while the cupboards are filled with 
typical kitchen trappings. The OM can 
fill out this room as necessary with mag· 
ical items like M urlynd's spo<>n and 
Zagyg's {1owwg flagon fsee Unearthed 
Arcana. pages 101and104 ). 

A small doorway on the !en as one enters 
the room leads to the pantry <area 23>. 

23. Pantry. This room 1s filled with 
sacks of food, hanging haunches of salted 
meats. and casks of water and ale. A 
covered box serves as a small magical 
freezer (value 5,000 gp, weight 50 lbs.). 
Inside are some elf and kobold remains. 
There is nothing else of value in here. 

Z4. Bedroom. This r ichly appointed 
bedroom is huge, as Opikus liked lo have 
plenty of space. The bed m the cent.er of 
the room is buried in uncut diamonds 
<from area P), and the body of a red· 
haired, white-robed man lies in a pool of 
blood nearby. 

The body is that of Flame's "appren­
tice," a third-level wizard who was hired 
by Flame because he looked a lol like the 
dragon's polymorphed merchant form. 
The magic-user obviously died of many 
spear wounds, and the bloody tracks of 
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kobold feel are everywhere He ha been 
searched and stripped or all possessions 
The apprentice strongly resembles the 
Op1kus that hired the party (except for 
the color orh1s robe ) but looks nothing 
like the Opikus painting m area 8 
(remember, the real Op1kus was eaten by 
Flame a long time agol 

The PCs are rree to drnw any conclu­
sions they wish, but this d1sco\'ery 
should cause them Lo behe,·e they hove 
solved the mystery or where their host 
has been oll th1s t1me. The diamond pile 
is Flame's new bed, and the two or three 
thousand stones here ore relntively 
valuable (base value 10 gp). 

At.op the pile or diamonds is a book 
which con La ins descriptions or the vari­
ous treasures inside the vault (Including 
the huge diamond that controls the c1ta· 
del ), although most details are not given, 
only hinted at. Flame ho.s been perusing 
this Lome for many months now, aching 
ror a chance to toy with the items sealed 
inside the vault. The 01\1 should give the 
PCs a few scrnps about the treasures in 
order to whet their appetites Csee area 28!. 

Two doors to the rear or this chamber 
lead to a bathroom I area 251 and a robing 
room Coren 26). There IS little or value m 
here other than the diamond . 

25. Bathroom. A pleru1ant, magically 
heated bath is always running here. 
Selective d1S1nlel(r0te spells wke care or 
all clean-up. There is nothing or value 
here. 

26. Robing Room . This huge walk-in 
closet is filled with magnificent clothing 
or all colors and materials. None or it is 
magical, and there is nothing else or 
value here. The 28 suit.s or clothing here 
are each worth 200· l ,200 gp. 

27. T he Rollerballs. This great c1rcu· 
lar chamber 1s dominated by a huge, 
bowl-shaped depression in the Ooor. In 
lhe center, at the bottom of the bowl, 1s a 
circular golden vault door with three 
dials numbered from I to 101 and a turn­
ing wheel on it 

tr ony party member enters the bowl, a 
3 1-d1ometer golden sphere appears from 
nowhere nl the rim of the bowl and 
begins cha.sing the PC. These balls seem 
lo defy not urn I laws, rolling both uphill 
and downhill, and changrng course to 
follow the PCs every zig and zag, but 
never leaving the bowl. Each ball "locks 
on" to one PC and will not chase any 
other. The type or phere is determined 

60 Issue No. 17 

by rolling ld6 and consulung the follow­
ing list: 

Explodes when Within 1 o· or lt.8 
target, dorng 3·30 hp mogical cold 
damoge. 

2 Explodes when w1thm 10' or IUl 
target, doing 3.30 hp magical fire 
damage. 

3 Explodes when within 20' or a tar 
gel, hailing the target in sharpened 
met.al spikes which do 4-40 hp phys•· 
cal damage 

4 Must roll to hit as a 10-HO creature. 
tr the ba II hits, the target must save 
vs. paralyzal1on or be immobilized 
for 2-5 rounds. 

