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Abbreviated Thoughts: The Sequel 
While all of the adventure1 1n th11 iuue were written before the 
AD8t09 2nd &inion Playtr'• Handboolt became available, we've made 
minor change. eo thu they conform more cloeely la the latest rules 
None or thtae changes should affect the way you play a aceOAT10, and 
they ahouldn't confuse DMa or playel"I or eat.her vemon or the game. 

One ohhe fil"lt th1np you ' ll nouce 1n looking through the AD&:D 
2nd Echuon Ploytr'• Hondboolt ii that the prohre"tion or character 
claues hu been lnmmed back There are now fol.IT 1roup1 or charac:ur 
claues. 

The warnor group 1ncludel the fighter (F'>, ranger (JU, and paladm (Pl 
The pnur ifOUP includes the clenc (C) and druid CD>. See page 34 of 

the Pio:; tr'• Hondboolt for a hat of the vanoua 11phere1 or influence 
from which a pne1t'1 god can grant 1pell1 

The rogut ifOUP 1nclude1 the th1erm and bard CB>. Note that the 
bard clau hu been 1ubltanually changed from the lint edmon 

The u:uard ifOUP ia handled a bat dllTerently Genenc wu.arda ((or· 
merly called ma11c-uaer1l are now called mage1 1). One 1pec11th1t 
Wl.ZArd, the lllu11on11t m. geta 1pec1al mention in the PHB There are 
many other wuard 1pec1alue. that can be chosen (necromancer, 
diviner, COllJurer. enchanter, invoker, trarumuter, abjurer). It a 1pec111I· 
lit NPC wizard 11 encounLered in future DUNGEON adventures, hi1 
field of experti.e wall be explained In the text. 

The new edition hau Introduced an additional statistic to the AD&D 
game: THACO, which 1tanda for " to hit armor clUI O." Thi1 1tatl1uc, 
which tells you the number thu muat be rolled la 1uccessfully attack a 
target with armor clau 0, will appear between the number of attaclla 
(IAT) and damage CDma> 1tau1t1C1 for each NPC and mons~r 

Tu conform with the new edition'• uaage, we've changed the order of 
NPC1' ab1hty 1COrt1 You ' ll now see them lllted u ; 1trength CS>. dexter· 
1ty ID>. con1tituuon <C>. mtelhgence Cll, w111dom CW>, and chanama <Ch>. 
The attnbute of comehne11 hu been dropped, but you may oonunue la 
uae It . au1amng value. of your own choice. 

And firuilly, v.e've added an 1nd1cauon oflatal pany levell along 
with the recommended levell and number1 of player character1. lt'1 
lllll the D~t'I )Ob la read the adventure and decide U It IUlll the party 

Thia 1Uue'1 quote wu 1uiraested quite a whale aao by ChnltOpher 
Pr1age of West Point, New York 
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LETTERS 
Clarifications on " The Pit" 

I have a few topics I would hke to 
diacuu, but first and foremost, why U1 

there so much treasure in the adven· 
tures m DUNGEON Mag1Uine? If char­
acters went through these adventures 
only, they'd hove more wealth than 
most characters twice their level! While 
the adventures are quite good, I think 
that you should reduce the trea.sure 
figures. 

The guidelines for what type of char­
a.ct.ers should go through these adven­
tures are also way off: on the average, of 
the 14 DUNGEON adventures I've 
played, three characters died in each 
one. If the players didn't have folde rs 
full of characters and kept. the same 
characters over and over, they'd be dead 
before they reached third level! 

I greatly eitjoyed reading the adven­
ture "The Pit," by Randal Doering, in 
issue I 17. The Head Priest at. the end of 
the adventure was truly horrifying! 
Before 1 use this adventure, however, l 
have a couple of questions. I was won· 
dering what would happen to a charac· 
ter who was killed by the Head Priest. in 
the first or second round of dram mg. 
Would he raise up as a creature ident.i· 
caJ to the Priest 's statistics m that 
round, or as a skeleton, or a vampire? 

Second, how does Thosat, the ghost in 
area 6, memorize his spells every day if 
h is spell books are gone? Does this 
mean that he can cast the spells only 
once each, and then they are gone? 

Lastly, is the Serpin Lu1con an arti· 
fact or just a special spell book? 

Tuby Myers 
Hamilton, New York 

Would you inl1eue we regularly get rid 
of a lot of treasure in our aduenture1 
before they Bee print'/ H~ a.uumt that the 
aduenturers don't automat1colly acquire 
all trecuure auailable; they mu1t worlr 
for it, and some may die for 11 (OI you 
le now). If a DM 11111 feels thert'I too 
much treasure an a module (or too little, 
for that matter), he can certainly acVu•t 
the amount 08 he sees fit, just 08 he can 
change the number and leuels of charac:• 
ters who experience the aduenture. 

Randal Doering replies to your ques· 
tums about his module, "The Pit": 

"/ thought ouer your questions for a 
while, and here's how I'd so al them: A 
character who 11 lc1/led by the Head 
Priest in the first three rounc:U of drain· 
ing turns into an undead creature with 
stau 1imilar to the Head Pr1t1t'1 11at11n 
that round, and could become a full 
uampiu by tht •ame proctH the Head 
Pr1ut got1 through Tht newly llaan 
character •taru off with one-quarter hi• 
former hit pointl 1f he wcu ltilltd by tht 
Head Priest at tht alctlttal •tOIJt, ont­
third hit points if the PC was lc1lkd 
during tht •teand round of draining, 
and half hit poi nu if lc1lled during tht 
third or following rounc:U of draining. 

"Characters lt1lled by the Head Pr1t1t 
before II becomes a vampire degenuale 
to the appropriatt 6/agt during the 
round aft.er they a.rt lcilled and thtn 
'wake up' in tht ne:ct round and btg1n 
attaclung. The1e former character1 can 
go from a one-quarter-hp alcelcton to a 
half-hp uampirt, but not mort than thl4 
until the Head f>rttst is lc1lled (the PC 11 
a halfatrtngth uampire cu deacribed in 
the Monster Manual on page 99) Any 
character lcilled by the uampirt when 1t 
is aJ full power follows the normal proe­
e88 for becoming a uampirt -

"Tho1at'a spelll are <h1ty-granttd 
permanent powers. He dotsn't netd to 
mtmoriu them and can C08t each ape/I 
once per day fas noted on po.gt 7 of the 
adventure). The Serpin Lexicon 1a 
indeed a 1pecial 1pell boolt and not an 
artifact (set the 1econd to /oat paragraph 
on page 15 of issue 11 7.)" 

Reader Recommendation 
ln response lO Kristin Marquardt's 

letter [issue 116), I'd like to recommend 
the FORGOTTEN REALM~ adven· 
ture N6 Undtr lllefarn [TSR product 
192121. l t's a great 0-3 level module for 
experts or beginners alike. 

I also noticed, on page 3 of issue 116, 
that there will be an 1898 GENCON 
Game Fair (see the fourth paragraph). I 
found this quite funny. From one OM to 
the maaters. thanks. 

Conrad VanDyke 
Ann Arbor, M1ch1gan 

Wt proofread that ad at least three 
t1mt6! Tltere'1 no trutlt to the rumor that 
we'll haue a u:orlcmg time machine al 
th11 ytar'1 GENCON Game Fa.11: 

Readers-2, Editors-0 
I would like to congratulate Randal 

Doer ing on writing "Vesicant" (issue 
116). It was suspenseful, thoroughly 
enjoyable. end fit superbly into my 
campaign. 

I have a question concerning weapon 
specialization, though. An NPC, 
Morningdew, described on page 60 of 
that adventure, was listed as having 
double specialization with the two. 
handed sword. According to Unearthed 
Arcana, page 18: "Only melee weapons, 
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excluding pole-arms and the two-handed 
sword, may be used in double spec1aJiza. 
tion." Have I det.ected an error in the 
module, or have I miMOO a rul~ updaui 
somewhere? 

Chnstopher A Drap 
Bad Kreu.moch, West Germany 

Author and tditor• all m1utd tht 
error Chrutophtr found in " Ve•iconL" 
Accordins to the UA rult1 on weapon.a 
lptt1alizat1on, Mormngdew can 'I bt 
doubk 1ptcio/1ied with the two-handed 
a word. 

AD&IP 2nd Edition Changes 
I am a new reader who hM been play· 

ing the (AO&DJ game for over one year. 
I cannot. aJTord the prices or the AO&D 
2nd Edition game book.a. You stated in 
your March/Apnl issue (116) that you 
will be pnntmg 2nd Echtion adventures. 
Will you continue to print 1st edition 
adventures 1n your mngaZJne? 

Benny J Bynum 
Thcoma. Wuh1ngt.on 

Moat of the d1fftrence1 between tht old 
and new td111on1 hove to do with how 
you oetually ploy tlttt game, and they 
1houldn't houe too much effect on the 
oduenture1 we pub/uh. Some NPC1 may 
how apelu or power• of different leuel1 
or mognituch1 than you txptel, but thu 
1hould poatt no real problem. The some 
;,, under tht' DM'• control and can bt 
changed in any way ht •tttl fit. 

We're •till leornins the AD&D 2nd 
Edition. rule• ourseluu. If a modul.t 
would be radically chongtd whtn ployed 
by the earlier ru/e1 (which we doubt), 
wt'// Bi1Jt •uue1tion1 on how to fix 11 for 
the old ayattm 

What DUNGEON Adwnturea pro­
u1dta u;u~t thot- oduenturrs. \\~ g1w 
you an 1ntereatin8 tole for your PCa to 
toJte port in Thtt game mecha111a you 
iut for your port1culor 1tyle of rol~ 
playlfl8 ore up to you 

No Complaints 
Let's get serious. I have been reading 

through the "Letters" column or 
DUNGEON Adventures, finding a 
heavy load or complaint.a about the 
content.a of this mng02me. But I don't 
think we are all con.1idering the fact. 
t.haL all magaZJnes aren't perfect. 1 
mean, look at. it. In almost every issue 
you get a long ond s hort scenario (some 

more often than others), e solo end 
group adventure, and an occasional 
comedy as well as many dramatic 
adventures. Who could ask for more? 

And for those of you who think the 
subscription rate is not. all that great, et 
$18 .00 for stx l&SUes you're getting an 
extra issue compared to the new tand 
price of$3.75 each. You're saving $4.50! 

I must agree with Randol Doering, 
i ue 110. DUNGEON Adventures can 
usually provide a DM w1lh lhe module 
he/she prefers. No, we oil can't have the 
very issue we've wanted. But at. lelUlt 
we have got a.n excellent. blend where 
ench issue ha.a something we like. 

Don PotlenlOn 
Levant, Mame 

We don't malte thue /t'tttra up, hont1ll 

A Vote for Longer Adventures 
I have been buying your magazin for 

quite some lime now, end I really eruoy 
it. But like Jun MacKenL1e ("Letters," 
u;sue 112), l t.hmk the adventures 
should be longer. Scenarios like "The 
Shrine ofllsidahur" (issue /10) aren't 
bad and could fit in pr tty well in a 
campaign, but I prefer on hke " Into 
the Fire" (i ue 11). I liked that one a 
lot and think lhet more of your adven· 
lures should be long. Some OMs might 
say that they are tOO long to play, but 
why don't they JU.SL keep the general 
idea and make the dungeon shorter? I 
have been playing AD&D games for five 
years now, and when I use one of your 
adventures, l like it to IMt the whole 
al\emoon and not.just an hour. 

Beajamin Freud 
Paris. Fronce 

The Balancing Act 
I recently ran several people through 

''The Moor-Thmb Map" from 1 ue 13 It 
was well balanced with trap , hack'n 
slash. and " ttunky stuff." We eruoyed 
this balance very much and would like 
to see it more on.en. lf certain group 
only like hack scenarios, 1l is fairly ellS)' 
LO not use the trap and t.hinky itell\tl 
But, for players with lim1t.ed ume, it 1t 
not as easy to wtup up 1nt.elligent traps 
and clues. 

Eric J . Walkins 
Fernandinn Beach, Florida 

0 

MAP SYMBOLS 
These symbols are used on most 
maps In DUNGEON9 Adventures. 

I I 
I I DOOR 

§ DOUBLE DOOR 

B SECRET DOOR 

~ ON~WAYDOOR 

~ FALSEOOOR 

~ LOCKED DOOR 

c::::::J AAC>iWAY 

B CONCEALED DOOR 

~ BARRED DOOR 

~···~ PORTCULLIS OR BARS 

ffi ONE-WAY SECRET DOOR 

BWINOOW 

B ARROWSLIT 

~FIREPLACE 

~ COVERED PIT 

00 OPENPIT 

~FOUNTAIN 

~ SPIRAL STAIRS 

l~I STAIRS 

I @] I TRAP DOOR IN CEILING 

I 0 I TRAP DOOR IN FLOOR 

I [!] I SECRE1' TRAP DOOR 

DUNGEON 3 

' 



IRON GARD 
llY ED GRffNWOOO 

There's no tomb 
like home. 

4 Issue No. 18 

Ed Greenwood is the creator of the 
FORGOTTEN REA LMST" fanta.8y set· 
ting which he has been worJi ing on for 
over 20 years. Ed lives in Canada and 
has written the novel Spellfire, and many 
other TSR products. 

" Irongard" is an AD&D adventure for 
4·6 characters of ls t·3rd level (about 10 
t.otal PC levels). Zero-level PCs (as per 
GREY HAWK• Adventurea) may be used 
if supported by more powerful PCs. A PC 
wizard is essential, and a well·balanced 
party is recommended. If most PCs are 
weak or if one of the four basic classes is 
not represented, increase the party by 
one or two NPCs, perhaps hirelings. 

This module is set in the Forgotten 
RealmB, on the continent ofFaerun. The 
adventure m$,Y begin anywhere, but t he 
dungeon itself is located just north of the 
kingdom ofCorrnyr, somewhere in the 
St.one lands. It desired, " Irongard" can be 
set in a temperate wilderness region of 
any campaign world. The OM s hould 
become familiar with the adventure 
before using it and should c-0nsider the 
effects on his campaign of introducing 
the treasures included herein. 

An Unpleasant Encounter 
This scene can occur at any marketplace 
or other open gathering of people at 
which a PC wizard is present. At aome 
point. the PC notices an old, scraggly 
bearded man in a well·wom gray cloak 
a nd robes sitting on a shabby leather 
pack. The old man glares back, mumbles 
a few words. then s uddenly vanishes into 
thin air, leaving the pack behind. 

Regardless of the PC's actions regard· 
ing the pack, the old man reappears two 
rounds later at the PC's elbow and grabs 
for the PC's arm, angrily shouting "My 
magic! Steal my Art, would you? You, 
too, deserve the Curse!" The old man 
must either make a to-hit roll to grab the 
PC and bestow bis curae (as detailed in 
the following section) or m$_Y automati· 
cally make his t-0-hit roll at the DM's 
discretion. The latter is recommended to 
get the adventure started. 

The old man then stamps angrily back 
to h is pack and mumbles again , and both 
he and h is belongings promptly vanish­
this time for good. However, a split in the 
pack 's aging seams has allowed a 
wooden box to slip out and remain 
behind when the old man teuporta away. 

Inside the box are four steel vials, 
stoppered and sealed with wax. They are 



potions of healing of nn unusual formula 
Anyone 1mb1b1ng either of them 1s 
indeed henled of the usual 4-10 hp dam· 
age but also rad10tes nn electnc·blue 
faerie fire radiance for 2 8 turns 

The old man 1s Mad Meenm. a local 
character who has been seen at this pol 
from lime to lime before. No one nearby 
knows him well or can speak of his on 
gins, class, or post 

Ma d Meerim: AC 4; MV 12; Wtz. 12; hp 
40, I AT l ; THACO 17; Omg by weapon 
type (currently unarmed); S 17, 0 16, 
C 16, I 18. W 6, Ch 7; AL CN. Mad 
Meenm is insane with paranoia and 1s 
immune to ps1onic ntLOcks as a result. 
For the most part, his insanit.y does not. 
interfere with his day-to-day hfe, though 
inc1dent.s such as the above have been 
occurring more frequently as his mad· 
ness progresses At the lime oflh1s 
encounter, Mad Meer1m has only t.wo 
teleport spells and his curse ten. 

Before his abrupt departure, the old 
man ignores any PC attacks or queries 
He 1s s1multaneou ly protected by armor. 
protection from normal n11ss1/es, shield, 
and stoneslun spell , as well as a wizard's 
version of resist {Irr He acts as if attacks 
against him never occurred, not even 
pausing 1n his words or actions. The OM 
may rule that Mad Meer1m 1s immune to 
other attacks, 1fhe wishe lo make the 
old man more mysterious and to use him 
in later encounters Mod Meerim is 
dangerous and highly unpredictable. 

If Mee nm is brought lo 6 hp or less by 
physical att..acks. he instantly teleports 
away regardless of constraints upon him. 
Spell-casting on his part is not neces· 
sary; a rontingency spell does the work. 

The moment Meerim grabs the PC's 
arm, the PC feels an unpleasant tingling 
there, and a yellow fog clouds his vision. 
Worse yet. one of his memorized spells 
(determined al random) is instantly lost. 
Meenm has bestowed the curse of forget· 
fulnes&, a spell devised by the mage 
lyanm, Meenm's long·l1me master 

The PC will feel ill at eo.se until the 
curse 1s removed. This curse destroys the 
ab1hty to comprehend and memorize 
spells. The PC's forgotten spell 1s gone 
forever; memorization of that particular 
spell will never be successful again until 
the curse is lifted. Tun days after the 
encounter, the understanding of another 
spell will be lost. Tun days later, yet 
another spell will be lost, and so on. 

Memorized spells are always the first 
affected, but a spell need not be held in 
memory to be lost to the victim's future 
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comprehension. The curse of forgetful· 
ness is unaffected by remoue curse spells 
Csee end of adventure for more details> 
Something must be done! 

The Tole of lyorlm 

Any sage or spell-caster the PCs ques· 
tion will recognize the curse by it.s symp­
toms. For a fee (whatever the OM wishes 
to charge), such an individual will reveal 
that the curse of forgetfulness is the most 
infamous spelt developed by the bad· 
tempered, eccentric mage lyonm It 11 a 
reversible spell, and its secrets are 
known to very few. These few certainly 
include lyarim and his apprentices 
Meerim, Unglath, and Ahrshar 

lyarim traveled extensively in the 
many planes of existence and 1s said to 
have acquired and developed rare and 
strange spells as a result ofh1sJ0urneys. 
He took as his abode an ancient tomb m 
the Stonelandsjusl north ofCormyr, a 
few rooms beneath the black stone 
statue of an armored warrior, and hved 
there unlit his death 30 years ago. The 
place is known as lrongard (a corruption 
of"lyarim's Guard"). 

Local folk in northern Cormyr know 

IRONGARD 

IRON GARD 

N 
t 

* 1 lqUare • 10' 

the rough location of the black statue 
and will readily speak of it. Many other 
Cormyreans know of it bul can say only 
that it hes "somewhere in the Stone· 
lands." 

The Bloc k Statue 

The PCs can readily find the 12'-lall 
statue of a helmed warrior with a raised 
hield and broad sword at.op a grassy 

hilt. Time has worn away most of the 
statue's face and blade, and has erased 
it.a origin from living memory and lore. 

A heavy, 11 '-square slab of the same 
black stone as the stalue lies in the t~ll 
grass at the statue's feet. If the slab is 
dragged aside Ca combined strength total 
of22 1s required), a circular shaft 10' 
across is revealed. Filling the shaft is a 
steep circular stone staircase. A faint 
amber glow comes up from the depths, 
but the subterranean area 1s otherwise 
dark and silent. Musty but breathable 
air drifts oul of the shaft. 

I . The Spiral tajrcase. This 
enchanted staircase has 60 steps and is 
very sleep, twisting sharply as it 
descends. An armed and armored PC 
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require:. n minimum ofthree rounds to 
chmb down It Random " trap tep " 
uddenly rise u foot or so upward. trig 

gcred by weight upon odJncent teps All 
the tep are M> en pelted."° that mark· 
ingor 0\'01d1ng known trap bleps wall do 
no good. although n d1 pt'i magic pell 
cast on the. ta area. e wall co use oil the 
steps to remoin dormant for 20 turns. 

At the end of each round. e\'ery PC on 
the staircase must mokc o dexterity 
check to ll\'01d trapping ond folhng, suf 
fer1ng 1·2 hp domoge At the DM's 
option, brNlknble objt>cts curried may 
have to make saving throws ot each fall. 
Noise on the sto1n. will not co use ony 
disturbance in the oreos below. 

2. Oute r Cha mber. At tht• bottom of 
the toarcose 1s a 20 '>c 30 ' room with a 
corridor opening in the center of au. for 
wall The corridor ond the room ore 
walled, roofed, and floored wuh large. 
11mooth dres..'ICd block. of!itone An 
amber hght I!> coming from the for end of 
the corridor, about 60 distant The ce1 I· 
1ngofth1sroom 1 20' hagh 

Facing the PCs. an front of the corridor 
opening, ii; o mo. l\'e, high-backed tone 
choir A skeleton an rotting robe:. 11; 
seated upon 1t, clutching o staff across 
its knees The staff 1s nonmog1cnl, and 
the i.keleton as merely human remains, 
not undeod or any sort of monster or 
animated gunrdaon 

This 1s oil that as left of lyarim, but the 
PCs will not be able to learn anything 
useful by lipeoking to has bones van 
magic. lyunm wos quite insane when he 
died. The OM con, of course, US<! lyorim's 
ravings to gave the PCs lends to other 
adventures 

As the PCs exonune thl' stonl' choir 
and skeleton, a dagger, flying by au.elf, 
flashe out of 0 hand size gop between 
two stone blocks. high up on the east 
wall of the room The fl.nng claggu darts 
point first ond at tocks the PCs 1mmed1 
otely, pursuing them throughout the 
dungeon unul all arc slom or hove 
escaped It wall not pursue beyond the 
lop of the i.paral uur <oreu l l but w 111 
attack any being entering lrongord 
thereafter lfl_ying daggrrs ore fully 
described ot the end ofth1 ad\enture> 

Deep an the hole as a i.econd fl.v1n11 
dagger that will animate only 1f dis· 
turbed. There as nothing else an the Ca\'· 
1ty (unle the OM wishes to pince a key 
or a mop or other item leading to further 
adventure thereml. 

On the western wall of the room, at 
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shoulder height for o human adult. as o 
row of wooden peg . From these hong 
rolling. w1spy cloaks, scor\'e • and caps­
and a plain meLal helm. The helm as not 
rusty and radiates o d\\COmer 

It as a helm - I usable only by clencs 
and fighters If worn by ony other class, 
at uddenly "grows" a solid metal plate 
across its open front C1 e • aero the 
wearer's face) whenever the wearer casts 
a spell or act1vales a mag1col 1tem Th as 
spoils magical attacks requmng v1s1on 
for aiming, spell·casting ge lures. and 
the like. <The plate actually phases an 
from the Ethereal plane: its appearance 
cannot be mngically or phys1colly pre· 
vented by any presently known means.> 
The helm confers upon the wearer o + 1 
bonus to all stwmg throws and applies a 
-1 penalty to all dice of damage caused 
by normal or magical fire . 

The tone scot or throne 1s of the same 
rare block stone as the statue ot the 
entrance to lrongard No mogicol 
dweomers of any sort can be detected 
through this stone <an extremely tough, 
durable form of ob 1d1an enspelled long 
ago an the now-vanished Northern realm 
of Nethenll. so the throne utterly con· 
ceals the treasure hidden beneath 1t 

A total of 30 strength points as required 
to mo\·e the throne Pushing at o foot to 
either side reveal n shallow niche an the 
floor. This niche conu11ns thnoe bone 
tubes (actually hollowed·out dragon 
wing bones), each conuHning o roll of 
parchment. One is o write spell scroll, 
one contains the curse of forp,t!tfulnl.'811 
spell (and its reversed form. brstow 
remembrance). and one contains the 
words "Archinon," "Zabbalos," and 
"Zoun;· written 1n ThorassCAuld Com 
monl. These are the command words 
acuvatmg lyanm's u:and of 1llum1na· 
t1on. u·and of negation, and wand of 
u·onder respcctl\'ely, but there as nothing 
to tell any render this. These three 
wands con be found an room 4 and 5 

3. The Corrido r. The 10' wade, 60' 
long corridor opening off the outer ch om 
her !area 21 has o 20'-hagh ceiling. It as 
dominated, at its far end, by a stone door 
adorned with o relief carving of n laugh· 
ing human face The eyes and mouth of 
this carving are dork hole (actually py· 
holes from the chamber beyond t he door>. 
An amber faer1r fi~ radio nee hos been 
cost on the north side of the door. but 1t 1 
neither locked nor trapped. 

A hand-size gap between two blocks of 
stone. 10' up on the cruit wall of the com· 
dor, 10' south of the outer chamber. as the 

resting place of another flying dagger: 
Thi dagger attacks immediately if 
touched. Otherwise, it animates only 
after the carved door hos been touched, 
flonllng silently out of its hole to atl.ack 
anyone leaving lronga.rd This dagger 
wall not pursue intruders into the inner 
chamber (area 4 ) or the innermost cham 
her (area 51. 

4. The Inne r Chambe r. A heavy cur· 
l81n hnngs diagonally aero the south· 
west corner or this room. On the west 
wall is the man-high frame of a shat· 
tcred mirror. The glass shards on the 
floor radiate a faint dweomer, but this 
former gate is now beyond repair. 

Clustered in the southeast corner of 
the room are o table, a footstool, and an 
cosy chair. All are old and well worn but 
turdy, fashioned of shadowtop wood <see 

DRAGON' 1 uell25, "Woodlands of 
the Realms") On the t.able are a large 
locked iron chest and a book. A battered 
pair ofleaLher walking boots hes on the 
floor beside the foot.stool. 

The chest radiates o dweomer Its key 
1s missing, and at wall have to be packed 
or forced open. When the lid as hfled, the 
mob'1C within Ca Phezult's sleep of ages 
pell; see the DM's Sourceboolt of the 

Realms. page 52, an the FORGOTTEN 
REALMS boxed campaign set) is dis· 
charged, releasing a hungry st irge from 
sta.~1s LO attack the PCs. There 1s nothing 
else in the chest. 

Stirge: AC 8; MV 3/18; HD 1 +I; hp 9; 
I AT I: THACO 19: Dmg 1-3; SA blood 
drain; AL N; M.M 1/92. 

The book is on inventory of olchcmicol 
ingredients (such os " three displacer 
beast tentacles in brine, good condition: 
eight anhkheg mandibles in 011, some· 
what damaged .. :·1 that are stored else 
where, 1fmdeed they still exist . Stuck 
into the book as a bookmark as o scroll 
containing the pell rayofenfeebltmtnt 

The boots radiate the fa mt dweomcr of 
preservative magJcks that prc\·ent rot· 
ling or tearing of the leather The left 
boot heel pull out lO reveal a wicked 
little dagger blade sheathed m the sole 
A spell has been cast on th as otherwise 
normal dagger. The first tame <only> that 
the blade touches metal (e.g .. chains, a 
lock, armor), its touch has the same 
effect os the antennae of a ll\'ing rust 
monster (see MM I 83). 

Strapped to the underside of the chair 
as a foot ·long topering stick of wood. This 
1s an unlabeled wand of 1llum1nat1on 
with only six charge ten. The wand 
bears no identifying rune or inscription. 



6. The Inne rmost Chamber. Beyond 
the curtain is an ad.Joining room that 
contntns only a ma l\'e tone casket. A 
total of 17 strength points 1 required lO 
lift its ltd; 26 strength points are 
required to mo\'e the casket itself 

When the casket ts touched, a magic 
mouth appears on its lid and shouts 
"Thieves and despoilers! You have ~ade 
an enemy who will bring doom upon you 
all! Know-and fear- lyarim! I will find 
you nil-soon!" (It 1s up to the OM to 
decide ifth1s is more than an empty 
threat. lyarim could well have set the 
triggering of this ma1J1C mouth lO alert a 
colleague waiting in some later dungeon 
to challenge the PCs when they've grown 
in power. In the meantime, such n hench· 
man could be capable of sending various 
animated 1lems and monsters fgolems 
and flying daggers, for example) to attack 
nnd rob the PCs. 

The casket is not locked or trapped, but 
tl conuuns another flying dagger that 
attacks 1mmed1ately The dagger pur· 
ue .the PCs unul 1t 1s de troyed, e\'en 

out.side the dungeon. 
Inside the casket 1s n Jumble of Iyo 

The Curse of Forgetfulnes 
<Enchantment.iCharml Reversible 

Le\'el: 7 
Range: Touch 
Components: V, S 
Oural1on: Permanent 
Casting Time: 2 segments 
Area or Effect: One creature 
Saving Throw: None 

By mean of this spell, n wizard 
bestows a special curse on another wiz· 

I Flying Dagger 
A flying dagger darts about 1 lently, 
point first, and 1 t)·p1cally about 9 in 
length One lo twelve such daggers arc 
usually encountered This useful magi· 
cal item wa \'ery popular as an ani­
mated guardian 1n past days of the 
Forgotten Realm Many different pect· 
men can ull be found <so the O~t can 
freely alter the tall llCS or on ind1v1dual 
flying da~rJ The secrets of magically 
an1maung daggers are known to few 
living mages. 

An a\·erage fl.Ying dagger has on armor 
cla of 5, a mO\'ement raung of24 al 
maneuverability class A, e nd l + I htt 
dice. It attacks three limes per round, 

rim's belongings Two old (nonmagical> 
cloaks, a hal, and two (normal) daggers 
lie on top of the pile. Beneath these are a 
carved ivory box (worth 1 gp). five steel 
vials, a long cedar box, and a staff. 

The i\'Ory box cont.sins a brass ring 
wrapped in rotting silk The ring has no 
magical powers Ct l wa.s one of Iyartm 's 
incomplete pro)CCts). Four of the vials, 
sto~pered and sealed with wax, are 
pouons of healing. The fifth vial, marked 
with a red paint s tripe, ts a potion of 
IJO.Seous form. The unlocked cedar box 
contains a foot-long, tapering sl ick of 
wood: a wand of wonder with 17 charges 
left. The tick bears no rune or inscription 

The staff is magical. When grasped, il 
produces the effects of a feather fall spell 
for the holder only. The bearer can also 
will the staff to radiate light, but it has 
no other powers <lynrim left it unfin· 
1shedl. It is considered a magical \\Capon 
for purposes of what it can htl, but hos 
no to-hll or damage bonuse . 

If the cask el 1s moved aside, the niche 
beneath it will be revealed This torage 
pace contains n u:and of negation, with 

four charges left 

ardor 11lus1omst that destroys the ab1l· 
tty to comprehend certain pelts Lo t 
spells cannot be memorized or even cast 
from a scroll: the mind of the v1cum of 
this curse simply cannot understand and 
enact them. 

Spells known lo the v1cum are lost at 
random, beginning with those spells 
~urrently memorized. One spell ts lo l 
instantly upon application of the curse. 
One additional spell ts lost e\•ery 10 dll.}'8 
thereafter unul the v1cum forever loses 

striking ns a 3·HO monster and doing 
1-4 hp damage per smke <I 3 vs large· 
size opponentst Such a dagger is constd· 
ered a magical weapon for lo-hit 
purpose 

Flying daggers are neutral, nomntelli 
gent. and cannot be affected by p ionic or 
mag1cal mental control A dis~/ magic 
spell cast on one of these daggers causes 
tl to become inanimate and harmless for 
20 turns. 

Fl_nng daggers are usually enchanted 
lo attack anything w1th1n 60 ' that 
moves. The spells that cause such dag· 
gers to swoop. dart, and detect opponents 
also pre\'ent rusting end br1ulencss 
resulung from extreme heat and cold. 

IRONGARD 

Concluding the Adventure 
PCs attempung lO leave the under· 
ground rooms face a wailing flying dag­
ger in the corridor (a.res 3>. and one or 
two more in the outer chamber (area 2: 
the second .dagger in the hole will emerge 
to prevent intruders leaving if tl was nol 
animated earlier). Even 1fthe PCs suc· 
cessfully neutralize the daggers. they 
must still face the trip steps again 
(area l). 

About two "rides" C20 days> after the 
PCs leave l rongard behind, they should 
hear the following news in a tavern or as 
caravan gossip: Old Mad Meerim showed 
up 1n Arabel (or somewhere else, if the 
PCs are in Arabel> howling that someone 
" desecrated lrongard" and ranting that 
" the black staLUe will hunt!" 

It 1 up lo the OM lo decide what form 
Meerim's re\·enge on the PCs will take, 
or tf indeed he will ever find them. A 
closely pursumg mage may well proven 
good 1mpelus for PC advenlures. The 
whereabouts of lyari m's l wo olher 
opprenuces, Unglath end Ahrsher, are 
likewise left to lhe OM. Perhap lyar1m 
cloned himself before dying, as well' 

all spell·casung ability. A f't'moie curse 
pell" 111 not affect this curse, a l1m1ted 

wish, u. 11h, or alter reality spell is neces· 
sary. 

The reverse of this spell, bestow remem­
brance, reverses the effects of a curse of 
forgetfulneas or a forget spell. Imbibing 
nn undiluted potion of sweet water wall 
halt but not reverse the effects of a curse 
of forgetfulness. A successful lo-hit roll is 
required to confer either version of this 
spell upon on unwilling being. 

The actl\'ntton condtttons for a given 
dagger can be as general as "attack all 
intruders" or a pecific as the most 
elabornle triggering condiuons of a 
magic mouth spell 

Some fl.Hng daggers <not I ya rim 'sl can 
renect or are immune to certain spells 
Instead. lyar1m 's flJing daggers ha\'e a 
special nbthty: their touch can rust 
metal items as a rust monster's ant.en· 
nae do Items struck must save vs. ltghl· 
nmg or rust. <A flying dagger strikes 
metal when 1t 1s attacking a target crea· 
tu re carrying or wearing something 
metal, and it.s to-hit roll misses by only 
one, two, or three po1nt.sJ lyarim's dag· 
gen. nil hove 9 hp. O 
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WHITELAKE 
MINE 
8Y WIWE WAl.SH 

A little fishing 
trip-with you as 
the baitl 

8 Issue No. 18 

Wi111t wriui: "l l1Jrt •tnding ntw idttU to 
DUNGEON Adutnturt•, but btcau1t I 
liut in Inland, I don't alw~ gtt fttd· 
bacJi on how tht adutntun• an rt~iutd.'' 
If you'd liltt to commtnt d1naly to Willit 
on thu or any of hi• worJr, 1tnd a lttur 
with an lnttrnational Rtply Coupon w 
him at 30 Aongu1 Lown, 1bllaght, Dub­
lin 24, Rtpubl1c of lrtland. 

" \Vhitelake Mine" is an AD&O- adven­
ture designed for a group of 3-6 charac· 
ters of levels 24 (about 14 t-0tal PC 
levels). The PC group should include a 
wide selection of character races and 
classes to increase the likelihood of suc­
cess. Player characters may be of any 
alignment, although it would be prefera­
ble if they favored good over evil. This 
advent ure may be used for a single game 
or, with minor acljustments, as a n inclu· 
sion in an ongoing campaign. It is 
assumed that a major body of water, pref· 
erably a huge lake or ocean, lies within 
20 miles of the Whitelake district. 

The OM should famiharize himself 
with the complete text ofth1s adventure 
prior to commencing play Apart from 
the obvious advantages of understand· 
ing encounter situations, a careful study 
will also familiarize the OM with the 
personalities and motives of the distinct 
nonplayer characters present. 

Adventure Backg round 

Gnomes first settled in the district of 
Whitelake one thousand years before the 
time of this adventure. They built their 
homes in the craggy hills a-0uth of the 
lake from which the district gets its 
name, and named their wwn Postern. 

Postern waa built on two levels. The 
upper works were buildings more suited 
to the tastes of surface dwellers, with 
whom the gnomes bad extensive deal· 
ings. The lower reaches of Post.er n, its 
mines and workshops, were delved into 
the rock itself. These areas became, and 
continue to be, places of continuous 
industry, exploration, and experiment. 

The chief instigator of one recent. 
experiment is a gnomish engineer 
named Kilinin. Born in Post.ern, he 
directed his talents toward invention 
rather than t he more physical labor in 
the mines. Unfortunately, as is some· 
times the case among inventors, his 
product.a seldom caught on, or even mer· 
ited the time and effort put into their 
design and execution. Postem 's Miners' 
Guild was beginning to despair of ever 



getting a return for the money they had 
inveat.ed in Kilinin. 

At least, that waa the consensus until 
lately. Kilinin haa at lut produced what 
may be his overdue claim to fame: a 
device for descend mg to (and returning 
from) the bed of the nearby lake. 

The inventor called his device the 
A:iaurn·l , and he even found a means of 
justifying it.a expense. When he con· 
ducted trials with the device in the deep· 
est section of the lake, he discovered a 
large vein of gemstones that might oth· 
erwise have gone unnoticed. Now the 
A:iattrn·l, a form of diving bell, regularly 
descends to the lake bed with a crew to 
mine the precious stones for the benefit 
of the town. 

Naturally, Kilinin was delighted that 
his latest invention had proven ao 
successful-but one day, thmgs began to 
happen that caused gTave concern for the 
future of the pro,Jeet. 

For the Dungeon Moster 

The gemstones, mainly forms of agates 
(carnelians, chalcedony, and aard; see the 
AD&D l at Ed1t1on Dungeon M<Uurs 
Guide, pages 25·27), were pushed up 
through the overlying rock when natural 
earth movement.a formed the district. 
The lake 1t.aelfis a depreasion, actmg as 
a collector for water runnmg off the 
surrounding hill•. Unknown to the 
gnomes, however, the forces that pushed 
the lake bed upward did so unevenly, 
creating almost undetectable cavities 
slightly north of the lake. 

Kilin in's diving crew members were 
recently the victims of attacks from a 
giant pike, a creature pnwiously not 
known to inhabit the lake. In fact, the 
monster has been introduced deliber· 
ately, as the secret caves near the lake 
have been coloniied by a gTOUP of aquatic 
ogn?s (merrows) who fear discovery and 
possible destruction at the hands of the 
gnomes. Though no gnomes have been 
eaten by the giant pike, several have 
been badly bitten, and only a few 
will now brave the dangers of the 
" Wh1telake Mine." 

The gnomes are only concerned that 
they can't manage the difficult job of 
mining the gems with the pike around, 
so there's talk of forgetting about the 
whole operation for reasons of safety. 
Poisoning the lake has been ruled out, as 
such a drastic solution to the problem 
would destroy the ecological balance of 
the entire area. The gnomes have little 

experience with hunting or fighting, and 
so have nobody will ing to tackle theJOb 
of eliminating the pike. 

Kilinin isn't happy with talk of quit· 
ting, so he's offering the sum of 1,500 gp 
or its equivalent in gems to anyone who 
can remove or destroy the monster. So 
far, there have been no takers. 

Not one to give up easily, Kilin1n has 
begun actively looking for a small gTOUP 
of adventurers he can persuade to help 
the town. 1b this end, Kilinin often visits 
the Saddler's Arms Inn, a hostel fre· 
quented by travelers, hoping to contact a 
likely party. 

For the Player Characte rs 

When the PCs are in Postern on busi· 
ness, or just passing through, read the 
following to the players. If you prefer, you 
may rote.play the situation with Virtrite 
instead of reading the prepared text 

The Saddler's Arms 1e as good a place 
as any to stop over while journey mg 
through the district of Whitelake. The 
inn's good food and dnnk are served 
by an amiable innkeeper named 
Virtrite, who happens to be a gnome. 

Fearing that he may overstep the 
bounds of hospitality, Virtrite is hes1· 
tant to bring up the sub,JeCt of employ· 
ment with you. After several false 
starts full of hemming and hawing, he 
says he knows a gnome named 
Kilinin who would like to speak to 
you about a matter of adventuring. 
Virtrite hints that there could be good 
money involved and asks if you're 
interest.ed in allowing Kilinin tojoin 
you at your table. 

Virtrlte: AC 10; MV 6; ~ero level; hp 
6; IAT l ; THACO 20; Dmg by weapon 
type (he keeps a club behind the bar); 
SAJSD see the AD&D 2nd Edition 
P'4ytr'1 Handbook, page 22; AL LG; 
ability scores unremarkable; MMl/46. 

Except where noted, any other gnomes 
the PCs encounter in the course orthis 
adventure also conform to the above 
statistics. 

The innkeeper is a nervous gnome, 
always on the go around the inn, ensur· 
ing that all of his many customers are 
happy. He is quiet for all that, and slow 
to approach strangers unless it's 1mpor· 
tant. Well-liked and dependable, Virtrite 
has plenty of friends among the clientele 
of the Saddler's Arms who will come to 
hie aid if the PCs decide to give him any 

WHITELAKE MINE 

serious trouble. 
Kilinin is a different type of character 

enurely. lfthe PCs allow the gnome to 
join them, he launches into a fast·paced 
explanation of the inconvenience of try· 
mg to mme the lake bed with the pike 
around, assuming that once the PCs 
have agn?ed to speak with him, they 
must also have agreed to work for him. 
He continues talking at a rapid.fire pace 
about Whitelake, the A:iaurn-1, the fish , 
the mine, etc. until someone interrupts 
him with a question. Kilinin then looks 
blankly al the wall before answering, 
resuming hie fast t.alk about the lake 
immediately thereafter. 

Jr the PCs agTee to take on the,JOb of 
removing the monster from the lake, 
Kilinin tells them that they must make 
use of their own resources as on a typical 
adventure; he has no money to finance 
their work The A:isttrn· l is at their 
disposal, as well as the boat that carries 
1t and any miscellaneous equipment the 
OM feels IB hkely to be on board. K 1hnin 
says that instruction in the use of the 
diving device will be given, if the PCs 
desire it. 

The gnome suggests that no more than 
one week should be taken up on the job, 
as he has managed to persuade the Min· 
ers' Guild to allow him this amount or 
time in which to iron out any problems 
at the mining site. lflhe PCs cannot 
complete the task in this time, Kilinm 
must forfeit 750 gp in late·performance 
fines as part or his contract with the 
guild, 80 the l ,500.gp fee payable LO the 
PCs will be halved. 

Killnin: hp 7; 118; Ch 15; other statis· 
tics as per Virtrite. Kihnin's charisma 
comes from his naturally forceful person· 
ality, though he does tend to assume too 
much on the pan of those who work for 
him. 

Allow the PCs to purchase whatever 
materials they can afford. All items 
hated in the Players Handbook are avail· 
able in the town at regular prices. When 
the party ie ready, read or paraphrase 
the following description: 

Kilimn leads you through the town of 
Postern to a wooden cause~ that 
wends 11.8 way over marshy gTOund. 
The causeway ends in a short pierlike 
structure that extends about 50' over 
a wide, clear lake. 

There is quite a lot or activity 
around the pier as a 40' boat, crewed 
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by a dozen gnomes, comes in to dock. 
As the boat get.s nearer, you see that it 
carries a complicated series of 
winches, pulleys, and bellows-all 
hooked up to a bell-shaped, round· 
windowed device with lhe words 
"Postern-1" painted boldly across it.a 
outer casing. The device hangs from a 
short crane on the stem of the boat. 

Also \•isible from the shore are a num· 
ber of minor dents in the diving bell, 
caused by the monster in the lake. The 
metal in the Postern·I is fairly thin, buill 
to withstand pressure rather than rough 
knocks. Refer to the end of the adventure 
for details on the Postern-1 's operation 
and the possible problems the PCs may 
encounter if they descend to the bottom 
of the lake in the bell. 

Gone Ftshln' 
The PCs know that. they must deal with 
the pike-but how? The OM, at least, 
should have an idea of what il is they're 
up against.. 

The pike is hungry, as it has devoured 
almost all of the native fish from the 
lake. It has also taken some birds and 
smaJI animals from the surface, so the 
lake has become strangely quiet. As it 
hasn't reached adulthood quite yet, this 
pike is a 12 ' specimen rather than the 
14 ·type indicated in the MoMtcr Mon-
110L Nonetheless, 1t is quite capable of 
swallowing whole any halning or gnome 
character unlucky enough to be attacked 
~y it. It is also within its power to lunge 
into the chamber of the diving bell from 
below to snap at any passengers. 

Characters swimming in the lake have 
a 25~ chance per round of attracting the 
fishy marauder. It is able to home in on 
fresh blood, locating a bleeding victim 
with a 95% chance of success if the vie· 
um is still in the water. 

The pike prefers to lie in ambush. 
concealed in the weeds or behind rocks 
near the mining site (see Whitelake 
Area map) to gain surprise. Jfit scores a 
successful hit on a creature, the pike 
gra~s hold with its bony tongue, large 
canines, and three rows of backward· 
facing teeth. Anyone with a strength of 
18 or more may attempt to roll his bend 
bars/ii~ gates percentage to break out of 
this grasp. If the victim is successful in 
freeing himself, the pike nees and waits 
for another opportunity. 

However, if a character under 4 • tall 
fails to escape, and the pike's attack roll 
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was an unmodified 16 or higher, the 
victim is swallowed at the start of the 
neict melee round. A swallowed character 
may attack from inside the pike ifhe has 
a short, slabbing weapon (a dagger or 
knife) in hand at the time of swallowing. 
However, this attack is at a cumulative 
- 2 to hit per round until either the pike or 
the victim is dead. The giant pike is AC 
10 on the inside. After a meal this size, 
the giant pike will not eat for 3-6 days. 

Remember, too, that victims attacked 
in the wat~r are also likely to drown if 
they are unable to breathe water. CSee 
the Dungeoneer's Suruival Guide. page 
12, or the Wilderness Suru1uol Guide, 
page 43. A summa.ry of this informatfon 
is also given at the end of the module, in 
the section dealing with the Postern·l .) 

Giant pike: AC 5; MV 36; HD 4; hp 
30; IAT l ; THACO 17; Dmg 4-16; SA 
can swallow small prey whole, surprise 
on 1-4; AL N; MMtn8). This pike 
weighs about 350 lbs. and can haul 
twice its body weight at MV 24 and 
three times its weight at MV 12. 

ll is possible that. very large hooks are 
available in Postern that might be used 
as fishing gear by the PCs. <Finding bait 
should be amusing.) lf the party elects to 
fish for the monster with hook and line, 
the adventurers ' main problem will be to 
find a boat that will not capsize when the 
pike drags it about al\er being hooked. 
The largest boat available in the area is 
that built for use with the Postern·I; all 
others are small rowboats and rafts. 
Netting the monster is also possible, 
though as difficult and dangerous as 
hook and line fishing-and the PCs must 
first make a net to catch and hold the 
beast. The pike can Lear through a nor· 
mal net on a 30% chance per round. 
Unless braced against a solid suppon a 
line fisher or netter must roll his dext~r­
ity or less on 4d6 to avoid being dragged 
overboard when the pike hits the line or 
net. The OM may add other modifiers as 
needed to ensure a fight. the PCs will 
remember. 

Allow the adventurers plenty of scope 
for invention. They have a week, afler 
~II. T~e problem ofgeuing rid of the pike 
as a difficult one, though not insur­
mountable. A well·aimed series of 
attacks with arrows, spears, tridents, 
spells, etc. may ultimately be successful. 
It depends on the circumstances you 
dictate. Make it clear, though, that this 
isn't a picnic. 

If ~he adventurers are successful, they 
receive an all-night celebration party 

(and possibly a pike dinner) from the 
grateful gnomes of Postern. But with the 
following morning comes a new problem: 
Kilinin won't pay them, as a second pike 
has appeared in the lake and startled the 
boat crew of the Postern·l . The new pike 
is reported to be smaller than the first 
but just as vicious. 

" Small" giant pike: AC 6; MV 30; HD 
2; hp 13; IAT l; THACO 19; Dmg 2-8; SA 
surprise on 14; AL N; MM J./78. This pike 
is only 6' long and weighs 50 lbs. It 
cannot swallow PCs whole, though it 
could cert.ainly do so with pixies. 

If the adventurers don't figure it out 
for themselves, Kilinin will comment 
that, if he didn't think it such a far· 
fetched idea, he'd almost think that 
someone was introducing the pike into 
the lake on purpose, though no streams 
or rivers are large enough for such mon· 
sters to enter or leave White lake. The 
PCs may come to the conclusion that 
someone has an interest in stopping 
Kilinin from mining the area. Although 
the gnome cannot think of anyone likely 
to go lo such lengths, the following 
rumors may be gleaned, for a few gold 
pieces, around the town. Each PC who 
spendsover 4 gpgains1-4 oflhese 
rumors; roll ld6 to see which ones are 
gained: 

1. Kilinin is insured by a large mer· 
chant bank so that, in the event of his 
project failing, he'll be paid a large 
sum in compensation. <This is false. 
Kilinin has neither insurance nor an 
interest in delaying the project.) 

2. Kilinin's contract with the Miners' 
Guild. under which the guild provides 
backing for the Postern·l project, 
includes provision for a hefty fine 
should the mining operation fall 
behind schedule. (True. This is why 
the gnome hired the PCs in the first 
place.) 

3. Over the past few weeks. livestock has 
gone massing from several small 
farms north of the lake. (True. lfthe 
PCs follow up on this, they will hear 
~escriptions oflarge, hulking, troll· 
hke creatures who carried off a couple 
of sheep. This may have been a couple 
of merrows or some trolls out on the 
rampage.) 

4 . Six weeks before Kilinin began his 
tests with the diving bell (about. three 
months ago), some gnomes reported 
seeing strange animal tracks around 
the lakeside. These looked like cattle 
tracks, but no trace of stray livestock 
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was found, and no one reported losing 
cattle. (True. These rothe (see area 2l 
were herded mto the caverns below 
Whitclake as foodstuffs for the 
merrows.) 

5. Parts for the Postern·I were donated 
by the Acme Waste Company, a group 
based in a nearby city that specializes 
in trash removal. (True. lf a PC looks 
carefully at the ceiling of the diving 
bell, he 'II just make out the words 
"Acme Waste Company" overpamted 
with white paint. This has no bearing 
on the adventure other than making 
the PCs uncomfortable at the pros· 
peel of r iding lo the bottom oflhe lake 
in a converted rubbish bin.> 

6. The land around the north end of the 
lake is hunted by a monster that 
walks on two legs and leaves a trail of 
slime behind it. Anyone who looks 
this monster m the eye is certain to 
die within 24 hours. (False. Th is is a 
muddled version of a sighting of one of 
the aquatic ogres by a gnome named 
Berklut, who over indulged al a 
friend's party and had to walk home 
late. His sighting and the hangover 
he had the next day contributed to his 
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~ 1b Posiern Each contour line shows 30' of depth relative to shore 

vision of a nasty monster. more power· 
ful than that which he actually saw.I 

No other worthwhile rumors can be 
dragged out of the townspeople. The ones 
above should prompt the PCs to further 
investigation of the northern shore of 
Whitelake. If, instead, they kill the 
second pike, a third pike appears-and 
Kilinin refuses to pay the PCs unt il they 
discover the source of the pike infesta· 
tion and stop it . 