5-6 Ill us ion or one or the four types 
aboveCroll ld4). 

The damage from the rollerballs can be 
lessened by rm gs of protection and other 
spells and devices Ce.g , protection from 
normal missiles for type·three sphere >. 
but. the illusory versions can be avoided 
only by successfully d1sbeltevmg them. 

The balls roll around the bowl at 12• 
speed. Their speed is halved to 6 •• how­
ever. while tnwehng uphill but doubled 
LO 24 • while rolling downhill Therefore, 
characters with a movement rate or le 
than i2· cannot run fast enough to 
escape the spheres. 

One rollerball per round appears for 
each PC within the bowl. so 1t 1s possible 
to have more than one ball per person 
rolling around the bowl (although the 
balls always avoid each other). PCs para­
lyzed by type-four spheres are subject to 
additional rollerball attacks as long o.s 
they remain within the bowl or until 
they are dead. The only way to stop the 
rollerballs is lo correctly open the vault. 
(area 28). 

28. The Great Vault. The vault. door 
described in area 27 1s completely folse. 
A full set oflocks and bars has been 
installed to mamt.ain t he deception, but 
they are merely lo drnw the attention or 
some unlucky th1er or wiwrd who must 
come into the rollerball bowl to try to 
open the door. The three dials can be 
opened only by three successful open 
loclts rolls (at -50~ each), but the vault 
refuses to open even af\er the last foke 
lock has been " picked " 

The door is immune to force, magicol 
items Clike the mirror of mental prowess), 
and all spells except the fifth-level 
magic-user spell passwon which is the 
only way lo enter the vault. This is the 
only place m the keep where a passwall 

pell will work while the diamond is 1n 
pince. 

Therefore, the only way to enter the 
vault IS lo Oy or levitall to within 30' or 
the vault door and cast a passwall spell 
on the door. Because passwoll is only the 
triggering spell and does not. itselr open 
the passage, the vault "door" will 
remain open for one full day before magi­
cally seoling again. 

If the party wizard does not nonnally 
carry this spell, he can find it in Opi· 
kus's finh-level spell book buried in the 
ashes al area 20. The OM can a llow the 
noahng wizard to read the spell from the 
book (as outlined in Unearthed Arcana. 
page 80), but under no circumstances 
should the OM s uggest this option, as 
the PCs should spend a great deal or 
their time, effort., and spells on this 
puzzle. 

When the vault is finally opened, the 
PCs will have little time to peek inside. 
An alarm clangs throughout the keep, 
sounding like thousands of ringing bells. 
The alorm alerts Flame to return, and 
he watches the action through the secret 
doors or area 21 . 

Geldoran, a type VI demon, immedi· 
ately Jumps out and begins blllStmg, 
stomping, and tromping anyone nearby. 
Alt.hough the keep's magical defense 
prevent. Geldoran from using his gate 
ob1hty to bring in any friends to help out 
during the battle, he should still be quite 
a challenge for the party. Geldoran 
immediately cloaks the area in magical 
darltness and uses telekmesl.S to move the 
party's strongest-looking warrior into 
the dining room (area 21). Geldoran will 
catch the closest individual (probably 
the opener or the vaul t.) with h is whip 
and draw him into his burning names. 
Geldoron is smart enough lo weaken 
party members before using his magical 
symbols on them. 

tr the OM feels Geldoran is too weak an 
encounter alone, the demon can be 
beefed up by adding two or three type Ill 
demons as his personal entourage. These 
demons are not gated in by Geldoran 
during this battle, but were brought in 
with him when he wa.s summoned (see 
area 15). 

Geldoran: AC -2; MV 6" 15"; HO 
8+8; hp 72; #AT 1; Omg 2-13; SA ps1omc 
ab1hty, whip and name for 4-24 hp dam­
age, spell powers; SD psionic ab1hty, + 1 
or better weapon to hit, standard demon 
immunities and spells; 75% magic resist · 
once; AL CE; MMl/19. 