At the DM's discretion, the PCs may 
discover the lake-bottom entrance to the 
merrows' caverns on a dive in the 
Postern·I . If they follow this route, the 
PCs will end up in area 8 in the caverns. 

Whitela ke Area 

In general, the area to the north of the 
lake is semiwilderness, and few of the 
locals bother to go there. The adventur· 
ers may encounter various forms of wi Id. 
life on their reconnaissance ofth1s area. 

Use ld8 to determine what the PCs 
encounter or choose personally from the 
creatures listed below. fWll for a n 
encounter once per hour, with a 1 on ld6 
indicat ing an encounter takes place. In 

all caS<?s. the animals encountered a re 
JUSt going about their normal business 
A speak U'llh anunals s pell could be 
useful in finding out about the merrows· 
lair. 

1-2: Al-mi'raj (6 1; AC 6; M V 18; HD 1; 
hp 7, 5 C x 3). 3( x 2J; #AT l ; THACO 
19; Dmg 1-4; AL N; FF/11. 

3: Irish deer; AC 7: MV 18: HD 4: hp 28; 
IAT 1 (2 if another opponenl is 
wit hin reach); THACO 17; Dmg 2· 12 
C2·12J; AL N: MMl/55. 

4: Wild cat : AC 5; MV 18; HD I; hp 8; 
IAT 3; THACO 19; Dmg 1·211-211-2: 
SA surprise prey on 1-3, rear claws 
for 1·211-2; SD surprised only on 1 in 
6; AL N; MM2122. 

5: Wolves(8J: AC 7; MV 18; HD 2+2; hp 
15 ( X2); 14 ( X2), 13, 12 fX2l. 10; 
IAT l ; THACO 19: Dmg 2-5: AL N; 
MMl/ 101. 

6: Weasel. giant: AC 6; MV 15; HO 3 + 3; 
hp 13; #AT l ; THACO 17; Omg 2·12; 
SA drain blood: AL N; MMl/100. 

7: ~at. giant: AC 7; MV 18: HD 3+1: 
hp 15; #AT l ; THACO 17; Dmg 2-16; 
SA charge for +4 hp damage; AL N: 
MM l/47. 
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8: Badgers (3): AC 4; MV 6(3); HD 1 +2; 
hp 7, 6, 3, I AT 3: THACO 19; Dmg 
1-211-2/1-3; AL N; MMl/8. 

Eventually, either through conversa· 
tion with the animals encountered or by 
stumbling upon tracks made by the 
aquatic ogres, the PCs should discover 
the hidden entrance to the ogres' cav· 
erns. (See the Wh1telnke Area map and 
The Merrows' Lair map for details.> 

The Merrows' Lair 

The OM may either allow for a chance 
that one or more of the aquatic ogres are 
encountered going about their normal 
routine in the caverns, or else have the 
merrow remain in area 9 (assuming that 
the PCs take less than six game hours to 
go through the lair). If random encoun· 
ters are desired, roll ld8 every game 
turn that the PCs are in the caverns. On 
a roll of 1, an encounter 1s indicated, and 
l d8 ts rolled on the following table. All of 
the ogres are described at area 9. Unless 
alerted, they are going about their usual 
duties in the lair. 

ld8 Encounter 
1 Kru the shaman 
2 Kalk 
3 Nuk 
4 Gra 
5 Bio 
6 Lun 

7-8 Roll ld6 twice for two of the above. 

1. Entrance from North Shore. 

The tracks lead to a tunnel entrance 
hidden by brush and weeds, in a hill.' 
side on the north shore of the lake. 
The 7'-diamet.er tunnel twists and 
turns, following an easterly track for 
about 90 yards. The opening at the 
tunnel's end is partially blocked by 
what appears to be a stone wall built 
to a height of around 5 '. From ~yond 
the wall you can hear low animal 
noises echoing in a larger cavern. 

Attentive PCs wHI notice that the 
tunnel has markings along the lower 
part of its walls in gnomish writing 
i~dicating that 1t has been repeatedly 
discovered and forgotten by wandering 
gnomes over the centuries. No local 
gnomes currently recall the tunnel's 
existence. 

The wall has obviously been purpose­
fully built, though it is sloppily con· 
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structed without mortar and is easy to 
dismantle (no gnome would have built 
it). Its chief purpose is to serve as an 
obstruction to the movement of the crea­
tures housed in area 2. The wall is often 
taken down and rebuilt by the merrows 
to allow passage back and forth through 
the tunnel. 

Large humanoid footprints and minia­
ture hoof prints can be seen on the noor. 
Characters without infravision will, of 
course, need some light source to notice 
these marks. 

2. The Rothe Herd. 

This large cavern is barred by a 
5 '-high stone wall blocking the east 
exit, and a short wooden gate closing 
off an exit to the west. The cave 1s 
overgrown with various forms of 
mosses, fungi, and ferns. It is appar­
ently the grazing ground of many 
small, unusual-looking oxen. These 
animals are about 4 ' tall and are 
covered with coats of long black hair. 
The majority of the herd runs away 



from the entrance in panic as you look 
in, but one or two of the bulls take up 
threatening positions in front of the 
cows and calves. 

The bulls will not attack unless lhey 
feel the herd is under direct threal, or 
unless lhey smell blood from Injured PCs. 

The rolhe were herded into the cave as 
food for the ogres. Because the only 
humanoid creatures they know are the 
ogres, the rothe will be uneasy around 
the PCs. If the PCs e nter the cavern. 
there is a 50% chance lhat the rothe will 
be more curious than hostile, provided 
that the adventurers move slowly and 
carefully. However, any bright light or 
loud noise causes these animals to nee to 
lhe furthest recesses of the cave, with a 
50% chance of alerting the merrows to 
intruders in the caves. 
Roth~ (45): AC 7; MV 9; HD 2; hp 13 

each; IAT 3; THACO 19,; Dmg 1-311-311-8 
(two horns. one bite); AL N; FFn 6. 

3. Next Season 's Grazing. 

A short wooden gate, about 4 ' high, 
blocks the entrance to a huge cavern 
filled with pale green vegetation and 
a shallow pool of sparkling water. The 
sounds of cnckets can be heard far off 
to the south. Light from luminous 
fungt is renected from the pool back 
to the ceiling, giving the cavern a 
softly lit appearance. The whole scene 
reminds one of a twilit sprang 
morning-excepl. of course, for lhe 
absence of a blue sky. 

The gate has been placed here to pre· 
vent the rothe from straying into the 
cave where vegetation is being ten to 
grow for the next season's grazing 
Meanwhile, the rothe are being accom· 
modated quite comfortably in area 2. 

The plants in this cavern are of 
strange, subterranean varieties, mo l ly 
mosses and ferns that can tolerate damp 
condit ions and low light levels. The thin 
coating of soil on the rock noor has been 
built up with animal dung and aquatic 
plants harvested from the lake. Various 
types of small and large growths have 
been cul down to add to lhe humus. 

One of the plants (marked X on The 
Merrows' Lair map) has grown quite 
large dur ing this period of inacuvily in 
lhe cavern. It is a piece of mantrap, and 

because of its immaturity, its abilities 
a nd statistics have been adjusted 
slightly downward. 

Mantrap: AC 6; MV nil; HD 2; hp 16; 
I AT 2; THACO 19; Dmg special; SA 
pollen at.tract& victims in a 30' radius; 
AL N; MM2183. 

lfthe PCs survive lh1s menace, they 
may well have more trouble from the 
eave crickets al the south end of the cave, 
even though damage from these insects 
is inflicted only accidentally as the crea· 
lures try to escape. 

Cave Cricket& (6): AC 4; MV 6 (hop 
3); HD 1 +3; hp 11, 8, 7, 6; IAT nil; 
THACO 19; Dmg nil; SA jump, k ick; AL 
N; MM2123. 

The shallow pool is clear though dan­
gerous. The water 1s drinkable, but lhe 
bottom is muddy, and a nyone wading 
about in it has a 30~ chance of stepping 
into quicksand. Rescuers should have 
little difficulty in pulling out victims, as 
long as this is done within four melee 
rounds of the adventurer becoming 
stuck. 

4. Cattle Shed. 

This area is divided into stalls similar 
to those found in a farmyard. Each 
stall is fairly clean a nd appears to 
have been swept out recenlly. There is 
a heavy smell of dung in the air but 
no sign of any droppings in this 
cavern. 

This cave is used as a byre for members 
of the rothe herd. There are no droppings 
becau.se t he merrows clean them up-not 
for lhe sake of hygiene but for use in the 
mushroom beds at area 5. 

5. Mus hrooms. 

The entrance to lh1s area ts curta ined 
wilh a strange fibrous material like 
coarse hair-black and with some 
mossy growth among its fibers. 

On the olher side of the curtain is a 
short tunnel that opens into a cavern 
strongly smelling of animal dung. 
The dung is spread out. evenly like a 
carpel , and white growths of fungi 
cover lhe noor. 

The curtain is an obstacle to any light 
from the odd patches or luminous fungi 
that sometimes appear along lhe cave 
walls. Such fungi are not allowed to grow 
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among lhe1r normal cousins in this cave. 
The curtain is made from two rothe hides 
spliced together. 

The fungi inside are not dangerous and 
are actually edible. The merrows leave 
t hem to their own devices except for 
applying more manure as it becomes 
available and harvesting the fungi u 
lhey ripen. 

If the PCs have come into the caves 
accidentally, a.sin lhe case of entering 
via the pike pool at area 8, describe the 
pelts as lhose of "some hairy quadru· 
ped." Likewise. the dung can be said to 
be that of ''some cowlike creature." 

No hnrm or benefit will accrue to the 
PCs should lhey consume any of the 
mushrooms. 

6. Dungbuggies. 

This small cave holds three bucket.a, 
two wooden devices lhat look like 
stretchers, a nd three simple shovels. 
There is nothing else of interest here. 

The buckets are used l.o fetch water 
from the pools to bring to the rothe as 
they need 1t. The merrows are loathe to 
carry dung to area 5 in their hands, so 
the stretchers are used as collectors for 
the fertilizer produced by the animals. 
The shovels speak for themselves 

7. Green lime. 

This cave 1s totally dark, with none of 
the occasional luminous fungi 
present. It appears to be empty and 
disused. 

The roof of this cave 1s covered with 
green slime. which account.s for lhe lack 
of fu ngi. Anyone going in to investigate 
1s 99% likely to be attacked by the slime. 

Green slime: AC 9; MV nil; HD 2; hp 
12; IAT 1 drop per round; THACO 19 
(chance to hit by dropping); Dmg 
special; SA dissolves nesh in 14 rounds, 
destroys metal; SD unharmed by 
weapons or spells (except fire . cold, and 
cure disecue); AL N; MMl/49. 

8. Pike Pools. 

The lunnel opens into a cavern whose 
noor is largely covered with pools of 
water. 1b the southeast, a small cave 
111 almost completely underwater. 1b 
the southwest, the larger cavern con­
tains two pools surrounded by well-

DUNGEON 13 



WHITELAKE MINE 

0 ' .. 
beaten paths. At the westernmost end 
of the cave is a refuse pile made up of 
bones and skins. Nothing else of I 
interest is visible. ___J 

The pool that almost fills the cave LO 
Lhe southeast is the mouth of an under· 
waler tunnel that leads Lo the lake. 
<The PCs may hove already discovered 
this during one oflhe1r dives in the 
Posttrn·l .) If a PC chooses to swim along 
the tunnel's length. he wilt find it to be 
5-8 ' wide and 325 ' long, opening mto 
Whitelake about 100' from the site of 
Kllinin's mine. If the giant pike has not 
yet been dealt with. there is a 25"'f 
chance it will be encountered in this 
tunnel, as it somet imes comes in here to 
be fed. As this cavern is in the hills north 
of the lake, and at the water level, the 
a rea does not flood. 

Each of the two pools to the southwest 
contains an immature <6 '-longl giant 
pike that is being raised by the merrows 
to jom its companions m the lake 1f 
required. These pike have the same 
statistics as the seeond one encountered 
in the lake: ifa third pike was encoun· 
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tered in the lake, one of these two pike 
will be missing. The refuse pile is made 
up of the bones of rot he, some sheep 
carcasses, and one or two deer. These 
were once food for the mcrrows, and the 
scraps arc given in controlled measures 
Lo the pike. The remnants are dumped 
here. 

The pike remain small because they 
are not given quite enough to eat. Once 
released. though, the giant fish may 
thrive for a time on what's ten of the 
lake's wildlife. returning to the tunnel 
mouth at this a rea for additional feed mg 
from time to time. The merrows have 
found that underfeeding makes for more 
vicious monsters and so feed the pike 
only irregularly. 

9. The Merrows. The mo t unusual 
feature of t his large cavern 1s a ledge. 
about 6·8 ' wide. that skirts a pool of clear 
water about 12 ' deep. Four beehive· 
shaped huts have been built half on the 
ledge and half in t he water, with one 
level dry and one level submerged. The 
enlrances Lo these huts arc below the 
waterline. Alt hough t he merrows can 
breathe air, they need to wet their gills 
periodically. The construction of the 

!Stone huts meets this need while also 
providing a place to keep their goods dry. 

The large pool al lows each aquatic ogre 
plenty of room for its swimming charge, 
and each may combine this with a leap 
from the water of up to 10' ifa charge 
has had at leas t 30' to build up momen· 
tum. If the merrows can surprise the 
party, they will leap out of the water at 
PCs standing at the cave entrance and 
attack at + I to hit. 

With the exceptions noted later, all the 
merrows share their leader's stattsl1cs. 

Kru, 3rd-level merrow shaman: AC 
4; MV 61112; HD 4d8+4 +2d4 (shaman 
bonus>: hp 39; IAT 3 or 1; THACO 17; 
Omg 1-611-612-8 or by weapon type on 
first a~tack lspear for 2·12 with charge I; 
SA swimming charge at + I lo hit, spell 
use: SD camouflage: AL CE: MM2196. 
Spells: cure light u:ound:;, darknl!ss, 
speak with animals. Kru carries a waler· 
proof packet of dust of plant growth (as 
the third-level priest spell) that operates 
at the 8th level of abihty. 

Kru is the merrows' shaman and 
leader He ll\'es alone m the hut al the 
northeastern end of the cavern. It was 
Kru who led t his small band Lo While· 
lake as a sorl of experiment, tu see if 
they could manage by themselves away 
from their overcrowded lair, along the 
coastline of a large, nearby body of water. 
He has problems with olhers in his group 
who would much prefer to do some seri· 
ous rn1dmg of the nearby farms. Kru has 
reasoned that they must wait until they 
are stronger before doing this , as he 
believes the gnomes and their allies 
would certainly destroy them at present. 
On several occasions, Kru has been 
unable to control the other ogres who. 
through pure boredom, have made excur­
sions LO the outdoors. 

To build up the group, Kru has used his 
speak u•1th afllmals spell to persuade the 
rothe that the vegetation in the caverns 
1s quite Lasty, and so tr icked them into 
captivity. Kru has earned some respect 
for this, as the band now has a regular 
food supply, though the merrow are not 
partial to the work that Kru says is nee· 
cssary lo maintain the small herd. 

When K1linin's experiments with the 
Postern·I moved close lo the merrows' 
lake exit (area 8), Kru thought it was 
only a matt.er of time before the colony 
was discovered. Racking his brains, he 
t hought of a means of getting rid of t his 
threat. Traveling over land to the mer­
rows' original colony, he localed some 
giant pike fry and removed them to 



Wh1telake The surv1\'0rs are the one 
encountered in the cave end in 
Wh1teleke 

Kru 1s unprepared for the gnomes' 
hmng of ad\'enturers to eliminate the 
pike (it's outside his experience I and has 
no contingencies to deal Y.1th the PCs 
Once d1SCO\'ered. the ho man will do all 
he can to eliminate the PCs so that they 
can't get word back to Po tern about the 
ogre colony The destruct ion of a group of 
adventurers, end the capture of weapons 
and useful gear, will go a long way 
toward increruiing his prestige so that 
Kru can acquire motes from the mother 
colony for h1 band. 

At the back of Kru 's cave 1s e leather 
bag conltl1 ning his personal trea ure of 
l,500gp 

Kalk end Nuk <HO 4•4, hp 31. 29, 
each with one spear) live in the north· 
we tern hut and are next in the h1erar· 
chy of the group et Wh1teloke Although 
they agree on the fact that they ha\'e e 
better tanderd of living then other 
ogre they ha\'e met, they sorely miss 
pillaging and raiding. They are 99't 
likely to attack any PCs on sight with 
httle chance of failing moral, due to their 
frustration at inocuon 

Gr o IHO 4 + 4, hp 27; tndenll ha the 
worst hut, the one farthest south, and 1s 
discontent with his lot although loyal 
(afler a fash1on l to the other ogre . He 

The Postern·l 
The Postern·I 1s a primitive form of div· 
ing bell constructed of a double hull of 
light steel with two specially sealed 
windows for observation. It is open ended 
<like a bell>. and this opening 1 its only 
entrance or ex1l. 

Air 1s pumped into the bell by a series 
of oversized hand bellow aboard 
K1hnin 's boat The air 1s sent down a 
ser1e of connected hollow reeds that 
have been strengthened with copper 
wire. Each connection 1s a knuckle )Oint 
ued up with tarred hemp as waterproof· 
ing (the gnomes have yet to discover 
flexible rubber hose-th1s 1s a serv1ce· 
able sub mute I. 

When all bellows are working, the air 
is sufficient to push out the water, leav· 
ing the diving bell's operators dry, safe 
from drowning, and able lo look out 
through the windows or floor opening at 
the approaching lake bed Light ha.s 
been provided by a cleric from the town 

has been gi\'en theJOb of butchering the 
rothe. which he eruoy • and feeding the 
pike, which he du1hkes. Gra 1s not too 
bre\'e, but he will fight if so ordered by 
Kalk. Nuk, or Kru He will run for help, 
howe\'er, 1fhe encounters the PCs on h1 
own. 

Bio a nd Lun <H04 ..-4;hp20, 19;one 
pear eachl get on well enough, as nei 

ther is too bright. They are fanatically 
loyal to the tribe and are looking forward 
to the day when they have enough pres· 
tige to take mates. Neither ogre keeps 
any treasure in their southeastern hut 

Concluding the Adventure 
The PCs may battle 1t out with the mer· 
rows in true hack-and-slash style. or 
they may be pursued by the monsters 
through the caves. How they fare 
depends much on how they entered the 
caves in the first place An accident or 
discovery through search of the tunnel at 
area 8 may have deposited them in the 
caves, or they may have come in through 
area 1 

In the first instance. the adventurers 
may be in a real fix, rushing about 
through unknown ca\'eS Y..lth a bunch of 
hostile ogres hot on their heels Jn the 
second case. a retreat to the O\'erland 
exit could re ult in a running ballle 
around the borders of the lake, possibly 

<for a sizable donation> in the form of 
continuol /1ght spells cast onto two Ian· 
terns that may be hooded or uncovered 
as the operatol'6 desire. Once on the lake 
bed, the operators actually stand in the 
mud to pick or dig up the raw gemstones 
for return to the surface 

Kilinin' boat (usually caltedJUSt that> 
1s40' long and lS' w1de, with a bow 
anchor, no rudder, and a relatively flat 
bottom that can cruise through water 
only 5' deep. The boat resembles o nor· 
mat fishing boat with a flat deck and no 
pilot house; the bow 1s pointed, but the 
stern is flat and 1s covered with equip­
ment for the Posi..rn·I . Four 10' oars in 
oarlocks are mounted on each side, each 
oar crewed by one gnome 'J'wo gnomes 
are required to crew the air bellows for 
the diving bell, four are required to oper· 
ate the winches and cables for the bell, 
and two more assist with navigation, 
making depth readings using a marked 
rope with a weight on one end, and other 
JObs as needed. Si nee the discovery of the 
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involving the unwarlike gnomes as vie· 
ti ms or spectators. A battle on the lake 
itself, invoh•ing the merrows' attack on 
the Po ttrn·l boat, is possible, too. 

Naturally. the adventurers could also 
slay all the ogre in combat and solve a 
lot of problems for everyone! The OM will 
discover the mo t probable ending by 
dint of what the PCs themselves decide 
to do. 

Furthe r Adven tu res 

Further possibilities for ad,·entures in 
the Whitelake area can be found by 
using ihe Postern·I: 
- A prehistoric tomb. recorded on an 
ancient map, can be located only by 
using the diving bell to descend to the 
lake bed 
-Tracking any surviving aquatic ogres 
to their mother colony at a large, nearby 
body of water leads to more contact with 
merrows-th1s time on a larger scale 
- A troll wanders into part of the gnom­
ish mine of Po.stern, and the PCs are 
hired to track him down-for a suitable 
fee, of cou~ What new crnzy invention 
will K1hnin press on the adventurers to 
te t·drive in the depths this ume? 
-And of course. the giant pike or 1lS 
replacements may not have been dealt 
with when the PCs discover the caverns. 

tpant pike in the toke. four more gnomes 
carrying two short spears each have gone 
aboard the boat Kilinin always comes 
along for a dive and is almost always one 
of the bell's crew; in addition. 1-4 other 
gnomes will be along for the dive to the 
bottom All gnomes aboard the ship 
share the same statistics as V1rtr1le ( ee 
" For the Player Characters">. with no 
armor and 3-8 hp each. Aside from their 
pears, the gnomes have hammers, 

pick., hovels. chisel . kni\'es. and other 
implements that might serve as weapons 
in a pinch 

Adventurers rolling their mtelligence 
score or lower on ld20 will realize that 
the bell is incapable of movement inde­
pendent of the chain and pulley on the 
crane from which it is uspended If the 
bell is upped over, the air escapes and 
the crew members are in danger of 
drowning unless they can swim to the 
surface In this event. use the rule for 
breath holding from either the WSG. 
page 43, or from the DSG, page 12: 

lc:onunued on pa11e &11 
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In the goblins' 
mine, adventurers 
get the shaft. 

Atl""Ol1< by Sc:otr Rosemo 
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While this is 8111 and Steue's first appear­
ance in DUNGEON~ Aduentures, they 
are certainly no strangers to gaming. 
After four years rn the serum? of The 
Computer at \Viost End Games, Steve 
recently turned to free-lancing and wrrt· 
ing short stories. 81ll;oined the \Vest End 
Games staff ouer three years ago and has 
worked on euerything from board games 
to role-ploying games, induding the 
STAR WA RS , GHOSTBUSTERSr11, 

and PA RA NOIA r11 systems. They've both 
done other free-lance pro;ects for TSR, 
and they play a mean game of Crush the 
Skull 

"Tallow's Deep" is an AD&D adven· 
lure for 3·6 characters of levels 4.7 (about 
27 total levels) and of a good mix of 
cl as es. This adventure may take place 
in any mysterious mountain range on 
the edge of c1,•ihzat ion. The generic 
setting and sparse use of place names 
allow the OM to easily place this adven· 
ture in the path of his player characters 
with a minimum of work. 

Note that, in many places in the text, 
the PCs have chances to detect traps, 
secret doors, and so forth. Only those 
PCs who have the proper natural skills, 
spells, or magical items should be given 
the chance to locate such items, unless 
otherwise stated. 

This adventure answers the question, 
" If goblins are so easy to kill, why are 
there so many of the blasted beast ies?" 
The truth is, goblins are not that easy to 
kill if they are prepared to do everything 
in t heir power to survive. The goblins in 
this adventure have developed a rather 
unique a nd cunning combat style that 
makes them quite fearsome-if not 
invinc1ble-1n their cramped and dark 
caverns beneath the earth. 

This 1s an adventure that takes a 
group of heroes into the fortified frontier 
tunnels of the goblin network. While this 
is basically a n underground fort far 
removed from the central core of gobhn 
civilizauon, it nevertheless serves to 
show the fierce deter mination, crafty 
combat prowess, and military mindset of 
the sons of Maglubiyet, the dark god of 
goblinkind. 

So let your adventurers believe that 
they are in for a night of wholesale 
slaughter as they take on a "puny" gob· 
Im tr ibe. Most of t he fun hes in discover· 
ingjust how formidable this "puny" 
tr ibe can be! 



Adventure Background 

The Crayjag Mountains have long been a 
place of danger and mystery. Among 
their steel·gray peaks, all manner of 
strange and deadly creatures roam 
unchecked, feasting on the occasional 
hapless traveler or reckless caravan. The 
mountains have been a mecca for s tal· 
wart. adventurers since the first kmght 
took up helm and sword and went ofTto 
face the unknown. Many such brave 
souls never returned from the Crayjags. 

So it came as some surprise when the 
merchant Crundel Tullow established a 
trading post and small village at the foot 
of these mountains, in the very s hadows 
of their jagged peaks. The small village 
prospered as a trading center for those 
who attempted to cross the mountains. 
and for hunters and the like who sought 
to barter their wares. 

Then silver was discovered in the 
bowels of the steel-gray rock, and Tullow 
poured in the funds necessary to hollow 
out a small mine, Tallow's Deep. Things 
looked good for the village of Tallow's 
Post, and there was talk that. perhaps the 
frontier would at last become a manage· 
able and decent place to live 

But disaster s tr uck suddenly. About a 
month ago, mine workers broke through 
into a hidden chamber, a room freshly 
dug- but not by human hands. The min· 
ers were set upon by scores of gob Ii ns, 
who made short work of the surprised 
and ill-equipped men. Only one of the 
workers escaped to tell the tale, but he 
died shortly thereafter from his terrible 
wounds. 

For the Player Characters 

After arriving in the small frontier town 
ofTullow's Post, a mining community in 
the foothills of t he Grayjag Mountains, 
you are directed to the Silver Vein Inn. 
The spacious common room is warm and 
comfort.able, filled with townsfolk and 
traders. But the normal joviality of a 
typical inn is missi ng, conversation is 
low, and the citizens cast. anxious looks 
in your direction. At one end of the bar 
sits a lone, heavyset man. He appears 
worried a nd distressed , constantly s trok· 
ing his close-cropped beard. When he 
notices you, some of the despair leaves 
his face and hope gleams weakly in his 
eyes. He mot.ions for you to join him. 

"Welcome to Tullow's Post, good adven· 
turers. I am Crundel Tullow, founder of 
this once-thr iving community. Have you 
time to hear a sad tale?" Before any of 

you can object, Grundel motions to the 
barmaid LO bring ale for everyone, and he 
launches into his story. 

" We started this community with a 
trading post and a silver mine, and all 
looked right with the world. Then, three 
days ago, the miners were working when 
a score of foul goblins invaded the shaft 
and attacked. Only poor Rall escaped to 
tell the tale, but he died this morning 
from his gr1evous wounds. Good Ser­
geant Fornd, our Lown protector, took 
eight men to investigate the day after 
lhe attack. Fornd and has party have not 
yet returned, and I fear they are dead ... 
or worse. All this, and now today we 
found the remains of one of our merchant 
caravans near here. It was not a pretty 
sight. 

"The disgusting creatures are only 
goblins-small, cowardly beasts-and 
were I a younger man, I would lead a 
group of stout adventurers-much like 
yourselves-to rid us of these foul ver· 
min. Oh, af only I were younger ... " 
Crundel trails off and bows his head. 

For the Dungeon Moster 

Grundel Tullow is a rotund man in his 
mid40s, but much of his youth is gone. 
He is a retired fighter turned merchant, 
with a keen eye for profit. Crundel is 
especially unhappy al the present time 
because his profit margin is nonexistent. 
Sance the goblin at.tack, his mine has 
been shut down, and the trading post is 
losing money. Already, there is talk in 
t he s t reets of packing up and moving on. 
'Tullow will hear none of that. He is 
deter mined to find a hardy group of 
adventurers to go out and win back his 
mine. 

Tullow's speech as designed Lo play on 
the adventurers' sympathy. If that 
doesn' t. work , he is not above using 
money. But. even though he is desperate, 
he hasn 't lost his wits. If nothing else, 
Tullow is a shrewd businessman. He will 
whine, weasel, bully, cajole, and perhaps 
even pay the PCs to rid has mine ofthe 
goblin menace. However, money will be 
his last option during negotiations. 
Instead, he promises the adventurers 
shares of the goblin treasure trove-101}, 
20%, even 50% of whatever they find can 
be theirs! But ifthe PCs drive a hard 
bargain, Grundel relents. H is bottom 
line is: Everything they find they keep, 
plus they get 20'l- of the mine's output 
for a year. He will also make them honor· 
ary town protectors. with "all the rights 
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and privileges thereof' (none) if they 
successfully return. 

Grundel Tallow: AC 10; MV 12; F2; 
hp 15; IAT l; T HACO 19; Dmg by weapon 
type; 1 14 , Ch 14, other statistics 11; AL 
NG; short. sword. 

The PCs can buy whatever they need 
in the town Cat a 20% discount. too), and 
12-year-old Cul um, an errand runner for 
Tullow, agrees LO accompany t hem as a 
guide. He takes them as fa r a.s the mine, 
but under no circumstances will the boy 
go with them int-0 the dark tunnels 
unless he is threatened with severe 
bodily harm. Eve n then, he wails and 
mutters the whole time, making the 
PCs' chances to sneak in very slim 
indeed. 

Culum is a typical street urchin: cute, 
dimpled, and smudgy-faced. He is also 
crafty, sarcastic, and a Oedgling thief. 
The PCs are apt to find young Cul um 
innocently groping in their packs and 
pockets on more than one occasion dur· 
ing the two-hour trek to the mine. These 
events will often be preceeded by a clever 
diversion. "Look! Over there! A dragon!" 
is Culum's favorite tact ic. 

Cul um: AC 10; MV 12; Tl : hp 3: /AT O; 
THACO 20; Omg nil <Cul um is nonvao­
lentl; 0 15, other statis tics 9: AL N. 

The Goblins of Tallow's Dee p 

The mine is a crudely dug chamoor and 
tunnel network that leads a short dis­
tance into the mountain. Beyond the 
broken tunnel is the domain of the sons 
of Maglubiyet, the goblin war god. Long 
beset by orcs, gnomes, dwarves , and 
other neighbor• ng peoples of the deep, 
the goblins have developed a military 
mindset. This can be seen in their life. 
style, their architecture, and their lei· 
sure activities. There's more t.o t he little 
monsters than is commonly believed. as 
will quickly become apparent when the 
PCs explore the tunnels beyond the 
mine. 

Tu goblins, the art of war is a way of 
life. Because they are not. powerful war· 
riors like trolls or bugbears. the goblins 
have created a style of stealthy combat 
and team warfare. Never will a single 
goblin face a single foe when two dozen 
could easily overwhelm a lone lighter. 
The goblins are not cowards. They con­
sider themselves pr udent, intelligent, 
and graceful employers of the "team 
concept." As one goblin chiefiam put it, 
"'l'welve to one, win the day. One to one, 
run away." 
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Goblins revel in torture and slavery. 
They are masters ofLraps, lricks, and 
deadly devices. They rejoice in praising 
and sacrificing to their demanding god. 
Weak and easily dispatched above­
ground and in human-built dungeons, 
they are vicious when encountered in 
their own underground lairs. These lairs 
are death traps and s iege structures, 
designed Lo protect the main city from 
any and all invaders. 

These particular goblins. the Skull 
Cr usher tribe, have a vast metropolis 
deep within the mount.ain. They a re 
devoted to their king, Mogoglub, a giant 
of a goblin who has inspired his people to 
a fevered jihad, a religious war that will 
bring the goblins into direct conflict with 
human nations. Th this end, Mogoglub's 
people have been construct ing a ser ies of 
underground fortresses from which lo 
protect their tunnels and, when the time 
comes, launch an offensive into the out· 
side world. The proximity ofThllow's 
Post and the real threat the mine posed 
lo his domain have made Mogoglub even 
more determined to ready his people for 
war- but his preparations were lo be 
made in secret. 

This particular outpost is under the 
command ofGrishog, a cunning and 
powerful goblin. He is one of Mogoglub's 
most trusted lieutenants and makes no 
effort to hide his ambitious nature. ll 
was his idea t.o dig the tunnel that con· 
necLed with Tallow's Deep. It was also 
his order that sent scores of goblin war· 
riors down upon the surprised miners. It 
was also by Grishog's order that a pass­
ing merchant caravan was overwhelmed. 
Now the nearest human settlement. is 
aware of the goblins. Mogoglub will not 
be pleased, as this will rush his plans for 
conquest . 

Unless otherwise stated, the goblins 
encountered in this adventure have the 
following statistics: AC 6; MV 6; HD l - 1; 
I Kr 1; TH ACO 20; Dmg by weapon type; 
AL LE. They wear studded leather 
armor and use shields. Goblin gua rds 
with AC 5 use chain mail with no 
shields. Goblins with AC 7 have no 
shields. Generally, only hit points and 
weapons are given for goblins in these 
tunnels. The goblins in this area have 
90' infravision. 

pecial Fe a tures 

This scenario has a few special features 
that you should keep in mind as you run 
the adventure. These are outlined below. 



Gob/111 Doors: A goblin door is readily 
apparent to the denize ns of a goblin lair, 
but to nnyonc not familiar with these 
portals, such a door is nearly inv1s1ble A 
goblin door 1s made to look exactly like 
whnt.e,·er material it is tuck in. " hether 
1t be tone, wood, or d irt. For purpo..~ of 
piny, these doorways cannot be found 
"1thout ncuve searching However, the> 
are eruuer to find than secret doors Add 
+ l to elven or ha)f.elven PCs' usual rolls 
to find secret doors; opu onally, allow 
dwarves and thieves their normal rolh; to 
find traps. Other PCs have a 1 in-12 
chance oflocaung these doors Only one 
roll per door 1s allowed per PC 

Gob/111 Tu nm>ls: The passages that 
goblins dig are rough, low, ond cramped 
to larger creature The 4 '·tall goblin 
find them roomy a nd comfortable The 
tunnels a re also the goblins' most basic 
form of defense In these goblin tunnel!\, 
PCs may march only in single file In 
addition, el\'eS. humans, or other charac 
ters more than 4 ' tall are penalized -2 to 
hit opponenl.8 a nd + 2 to armor class For 
purposes of this adventure, all 4 '-wide 
passages are S'·h1gh goblin tunnels, 
larger passages hove no s uch pennlues , 
havi ng 10' high ceilings unless other 
w1 noted 

Ex1la From the Mine: The goblin!! may 
enter and lea\'e their ca"crns through 
areas l (to the outside). 16 (to the out 
side>. and 34 !to yet more gobhn tunnels. 
forts, nnd c1ttes). ln addition, a n exit 
lead from area 12 into an underground 
lnke, deep within the earth and out of 
this module's scope, and the river 
described al area 21 heads for the same 
lake. Gobhns won 't use these latter two 
"exits" \'Oluntarily 

Multrlf't f'I Rooms. Unhke most crea· 
lures, goblins tend to think in three 
dimensions when constructing their 
lairs. 1b this end, many of the trap and 
rooms that the PCs encounter are multi· 
le\'el in design. These rooms ha"e nccom· 
panying diagrams in the text to help you 
visualize them. Study these a btl before 
you attempt to run the adventure 

Arrow Slit& and Mu rder /!oles: An 
arrow sht 1s a 2 'x3• hole in a wall 
through which a goblin archer can fire 
arrows. A murder hole is a im1 tar open· 
ing in a ceiling or floor allowing the 
gobhns to attack invaders from above or 
below These openings are constructed to 
blend into the shadowy hollows or wall 
and ceilings, making them difficult to 
spot until the attack begin . Arrow lits 
and murder holes have great defensive 
advantages, especially in the narrow 

confines of the mine Give goblins a + 1 
to hit nnd a ~ 6 bonus to armor class vs. 
all missile and melee attacks when they 
are attacking from these openings. 
Allow PCs to detect murder holes and 
arrow lits as trops. usmg the proper 
skills. spells, or mng1cnl devices 

Alertnes · The trick to defeating a lair 
of gobhn 1s to keep the element of s ur· 
prise Once this 1s Jost, PCs will face the 
full force a nd cunning of the gobhn for· 
tress. 1b simulate this. many rooms m 
this ad,·enture have two descriptions: 
alerted and unalcrted The PCs will find 
alerted gobhns much more organized 
and deadly than those token by urprise. 
You will be in tructed 1n the text how lo 
determine the alerted or unalerted state 
of the fort re 

Drums.· Goblins hove e pec1ally short 
attention spans If somethi ng is not 
directly m front of them, they may forget 
about 1t. So, once intruders are spotted , 
goblin leaders use the constant benung 
or drums to keep their warriors in a 
fevered slate. Use the sou nd of these 
drums to add USJ>COSC and flR\'Or LO your 
descriptions. And keep m mind that the 
drums nre also a mcnns of communica· 
u on within the fortre s Once the goblins 
are alerted. the drums will conunue 
unul Grishog issue the order to st.op. 
Drums ore located 1n areas I IA, 27 A, 30, 
and 31A 

us~nsr; Once the players enter the 
cramped, dark passages beyond Tullow's 
Deep, they have quite literally entered 
another world. This as the goblins' 
domain, not a place for surface dwellers 
and lovers of light. When running this 
adventure, be aware of the element of 
su pense and a tmosphere inherent in 
the story In the early part of the ad\'en· 
lure, the PCs will probably expect an 
easy romp through pacaous dungeon 
corridors. But, as the adventure pro­
gresses, they might find themseh·es cut 
ofT and isolated in a ho t ile and claustro­
phobic realm. The drums will get louder 
and beat faster as the adventurers work 
their way deeper into the goblin fortress, 
leaving little doubt in the PCs' minds 
that they are being watched. An attack 
cnn come at any time. in a ny place. from 
any direction. Piny on this fear 

Tallow's Deep 
l. Entrance to Tullow' Deep. 

Before you is the entrance to Tallow's 
Deep. The townsfolk said no one but 
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rgeonl Fornd had been to the mme 
nee the at tack, yet you find il 
arded up and covered with broken 

mbs and branches. Planted m the 
grou nd before the e ntrance ts a 
wooden sign. The message, written in 

I ~.; ~ommon. reads " Keep Out_O_r_~ 

Realizing that he had probably gone 
too for 1n has attacks on the local 
humans, Grishog had a token barrier 
thrown up over the mine entrance, and 
he warned his troops to prepare for a 
human counterott.ock. The barrier was 
re-erected oner Sergeant Fornd's force 
\\OS captured tn the tunnels. 

A ranger can easily detect goblin foot· 
prints around the mine opening and 
heading into the tunnel. However. the 
tracks are several days old, a nd at is 
difficult to determine the number of 
goblins who made them Once inside the 
mine, it ts impossible to follow t he tracks 
across the rocky floor. 

If the PCs leave any horse~ or other 
an1malslor hirelings, for that matter) 
out..'11de this area, see area 16 for deuii ls 
on the result . 

When the PCs clear away the boards, 
they sc-e a pnssage lending north 

~talc, musty breeze beckon from 
the tunnel Wooden beams line both 
side of the pa nge. As you step an to 
the mine, you notice numerous dork 
alcoves where the miners had foJ . 
lowed short veins of silver. All is 
silent 

The passageway heads north for 30' 
before 1t opens into area 2. 

2. The First trike. 

~
This 1s a large circular chamber with 
pening on the east nnd west In the 
enter is an overturned ore cart, its 
ontenta scattered across the floor. 

It was here that the miners struck 
their first big vein of silver. ll was a lso 
here that the goblins decided to leave 
their fi rst message. lfLhe PCs turn over 
the cart, they find a relatively fresh 
human skull with a stone axe protruding 
from a goping hole in 11.S forehead 
Adventurers with knowledge oflocal 
goblin lore will recognize this as o sym· 
bol of lhe Skull Crusher tribe 
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3. Colla p ed Tunnel. 

The passage cont inues west for a 
short dis tance, then abruptly ends in 
a pile of rubble. Assorted mrning tools 
lay scaliered aboul. 

This 1s a dead end. 

4. A Dus ty .Room . 

Ahead. the corridor opens into 
another circular room. Piles of broken 
rock dot the chamber, and a splin· 
tered pick lies near the south wall 

This is where the goblins s truck and 
where the secret door that leads to the 
gobhn complex is locau~d. tfthe PCs 
bother to search through the rubble, 
ihey will find a number of broken spear 
shafts and a pool of dried blood under the 
northern rock pile. All bodies were 
removed and dispo ed of in the tunnels. 

5. Goblin Tun ne l. 

The door opens into a s mall, cramped 
tunnel no more than 4 · wide and 5 ' 
high. The passage is roughly dug and 
proceeds some distance int~ the 
mountain. A cold. damp chill fill s the 
rocky tunnel. 

This is the PCs' first. encounter with 
the dark domain of the Skull Crusher 
tribe. Dwarves and gnomes immediately 
recognize this passage as goblin handi· 
work . Elves feel uncomfortable away 
from the light and open spaces. As ~he 
PCs proceed into the tunnel , there 1s a 
60~ chance per torch carried that a 
breeze s nuffs it out.. Impress upon the 
PCs that lhe tunnel 1s tiny. The party 
must walk in single file, and anyone over 
5 ' tall must slouch. feeling especially 
confined. (Also remember the combat 
penalties in such tunnels. described in 
"Special Features.") 

6. Ala rm Roo m . 

The passage opens into a rectangular 
chamber. The floor is sandy, and small 
rocks tilter the area. Carved into the 
east wall is the leering face of a gob­
lin, the traditional greeting/warning 
ofa goblin lair. Another nan:ow tun­
nel, similar to the one by which you 
arrived, leads out of the west. wall. 
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The west half of the room is l1 10'-wide, 
6 '-deep pit covered by sticks, cam,as, and 
sand. It can be detected by any PC check­
ing for traps, pits, or secret doors. Any· 
one s tepprng on the pit must make a 
dexterity check on td20 to avoid falling 
in. PCs falling into lhe pit Lake l ·3 hp 
fnlhng damage. 

If anyone disturbs the pit (whether by 
fall ing in or moving the c?ver1n~l. lhe 
shrieker at its botl-0m emits a high 
pit.ched scream, warning the goblin 
guards an area 7. They, in turn. alert the 
rest of the Skull Crusher tribe. 

hrie ke r : AC 7: MV I : HD 3; hp 20; 
IAT nil: S D noise; AL N; MMl/87. 

7. First Guard Roo m . The condition 
ofth1s room depends on whether the 
shrieker at area 6 has alerted the 
guards. If the gobl ins have been warned, 
read the section below: 

Ahead is a small square room. A 
raised iron portcullis hangs in the 
entrance. and you must duck to pass 
below it . Inside the room you see a low 
wooden table with four bowls and a 
strange, crudely built device on 1t. A 
narrow passageway leads oul of the 
west wall. For a moment, you see a 
pair of red eyes staring back at you 
from the passageway; then they are 
gone. 

The goblin (hp 6: short sword) who 
peeked from the passage has been sent to 
Jure the rntruders farther into the tun­
nels. When he ducked out of sigh~. he 
went through the secret passage 1n the 
hall. 

lfLhe guards have not been alerted, 
read the following: 

Ahead 1s small square room with a 
narrow exit in the west wall. The 
room is dimly lit by a single torch that 
casts ominous shadows around the 
crude chamber. The entrance is 
blocked by a light portcullis. Through 
the bars you can see four gobli ns 
sitting around a low wooden table. 
They seem to be playing a game and 
are unaware of your presence. As you 
watch, one goblin places a rat's skull 
upon a square wooden platform. 
Above the platform is a rock a ttached 
by a thick rope to a wooden ~rm. T~e 
goblin smiles v1c1ous ly as ~1s cronies 
chuckle and place copper pieces on 

the t.able. He pulls a lever and the 
rock smashes the skull , crushing it 
with one blow. Curses and cheers are 
heard, and copper changes hands. 

If the PCs have no light and are very 
quiet. they can sneak back down lhe 
passage without disturbing the four 
goblins (hp 6, 4 Cx 2), 2; one club each). 
If, however, the PCs have a light source 
with them, the goblins notice them as 
soon as they pay off their wagers. 

Once the goblins become aware of the 
PCs they run out of the room through 
the ~stern tunnel. Half the goblins try 
to disappear into the secret door located 
on the right, 10' into the corri~or. Th~ 
other goblins take up a defensive pos1· 
lion in the low, cramped tunnel JUSt 
outside of area 7. If any goblin success· 
fully escapes, the ent ire dungeon is 
alerted to the intruders. 

If the PCs decide LO att.ack the goblins. 
the party gets one round o~ ~issilc fire 
with surprise and one add1t1onal round 
as the goblins flee into the western pas· 
sage. During these two ro~nds, the .PCs 
can attack with only magic or missile 
weapons because of the lowered.portcul· 
lis The only way into the room 1s for 
so~eone to make his bend bars/lift gates 
roll. or by means of magic: either method 
allows entry to the room after two 
rounds. 

A wheel on the east. wa11 can be turned 
to raise or lower the iron gate. Because of 
its location , the wheel cannot be seen 
from outside the room. It takes one 
round to raise or lower the gate usrng the 
wheel . 

8. Corrido r of 'l'raps. 

After the bend, the tunnel s tretches 
on for another 40 '. ending in wooden 
double doors. 

This corridor is nothing but a series of 
hidden pit traps. Each of the pits is 5' 
wide and 10' deep, filled with wooden 
stakes. Any PC stepping on a pit must_ 
make a dexterity check on ld20 to avoid 
falling in. Each PC falling into a pit 
takes 1·6 hp falling damage and 1s 
impaled by 0·3 (ld4-ll spikes. Each 
spike does 1.6 hp addiuonal damage and 
has a lO'N chance of caus ing a random 
disease, as per the Dungeon Masters 
Guide, page 14. Trap, pit, and secret door 
detection rolls apply here. 



The doors appear to be made of thick 
oak. A single iron pull-ri ng is located 
in the center of each door. The door 
hinges are on your side. so lhe doors 
should open southward. 

These doors are trapped. If opened, a 
rope on each door pulls on a rock that 1s 
carefully balanced on a thick board. The 
rock then falls from the board to strike a 
sheet-met.al drum m room SA. The lrap 
is undetectable without magical means. 
Lflhe goblins weren't alerted before, 
they are now (the noise can be heard in 
a reas 7 and 1 lAl. 

9. Warning ign. 

The passage you are following ends m 
a small alcove. Several strange runes 
are carved into the stone of the east 
wall. 

There is a locked gob Ii n door in the 
east wall. lf anyone can read goblm, the 
message printed on the door warns: 
" Bone slappers. Knee breakers. Skin 
rakcrs." This is a standard goblin warn­
ing that means, " Oon'l go here. It's 
dangerous." The gobhns Jell. this mes· 
sage here all.er the fi rst scouting party 
they sent down lhe eastern tunnel met 
the current occupants of area 10. 

JO. The tirge Room . 

Beyond the rune-<:overed door, you see 
a passage that 1s even smaller and 
more cramped than those you previ­
ously traveled. With some difficulty. 
you navigate the passage and emerge 
into a large rectangular chamber 
made offitled stone. The wall are 
smooth and polished, although appar­
ently quite ancient. 1b the north is a 
small alcove, to the east a passage· 
way. The chamber appears to be some 
son of temple, but to what de1ly you 
cannot guess. In the center of t he 
room 1s an ornate fountain filled with 
dark. stagnant water. Rismg out of 
the fountain is a statue. A figure is 
sprawled upon the floor near the 
fount.am. 

This ancient chamber was discovered 
by the goblins when they were digging 
this fortress. They were curious about its 
construct ion but wary of disturbing 
whatever old gods this temple once 

served. Before they could explore further, 
the goblins met the current residents of 
the chamber. 

Three stirges fly out of the fou ntain 
when the PCs approach, followed by the 
rest of the " flock" swooping down from 
above one round later. These creatures 
nest withi n thejutling stonework of t.he 
domed ceiling. leaving Lhrough a ir holes 
al night Lo feed. There a re five such 
holes, each 1' wide and eictending up for 
30' to l he ground above, apparently dug 
out by animals. The form on the floor is 
the shriveled, bloodless husk of on unfor· 
LunaLe goblin who cames only 5 cp ma 
rat.skin pouch. 

t irges CL8>: AC 8; MV 3/18; HO 1+ 1; 
hp 5 (X 10). 3 (x 4), I (x4 l; #AT l ; THACO 
19; Omg 1-3: SA drain blood; AL N; 
~Mlt92 -93. 

The statue in the fountain is of a 
humanlike cleric wilh piercing eyes and 
sharp features. She wears robes embla· 
zoned with mtricale patterns. In one 
three.fingered hand, the cleric holds an 
ornate scroll case. lfthe PCs spend one 
round search mg, Lhey discover thal the 
case is not stone and can be removed. It 
is locked, but a lhief or magical spell can 
open it The case contains a clerical 
scroll with the following spells: protec­
tion from e111~ 10' radius; cure disease, 
cure serious wounds. 

JOA . Someone' Home. This alcove is 
now the residence of a sand ling. This 
mass of sliding, moving sand is quite 
territorial and defends ils home (the 
alcove> againsi all intruders. The crea­
ture is invisible to infrnvision. It has 
three children that do not attack. It 
crawled here through the ceiling holes 
several weeks ago, undisturbed by the 
stirges. 

andling: AC 3; MV 12<6>; HD 4; hp 
23;/AT l ; THACO 17; Dmg2·16;SD 
spell immunit ies; AL N; MM21106. 

Young a ndlings C3): AC 3; ~1V 6(3); 
HD 1; hp 5, 4, 3; #AT nil; SO spell immu­
nities; AL N; MM2/106. 

108. Dead End . This 10'-long passage 
is a collapsed tunnel. The walls are 
carved with strange glowing runes that 
cannot be read by any means. Slicking 
out. of the fallen stones that block the 
tunnel is a three-fingered hand in an old 
gauntlet. The metal of the glove is of a 
quality and make unknown to current 
technology Clutched m the hand is a 
rcngof water breathing, If the PCs spend 
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four hours digging up the skeleLOn, they 
find a humanoid of unknown race and 
or igin clad m crushed and unusable 
a rmor. COM's note: This encounter is 
included for flavor and demonstrates the 
long history of these tunnels. Feel free to 
develop this ancient race further or lo 
leave it as an unsolved mystery.) 