Type III demon : AC -4; MV 9•; HD 



10; hp 80; IAT 6; Omg 2-1212· 1211-311·31 
2·5; SA psionic ability, spells; SD psionic 
ability, spells, standard demon immuni· 
ties, 60% magic resistance: AL CE: 
MMl/18. 

Gi?ldoran was promised possession of 
the huge diamond if he agreed to guard 
it for 1,000 years. It. is h is intention to 
offer the jewel lo as many greater demon 
lords (i.e., Oemogorgon, Juiblex, Orcws, 
etc.) as arc interested, bargaining for a 
chance lo become a lesser demon lord or 
prince in his own right (a gift only 
another demon lord can bestow). The 
greater demon lords want the diamond 
for the same reasons as the other forces 
of evi I do, as a sign or power or as a magi· 
cal spell or item componenl. 

Once the PCs have defeated the 
demons, they should be in very bad 
shape - but not bad enough to prevent 
their taking a peek at the treasures 
with in the vault. Floating in the middle 
orthe 20' cube is a rough diamond block 
about the size of a human head. It is 
completely stationary in space, which 
makes it appear to be rot.a ting slowly 
c.ounterclockwise (as viewed from above), 
since the keep is rotat ing clockwise 
around it. The great diamond is magi· 
cally lit from within a nd shines chaotic 
rays or harmless light everywhere. 

The diamond is the heart of the keep 
and can be removed only by grabbing it. 
with bare hands. The diamond it.self is 
harmless, but as soon as It is pulled more 
than l ' from its resting place, the light 
within d ims, the protection spells on the 
keep fail . and the keep falls toward the 
lava below in two segments. 

Any PCs still inside the keep cannot 
escape through any oft he openings in 
the citadel, since the pa lace immediately 
sinks beneath t.he lava like a rock 
dropped inlo water. However, since the 
citadel's protective spells have been shut 
ofT, a nd it lakes several minutes for the 
keep to melt, the adventurers have fi ve 
rounds to grab their things and U!leport 
out, turn ethereal, etc. Spells like stone 
shape and po.sswall will operate within 
the keep once the diamond is moved, 
a lthough they will do little good for the 
party as the citadel is surrounded by a 
seaofmolten lava. If the PCs encase 
themselves in a spherical wall of force, 
that spell will last long enough for the 
bubble to float to the surface once the 
keep has melted around the m. Party 
members must still deal with oxygen 
and heat concerns while inside the bub­
ble. See "Concluding the Adventure" for 

more ideas on what might happen lo the 
PCs after the citadel falls. 

Beneath the diamond, on the floor of 
the vault, is Opikus's private treasure 
hoard. Most of the magnificent items 
within were oflit.t.le use to Opikus while 
adventuring, or were placed here in 
safekeeping lo be used at a later date. 

A sailor's lantern is shining brighlly 
in one com er but is overshadowed by the 
great diamond above. This magical Ian· 
tern shines with the light of a double· 
strength continual light spell (save at -4 
if light is used as a weapon) and always 
remains lit. The light cannot be dis· 
pelled except by a wish or similar magic, 
although the lantern's four shutters can 
be slid into place. Ir the lantern is set on 
a flat surface a nd then slowly turned 
clockwise, iL will be set inlo permanent 
motion. By openi ng only one shutter and 
usi ng thiB feature, the lantern can be 
used as a makeshin signal beacon. Hid· 
den inside the hollow lantern is a medal· 
lion of thought projection. 

Several cursed objects siL in an 
unlocked chest as if they were meanl lo 
be a spare set of adventuring gear. ln the 
chest are a necklace of strangulation, a 
ring of proU!ct1on -3, a pair of brace rs of 
weapon atlract1on Call attacks on the 
wearer are at + 4 to hit), and a robe of 
powerlessness. Opikus meant to give 
these items LO a really close friend . 