11. Riverbed. and I IA. Spy Chamber. 

Ahead. the passage becomes a short, 
steep stai rcase leading down 16' to a 
four-way intersection. Directly across 
from you, an identical staircase leads 
up. Running east and west is an un· 
usual 10'-wide passage. Its 15'-high 
ceiling, fl oor, and walls are of a slick, 
light·gray mater ial like glazed 
ceramic. On the walls, from 10' above 
the floor Lo the ceiling, a luminous 
moss grows. The dividing line 
between moss and slick gray rock is 
very precise. A gentle breeze blows 
from east to west. From the west pas­
sage, you hear a low whist ling sound. 

This passage is the goblin-carved bed 
of an underground river. From area 13, 
the goblins control the now of water 
along this course If the goblins are not 
alerted, the PCs may walk a long the 
riverbed in either direction in relat ive 
safety. However, if the goblins are 
alerted, the party is watched by three 
goblin guard CAC 5; hp 7, 5, 4; one 
short bow a nd 12 arrows each; the 7·hp 
goblin has a drum) in area llA, a cham· 
ber separated by a I '-thick wall from the 
corridor and whose floor is 10' above the 
riverbed floor. The guards react LO the 
PCs' actions as follows: 

- If the PCs head west along the river­
bed. the goblins wait unlil the party is 
out of their infravision range (90'), then 
they return to area 13 and release lhe 
waLer (see areas 12 and 13 for details). 

- lf the PCs head east or split up, the 
guards beat their warning drum, signal­
ing the goblins in area 13 to release lbe 
water immediately. 

- If the PCs go up the north stairway, 
the guards run to area 13 immediately 
and tell Lhe goblins there to release the 
watedthe goblins will not beat the drum 
in this case). 

- If the PCs go back up the stairs lo the 
south, the goblins do nothing but wail If 
the adventurers don't return after four 
hours, the goblins send two from their 
group to scout. If the scouting party fails 
to return, the goblins wait another 12 
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hours and then send out onothor scout 
ing party If the second scouung party 
fmls lo return, the goblins relea e the 
river and seal off the s taircase at area 
11. If the PCs return to find o raging 
river, they may assume that the trouble 
''1th the goblins 1 over and the m1 ne can 
reopen Tuo Y.eeks later. hoy.ever. the 
mm n:l ar1! again gTeeted m the t)pical 
Skull Crusher f35hion 

- If the PCs find the 3" x6" :op.) slit 
that lends to area l lA !1t 1io 12 nbo"e the 
noor a nd cannot be found by someone 
iughtmg from the noor without the use of 
magic to detect traps- or lots of light and 
the right sk11Jsl, the goblins nee to area 
13 a nd relensc the water 

See area 12 for fu rther deuu ls. 

12. T he Ba in . 

I The hck Ooorcd passage you ore 
y, nJkmg along ends in a large. 30 
round natural chamber From the 
ceiling hong great brown red s tolac 
utes Wnter drips slowly from the 
spikes, cnusmg a ptngmg echo m the 
circular room. The Ooor of the chum 
ber is like a bowl, with sloping . 1de~ 
that are lightly grooved At the low 
e t . central point of the noor 1N a 5 · 
wide opening . Air rushing out of t he 
corridor and down the hole m the 
floor make, an eerie whistling sound. 

If the goblins are not alerted. th1b 
seems like an odd but safe chamber 
Because of the slickness of the fl oor, 
nnvone walk mg 1nu> the room must 
mnke 0 dexterity check On ld20 LO 8\'0ld 
slipping and sliding down mLo the hole 
Ach·enturen; who maintain their balance 
and look do"" n the hole see nothing but 
ink.> blockne . Should any PC foll into 
the hole, rend the "Swept Away" descr1p· 
uon' relevant parts, stortmg with a 20' 
fnll Lo a horizontal passage lending Y.e t. 
for lK'veral hundred feet. 

If the goblins are alerted, rend the 
following to the players: 

ddenly, the eerie wh1sthng 1s bro] 
n by the roar of dis ta nt thunder. 
e walls and noor shake a some 
mendous force rushes toward you 

The sound the ad,·enturers hear 1s o 
greal wall of waler rushing dO\' n the 
pat."llge loward them Ask each PC what 
he 1s doing at th1 time. Anyone who 
immediately states he is running bock 
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up the passoge to the stairs hos a chance 
of reaching them if his movement speed 
is hig h enough and 1fhe 1sclose enough 
to the sl81rs. The water noods through 
the passage, ma king the intersection at 
area 11 too deep to ford after only one 
round Thus, a character with a base 
movement rate of 12 Y.ho s tate he 1s 
running for the t1ta1rs mu t be within 
120' of the s teps 1n order to reach them 
in one round !Dwarves who happen to be 
m area 12 when the water 1s released are 
out ofluck without magical assr ta nee to 
their movements!> Each running PC 
must also make a dexterity check on 
ld20 to avoid foiling on the slick floor. in 
which case he 1s caught by the water. 

Other action ore possible, of course. 
aside from running The PCs mu.&t act at 
once in order to save themselve in some 
waJ For a ny PC Y. ho doesn't reach the 
tairs, read the following· 

The thunder grow louder and seems 
to be geuing closer The fl oor 
vibrates, a nd the breeze from the 
passage 1s turning cooler and 
i.t ronger. Suddenly, )'OU can M1e a 
great wall ofwoler coming toward you 
from the for end of the passage! 

The PCs are 1n t rouble If they can't 
think of a wny to top the water. escape 
1t, or rise abo,·e 1t, they"" 111 be swept 
away down the hole Because of t he 
wall's i.hckne . nnyone attempting to 
climb walls hos a 25"f penalty to his 
chance of success. 

For PCs who manage Lo rise 10' above 
the noor. read: 

No sooner arc you to safety than the 
wall of water passcs beneath you and 
into the chamber There, the water 
ru hes around the room in a great 
whirlpool. disappearing into the hole 
in the center of the floor Gradually, 
the 1nat1al rush of water subsides, but 
still a steady, w1f'l current nows 
beneath you. 

At this point, patience 1s the key Any 
aLLempts to climb along the moss· 
covered walls meet with failure, and the 
PCs fall into the w1f'l·mov1ng rwer. If 
the PCs wait, the river top flow ing 10 
minutes af'ler the Oood began. The com · 
dor slowly empties, a nd the party is able 
to walk safely again 

we ptAwoy 

Check with each PC who is struck by the 
waler lo find out his lust action If the 
PC took o deep breath, use the following 
breath holding durauons without modi 
ficauon Otherw1i.c, cut all uch Lllnel> m 
half. though allowing a one round m1n1 
mum ume for any PC to hold his brl•ath 

For PCs who foll into the mer o nd ure 
earned away. read the follow1ng <mod1fy 
slightly for those who bhp into the hole 
in area 12 1f the river 1s not nowm1o11: 

You are s wept w1 Idly along by the l 
raging torrent. Ahead of .)'Ou 1s o 
swirling whirlpool directly owr the 
hole 1n the chamber floor In 
moments, you are draggt'd do"" n 1 nto 
the funnel Over and over )·ou full und 
pm as you are hurled along o might.> 

underground river. Finally. your 
lung and body aching. you are 
thro'' n into calm water in complete 

l
dorknt> · - but you ore sinking. pulled 
down by your clothing. armor. und 
weapons! 

The sinking last.sonly a moment for 
any PC not so hea,rily encumbered that 
he cannot float. The PCs haw traveled 
an unde'l,~und n\·er tha t empties into 
an underground lake JUSl a few hundred 
feet from the mine. A PC who has tokl•n 
o deep breath con hold his breath under· 
Y.ater for a number of rounds equal to hu> 
con t1tullon iiCOre d1v1ded by thre{• 
<rounded upl. Strenuous act1 v1ty or lock 
of o deep breath cuts this ume in huff. 
but any churncter can hold his breath for 
at lt'nst one round <see the \V11</enu·s~ 

un1l·al Gu1d1t, page 43, or the 0 1111· 

gt•o11err':. urt•11.:al Gu1d1t, page 121 Thl• 
trip through the tunnel to the lnke takes 
one round 

The lake itself 1 in complete darknes:i. 
and 1t 1s 30' deep where the ri\-er pours 
into 1t from a IO'·w1de hole m LI can~ wolf 
only 3 above the urface of the lake The 
walls of the Ca\'C, OS well aS the river 
tunnel, are rough enough for a s w11nmilr 
to grasp a nd hold himself up Onc{• the 
waler now has ceased , survivon. may 
crawl back up the tunnel to area 12 
(though they must negotiate o 20' \ert1 
cal climb 1mmed1ately below area l 21. 

Detail on the underground lake nrc 
ten to the OM U> devise: th1 area could 
open up into a vast cavern net work 
under the enrth for future explorut1on 
See nreo 21 for other details: the river 
described m that secu on enters the lake 



some 300' from lhe e mpty ing point of 
oreo 12. ond PCs m the lake cnn ens1ly 
hear the wolerfoll's roar from lhis nreo. 

Any it.ems s hed s ink t-0 lhe bottom of 
lhe lake. There 1s only a 50'l chance of 
finding them m the muck of the lokc 
bed PCs must make a strength check on 
5d6 to ovoid losing any item they \\ere 
COIT) mg when they were b\\ept do" n the 
tunnel . 

13. The Rive r Gate. If the goblins 
hove not b<.>en alerted, reod the following 
to the ploycrs: 

I This 1s o lorgc chamber built ovl•r o 
15 ' d<'Cp dry channel. A stone plate 
i.cols the watercourse from whotever 
lies beyond the cast woll A huge 
wheel 1s localed m the northern !>CC· 

tion of the room. and o bridge spans 
the i;mooth chonnel Six humnn 
moles ore chained to the woll beside 

I ~~e "heel, watched over by four gob 
L:' guords 

This chumber 1. immed1otely od.Jocent 
ton vni.t undc11.rround river. A l ' thick 
<but ,·ery sohd l wall sepnrntes the chnm 
her from the m ·er cavern beyond ll Any 
one who ucce fully mnkes n hstening 
roll con hear n faint ronnng of \\Iller 
beyond the en t wnl I f&ee area 21 for 
more deuuls on the n verl 

The love ore captured town..,folk . n 
combmnl1on of mmen; nnd Sergennl 
F'ornd's men If, howe,·er, the gobhni. 
hove been alerted, the PCs find the room 
empty The goblins have token their 
humon slaves to nrea 14 

Thl" goblin. can conlrol the no,, oflh<.' 
underirround nver by ra1 mg nnd lower· 
mg the stone plnte !Al via the" h<.'el 
This plow 1s normally cloM.>d. 1>Cnltng the 
r1\"er outside the mom complex But 
whC'n lhe goblins need n fresh supph• of 
fii.h or" 1sh to nct1,·ate their rl\'er trap. 
the humon ore forced to turn thew heel 
This rtllM'S the :.Lone plote and noods the 
dry rl\e r bed The humans also cotch 
fish for thC' goblins when this channel 1s 
nooded. using nets thnt hong on the 
\\Oil 

love 161: AC 10, MV 12. :iero le\"i.'l 
humans. hp 4 ench. ! AT 1. T HACO 20. 
Dmg by \\l'Opon type <unarmed I; AL 
HlrlOUS good 

Goblin Ill hp 51 21. 4 I" 2>; oni.' club 
ond one dogger ench 

14. The Prison . 

I This long corridor is lined with s mall 
cells nlong the south woll There ore 
fou r such cells. eoch sealed by a 2· · 
thick barred wooden door with onlJ o 

• small hole for n \\lndow 

lflhl" fortre ha ' not been alerted, 
this room 1s empty except for cell A. 
which 1s occupied by ~rgeont F'ornd of 
Tullow's Pot. lfo wnscnpturcd 1n the 
mine a nd nung mto this cell. F'ornd 
knows little of t he gobhn oulpo l but 
agrees Lo aid thl' party 1ffrced He has no 
a rmor or weapons 

If the fort re. HI alerted. the sln"es and 
guards from orcn 13 ore here n well. 

Sergeant Fornd: AC 10, ~IV 12. F3: 
hp 12: 1AT l ; THACO 1 , Omgb) weapon 
type lunarmedl. AL LG 

A goblin tunnel lends south and "e l 
lo nren l lA. AnothC'r tunnel leads north 
to aren 15 

15. Foo d torngc. 

This cool s tone chomber 1s I incd w1lh 
helve. and filled with w1nous food 

stuffs Some things you cannot 1den· 
l 1fy, and othel'<\ you hope ore not whot 
they nppear to be ~luch ofthc upply 
i moldy ond rou1ng Tu·o keg si t I 
ogainst the north wall . ___J 

There 1s nothing of1mport.1nce 1n this 
room. 

16. The Worg Oen. 
,-

This lorge stone chamber 1s dimly lit 
through two crock 1n tht> cc1hng At 
the milky·" h1tc pool of water in the 
north\\e:.L corner, n \\ Org lo" ers its 
head to dn nk Scnuered about the 
room are mo n) more \\Orgs, rest mg on 
nest.s of mo SJ t,rrnss In the far corn~r, I 
~mother worg plays " 1th n \\Org pu~ 

Worg < 15 ndultsl: AC 6. MV 18; HD 
4 + 4; hp21 1.-:51. 19 1>' 41, 171 31. 13 
c-.: 31: IAT l ; T HACO 17. Dmg 2·8; AL 
NE; MMl 101 The pup hos l hpand 
does l hp damage with its bite ITHACO 
201; 1L 1s AC and has M\I 9 . 

E,·en 1f the worg:. cannot c:ee the PC . 
they can mell the PCs and arc surprised 
only on a roll of 1 on 1d12 Once lhe 
''org nre alerted to intruders, the ball IC' 
1s :.ure and sw in The worgi. gl\'e no 
quarter. nor do they nee 
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A 10 ' high tunnel carved by gobhns 
leads west out from Lhis nren, C'Xlcnding 
150' before exiling to the south some 
200' or 110 from a rea 1, but 150' higher on 
the mountum slope The exit from this 
tunnel 18 covered with bu he 1n such o 
way that it cnnnot be seen from area l , 
but 1L might be found 1f the PCs muke a 
determined i.earch of the aren before 
e ntering nren l Allow a S'l chance per 
turn of M?orching lnoncumulall\'CI for a 
PC to find this opening. but allow this 
onl) 1fthe players a nnounce their PCs 
are searching up the slope The opening 
1tsclf111only3 ' across. 

If the goblin were prcv1ousl) alerted, 
the worg nrC' notified and ore mndC' LO 
M:Oul nround oul1>1de <leaving through 
the \\l' te rn tunnel! to Stt 1f the PCs 
brought on) horses or other genr If the 
PCi. left. ony animals or h1rehngi; within 
200 yordt. of the m1ne's mom entmnce. 
the worgs uttuck them with intent to 
slny and eat them The OM must play 
out this fight as seen fit Other equip 
m('nl !weighing 50 lbs. or les.'>l 1s co med 
by worg mouth to orea 16A 

T he haded Areas 

The PCs ure about to enter the main trap 
-.ecuon, shaded gray on the mop larcn 
17 251. The descripuoru; l,'l''en u..-.sume 
lhat the goblins hove been nlerted lo the 
PCs' preM?nce. If the part.) ha been 
clc"cr and the goblins a rc still not aware 
of ml rude rs, all rooms m this nren ore 
complete!) u nguarded As such, th1 
1>Cct1on 1!1 defended only by rnndorn 
patrols Arens should be described with· 
out refert>nccs to their goblin 1nhab1lonls . 

While the PCs ore exploring this ~>c · 
uon, roll ld6 for random encounten. 
every game turn On a roll of l , o gobhn 
pntrol 1s encountered This patrol con 
sl'>ll.Of •'< goblin lhp7.31x31.21 x 21; 
one :ipenr and one short sword each I from 
area 26 Their leaderHhe gobhn with 7 
hpl cnrnes a horn 10 order to alert the 
complex 1f nece ary One goblin Ill the 
patrol curries a torch and may be spotted 
from a d111ta nce. Likewise, the polrol 
could spot the PCs' light source The 
sound mode by n goblin's horn carries for 
200 underi,'l'Ound: subtract 50' for every 
door the sound must penetrate 

If a patrol leader manage to sound his 
horn and alert other goblins. treat all 
further room os nlerted 'I'm!>$ and 
rooms ore no" all manned, and those 
that were ens1ly na\'lgated or sprung enr· 
her arl.' reset and oil the more dangerous. 
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AREA 18 
Upper Level 

17. Ha llway Inte rsection . 

If the PCs were detected by the goblins 
at area 11 . read the following: 

As you ponder which d1rectton to 
take, your thoughts are interrupted 
by a low rumbling sound from the 
south. You move to the staircase t-0 
determine the cause of the sound and 
see the east·west passage you recently 
cros ed fill with a dark, rushing river. 
In the distance you hear the sound of 
a drum. slow and rhythmic-like a 
heartbeat. 

The river in the east·west passage is 
10' deep and very swin. It 1s impossible 
for anyone to swim across. but the party 
could navigate the crossing by means of 
magic (waler walk, fl>: or leu1tate spel Isl. 

The goblins 1n room 11 A know how 
many invaders have entered their tun· 
nets. They beat their drum and keep t he 
r i,•er flowing until nil invaders ha,•e 
been captured or killed by the goblin 
horde. 

If the PCs have somehow gotten past 
the goblins at area 1 lA without alerung 
them. read the following to the players: 
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You come to a 1'·10tersect1on. 1b your 
lefl is a narrow passageway. Tu your 
right. the corridor is wider and con· 
t inues on until it fades into darkness. 
You can see a single opening on the 
north side of the eastern corridor. 

18. Death From Above. 

As you walk down the hall. you see 
that the corridor continues for 30' and 
then ~omes a staircase leadmg 
down toward a pair of wooden doors. 
Suddenly, the silence 1s broken by the 
twang of several bows. There are 
goblins firing at you from a rrow slits 
located above the stairs. 

Six goblins thp 5 lx2), 4 <x 2). 2 <x 2n 
are located in a room above the staircase 
lsee diagram>. Tu·o goblins have one 
dagger each and control the traps. The 
four goblins with short bows and 12 
arrows each shoot at the PCs until two of 
the goblins are dead. Shooting these 
goblins is going t.o be difficult for the 
PCs. as the goblins a re firing through 

narrow sh LS ( + 6 bonus to armor class>. 
These archers are here to force the PCs 
t-0 rush unthinkingly down the stairs 
t-Oward the wooden doors. The arrow slits 
aren't angled downward. so the gob! ins 
are unable to fire al the PCs while the 
laLLer arc on the stairs. The slits may be 
detected as traps by anyone with enough 
light and the proper skills or with the 
proper magic. 

If a PC successfully attempts to find 
traps before stepping off the stairs, he 
notices the points of a crude portcullis 
protruding from the ceiling above the 
bottom step. PCs who stop on the stairs 
and peer ahead may roll to detect traps 
again <if this can be done). Those who 
make their rolls notice murder slits in 
the ceiling. 

The goblins wait patiently above for 
the PCs to set off the gate trap. The dou­
ble doors pull open normally bul reveal 
only a stone wall. When the doors are 
opened, however. the gale comes crash­
ing down. Any PC standi ng directly 
under lhe gate must make a dexter ity 
check to avoid being struck by the gate. 
Anyone hit by the falling gate t.akes 2-12 
hp damage and is pinned beneath the 
gate. lnkmg 1 hp damage per round 
thereaner unl1l lhe gale is It fled . 

Once the gate has been dropped, the 
goblins begin their attack. First. they 
open the bottom on a cage of 12 giant 
centipedes that sits over two of t he mur· 
der holes, letting them all fall down the 
holes onto t he PCs. This takes two 
rounds; the centipedes begin to allack on 
the third round. On the fou rth round. the 
goblins begin s hooting arrows through 
the murder holes al lhe PCs. The goblins 
conunue to attack until four of the six 
are dead. Once this happens, the goblins 
run away to report whal has happened. If 
the PCs are stall trapped below, the gob· 
I ins return with 10 reinforcements (with 
the same stat istics> aner eight rounds. 
PCs may use their bend bars/Jin gates 
rolls to escape the trap. 

Giant centipedes 02): AC 9; M V 15; 
HD 1/ 1; hp2 (x 6l, l (x6>;1AT l ; THACO 
20; Dmg nil; SA poison; AL N; MM 1114. 

19. Pit of pikes. 

As you turn the corner, the passage 
widens to a more comfortable girth. 
Ahead of you 1s a IO'·long, 8 '.wide, 
lO '·deep pit full of dark, brackish 
water, out of which rises a carpet of 
gleaming dagger·size spikes. On 



either side oflhe p1l is a narrow walk­
way. Beyond the pit, a narrow side 
passage opens to the west at the end 
of the tunnel. 

The pit's bottom 1s actually JUSt an 
inch below the surface of the waler. 
There is enough room to navigate 
through the spikes if a PC is careful and 
makes a dext.erny roll on ld20 at +4. 

On either side of the pit corridor (con­
nect.ed by a 3'.w1de tunnel that runs 
around the pit) are two guardrooms. each 
manned by four goblin <AC 7: hp 3 
each; one spear each). These goblins 
guard this sec lion of the outpost. The 
~all bet.ween the p1l and the guardrooms 
1s pierced by a number of3" -diameter 
concealed holes. The goblin's orders are 
to Jab their spears through the slit.s to 
push intruders ofTthe walkway and mto 
the pit. 

If o. PC examines the walls ad.Jacent to 
the pit, he can find these holes by rolling 
to find traps. Any PC looking through 
one of these holes sees a red beady eye 
looking back-followed two ~conds later 
by a spear point. 

PCs moving along the walkway and 
unaware oflhe holes(or not. Laking any 
precautions) are att.acked by the goblins 
at +3 Lo hit in lhe first round. PCs who 
take precautions are alt.acked al normal 
odds. In a.ddition to 1-6 hp spear damage, 
any PC hit must make a dexterity check 
0!' ld20 at-2 to avoid tumbling into the 
pit. Adventurers who fall into the pit are 
impaled by 0·5 Od6-l) spikes, each doing 
l-4 hp damage, a nd take 1·6 hp falling 
damage as well. The sides of the pit are 
s mooth, placing a -30% penalty on all 
climbing rolls. 

The gob Ii ns cannot be att.acked except 
by weapons such as spears. arrows, etc., 
but each has a +6 bonus lo h is armor 
class. The walls between the guardrooms 
and the pit corridor a re I ' thick. 

20. Dark Passage. 

The narrow passageway you have 
been traveling opens out LO the north 
and becomes 20' wide for 40' of its 
length. You can continue lo walk 
along the south half or the corridor. 
but the northern half is a 10'x40' 
pool of dark water. 

If any PC enters the pool. read the 
following: 

AREA22 
Side View 
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As you enter the pool, you notice two 
things. The first is that the waler is 
extremely cold. The second is that 
something just bumped your leg. 

This pool of water is 4 ' deep and very 
cold. The goblins keep live. blind, albino 
cave fish in the pool for lat.er consump­
tion, and the wat.cr a nd fish are quite 
harmless. The water is there to keep 
intruders away from the north wall, 
where concealed arrow slits have been 
carved to blend in with the stone. Any 
PC _who makes a roll to detect t ra ps 
notices these openings. 

'J\velve goblins CAC 7: hp 4 Cx6), 3 
(x 6); one short bow and 12 arrows each) 
ma~ the arrow slits (three slit.s per 10' 
section). lflhe arrow slits haven't been 
detected, the goblins wait until the PCs 
~each the center of the room before open· 
mg fire. No more than fou r gobli ns may 
fire at one PC in a single round because 
of the narrow field offire offered by the 
arrow slits. 

The goblins gain a + 6 bonus lo their 
a r mor classes against missile fire while 
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m this .area. Once six of the goblins have 
been killed, the remaining goblins panic 
and flee. 

21. The Ledge. 

The tunnel ends here m a cliff that 
over looks a vast underground river. 
The water runs swiftly, creating a cool 
breeze m the great cavern . The river 
is about 30' wide and flows several 
feet below the ledge, heading north at 
a rapid rate. 

This is a place of relative safely where 
the PCs can rest and take time to think. 
The goblins are afraid oflhe ledge and 
will not approach unless severely threat­
ened by their leader, Grishog. Anyone 
who falls into the river here is deposit.ed 
in the underground lake described in 
area 12 ("Swept Away"). in just the same 
manner as previously noted. The river is 
fl owing north, but it cur ves LO the west 
as it goes. Any PC in the river reaches 
the lake in 1.wo rounds. 
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AREA23 
Side View 

22. The Rat Room. 

The tunnel passage, dug directly from 
lhe living stone. is cramped and clo-e. 
You can walk only in single file, and 
e\•en so. the larger members of your 
group are uncomfortable at best. As 
you approach a bend in the tunnel you 
stop. startled. The expression on the 
face of the goblin looking back al you 
reflects your own. But before you can 
navigate in the confined space. the 
small humanoid vanishes around the 
bend, out of the glare of your torch· 
hght. You peek around the tunnel 
bend and see that the passage opens 
some 20 ' ahead into a 10'-wide area. 
A pair of double doors stands closed at 
the end of the passage. The goblin is 
nowhere to be seen. 

This goblin is encountered whether or 
not the complex has been alerted. He 
escapes through the secret door in the 
east wall of the corridor. moving LOO 
quickly to be caught. 

The final 20 ' of this passage has a 
sloping floor of polished stone covered in 
a sweet-smelling mixture of honey and 
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molasses. Under this goo is a layer of 011. 
PCs lose their footing on this slippery 
surface unless they each pass a dexterity 
check on 1d20 at + 4 every 10'. A fallen 
PC s lides across the angled floor and 
becomes covered in goo. Al the end of the 
passage, the PC's weight pushes open 
the doors, which are actually quite light 
and hinged at the t-Op Csee diagram). The 
adventurer falls 20' to land on the floor 
ofa 30'x30' chamber<22A>. taking 3-18 
hp falling damage. 

For those PCs who have fallen into 
area 22A. read the following: 

You are in a 30'x 30' chamber. Bones 
litter the floor, and large cracks open 
into the rough·hewn walls. As you try 
togetyourbearingsand wipeofTlhe 
goo that covers your armor and cloth· 
ing, you suddenly realize you are 
being watched. Dozens of pairs of eyes 
glare hungrily at you from the dark 
crevices. Then they begin to move. 

The eyes belong to giant rats, kept 
hungry by the goblins and attracted by 
the sweet. smel I of the gooey mixture on 
the floor. In the first round, 1-20 of the 

creatures attack each PC furiously. If 
any PC enters the maze of tunnels 
beyond the cracked walls, he meet.s 1-4 
rat.s every round until he encounters a 
total of20 more. Only dwarf-size charac­
ters and smaller can enter the maze. and 
they can light only one at a time within 
the tunnels, at -4 to hit. Rots can allack 
from above, below. beside, and in front of 
the party within the tunnels. Lying in 
the rat lair (at area B ) is a short sword + J. 

Giant rats: AC 7; MV 12//6; HO ih; hp 
3 each; IAT l ; THACO 20; Dmg l-3; SA 
disease; AL N; MM l/81 . 

23. The Gate Trap. 

Before you, the passage widens inlo a 
lengthy 30 'x 40' chamber whose ceil­
ing rises to a height. of20 '. A passage· 
way leads out. oflhe room directly 
across from where you stand. The 
chamber is barren Sa\•e for a small 
pile of stones in the center of the 
room. 

If a PC stales that he is examining the 
ceiling. he has a 20'k chance to notice 
that the ceiling appears to be covered in 
canvas. In fact, it isa false ceiling com· 
posed of two metal gates covered in 
rough. dirty canvas that looks like rock 
from below. 

When the PCs reach the center of the 
chamber. hidden goblins above release 
t.he gates, which swing down lo cover the 
doors and seal the party into lhe room 
(see diagram). Any PC st.anding in the 
room within JO 'ofoneoft.he e ntrances 
must make a dexterity check on ld20 to 
avoid being s truck by a closing gate. 
Those who fail their checks take 2·12 hp 
damage and are thrown outside the 
room. Adventurers who make their rolls 
are trapped inside the room with the 
others. Once the trap is sprung, the PCs 
can see the entire room. 

In o matter of seconds, both entrances 
are sealed with a great echoing crash. 
Above you. the chamber rises beyond 
the false ceiling. A 4 '.wide walkway 
can be seen running around the 
length and width oft.he room, and 
standing on that. walk way are nu mer· 
ous goblins with nocked bows. 

Goblins 08): AC 7; hp 4 Cx 6), 3 Cx 4), 2 
( x 8>; short bows, 24 arrows each. 



Aner the goblins' first missi le volley, 
roll for ini t iative. The goblins continue 
to fire round afier round of arrows al lhe 
pa rty until 10 gobli ns have been killed 
or the party surre nders. Once I 0 goblins 
ar(' dead. the remaining goblins nee 
through the nearest. door. 

Because of the gates' enormous size, 
anyone attempt ing t.o !ill them has a 
-151k penalty t.o his bend bars/lill gal.es 
roll. Another way t.o lift the gal.es is t.o 
use the control wheels al the west side of 
the upper walkway. Two persons working 
together can turn a wheel t.o raise one 
gate in three rounds. One person alone 
must make an open-doors roll t.o success­
fully turn a wheel and lift a gate Conly 
one such roll allowed per PC>. 

Tu reach the gate controls. someone 
must cl 1mb up to the ledge. This can be 
accomplished by a thief climbing the 
wall or by climbmg up one of the canvas· 
covered closed gales. Climbing a gate is 
si mple, requiring no roll and taking two 
rounds. 

24. The Chimney. 

This was a natural cha mber further 
shaped by goblin ch isels. Blue-green 
stulagm1tes and stalacti tes cover the 
noor and ceiling, respectively. Small 
pools of water dot the noor. Al the far 
end of the room is a 4 '-diameter open· 
ing in the ceiling. next t.o the north· 
west corner 

The PCs find nothing unusual in the 
room until they approach the openmg in 
the ceiling. As they draw near the hole. 
they notice that a number of handholds 
have been cul into the stone walls at the 
corner. 

This opening is actually a natural 
stone chimney that the gobli ns use to 
con ncct the Ii rst a nd second levels of 
their complex. The chimney goes 
lraighl up for almost 30' t-0 exit in room 

24A. From the room above, two goblins 
<AC 7; hp 6 each; one short bow and 12 
a rrows each) peer down into the room 
below using their 90' infravision. The 
moment they sec a ny heat in area 24, 
they lire their arrows. lf a PC stands 
beneath the opening and looks up, read 
the following: 

Above you , the opening becomes a 
tunnel leading straight up. The hand· 
holds on the wall continue all the way 
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up this natural st-0ne chimney. It. 
appears that t he chimney ends m 
a nother cha mber 30 ' above. You 
notice two pairs of red eyes peering al 
you from the upper cha mber- then 
you hear the twang of goblin bows. 

After this initial volley, the gobli ns put 
aside their bows. On every t hird round 
thereaft~r. one of the goblins risks a 
quick gla nce down the shaft to see if 
a nyone is climbing up. 

The goblins wait unt il any climbing 
PC is 10' from the top before push ing a 
large rock into the chimney. A PC in the 
chimney must make a dexterity roll on 
ld20 at.-8 to avoid being struck for 2· 12 
hp damage. In addit ion, any PC struck 
by the rock must make a st rength check 
on ld20 at -5 to avoid falling down the 
chimney a nd taking an additional 6-36 
hp damage. 

The goblins have only two large rocks, 
but they continue lo guard the passage 
with their bows until a PC is almost to 
the lop. Then they slip out of the room 
through the secret passage in the north 
wall. 

25. The Water Room. 

Ahead of you. the east·wesl tunnel 
opens mto a cavern. but there is no 
noor at this level. Something moves 
beneath the surface of the still waler 
that fills the room to with in 10' oflhe 
ledge you stand upon. An opening 
across the pool to the easl indicates 
that the tunnel continues, but the 
only way lo navigate the expanse 
without spells is a 10'.square, 6 '·high, 
melal·framed cage attached lo heavy 
ropes and operated by a pulley. 

The cage is a barred construction. open 
on two ends. that is suspended from 
ropes at the top. The ropes arc stretched 
between two pulleys thal are secured lo 
the wall on both ends of the expanse (see 
diagram). The ropes pass within the cage 
a nd can be pulled to move the vehicle t.o 
the other side. 

Though the easily delect.ed presence of 
goblin footprints around this area shows 
the cage is well used , il is a lso a trap. 
Anyone who successfully detects traps 
on the cage notioes that there are two 
heavy, spring· mounted cage doors set lo 
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each side of the opening into the cage. 
The doors, if properly triggered, will 
snap shut and seal the cage 

lfthe goblins were alerted ond PCs 
atwmpt to use t he cage. the cage Jerks to 
a halt halfway aero: the pool. stopped 
by wooden blocks knotted onto the rope. 
A trapdoor opens in the ceiling, and o 
hook on a 15 ' wooden pole is lowered by 
four goblin CAC 7, hp 4 each: one club 
each) hidden in the area above. With t he 
hook, the goblins can trigger t he cage 
doors to shut in one round. the cage doors 
can be opened by magic or by a success 
fut bend bars/hfl gates roll. However, the 
goblins next. attempt to detach the rope 
from one of the side pulleys, thus drop· 
ping the cage into the water This 
maneuver tokes 3 6 round. There ore 
narrow openings m the north ond south 
walls that lead out of the upper chamber 

In the water live an olb1no, ubterra · 
nean giant eel that is quite irritable It 
quickly attacks anyth1 ng that enters tt.s 
domain Hov.ever. there 1s a 20'l chance 
that the falling cage v. tit hit the e<>I and 
do 3·18 hp damage to it land that will 
really make 1t mad'> 

Gia nt eel: AC 6. MV 9 , HD 5, hp 35, 
I ATl , THACO 15, 0mg3 18;ALN, 
MMI 36 

26. The Gua rd room . 

This appears to be a borracki. for the 
goblins Along the southern wall, 
numerous cot !several of which are 
occupied> are arranged in a somewhat 
orderly fashion. A banner hangs on 
the nort h wall : 1t depicts a kull 
crushed by an axe thotjuts from its 
gleaming dome 

This 1s where the goblintt asiugned to 
th1 secuon of the outpo l live and where 
the random patrols or1gmote The 10 ofT· 
duty goblin !AC 7. hp 7,51Y51. 3<x2J, 
I < x 2l; one short sword each I engage the 
PCs until half the goblins' number are 
killed. then they nee to area 19A If the 
goblins v.ere alerted, they have lime to 
pull their sh1eldt> from under their beds 
!AC 61 and set up a defen 1ve wall v. nh 
the beds, slov.1 ng the PC ' pa.,sage 
through the room 

Among the goblins' prited po ion . 
the PCs can find a tufTed rat on a suck, 
54 cp, assorted bone.)l'welry. and a 50-gp 
ruby hidden under a cot 
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27. Cru h the kull Arena . 

I The door opens into a chamber lit 
only by whatever light )'OU hO\C 
brought with you-and that light 
doesn' t reach ,·ery for in here The 
echoe tell you that the room ahead 1s 
huge; the walls and ceiling must be 
for away. Your light source re'•eols 
t hat the secuon of floor you con sec 1s 
d1v1ded into 10' squares by lines 
etched 1nU> the stone Dork shuns 
co,•er t he not, rune covt>red surfact>s 
From behind, you hear t he clang of o 
gate dropping Across t he room. o 10 ' 
opening of light appeor11 m the for 
wall A dr um begins Lo beat, and I laughter echoes through the dorkne"-s 
abo,•eyou 

This 1s a replica oflhe famed Crush the 
Skull arena rn lhe goblin'-. capital city 
Gri hog so love'> the port that ht.> h.td his 
troops build this i.tod1um to i;uu, f) his 
compeuuve spmt There are 30 !-<tUarcs 
on t he floor belov. 30 hong1ng boulder-. 
Next to the orena 1s the control room und 
gambling hall <area 27 Al. Coblmi. love a 
good game ofCru:.h the Skull and placC' 
outland1 h beu. on the outcomes or 
matchei.. 

The PCs rind that a vcr) heav) steel 
portcullis hos trapped them 1n the arena 
Only magic or a bend bars l 1n gales roll 
fat - 25"f >will allow escape The only 
other way out 1s through t he opening 
across the vast chamber. 60 away Th get 
there. they need only dodge t he foiling 
boulders and avoid having their skulls 
crushed. 

As the PCs walk through the chamb<>r, 
their light sources reveol t hat each floor 
square is d1.-eorotcd with u d11Terent 
strange symbol Each llmt.' a PC moves 
into a new quare, the goblins drop the 
boulder suspended from lhe ceiling 25' 
above it The boulders 1nfl 1ct 2 20 hp 
damage each ITHACO 131 Roll to hit 
each PC tand1ng in the <;quare v. hen the 
boulder drops If hit. o PC con roll a 
SO\'lng throv. \ 'S paralytallon for half 
damage Each i.quare bears the S) mbol 
ofone of the competing goblin lfa PC 1 
hn, loud cheers accompanied by on 
equally rowdy choru of boos and h1~s 
lilt the arena In the arena. with huge 
stones dropping from abo,·e, the sound 
of t he unseen goblins can be very d1~on 
cert mg. Afier a stone has dropped over a 
square. lhat square may be reentered 
safely therean er 

The gobli ns ore protected behind arrow 

s lits that line the south wall of the 
arena They control the tone with 
levers and pulle) located 1n thu; area If 
the PCs ei.cnpc the arena, the goblins 
1mmed1ately ollock them in the narrow 
corridor. to prevent any of the Pei. from 
reaching areas 29, 30, and 31 

Go blins <30l: hp 6< 1< 61, 51x61, 4 c > 61. 
3 O< 61. 2 cx61. lhose v.1th 4 hp are AC 7 
and ha,·e one short bow and 12 arrows 
each, and the rest are AC 6 and have one 
short sword each llhe1r shields are slung 
on their backs al the momenll. 

28. T he Waste Roo m. 

r This 11, u small, irregular room that 
appear-. to be some sort or garbage 
dump A!'M>rted ormor, weaponi;, 
furniture, clothing, and onimul parts 
ore st rewn m every d1recl1on Objeels 
glitter here and there from mounds of 
corroding metal A chest its atop one 
pile, and a long sv.ord ISJUtling from 
another 

When an) PCs enter the room. 11 p11.>cl• 
ofi,'l"t.'en slime foils from the ceiling 
townrd one PC per round The goblins 
use the i;lim<.' to slowly dissolve their 
garbage 

One trap on the chest wai; set ofT"' hen 
t he goblins tried to open it: three goblin 
were k11lt.>d by poison gas. Fearful of 
more traps. they dumped the chc t 1n 
here and wrote ofT whatever treasure 1l 
might contom as too dangerous to 
obta in A second trap. a po1t.0n needle 
lsave vs. poison or d1el, is h idden m the 
lock cla:.p. The chest contains 300 gp 
The long sv.ord 1s nonmagical but m 
good cond1uon ltt was accidentally cost 
os1de v.1th a pile of old animal skins>. 

Green lime: AC 9: MV nil. HD 2. hp 
13. IAT l drop per round; THACO 19 
!chance to hit b) droppmgl; Dmg pccml. 
SA dissolves nesh in 1-1 rounds. destroys 
metal; D unharmed by weapons or 
pellslexcept fire. cold, and rurr df.'1rase1: 
AL ~. M~11 49 

29. T he Commo n Roo m. If the PCs 
get th1:. far v. h1le the fortrei.s 1s still not 
alerted, th<.' tables m this room are in on 
upright po 1uon and t he goblins are 
m1lhng about or sleeping If, as is likely. 
the fortre has already been alerted, 
read the following to the playen.: 

This room is a hodgepodge of scat· 
tered bedding, dirty clothing, crude 



furniture, and garbage. Tables have 
been overturned Lo form a barricade 
in the northwest corner oflhe room. 
llluminataon is provided by a single 
torch stuck an the skull of a great 
owlbeor placed in the center of the 
chamber. The skull has been picked 
clean and is resting on a gnarled log. 
As you scan the room, you notice a 
small, helmeted head peer at you 
from behind the table barricade. The 
silence is punctuated by a single 
drum beat that sounds every few 
seconds. 

The forms behind the barricade are the 
16 goblins (hp 4 (x8), 2 (X8); one light 
crossbow, 12 bolts, and one hort sword 
each) charged with defending the holy 
shrine ofMaglubiyet should any hen· 
then sun-dwellers gel this far. When the 
PCs enter, the goblins attack with their 
crossbows(gaining + 4 bonuses to their 
armor classes vs. missile fire). They do 
not draw their swords until absolutely 
necessary. Ho.,..'e\'er, one overzealous 
goblin screams " Maglubiyet!" and leaps 
over the barricade al the PCs after the 
first volley of bolts. 

The moment that the goblins are 
forced to enter hand-to-hand combat 
with the PCs, they si multaneously let 
out howling screams as they enter 
baule-and every worg in area 16 comes 
to the attack two rounds later. 

30. Maglubiyet's Shrine. 

You can tell a holy place when you see 
one, even if it is dedicated to some 
heathen goblin deity. You recognize 
th as place as Maglubiyel's shrine, a 
vile place of worship devoted to tor­
ture and war. The chamber is a natu· 
rat hollow in the mountain itself. 
St.alacti tes and stalagmites fill the 
room, surrounding a statue of the 
goblin god, his bloody arms and hands 
spread before him in ant icipation of 
some dark offering. The jagged noor 
and ceiling are adorned with the 
skulls of dwarves, gnomes, and ores. 
Implements of war, torture, and trap 
building are lovingly displayed. 

There are four goblin guards CAC 5; 
hp 6 each; one spear each, and one beats 
a drum) here along with a goblin s ha· 
man <AC 5; HD ld8+5d4-l {casts spells 

as C6>: hp 19; THACO 17 (as 4- 1 HO); 
scale mail, shield. club; see Legends & 
Lore, pages 90 and 125. and theDMC, 
page 40). The shaman wears a gray. 
green cloak and a conical hat as well as 
his armor. He has the following spells: 
cause light wounds, darkness, protection 
from good. chant (X2), ougury Cused), 
dispel magic. cause disease. The shaman 
has a Sil chance of spell failure per spell 
(wisdom 12>. He fights lo the death to 
destroy these dangerous intruders who 
have ruined the Feast of Maglubiyel. 

The statue of Maglubiyel is the focal 
point of the Skull Crushers' worship 
~rv1ces. The idol has a powerful evil 
aura and conslantly radiates protection 
from good (penhe spell>. lf touched by 
anyone of lawful-good alignment, the 
statue inflicts 1-lOhpdamage. The 
statue is AC - 1 and takes 100 hp to 
destroy. 

Behind the statue is a secret compart· 
ment an the floor where the sacred trea· 
sures of Maglubiyel are kept. The 
compartment can be found by a normal 
roll to find secret doors. Inside are the 
following: 339 gp, 1,112 sp, 432 cp, an 
ornate bone club decorated with a 
slightly nawed opal (value 300 gp), and a 
staff of c11rrng (eight charges). 

31. The Grea t Hall of Grishog. 

You enler the short hall beyond the 
secret door and see that it opens into a 
gigantic, hollowed-out chamber. The 
area is lit by a single 10'-diamet.er 
stone brazier in the center of the 
room. The blazing fire within lights 
only the central area. In lhe shadowy 
reaches, great stone formations rise 
from floor to ceiling. These natural 
pillars have been removed from the 
central area, thus creatang a huge 
meeting hall . 

A.cross from you, on the other side of 
the ftre, is a great stone throne deco­
rated with bleached skulls and dyed 
pelts. Seated upon the throne is a 
rather small goblin wearing an over· 
sized crown of polished silver and a 
bearskin cape. His left hand rests 
upon the pommel of a gigantic bas­
tard sword. A great shield leans 
against the throne beside it. 1'wo 
worgs sil beside an ornate chest at his 
feel, their crimson eyes watching yollr 
every move. Around the throne, an 
honor guard of 15 goblins stands at. 
the ready, their weapons poised. 
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The creature on the throne-small 
even by goblin standards-is Gu nth (AC 
7; hp 3; dagger- he cannot wield the 
sword or shield), Grishog's steward. 
Gun th is currently out of favor for spill· 
ing the lieutenant's special brew during 
a party held days ago to celebrate the 
conquest of the mine. Gun th now has the 
" honor" of greeting the PCs and acting 
as bail. The 15 goblin gua rds (AC 7; hp 
3 (x8), 2 (x 4), 1 (X 3)) have one club each. 
The worg have 14 hp each Csee area 16 
for their statistics). 

The object of this grand diversion is to 
draw the PCs into the chamber. Gunth 
has orders lo attack these powerful 
invaders, and Grishog has promised Lhat 
he wall order the main goblin force to join 
the battle. However, Grishog plans to 
allow the PCs to defeat Gu nth, thus 
making the party overconfident. He has 
no intention of aiding his clumsy steward. 

Grishog and the ma an force of goblins 
and worgs are in area 3JA. a secret corri· 
dor that surrounds the main chamber. 
They watch the main chamber through 
concealed holes, waiting for the PCs to 
enter the room and for Gu nth lO carry 
out his orders. 

Gunth and his troops fight to the 
death, shouting "Mog Grishog!" <"Hail, 
Grishog!") as they fight. 

Aller the battle, Lhe PCs have a 
moment of quiet lO search the chamber. 
Allow them to think they have killed 
Grishog and his elite guards. Let them 
search the chamber before you spring 
the next surprise on them. 

The PCs will see that the throne is a 
large chair carved out of the very stone of 
the chamber. Gnome, dwarf, ore, and 
human skulls adorn its back and arms. 
It is much too large to ha\•e fit Gunth 
comfortably. The bastard sword of intra· 
cate workmanship is sized for a human 
and is obviously well cared for. The 
shield. 5' tall and kite shaped, is also 
much too large for little Gunth. 

The chest at the fool of the throne is 
trapped with poison gas and locked. If 
thistrap1ssetofT. PCswithan lO' ofthe 
trap must save vs. poison or fall asleep 
for 1-10 rounds. The chest is another 
decoy, full offish bones gnawed clean. 

Suddenly, the still of the chamber is 
disturbed by a low rumbling and a 
terrible grinding noise. The sound 
comes from the entryway, where you 
see a great iron portcullis quickly 
dropping. It crashes to the noor. echo· 
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I ing loudl) Then lhe l'Choe~ die. and 
silence sleals O\'er lhe grnnt chamber 

MomenU; pass. Then. faintly an lhl' 
d1slance, you hear the sound of n lone 
drum beating It ISJOaned b) nnolher. 
and lhen another. Soon the \'Cr) \\alls I ~re vabrallng to the c:ound of dozens of 

l_!tobhn drums. 

The portcullis as e1opccaolly lorgc. with 
lhick bars ond heavy, spiked Y.ctghliJ. 
The P 's cannot lift the gate becnui;<> lhe 
gobhn1o an room 31A ha\'e Jammed al 
from oboH• The thick ban. nre C"!X'CIUlly 
hnrd to bend < -25~ to Pei.' bend bar.- tan 
gales rol1<11 

A!lk lhe PC:. to lell you" hnl lhe.\ ore 
doing Lel lhem allempt "'hntever the) 
"'ant- prepare ·pells. pos1t1on themscl 
,es defensively, hide, etc Each PC 
should ho'e a chance to nnnounn• his 
actions before lhe next event occun. two 
rounds Inter 

[Ju ta the sound becomei; unbenr 
able, all the drumi. i.top at oncl.' All 
about the dam reaches of the chamber. 
crack1o began to open an lhe i;tonl? 
walls. And from them, thl' n.•d eyes of 
~ore of gobhns slare v1c1ously .at 
you As the goblins enter the chamber 
and stand qu1etl) around 1ts perame 
tcr, )'OU guegg that there are over 60 of 
th€.' foul creutures surrounding you 
Among th€.'m ore half n dozen worgs. 
From the enem,•'s ranks. an espe 
c1alh ''ensel ·like gobhn walks forth 
and oddre!k-e:. you an clear Common. 

I "H1i. mo t powerful self, Gra!!hog. 
am ates \ 'OU to loy do" n your arms ond 
enJC>) the ho:.patahty of the Skull 
Crusher mbe." he .ays "Or do you 
en.JOY sacrifices?" 

30 Issue No. 18 

If the PCs dcc1d€.' to lay do" n their 
"'eapons . their poN;e saon. are laken to 
room 33. and they are escorted to room 
13 where lhey work as sla\'C, , fishing 
and operallng the ra\'er gate After a 
week, the party members are taken, one 
per dar. to participate an a friendly game 
of Crush the kull an area 27 Allow any 
reasonable escape attempt to succeed 

If the PC8 refuse to comply with the 
gobhn 's ofTer. rend th(' following: 

You lel your dcc1s1on !!peak for 1lself, 
and a wove oflo"' muttering swet>ps 
Lhrough lhe goblin rnnk1> A 1fon 
command, tht.> goblin. began to beat 
their h1eld with their "'enpon . 
slowl\' nt first , then gradually packing 
up ~ed. chanting "Grnihog. 
Grashog'" as they advance step by 
step. The wo~s JOtn the chant, howl· 
ing an time with the gobhns. And 
from somewherl' behind the goblin 
wa\'e, a s ingle powerful ,·01ce yells, 
"Aggrok vesh'" I " lay the ln\'aders'">. 

The 84 go blin IAC 7, hp 1 1 ... 121. 6 
<x l2~ 5 1 xl2~4< • 12~31 Y l21.2< x l21. l 
1 121, two c:;hort speon- eoch1 and . ax 
worg lhp 2i. 25 1.><2), 23 fx 21. 18>con 
unue to advance an even rnnks unul the 
PCs atlack, each hurling one spear al 
the PCs. lmmedaotcly following the 
i;pear hurling. the goblins charge, gom· 
ang • 2 to hit with their spcan;, but hav 
ang a - 1 penally to their armor class and 
a - 2 penolt) to an1t1ouve for the first 
round 

When bottle 1sJ0ined, n mmumum of 
sax goblins mnJ engage n completely 
. urrounded PC, or three may engage a 
PC with has back to a \\oil, pillar. or 
other ad,·enlurer 

After four rounds of combat, Grishog 

hunsclf emerges from area 31 A, entering 
from behind the throne. 