A rack of three powerful weapons (use· 
less LO a wizard) dominates one wall of 
the vault. Included are a dwarven throw· 
ing hammer +3: a broad sword +4, 
defender: and a sun blade. None of these 
weapons are intelligent, but each of 
them has a long and impressive history, 
and the return of any one of them lo the 
civilized world would be a major accom· 
plishment.. All three recovered together. 
however, wi 11 be considered a great omen 
by the outside world, and any fighters in 
the party will be able lo gather nddi· 
tional followers (lO'l bonus to normal 
allotment) as the warrior guilds and 
societies send their personal blessings to 
the adventuring lords. 

On a shelf, gathering dust, 1s a life·siie 
silver statue of a pseudo-dragon, appar· 
e nlly worth 5,000 gp. This sculpture acts 
like a figurine of wondrous power. except 
that if a find familiar spell is cast in its 
vicinity, the statue automatically comes 
to life and answers the summons (pro· 
vided thaL the caster is not evil>. All 
benefits of the dragon familiar are lost 
when in statue form, but this creature 
can only be t ruly slain ifthe statue form 
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is destroyed (see the DMG. page 144, for 
more on this phenomenon). The silver 
pseudo-dragon can remain in Jiving form 
for but 12 hours per day, after which 1t 
must. rest an equal period of time. Opi· 
kus, being evil, was unable to alter the 
disposition of the little dragon to his needs. 

A pairofsaddlebagsofholdingOOO lb. 
weight allowance and 150 cubic feet 
volume limit each) contains a set or 
leather barding +3, a saddle blanket of 
warmth !acts as a ring of warmthJ, and a 
pair of horseshoes of speed. Opikus's last 
horse died in a rockslide, and he researched 
the fly spell immediately thereafter. 

There arc also 10 random useful 
potions and 10 random scrolJs (not neccs· 
sarily useful) on a bench awaiting identi· 
ficat.ion . The potions defied Opikus's 
early attempts with the 1dent1fy spell, 
and the wizard ne\•er opened scrolls 
himself; he always hired apprentices to 
take the risks. 

The OM may wish to add or delete 
items from this hst, depending on Lhe 
nature and level oflhe party members 
and possible con.Oicts with the DM's own 
campaign. As always, the OM. not the 
dice (or the author) decides the treasure. 
Also, the diamonds scattered around the 
area were enough for Opikus, and there 
should be plenty ten for the party. There· 
fore, there is no money (other than the 
great diamond) within the vault. 

The adventurers will have little time 
to contemplate these vast treasures, for 
nB soon as they move anywhere near the 
great diamond, Flame appears. Until 
now, Flame has remained hidden wit hin 
the keep !see area 19), but it is now time 
LO play his final hand. While disguised 
as Opikus (with the red hair and black 
robes), he appears behind the party (at 
the secret doors bet.ween areas 21 and 
27). Read the following to the players: 

" I wouldn't touch that ifl were you!" 
you hear from behind yourselves. 
Turning quickly, weapons drawn, you 
see the red.haired, black-robed mer· 
chant who hired you lo go on this 
expedition. 

" If you remove that diamond, you'll 
send this entire citadel falling inlo 
the lava below. We'll never get out 
alive. But forgive me. I owe you an 
explanation. Follow me back to the 
di ning room and I will answer all 
your questions. We have one last 
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nu wn to po.•rform."' Tht.• ntt.'rch,11\t 
turns ,1mund und "alks throu~h lhl• 
door.< and OUl of \'It.'\\ 

lfthl' party fruls to folio'' him , Flum<' 
''ill dn h1s lw:-.l lo com•lllc<' tht.•m "Comt.', 
110\\ Tht.• d111m1111d's not t:Olll~ 1111ywh1•n•. 
\ ou cun kt•l'p your ''cupom, dru'' n, I'm 
on \'Our s1<lt'. rt.•mcmbcr?" should du tht.• 
tri~k . Wh1•n thl• PCs dl-eldl• l<> 1•111l•r l lw 
di nm.: room ui.:a1n reud lhl.' folio" rn.:: 

t\ )'OU l'nll·r tht.• dinin.: hall, you 
nollct• th.it lh1• tabll' is full\' !>1.'l ''1th 
food nnd drink. and the nw.rch.1nt 1s 
situnic nl tlw hl.'ud ofthl' Lu hit.· m 
front oftlw firl·pluct.'. s1pp1ni: \\ 11\l' 

from n crystnl goblet 
"Tnkt.• u Sl'ilt or suind. but enjoy till' 

food: \ou 'w t.·.1rncd 1t I m,1dl' 1l 
m) t•if. so I h<>pt• you like It 

"' In 1111\' Cl\S(', vou '' 111 han• nol1et.•d 
rn\ d1'.1d. brothl'~ in lht.• ''hill- rubt.•" 
ly;ng m thl.' next room. This 1s thl• 
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true rca,.on wh\ I could not u1d in 
your qut.',.,l .• 1s '' 1z.1rds art.• m•\'cr 
renlh a:- frail n ... \\t•'d hu,·c othen; 
hclu.:\'l' M) brother und I "l'rc inca · 
pable of hurmin.: ont.• another Some 
mvst1cnl ucc1dt.>nt nt birth mnde us 
111;munt.' lo the m11t:1cal and physical 
ttllacks of one unotlll'r H(' chose the 
dark path and l tht.• hght Cur ious 
how Wl' both ''on• lht• wrong colors. ch? 

" You can sc.>t.• from his library that 
hl' t1>0 "·•:- intere,,tl!d in obtu1n111g 
\ 'l-cna 's n:mnants, but I \\e - suc­
ceeded lir-t. und no" tht•) are safely 
dt.>-.t roH-d foren•r. I m·cdt.'d you to 
dt.>:.tro\ m\ brother 111 the prucl'. 
Lillie did ·1 kno" that this nn ty ht tie 
band ofkoholds would hnvl' beaten us 
to 11. Who would IM\'t.' thought? 

"Now our journey 111 ended. and nil 
we mui;t do 1;, wt11t for our ride to 
arrive Tht.>re 111, howt•,·cr, one lru;t 
task I'd hkt.• you lo perform But enJOy 
your mcul fir.-.t. I'll hold you 1n su · 
i>ense n "hilt.' )'Ct." 

The food 1s delicious a nd 'en· sofo. 
Floml' u s~.-d some of the mnt:ical food 
d1•v1ct.•,.. in the kitchen to prepnrt.> tht.• 
d1sht.>s '' h1le lhl' party was busy lfth(' 
PCs ore intent on o king que Lions, · 
1nd1cntl' that the merchant H1 eating nnd 
thev 11hould Loo The ride Flume mt.>n 
t1on('d ISJUi.t nnoth('r ruse. likt.• the 
entire s tory about. hts brother and VecnB 

A11 won as the PCs ho,·e checked tht• 
food and begun to eat , Flame JUmps up 
onto the dining table ash 1s µ<1/vnwrph 
't·lf ,..pell dcacll\'lllcs At the sume lime 
he rt.>leases n breath weapon I returning 
to ont.•\ natural form from n pof.mwrph 
't•/f "pell is not cons1dert.>d o round's 
ncuon, Flume cnn breathe fire in the 
snrn(' round n he shifts bnck to dragon 
form> 

jAhump from the front of the table 
rewals thnt thl' merchnnt 1::; no'' 
.. wndint: on top of the d1mng toblc 

uddcnl) he beg11b gTO\\ mg lnrgt.•r. 
-.cre11m1n~ ' Dinner 1i; ~n·cd' Dinner 
is ~cr\'ed'" Horrts grow from his" td· 
cning .. kull. his clothe fodl• nwuy. 
huge" 1ng" fold oul from behind him. 



and his skin turns dark red and scaly. 
As the huge red dragon forms before 
your eyes and fire explodes from his 
mouth, you recogmze the almost.­
forgotten sounds of Flame. 