I Out of lhe shndows emerges a 6 ' tnll 
gobhn astr ide n huge. horse-size worg 
The firehght dances upon the gobhn's 
armor, a combination of chain and 

1 plnte mail A great helm covers has 
head, and he wields a bastard sword, 
al\\ an of the one by the throne About 
ha. neck he \\Cars n crushed human 
skull on o bone cha an. Fare gleams an 
the "org's e"al eyes as al let.s out u 
tremendous howl. A cheer raRCs from 
lht.> goblin forces as the large one 
oppcnl"'I The cheer is "Gra hog!" 

Gri hog: AC 3: MV 9: HD 3.-1. hp24. 
#AT 1, Tl IACO 17; Dmg b.> Y.t.>apon lypc 
~ I !due to strength>; AL LE. balilard 
\u·ord + I Gn-.hog is huge, larger than 
mosl goblin chiefs. He and ha great 
worg lhp34,i.eearca 16for lat1st1csl 
remain ot a d1 tance lo direct the bottle. 
They do not become in\'olved in the fight· 
ang unless the PCs mo\•e to engage them. 
Crishog knows that his king will not be 
pleosc.>d when news of thu; battle gets 
back to lhe capital. so his gu1d1ng ph1los· 
ophy 141 "glory ordealh" 

The gobhns-cxcept Grashog ond has 
worg nee af more than SO'l of their 
comrnde are defeated If the PC uc 
ceed an k1lhng Ori hog, a general rout 
occur.i w11h all surv1\'1ng goblins nceang 
in lo urea 31 A and out the 8(.'Cret corridor 
to area 34 

This bnule should end with either the 
PCs captured or dead. or the gobhns 
slaughtered or running. In the latter 
co. e, the adventurers have succeeded an 
delaying Mogoglub's plans. and the mane 
can be reopened an safely Any gobhns 
rcmnanang "'1thin the complex nee at the 
first opportunity in the ensuing days 

32. Weapo n and Armo r. 

Paled high an this room ore stockpiles 
of weapons thal the gobhns intend to 
use an lhe1r upcoming raids. All of the 
weapons shine as if newly made 
Located here are: 50 spears. 32 short 
swords, 30 bows, 600 arrows, 60 
slangs, 45 helmeu;, 130 shields, nnd 

1

10 suits of studded leather armor 
Tucked to one wall. pnanted on on 

animal hide. as a crude map of the 
urroundang countryside. A red circle 

has been drawn around Thllow's Po l . 



33. Treasure Roo m . 

I The door opens to reveal a small room 
filled with sacks of treasure. all <if 
which bear the mark ofa merchant 
carnvon There are seven large cam·ui, 
sack • . five scaled crates. a large 

• wooden chest. and a small ivory case_:_J 

The sacks contain. 1,452 gp. 253 pp. 
and 5.33 cp. The sealed crates each 
contain 00 lbs. of silver ore extracted 
from the mines. When smelted. the ore 
1n each cratt: yields the equivalent of 
·1.000 sp. The large wooden chest is filled 
with hay If the PCs 1nvest1gate further. 
they find a lnnJ.t sword + I. • 3 t•s. r.:p­
tiles. cushioned in the straw. The inside 
of the ivory case 1s velvet lined and has 
six 1 ndentat1ons for vials. four of which 
ore now occupied. These vials contain 
two potions of healing. one potion of 
1m•1s1b1lil): and one potion of treasure 
{rndrng Also 1n the case is a r111gc>(ll'1l­
<mlr.• tdoubles second-level spells). 

34. The Long. Dark Pnssage. 

The secret door opens to reveal a w1~ 
passageway sloping sharply down 
ward. A cool brce:z.e greeu. you, but 
the smell of decay pervades the air. 
Caught under a rock. slapping bock 
and forth 111 the steady breeze, it; a 
large sheet of parchment I land· 
lettered 111 the crude goblin tongue is 
a message addressed to Grishog. 

Th those who can rend goblin wriu ng, 
the message says: 
"Prepare, my loyal lieutenant. The fall of 
the axe blade is upon us. But 1t is a 
human skull that shall receive the 
crushing blow, and 1t will be my powerful 
hand that delivers il1 Rouse your war 
riors. In Maglub1yet's dark name, the 
Skull Crushers march on Gr1nek's 
Feast!" 

It is signed. "Mogoglub." 
This passage leads into lhe undercities 

far below the mountams, and eventually 
to the goblin metropolis where lhe Great 
King sits upon his throne, planning war. 

At your discretion, you may elect to 
have the goblins cave in this passageway 
to keep the PCs from gaining access to 
the ~obi in c1ly. Or, you may allow the 
PCs to travel on and try LO stop the gob· 
Jin army before 11 marches. What 

strange and exciting <and fatal I adven­
ture awau 1n the Underdnrk of King 
~logoglub? 

Concluding the Adventure 

Clearing t he goblins out ofTullow's Deep 
1s. of course. only a temporary solution to 
the larger problem of the coming goblin 
1m•ns1on If the PCs manage to defeat the 
goblins but simply leave the complex 
thereafter, the citizens ofTullow's Post 
will be O\'erjoyed. A "eek later, howe\•er. 
goblins from other underground com· 
plexes arrive to set about reoccupying 
their tunnels They nood area 11 and 
reset all the traps and ambush points. 
They also collapse or fill in the tunnels 
at areas 5. 6. and 16 to slow further 
humnn mvasions. Within two months 
more. further changes will have been 
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made in the complex, with new traps and 
passages (and monsters) added. However, 
there will be no fu rther raids on 
humans . either in the town or in the 
mine. for some time lo come. 

The OM may develop this situation as 
appropriate to the campaign. IL is 
assumed that within one year of this 
adventure, a goblin invasion of human 
settlements 1n the area will take place­
unless the PCs find some way to s low or 
stop it. The destruction of the Tullow's 
Deep enclave will slow the invasion by 
six months: additional attacks against 
underground goblin forts will further 
delay these planb <or e\•en end them, 1f 
the goblins are forced to nee the areal. 
But 1t will be a long, long campaign 
indeed before this comes about! 0 

It 's quite possible that your manu· 
scripts and I have already met. If 
the ed itors receive a gaming ar· 
ticle, but the author has not sent a 
self-addressed, stamped e nvelope 
with the manuscript to allow for a 
r eply, the editors give the manu­
script to me, and ... well, let's not 
dwell on tha t. 

Give the editors (and your manu· 
scripts) a fair break. With each ar· 
ticle you send us, enclose a SASE 
large enough to permit the easy re­
turn of the manuscript, should it 
require rewriting or be unsu itable 
for use. Canadians and residents 
of o ther countries should enclose 
international postal coupons, avail· 
able at local post o ffices. 

Don't let your article come my 
way. Be sure to use a SASE with all 
your submis ions. 
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CROCODILE 
TEARS 
BY MARCUS L ROWLAND 

One dark and stormy 
night, the town had 
a visitor. 

32 tssue No. 18 

Marcus Rowland is a Briti"8h SF and 
fantasy fan who first encountf'red th" 
original D&D game in I 975. He has 
umtt"n for many game systems. 1nclud1ng 
aduenlures for Chaoswm's CALL OF 
CTHULHU ' game and Games Work· 
shop's JUDGE DREDD and GOLDEN 
HEROES games. Hts favorite themes 
include time trave~ cross-genre scenarios. 
and t•ar1ant rules systems. Marcus u•ould 
like to thank GW') Stralmann for numer­
ous corrections and suggestions, and for 
composing the haiku 

"Crocodile Tears" is an AD&D' Oraen· 
1.al adventure for a party of5·8 charac· 
tcrs of lc\·els 4 ·6 (about 30 lotal PC 
levels>. Ideally, most adventurers should 
be hea,•ily armed bushi , samurai, or 
kensai. The adventure can easily be 
placed m any coastal locale m Kara.Tur 
or another Oriental Adl!enlures cam· 
pa1gn. Some direcuons and names may 
need to be changed to reflect the cam· 
pa1gn's local geography. Conversion lo 
other Oriental fantasy systems should be 
fairly easy 

Before running this scenario. you may 
need Lo do some preparatory work lo put 
the PCs into a position 1 n which they are 
able to spend several days following up a 
rumor. Some suggestions: 

- The adventurers a re mercenaries. 
After an unpleasant disagreement with 
their last employer. a bandit chief(now 
deceased), they intend to look for work m 
another pro,•mcc. 

- The PCs are in the ser\'ice of a local 
lord, who has sent them out to look for 
C\•idencc of rebellion in the province. 
Their orders specifically tell them to 
investigate anything unusual. The PCs 
are disguised as ronin to avoid warning 
any rebels of the lord's interest. 

- As per the previous suggestion, but 
the party 1s m the service of the lord of a 
neighboring province who wants to know 
if there will be a rebellion here. lfso. he 
1 ntcnds to 1 nvade. 

Distances in this module are measured 
in r1 <a Japanese measurement equalling 
2 112 males). Other new terms are defined 
as they occur m the adventure 

For the Player Characters 
It's spring. and fate has brought you lo 
Thkura. a small village on a trade route, 
as night as fall ing. Having no reason to 
press on in darkness, you decide lo seek 
lodgings at the Fortunate 1'raveler, n 
small but spotlessly tidy village inn. 



PeasanlS scuttle oul as you enter, 
desperate to avoid causing offense to 
warriors who have the power of 1 ife and 
death over them, and the innkeeper 
bustles around tidying the straw mats 
and fetching your orders. Only one 
customer remains, a traveling priest 
who bows politely and sips a cup of 
s teaming tea. 

A few minutes laler,jusL as the inn­
keeper is about to bar the door, a limp· 
ing, elderly ronin arrives. He exchanges 
wary nods and greetings, then looks 
again at. the priest in great surpr ise and 
begins to laugh. Making his way slowly 
to the holy man's table, he drops wearily 
into a chair. 

While discussing the events of the day 
and drinking a few cups of sake, you 
overhear s natches of the conversation on 
the other side of the inn. Suddenly, you 
hear an exchange that is extremely 
interesting: 

" It was the year before last that it 
happened, and t he village was never 
rebuill. They say that a strange ta1-fun 
or earthquake destroyed the place, but 
there were no survivors seen later, and 
that's very unusual. While I was there, 
the ruins seemed to shifl 1n the night. I, 
for one, feel that my honor was not 
endangered by leaving." 

"Aye, cousin, soil 1s told by all trav­
elers. Perhaps one day someone will find 
the answer to this riddle.'" 

''I'd bel that there are few who would 
dare." 

"Your love of gambling is becoming 
notorious Forget your foolish wagers, for 
such conduct may imperil your next 
incarnation!" 

Their conversation quietens again, but 
what.you have heard may have already 
aroused your interest. 

For the Dungeon Moster 

The ronin and the priest are actually 
yakuza, professional gamblers who prey 
on the customers of inns along the trade 
route. They have stopped in this village 
for the night and, seemg some relat ively 
prosperous travelers Cthe PCsJ. Lhey have 
decided Lo play a deadly joke. 

The village they are discussing 1s 
Tijik1 , a fishing community on the coast 
to the north. Two years ago, a prolonged 
sum mer storm drove a huge wani Ca for m 
of gargantuan crocodile) ashore in Tijiki 
Bay. Almost all the villagers were out in 
the storm, t rying to save their temple 
from nooding, when the wani came upon 

them by surprise and killed most of 
them. Given this unexpectedly rich food 
supply, it decided lo seUle down for a 
prolonged feast. The storm made the 
surrounding hills impassable, and the 
few villagers who managed to escape 
from the wani were killed by rock and 
mud slides or wild animals. 

The want returned to the nrea with HS 

mate lat.er that year, and they laid a 
dozen eggs in the wreckage. This species 
tends its eggs, periodically turning them 
over or moving them to more suit.able 
locauons. The eggs have an 1ncubat1on 
period of20 months. ond one or the other 
wani has laired in Tijik1 throughout this 
period, lending the eggs while its mate 
seeks food at sea. The movements of the 
want through the wreckage have caused 
the disturbances which travelers ha'"e 
noted. These reports, plus the disappear· 
ances of several fishing boats and peas· 
ants in the area, have led lo a general 
desire to s tay well away from Tijik1. 

The yakuzn don't know what 's wrong 
1n T1j1k1 fi n fact, neither has ever been 
there) but know that many travelers fail 
to return. They hope Lo trick the adven· 
Lure rs into go1 ng there on a bet, leav1 ng 
their s lake money with the "pnest." 
Naturally the yakuza will mo,•e on to 
another vtllage ns soon as the party ha.s 
lefl. As it happens, they have packed the 
ideal moment for this trick ; the eggs will 
hatch in a few da)'b. The young want 
spend several weeks huntmg on land 
before returning to the sen, and nre 
small and agile enough to chase a man 
into any hiding place-and powerful 
enough to kill him. 

You Bet You r Life? 

Thkura 1s a s mall and totally undistm 
guished village with 145 inhabitants, no 
schools or teahouses, and only one 
shrine, a i;mall pagoda. The mn 1s s mall 
but clean, and the sake served is reason· 
ably good. There 1s one guest room 

The "rontn'" claims to be Toyama Mil· 
suru, from a nearby LO\\ n <but not one 
the party has \•1s1ted1. The PCs have 
never heard ofh1m. but that isn' t parttc· 
ularly surpristng. He wants lo trick the 
party into saying that they'll visit Tijiki 
and 1nvestigate, then bet that they 
won' t. He will accept bet.sofup to 10 
ch 'ien Cat two-to-one odds> for proof that 
the adventurers hnve \•tsited TiJ1ki. He 
wants the sign of the village inn or tea 
house as evidence. 

To make the bet more interesting, he 
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offers to pay out al four·to·one 1f the 
adventurers can solve the mystery and 
brtng back proof of a solution If neces· 
sary, Toyn ma will ra1i-e the odd , to tempt 
the party He looks prosperous enough to 
be able to put up the stakes oITered and 
says that he"ll be back 1n T:.ikura 1n 
about I 0 days but hai; otht:r business to 
take care of 1n the meantim!.'. The 
yakuza suggests leaving the money'' 1th 
a suitably neutral stakeholder. "The 
pries t, for example,'" he says 

The priei;t say:. he b Nambo. from lhe 
temple at Negnno. who 1s taking some 
bookt; to the temple m Tukayamu He'll 
be commg back through Thkura in about 
12 dayt>. I le pretends lo d1snpprove of 
gambling but will grudginglj agree to 
hold the stakes 1fthc participants prom· 
ise thot thl.' winner will mukc u donation 
to has temple 

lfthe PCs suggest o different slake 
holder, the ronin w1lhngly agrees, then 
robs lhc !>elected person Inter Since he's 
maktng a bet rather than offertng uny 
normal sort of employment, th!.'re 1s no 
quest 1011 of his pulling up advance 
money for l'quipmcnt or i;upplie:. 

If the PCs ask for more information 
about T1J1k1 , M1ti;uro and ~ambo sug 
gesl vur1ou.s posi;ib1hties. such .is the 
presence of o hidden bondtt gang or a 
ghost. Neither actually knows anyth10g 
about the full extent of the danger I nor 
doei; anyone else I. The prielll :-.ayi; he 
knows nothi ng about the village, apart 
from travelers' tales. 

Toyama Mitsuru 1s a cunning pick· 
pocket and burglar as well as a proficient 
swordi;man and gambler. He hais yakuza 
clan tattoos on his back. chest, bullocks. 
and upper arms. and goes to great pains 
to conceal these parts ofh1s body 

Toyama l'tlitsuru: AC 4; MV 9; Yak 5; 
hp 27: #AT I; THACO 18: Dmg by weapon 
t.ype; S 12. D 17. C 12. I 16. W 10. Ch 16: 
AL LE: studded leather nrmor kotana, 
wakiz.ashi. dagger <concealed), two vials 
nonmagical sleeping drug, 5 ch'ien (real 
bank notes), 40 ch 'ien (forged bank notes, 
used as nash money), 150 copper fen. 
three packs or playing cards (two are 
marked>. eight dice. 

The bank notei:. are good forgeries and 
will fool the PCs unless they say that 
they nrc l'xomining them and i;pend nt 
leas t one round dotng so. Any city 
banker or merchant will spot the forged 
bank nott>s tnstantly and arrange to 
have the person presentmg them 
arrested. No villagers encountered in 
this adventure will spot the forgenes. 
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Nambo is a yakuza but looks like a 
t.ypical elderly priest. He will do his best 
to stay out of combat. He as a proficient 
actor, and his luggage consist of a barn 
boo frame pock holding a lacquer box, 
supposedly full of books but actually 
cont.tuning d1sgu1se mater1nls. The bnm 
boo frame conceals a spear blnde that lits 
mto a socket on the end of his t>Ulff He 
has lost the top joint of the little linger of 
his len hand la common mark of a 
yakuui who hos failed his master ot 
some ume in his career> and tric:. to keep 
his mJUry concealed. 

Nambo: AC 7; MV 12; Yak 6; hp 29; 
#AT l ; THACO 18; Dmg by weapon 
t.ype; S 14, D 17, C 12, t 17, W 12, Ch 
17; AL LE; 200 copper fen (concealed>. 8 
ch'ien (real, concealed), begging bowl 

I fl he party decides lo look for anoth('r 
t>Lakeholder, po 1ble candidate. are the 
innkeeper, the village headman, and the 
pric t of the local temple 

Rumor Tables 

ld20 What Happe ned to Tijiki 

The inn is run by Bnknmono Miyake, a 
hewun who looks (and as) about as trust· 
worthy as a badly fed rat. The total value 
of the inn i probably much le than the 
stake money. The yakuzn will veto him 
e,·cn if the PC don't CNou~· Hcamm are 
peasants, but the cla s also include!' 
farmer.., merchnnt.s. docto~. etc.>. 

The headman i NoJOh1to Imai, also a 
heimm, who lives ma mall house near 
the inn If asked to hold the btake , he 
look e>elremely worried and declines. 
saying that bandits might raid the vii· 
Inge aflhey knew that there was money 
here He won't change his mmd 

The temple 1s a simple but perfectly 
maintained pagoda an o bcaut1fully 
landscaped garden, holding a small 
stone religious statue of minor antiquar· 
1an .1gnalicance PCs who donate a hule 
money, food. or work to the temple I for 
example, pending !IOme time weeding 
the garden> will foci refrelihcd and peace· 

1 6 1'-oops razed T1J1k1 aner a tu collector was murdered lo popular 
theory. as no one ltkes tax collcctorsl. 

7. The \•1llage Y.8S de troyed by an earthquake 
9 11 The village Y.88 flattened by a ta1-fun !there Y.as a i.torm just before 

the village ceased to ex1;.l1. 
12·15 A tsunami drowned the \"11lnge for high wa,es from the 1>lorm men· 

l1oned pre\'1ously l 
16 18 A p1raLe horde ro1ded the "1llage. ensln''e<I all the 1nhab1tant.&. nnd 

razed the s1le 
19·20 Who knows? 

ld20 'J'rca urc in Tijlki 
1 4 The headman ofT1j1ki was a miser with a hoard of!;1lver 
5 7 The village temple held a silver i.t.atue 

8· 11 TiJ1k1 was e"en poorer than Thkuro 
12 14 The shrine held a sacred sword 
15 17 Thc shrineheldnC'urw/sword 
18 20 A tax collector \\8 m Tijiki wh('n the "illage was de,.tro)cd, and the 

tax money may 11t1ll be there 

ld20 Dangers ofTijiki 
l ·4 The rums are haunted b)· lhO!>C who were killed y, hen the village was 

destroyed. 
5 7 Some bears hove mo,•cd down from the hills into the ruins. 

8- 11 The ruins arc crawling with !roll ld6l: 1·2, vipers; 3·•1, kumo(gianl 
sp1dersl: 5·6, bakemono 

12·14 Fishermen have 1>Cen tako off the coastlsce the s1dl.'bar on page 41 1. 
15 17 The temple wasgunrdcd by· a paarofsh1sh1, and the) auock anyone 

who approaches th<' rum. I hish1 are noble beasts rei:embhng hons. 
u ually found m pnu~ or small groups: they are associated with 
extreme!) holy men and are s1m1lar to the foo creature described 
on pages 65 66 of Mo11~t1..•r Monuol II J 

A honnya has moved into the rums and enchants anyone who enter.. 
the village IA hannya 11> o "itch who has made a pact with demons 
and has a snake's body instead of legs.> 

19 20 Who knows? 
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fut, and gain normal spiritual rewards 
Prayer has all normal effects. 

The priest is Gekkai Takarada, an 
l•lderlv monk who 1s somewhat deaf and 
extre~ely neanughted When first 
encountered. he's using a mall pair of 
clippers to remove unsightly strands 
from one of the bu h~ 

Gekkoi Tnkaradn: AC 10, MV 3; 
Shu 3; hp 5; #AT 1 <but has sworn a 
vow of nonviolence); TH A CO 20, S 7, 0 
7, C 16, I 12, W S<scnilc), Ch JO; AL 
LG: spells: brneficence, ble11s, cure l1Rht 
wounds. 

Before agreeing to hold the stakei;, 
Thkaradu insists that the winner mul!l 
donate a lithe lo the temple He prom 
ase not to paJ out any money unle 
both parties come to him and agree that 
the Y.ager hns been \\On, or agree lo 
cancel 1l. 

lfTakarada 1s Jen holding the stakes, 
the Jilkuza return to the temple the 
followmg day Nnmbo d1sgu1~s h11nself 
as the PC y, ho actually handed over the 
money. and the two yakuzn say that they 
have decided to call off the bet. Thknrndo 
loi-es much honor from this track and will 
lea\'e th1.• temple lo toke up the hfe of o 
\\andering holy mun when he learns tlw 
truth If d1sgu1i.e i impo 1ble !for exam· 
pll.', 1fthc person handing over the 
mone) wa"l a korobokurul. the ynkuw 
s1mpl.) o\·erpo,,er Thkarnda and rob him 
After rct rte\!lng the money. the) aku.w 
leave the village and do their best to 
cover their tracks 

If the adventurers don't seem to be 
interested in v1s1ling Tijik1 or don't wont 
to bet, the ronin won't press the molter. 
They exprc regret that the mJ:itery of 
TiJ1k1 "ill ne\'Cr be SOl\'ed, then leave to 
try their con trick on the next group of 
sucker.; they encounter 

If the PC-; want to bet but aren't pn.• 
pared to put up take money linst. the 
ynkuza won't accept the wager After nil. 
they'd lo~ 1fthc party v1s1U'd T1J1ki 
safely, but wouldn't gain anything 1flhe 
PCs were killed or changed their mind..'I. 
Thy to phrase this so that the romn 
doesn't seem lo be doubting the honor of 
ony ronm or surnurni in the party. The 
yakuza oren't suicidal! 

It's pos. 1ble that the PCs may accept 
the bet ond leme the take money with a 
neutral party. then rob the take holder 
themi;elves If so, the yakuza become 
extremely annoyed at this "1olauon of 
their monopoly on crime, and some rt'lal 
10t1on 1s likely. Messages evenlunlly 
reach other members of the gong, and n 



cnminol manhunt lowly forms against 
the party Try Lo run this so that the PCs 
end up fleeing toword T1J1k1 

Adventurers can't accomplish much of 
s ignificance in Thkurn They won't be 
able to recruit bearers. except at sword 
point, since T1J1k1 1s held in fear by all 
the locnls. It isn't easy to persuade the 
peasants to talk. since they tend to hide 
from '"amors and grovel o lot, but if 
pressed they'll reveal vague and contra­
dictory rumors about the village. No 
current resident ofThkura has visited 
TiJiki since the disaster, or wantS to do 
so. Roll ld20 on each of the three rumor 
Lnbles on pag<' 34 for each person qucs 
tioned. 

Roll on all three rumor tables. then try 
to prepare a coherent story. For example, 
1fthe rolls ore 16, 11, and 16, the inform­
ant might tell the following tale: 

"Pirates attacked T1J1k1 m the dead of 
night, killing the headman and other 
notable when they found that there was 
nothing to steal. The sh1sh1 reached the 
temple too late and couldn't save the 
pnc t from a s1m1lor fate Ho"ever, the1r 
fierce bravery drove the pirates back mto 
the sea, though they had already 
enslaved the villagers The pirates razed 
the t-0wn os they retreated. Now the 
sh1sh1 guard the rums of the temple. 
Having failed once. they will never let 
anyone approach the village again" 

If more than one person is being inter· 
viewed. roll separately for each person If 
details are not contradictory, t hey hould 
be woven int-0 the story; otherwise, they 
should lead lo pohLe arguments . The 
PCs, of course, may find themselves 
asking: If there were no survivors from 
TiJik1, how does everyone know so much 
about its fate? No one dot's, of coun;c. 
Rumors work hke that. 

In addition to these rumors. the follow­
ing information 1s common knowledge: 

-Everyone who hns visited lh<' rums 
has reported o strong sensation of be mg 
watched. 

- Several visitors noted that ~ttons of 
debns seemed to move ond shift during 
t he night , as t hough some giant had 
rearranged them. 

-Two members or 8 large exploring 
party disappeared m TiJ1k1. Lone trav­
elers hove also disappeared m the area. 

- Three fishing boats have been lost 
near Tijiki. Given the above informa· 
tion, plus the poss1b1lity or a bet with t he 
"ronin," it 1s probable that the advent ur· 
ers will decide to go lo the ruins ofTijiki. 