Fla me, a huge ancient mole red 
dragon: AC - 1 C-2 with armor spell); MV 
9•124 • ; HD 11; hp88(l07 with armor 
spel I); I AT 3; Dmg 1 ·811 ·8/3.30: SA fear 
aura, breath weapon, magic use; SD 
magic use, saving·Lhrow bonuses, det.ect 
invisible and hidden opponents within 
80'; AL CE; MM 1133; spells Cat l llh level 
of magic· user ability): malflc missile (x2), 
l"l!duce(x2), invisibility. mirror image, 
vocalize, web, slo~ dimension door. 
Flame has a stonesJ11n spell and an 
armor spell cast. on himself from days 
before, and cast a polymorph &elf spell (3 
hours and 40 minutes duration) only a 
hour ago He also cast. hoste, fly. and 
protection from good 10' radius pelts on 
himself JUSt before he went to speak with 
the party (so these spells should be in effect 
for 14, 140, and 22 rounds re pect1vely). 

Flame possesses the following magical 
items: 

A nngofw1zardry(double first· through 
third·level spells) worn on his right 
foreclaw. 

A ring of warmth worn on his left fore· 
claw. 

An amulet of protection against detectton 
and loca11on worn around his neck on 
a platinum chain (worth 2,500 gp). 

A bag of holding (500·lb. size) hanging 
around his neck on a leather thong. 

Inside the bag of holding are five 10,000· 
gp diamonds (Opikus's personal trea· 
sure) and a cloalt of protection +2, which 
Flame can wear only when in human 
form. 

Flame has had extensive experience 
with magical items and mog•c·user spell 
books and is capable of using spells like 
any other magic.user, although he is still 
limited in the number and levels of the 
spells he carries as per an ancient red 
dragon (wearing a ring of wizardry, of 
course). 

When Flame returns to his dragon 
form, the dining table immediately col· 
lapses under his weight, crushing any 
PCs seated at the table for 6-36 hp dam· 
age and pinning them there, unless a 
saving throw vs. paralyut.ion 1s success­
ful (reducing damage by half and letting 
PCs move freely). 

Flame's first breath attack should take 

the PCs completely by surprise, but this 
must. be decided by the OM. Remember 
that Flame wants them all dead and will 
wait if necessary for his re"-enge He can 
always return again another day as he 
knows where the adventurers hve. 

If Flame ever loses half his hit points, 
he says "Good·bye for now!" and uses his 
dimension door spell ( l segment casting 
time} to escape into the rollerball room 
(area 27). He'll hide in the great bowl, 
unseen unless someone thi nks lo look for 
him there. This should give him enough 
time lo surprise the party again or cast 
invisibility and reduce spells to escape 
through the mirror of mental prowess in 
area 19. 

If hopelessly trapped within room 27, 
Flame grabs the great diamond, hoping 
that the adventurers will nee for their 
lives. The party may then assume that. 
Flame has gone down with the citadel as 
it melts in the lava. However, the dragon 
should still have enough t ime lo cast a 
reduce spell and step through the mirror 
(or some other unthought-of escape 
route) lo safety. 
If Flame defeats the party and one or 

more PCs are unconscious but not dead, 
the OM can continue the adventure by 
allowing those PCs to crawl out of the 
lair while the dragon is asleep Cleaving 
behind all treasure and equipment, of 
course) to return for revenge al a later 
date. Even after 400 years of hunting, 
Flame still forgets lo check his meals to 
make sure they're truly dead. 

Concluding the Adventure 
If Flame escapes, the PCs haven lot to 
worry about, since he knows everything 
about them including the locations of 
their keeps, the names of their hench· 
men, etc. Flame will begin new, even 
more devious plans now that he has been 
foiled not once but tw1ce by the same 
group of adventurers. 

lfthe party was trapped in the crystal 
citadel when it sank into the lava, or 
Ooated up in a wall of {ortt, the ad\.'en· 
turers may pass out from the heat, only 
lo awaken on the elemental plane of Fire 
or Magma, in the home of some powerful 
being there (either friendly or unfriendly). 
The citadel will have gone down the lava 
drain in the western branch of area Q, 
where it was transported in t.olo. Dis· 
gruntled natives (fire or magma elemen· 
tats, efreeti, or xorn) investigated the 
melting ruins and pulled the party free 
(a successful divine intervention check 
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might also do the trick). Refer lo the 
Manual of the Planes for more on the 
inhabitants of the inner planes. 

Since there is no way the adventurers 
can keep the citadel and spend the dia· 
mond at the some time, should they 
defeat Flame, the PCs must choose 
whether to take the fully furnished 
" m1lhon-dollar showplace;• or the big 
rock. If the party decides to destroy the 
keep, dealing with the gem will be a 
major adventure in it.self. Imagine the 
trouble in trying to find one oflhe few 
beings capable of cutting such a gem. 
Perhaps it can be done only by an 
ancient dwarf or elf who has been miss­
ing for centuries. What bank can handle 
such a t ransaction all at once? And who 
else might be interested in obtaining the 
diamond? With great wealth comes great 
respons1b11it.y and danger. 

Also, the knowledge the PCs have 
gained about the areh·lich Vecna might 
put them on the trail of the real artifacts, 
which must be returned to the Ring of 
Flame for final destruction. 

Since the PCs probably ha"-e all the 
wealth they need, nt this level of play 
and from the lesser diamonds scattered 
around the valley, the master diamond 
could best be used as a major sacr1fice to 
the adventurers' patron deities or other 
powers. Increasing subsequent rolls for 
divine intervention, allowing increased 
progression in levels by PCs who have 
reached their limit, or a bonus point on a 
PC's primary allribute are but a few 
examples of how the gods of good might 
show their pleasure at this worthy gift. 
The OM must be the final arbiter in this 
matter, as only he knows the worthiness 
of the party and the nature of the cam· 
paign and its pantheons. 

As with all adventures, this is merely 
the beginning. 0 
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A Hidden Treasure Awaits 
In The Pages of The 

POLYHBDROllJ'" 
Newszine 

The award-winning POLYHEDRON"' 
Newszine is filled with a dragon's horde 
of gaming advice, feature articles on 
various role-playing games, Industry 
news, contests, even a classified section 
so you can seek out other gamers in 
your area. 

But, like any worthwhile treasure, the 
POLYHEDRON Newszine Isn't available 
everywhere. Only members of the 
Role Playing Game Association"' 
{RPGA"' J Network receive the 
POLYHEDRON Newszine. 

40 Polyhedron· 
... -

The RPGA"' Network Is an international 
organization of role-playing game 
enthusiasts. All members of the RPGA 
Network receive the POLYHEDRON 
Newszine, as well as the opportunity to 
participate in network-sanctioned 
tournaments worldwldel So join the 
thousands of gamers across the globe 
... join the RPGA Network II 

For Information 
on joining the 
RPGA Network, 
write to: 

RPGA Network 
P.O. Box 515 
Lake Geneva. WI 5314 7 

~ 
~ 
NETWORK 



A dventure can 
hunt for you, too. 
Subscribe to 
DUNGEON• 
Adventures for 
the best in 
AD&D' and 
D&o· modules 
delivered to your 
home. Be ready 
when adventure 
cans. 

Take Aim on 

A.dDe 

Fill out and 
mail the ubscription 

card in thLot l-.sue. 
If lhe card is mi. -Ing, 

write to: 

Subscriptions 
D GEON Adventures 

P.O. Box 111 
Lake Geneva WI 63 147 
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	Table of Contents
	Letters
	The Pit
	The Hunt in Great Allindel
	The Waiting Room of Yen-Wang-Yeh
	Out of the Ashes