' 
' 
• 

T he Road to Tijiki 

The most direct route to T1J1k1 1s a fomt 
trail through fai r ly rough country, pa 

' ' ' 

1ng through the hill north ofThkura 
(see Thkurn to T1J1k1 mopl. Other route 
bypass the hills but effecuvely double 
the distance and involve nver cro 1ngs 
or boat trips They would make it d1ffi 
cult to reach TiJ1k1 and return in ume to 
win t he bet. Another problem of indirect 
routes. wh ich should not be revealed to 
players, is that they will bring the adven· 
lu,'Crs to Tijiki a day or more afler the 
wani eggs hatch. 

\ 
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I. lnlo t he Hill . The first liven c 121 ~ 
m1le1.l of the JOUrney are une,entful. 
following a rough trail toward the h1)Ji, 
At th1 point, the trml starts to chmb 
mto the hills, although it avo1db the 
worst slopes. The tra1l 1s usable by horse . 

2. ide Trail. A side path lend do" n 
into n rocky gorge. while the main road 
continues. lfthe PCs hn\'e asked for 
d1recuons to T1J1ki while 1n Thkurn, 
they'll know that the main road leads to 
a bridge crossing lhe gorge. and ulu 
mately to Tijiki. 
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TIJIKIBAY 

-----

3. Good Advice. If the PCs follow Lhe 
main road, they encounter an old peas· 
ant woman crossing the path and climb· 
ing up toward a cottage. She bows and 
hails the party. 

"Noble warriors! May this miserable 
pea ant. approach you?" Normally, sane 
peasants do their best lo avoid ronm and 
~murai, who have the right to kill any 
heimin who offends them If the party 
takes any action against her, she fades 
into mist. and vanishes with a sound of 
shrill cackling laughter. If the PCs allow 
her to approach, she says: 

"Mighty lords! I must tell you that the 
road ahead leads only to a precipice. The 
bridge across the gorge collapsed in a 
landslide when the snows melted. There 
is another path, a ford . Go back half a ri 
and take the side road down into the 
gorge, but beware, for the slope is ' 'ery 
st~p!" 

lfthe ad\'enturers fling her a coin, or 
reward her in any way, she adds: 

" Before using the ford, it is advisable 
to bribe the kappa that guards it. You 
will find some cucumbers growing in the 
ground near my cottage." 

With these words she claps her hands 
and vanishes, and the cottage crumbles 
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into an outcropping of rock. Anyone 
digging beside it will soon find a few 
cucumbers on a vine. 

The woman is actually a kue1. the 
spirit of a woman who was wounded by a 
samurai whale she tried Lo deliver her 
message. The samurai lat.er died because 
he didn't listen to the warning. The old 
\\Oman died shortly thereali.er, knowing 
of the samurai's death but still irr itated 
that he wouldn·t listen to her words. The 
kuei can't gel revenge on the samurai, so 
it takes petty pleasure in annoying any· 
one who is Loo proud Lo listen to an old 
woman. Kue1 are normally able to make 
possession attacks. but this one wall nol 
do so unless severely provoked, because 
there is no way that. 1t can be avenged on 
the one who killed it. 

Kuei: AC -4; MV 18; HD 3; hp 18; 
I AT l ; THACO 17; Dmg 1-6; SA posses­
sion (rarely used); SD + l or better 
weapon to hit; immune to ESP. charm. 
enchantment, illusion, water spells, 
psionics, normal fire and cold; half dam· 
age from magical fire and cold; become 
ethereal at. will; AL CG: ON124; no 
treasure. The kuei can be destroyed by 
exorcism and other spells that drive out 
spirits. 

4. Fo r me r Bridge. The spirit"s story is 
tr ue. If the PCs check the bridge, t hey 
find that the landslip has ripped away 
everything but. the support. posts, leaving 
a 70-ynrd·wide crevasse with sheer cliffs 
descending 300' lo the bottom of the 
gorge. The wreckage orthe old rope 
bridge is just visible at. t he bolt.om. 

5. River Ford. The path t.o the ford is 
extremely sleep. and anyone riding a 
horse must make 1-3 dexter ity checks on 
ld20 LO avoid an accident. If any roll is 
fa iled, roll ld20, adding 2 if the dexteri ty 
roll was a 20. <Pack horses can be led 
down the slope wit hout incident.) 

l · 10 Horse slightly lamed (unnde· 
able for 1·6 hours) 

11· I 6 Horse seriously lamed (unride· 
able for 1-3 days> 

17·18 Horse's leg broken Cneeds heal· 
ing or euthanasia) 

19+ Horse falls and rolls on rider: 
r ider takes 2· 12 hp damage 1f 
a dexterity roll is failed. 

At the bot.tom of the gorge. a narrow 
path leads on toward a mount.am river 
that swirls with the ominous gray colors 
and whirlpools suggestive of a fast , dan· 
gerous stream. At one point the st ream 
widens a litt le, and this ~ems to be the 
only usable ford . 

A kappa appears in the water aB t he 
party approaches. Ifs accustomed U> 
travelers arr iving carrying cucumbers, 
and 11. will be ext.remely annoyed 1fthe 
PCs don't have any. The kappa demands 
t hat one oflhe PC wrestle it lo get per· 
mission to cross. If t he kappa wins. the 
victim drowns and it challenges the 
party again. Uthe PCs have cucumbers 
and are suitably polite, the kappa allows 
them to pass. Hopefully, the party will 
remember lo keep some cucumbers for 
the return journey. 

Kappa: AC 3/-2; MV 6// 18; HD 4; hp 
27; IAT 2; THACO 17; Omg 5-10/5-10; 
SD regenerat ion; AL CE: 18100 
strength; mast.er of jajutsu (throw 1,2; 
movement 1; vital area 1,2); ON124. 

If the kappa is killed, the water of the 
stream clears to reveal a r usty katana, 
four silver tael, and the bones of many 
previous victims. The sword blade is too 
badly damaged to be usable, but the 
sword's "furnit ure" <the brass guard a nd 
hill) are of high quality a nd still in fai r ly 
good shape. They can be traded m to t.ake 
about 20'! off the price ofa new katana. 



Beyond the tream. the path continue 
on toward T1J1k1, eventually climbing 
back up lo the moan path This climb as 
also steep, and rider!! mu troll to keep 
lhe1r horse. from accidents as before 

The main route as heavily overgro" n 
here, since al hns rarely been used 111nce 
TiJika wasdei.troyed t::wntually, the 
trail passe. through a range of ·teep 
halls, and the party must pick its way 
across the remains ofS<'verol huge rock 
slides. Occasaonnl bones protrude from 
the rubble It starts tO ram gently as the 
ndvcntureri lake lhe last turning and 
descend the steep path into the bay that 
holds the:> v1llagl' ofT1J1k1 

The Dea d Village 

From the hills. T1J1k1 looks al mo t nor· 
mol The distance 1s too great to reveal 
the full extent of the damage. and the 
mud that hrui be n washc:>d in lo to" n 
over the last two" inters looks like wet 
path bclY.een the housei,;. 

The trail runs north down the hill into 
lhe v11lagc, parallel lo a mountain 
stream that or1gmatcs at a. prmg in the 
hills I~ T1J1k1 Bay mnpl Rice padd1e 
Oank the Inst halfr1 oftrn1l ond stream. 
The lack of any evidence of human hfe, 
and the untended look of the fields, are 
the main s1gnii that the v1llnge i. umn· 
habited 

6. Abnndo ncd hrine. A few hundred 
yards beyond the hilltop 1s a small. 
roughly built wooden shrine covered an 
withered "reaths of no,, en; It contains 
a human skc:>ll!ton dreSl>t'd in frngments 
of rotting cloth that might have once 
been good material The skeleton's left 
leg 1s broken, and a shmmg katana resLq 
on its lap of bone . One hand holds a 
bamboo 1>eroll tube. 

The skeleton was former!)· Tudash1 
N1su1, a ronm who wa. h\'lng an the:> 
village when the wani attacked As he 
ncd for his life, he aw his wife and child 
crushed by a falling Y.all A few minutes 
later. his leg was broken by a slap of the 
wana's tail. and ru, he In) in the road. a 
gtant rcpt1han foot came do" n upon 
him Realmng that he would ne,er be 
able to slay the monsters or regain his 
honor. Thda hi era" led to the hills, 
where he prayed for rctrabuuon but soon 
died of his lnJuries The scroll tube con· 
tams his death me age in what appears 
to be broad lashes of brown 1 nk <actu· 
ally his dried blood, penned with a fin · 
gert1p> on a piece of unused parchment: 

In death's long hndoY., 
Fled in dying honor'. blood. 
Kami \engeance seeks. 

<A Jram1 1 a spirit, usually a c;ociated 
with a place 1 lfthe PCs can gain no help 
from this haiku on their o" n. roll an 
intelligence check for the party leader 
On a succe ful roll, thnl ad\'cnturcr 
realizes that the writer lost his honor by 
neeing death and hopes that hi pi rat 
will seek vengeance If you want to give 
the PCs a broader clue, use the following 
message (not a haiku) instead· 

I fled the coming of Lhe beast; 
My wife and child were slain. 
Honor is dead, and I shall follow: 
May my spiral avenge this destruction 

The shrine was built by travelers who 
visited TiJ1k1 a few weeks an.er the 
destruction of the v1lloge. lt has been 
mainlained by other trn,·elcn; 

Although Thda h1 N1su1 did not return 
as a spmt, the force of his prayer did 
have one result His kntana has retain d 
some clement of his spmt and now act ns 
a ~ 3 magical weapon Howe\'er. 1f 1t 1s 
Laken fart.her away from the village, 1t 
begins to show signs of ru. t and corro 
s1on; 1t brightens 1f 1t 1s returned If all 
the wani fincluding the young> are 
destroyed or drl\'en from T1J1k1, the 
katana rusts more rapidly. d1s1ntcgrnt· 
1ng an.er three hours and leaving the 
corroded brass of its hilt (without magi· 
cal powers> as it.sonly rema1 ns. 

7. Baby in l)i trc . Aner another few 
hundred yards, the udventurcrs hear o 
shrill piping noise, like a du;trcsscd bird, 
coming from one of the overgrown fields 
to the Jen of the road If they mvcst1gote 
the disturbance. they hear n thrashing 
noise, like an animal struggling. Even 
tually, they will be able to sec the source 
of the no1 e- an extremely small octo· 
puslike creature with one of its tentacles 
caught an an old spring trap lt 1s un1n· 
Jured but stuck fast 

The PC recogmi.e th1 legendary 
creature as a baby tako, on intelligent 
race that hves m the sea off m~t coasLc; 
<see the sidebar on page 41 ). lt 1 
unarmed and surrounded by some plums 
1t has apparently dropped The small 
being is clutching a leather model of an 
octopus, apparently the tako equivalent 
of a doll. 

The D~l should make every effort to 
ensure that the PCs are aware t hat this 
creature is a helpless, terrified baby. If 
lhc adventurers decide to free 1l, they 
will feel a sense of intense well·bemg 
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When freed , the bab)· t.ako retreats to a 
nearby tream and swims away. 

lfthe PCs decide to kill or capture the 
tako. they are due for an unplcB!;.Ont 
s urprise A few mrnutes before 1l was 
trapped. the baby t.ako met the Bosatsu 
J1zo. the divine pir1t that t.ake a pe· 
c1al interest in children !see below I. 
Thko are intelligent enough to attract 
this demigod's attention, and the spmt 
mamfestcd it.self in t.ako form to giv the 
baby its doll before being called awoy on 
more urgent business. As soon os the 
PCs move to trike al the lako, or when 
1l becomes obvious that they will not 
relensc 1t, the BosaLSu Jizo is alerted and 
manifcsu; 1tselfin human form lo protect 
the young one. 

The J1zo appears as an anc1enl monk 
standing in the field. With no discern· 
able mouon. 1t causes the party's weap­
ons to be rapped from their hands and 
thud mto the ground with great force As 
the monk "alk toward the PC • alert 
adventurers will realize that 1t leave no 
footprints After releasing the tako and 
curing 1LS wounds, the Jizo carries it to 
the tream Anyone who tries to attack 

Bo atsu Ji.zo 
Demigod 

ARMOR CLASS: -2 
MOVEMENT: Infini te 
HIT POINTS: 150 
NO. OF ATTACKS: 2 
THACO: I 
DAMAGE: By weapon ty{W 
SPECIAL ATTACKS: Non., 
SPECIAL DEFENSES:.+ 3 or bcucr 

u·rapnn lo hit, saving throw of2 
against all attacks 

MAGIC RESISTANCE: 90'l­
ALICNMENT: Lawful good 
PRIEST: 25th·lectel shukcn1a 
WARRIOR. 12th·lecel samurai 
WIZARD: J6th·le1.:el u:u1en 
ROGUE: JOth·lei:el bard 
MONK: I 5th·lnel Oriental Advcn 

turesmonk 
PSI ON IC ABTLlTY: Ill t250 po1nt11J 

S D C I W Ch 
18.00 17 18 19 20 18 

The Bosatsu Jazo is a demigod with a 
special mterest in the welfare and 
educauon of children. It usually 
appears as an ancienl monk but can 
o ume the form of any intelligenl 
creature. In human form, it carries a 
wooden bo st.afT(entirely nonmagical) 
and is a master of all defensive mar· 
tu1l arts. 
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the monk as suitably puni hed by magic 
or n swan blow. Magical attacks thnt 
might harm the baby tako won't work: 
others appear lo do no damage. 

Once the u1ko 1s fre<'. the demigod 
returns to the adventurers It poanlS out 
their errors. including any mean acts or 
crimes they have p~viously committed. 
and say that they must avcngl' the dead 
ofT1J1ki lo alone for their sans. The J1zo 
will not rt?\'CUI the details of the thretll 
faced by the adventurers but mentions 
thal they must deal with "beasts'' rather 
than a supernatural manafestal1on It 
then disappears. bul the PCs wall feel 
that they are being watched throughout 
the rest of the ad\'enture. 

Shortly afier this incident lwhat('ver 
its outcome!, thl' ltght ram intensifies lo 
a heavy shower, later becoming a !le\'ere 
thunderstorm that continues into the 
early e\•ening. Light to severe ram con 
tinues throughout the adventurers· slay 
in the,·1llnge 

As the PCs enter Tijiki. they should 
begin lo realize the full extent of the 
destruction. The village paths are 
flooded w1th 2 ·.3· of mud. and mo t of the 
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buildings are an ruins, smaRhed as 
though struck by giganllc fists or a 
se\'ere earthquake. The village is oppres· 
s1vely quiet; no birds si ng and no nni· 
ma ls ore visible. The first few hou,es are 
completely flattened, their light wood 
construct ion ha"ing failed to protect 
tht>m. Unless otherwise stated. ult oLher 
bualdmgs are s1m1larly damaged ~losl 
have been searched by carher explorers. 
and 1 here is only a 5't chance that any 
given building holds something of value. 
Any discovery require a minimum of 
onl' hour's search and is worth 3.30 cop· 
per fen 

8. The Golde n Cnr p Inn . The \'illage 
mn :;Ull :.Lands. oh hough one side wall 
hm1 heen destroyed. If the PCs suit hop<' 
to win the bet, they will be disappointed 
to find that the mn 's sign has di sap. 
pcnred, a pparently removed by earlier 
souvenir hunters. ~lost oflhe inn 1s 
re Int l\'ely free of mud !apparently 
cleared by earlier explorers!, and it as 
probably the best place to set up camp. A 
search of at least one hour discloses n 
buried box holding 25 copper fen. 

N 

* 

9. Town hrine. This shrine has been 
dcmoliiihed and 1s unrecognisable with· 
out extensi"e exca,•ation Oig(rlng e..,·en· 
tunlly reveals tht> large, rose·colored 
granite boulder that formerly t>mbodied 
the knmi nssocinted with the temple. 
Excnva11ng 11 1s n worthwh1lt> deed for 
an.v follower of the temple's rel ii..rion but 
won't help the party to deal with its 
1mmcd1ate problems. 

10. Former Nest.The house on this 
site has apparently been destroyed. The 
ndventurer!I will probably be puzzled by 
the presence of n huge pit. at least 20' 
deep :ind wide. surrounded by ramparts 
of excavated earth. This was one of the 
:;1tcs the want chose to incubate their 
eggs. which ha\'e now been moved to 
another location. Scattered house tim· 
bers nre scored with enormous claw 
marks spnnning 20·. The rain has obi it· 
crnted other clues. such as the track of 
the wani' tail. 

11 . Current Nest. In the E,'l'Ounds of a 
demolished house, the wani eggs are 
buried 20' below a pile of recently turned 
earth. There are 12 eggs, all fertile, that 
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\\ 111 hatch two mghh ufit.>r tht.> ad\'l'ntur· 
el'b reach T1J1k1 llwo night~ before lhl'~ 
11rr1\'(~ 1flhe\ took one of the long mute,, 
to T1J1k11. 

By day, the fe male woni lhp 9-1 1 lws in 
the• nearby poddy fit•ld nl area 12. burwd 
in the mud lfth<.' ne,,t 11; disturbed, she 
immediately !\urgi.'s up from her n•sllng 
pince, covered in mud and uprooted 
plants. and ouacks the ad,enture~ IS(·\· 

the• sidebar on pa1w 401. 
If the female 1s encountered before the 

ni.'i>t 1s found, i:.he attempt.s to lure lht• 
adventurers deepl'r into t he paddy lo 
where she con light 1n the water If 
reduced lo 20 hp or less, the wam 
n•treati:; to the r1v(;r ond sw 1ms a\\a\, 
t'ml'rg1ng on the •acoast and mnk1.ng 
her way back to the c•gg,, 1fthc adv!!ntur· 
i.'N don't M.~m to be pre:-ent 

The eggt> nre leathery, melon·shnpcd 
objects approximately 8 ' long that qu1\'l.'r 
slightly, espl'Cmlly if touched. The eggi1 
contain viable young thal are near to 
hntching and can ,,urn vi.' 1f lhc egg cast> 
1s broken WhNhi:r the wan1 hatch natu· 
mil) or the egg!> are damaged, the 
young wani !hp 23 <.'achl ha,·c the char· 
aCt('rlStl~ hSl<•d In th(' sidebar. 

lfthl' pc., h,1\'e pre' 1ously l'ncounll'n·d 
the Bo atsu J1zo. they mn.) be afnud to 
touch or attack the hatchhngs Wuni, 
howe\'er. are not intelligent creatures. 
and the J1zo 1s not interested 1n protect 
1ng their young 

lfthe adVl'ntur<'l"l' do not disturb till' 
nest or explore the rice paddy. tht'.) will 
nol cncounll'r the female wnni or young 
al any llmt.· thl• next dUJ 

12. Rice Pnddie . These mnn.hy li<•lds 
were once an important sou re(• of food 
and incoml' for the village ofT1J1k1 Now, 
the muddy water hides not only dead 
plants but the bone:. of villugen1 \\ho 
were killed b~ the mon ten> as the\· ncd 
their homes ;n terror There ii. no trca 
,:;ure to be found here 

The nee padd.) to the east oflhl' river 
and closest to the village is the female 
wnn1's favorite mud hole. From here, she 
con keep an eye on her ncsl toren 111 nnd 
watch for intruders 

13. Hendman ' Hou e. This hous<.' 
belonged lo lh<' village headman, who 
was \'Cr) weallhJ liowe\·er, he spent his 
money on line porcelain. fabric:.. and 
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, ... 

othl'r Url\\Orks that have bct•n t•1tht•r 
:.toll•n by loott•rs or dl':-lro,yl'd b) 20 
months of ram and mud For each man · 
hour "JX'nl i.enrthing theliC ruin-,, there 
1s 11 cumulnt1v(' 5<'; chance that an intact 
antique ' 'a1<c tworth 13 ch'1enl will bt' 
found Nothing etc of\'alue hussurvi,·ed. 

14 . Teo I lo u e. This i" another thor· 
oughh . musht.>d bu1lding, bul 1LS sign 1 
sull mtuct. Adn~nturers who are inter­
ested in winning lh<' bel can remove the 
sign and return to Thkum, hoping lo 
claim their winnmgi;. or coun.e. they are 
du(.' for o d1snppoinlmcnl. 

15. Temple. Thi. building has bc.oen 
partmlly submerged by high t ide <.'very 
month 1nce the \•11lagc wru; de lroyed, 
and the grounds are covered 1n mud and 
sh me Th<• pagoda has collap:.cd upon a 
large i;tatue, a crude stone curv1 ng or 
great onuqu1ty ond rehg1ouR ~1gmli· 
cance It \H•ighs 1>evernl tons and 1s half 
s ubmerged in mud 

Nothing of vulue will be found here, 
apart from the piritual value of contem 
plating thl' totue. However, the v1cums 
of the wnna's lirst attack w('re not buried 
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according to the correct nte, and their 
bone protrude from the mud Member!I 
of the temple's religion "'ho perform the 
appropnate ntuol for the dead are probo· 
bly doing a lot to safeguard their next 
incarnations 

16. Pier The fi hing pier has been 
smashed. but the remo1mng timbers ore 
i;till loosely linked by rope and chains, 
and float on the Lide Thi IS probably the 
be~t i;ource oflarge umbers for trap and 
weapon construcuon However. 50<:f of 
the limbers are waterlogged and will 
break under any real load This won't be 
obvious unle the adventurers te t 
them !for examplt', by loodmg them with 
rocks>. 

Soon aner sun~t the next evening. the 
male wani <hp 137; see below) returns to 
TtJtk1, coming ashore from the stream 
through the rict' paddies at area 12. The 
two wani <or the mole only. ifthe female 
hos been killed I excavate the nest lo 
reveal the eggz;, which tart lo hatch 
around m1dn1ght. 

~rgantuan crocodile) 
I - Male 

FREQUENCY Rare 
NO APPEARING 1·2 
ARMOR CLASS 2 
MOVEMENT RATE 10 20 
HIT DICE 25 
~ IN LAIR 
TREASURE TYPE 
NO. OF ATTACKS 
THACO 
DA.\tAGE ATTACK 
SPECIAL ATTACKS 

3 
5 
S.36 4 32 4 32 

Once tho! eggs are exposed, the male 
tarts Lo look for food (horse , adventur 

ers, eLc.>. The wam 1 n't a particularly 
ubtle hunter, and its search 1s punctu 

ated by the noise of snapping trees and 
limber, collapsing rubble, and occas1onnl 
bass roars. Its e ·entially random search 
can be simulated by rolling 1 d6 fo r dtrec 
lion al each building· 

ld6 Direct ion 
1 ·3 Continue ahead 
4 Turn left 
5 Turn right 
6 Turn around 

The want demolishes all bu tidings in 
its path and looks for prey concealed by 
the wreckage If the wani reaches the 
edge of the village, the OM should reroll 
any re ult that take 1t outside Ifthe 
monster can actually see prey, 1t will 
pursue. 

If the adventurers freed the baby tako 
(area 7) without the 1ntervent1on of the 
J1io, they will be rescued Conce only, at a 
dramaucally opportune moment! by a 
"ar group of six adult tako "ho have 

Female 
Rare 
1-2 
2 
10 '20 
20 

Young 
Rtlre 
2-12 
4 
6 12 
5 

Nil ---------
Nil ----
3 
5 
5.30 3-24 3 24 
Excepllonol 

2 
15 
3 18'2-16 

--damage 
Minor pell 

-------immunities 
-------.Standard 

Am ma I 

SPECIAL DEFENCE 

MAGIC RESISTANCE 
INTELLIGENCE 
ALIGNMENT ------Neutral-------­
SIZE 

PSI ON IC ABILITY 
LEVELtXP VALUE 

L 
146 -55 ' longl 

L 
141 '·50' long> 
Nil -- --

X IX 
10,600 .. 35 'hp 8.600 + 30'hp 

L 
115'-20' long> 

IV 
205 .. 5'hp 

Wani are trignntic crocodiles, huge relattves of those described on page 15 of 
lhe Monster Manual. There are legends thal this species was created magically, 
nnd 1t is certain lhat lhese monsters are immune Lo spells which affect only 
normal am ma ls le g , ~peak u·1th animals. po sess animal. etc I 

\\'oni get th re allncks: a bite. a cla\\, and a Lat Iba.sh, each of which may be 
directed at a separate opponent !young "-ant lack the clay. attacks ofthe1r 
elders). The tail can lash sideways up to half the animal's body length <e.g .• 25' 
for an average male, 22' for a female, 8 ' for young. 
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been hiding in Lhe mud nenrb) !see the 
sidebar on page 4 I> Each carries four 
baule axes and two short ·pears. 

The!>e creatures won't defeat the wam 
and should do only token damage. but 
they will distract the monster long 
enough Lo allow lhe adventurer& to 
escape This rescue discharges thl!tr 
obligation to the party, and the tako then 
leave and play no further port tn events 
Ifthe tako are attacked by the PCs. they 
retaliate They cannot talk Lo humans 
and don't wish to do so. 

If the wont finds anything !or nnyonel 
edible. 1L att.empLS lo carry its cntch back 
to the nest Lo feed its young One human 
v1ct1m will feed 4 6 young Aner eattng, 
the young wam sleep for 3d6~ G hours 
Even 1f the adult wam eat lat lea t four 
humans or a hor.;e per adult>, they both 
remain awake to guard the young Olh 
erw1sc. one adult prowls the nrea while 
the other slays in the nest On s ubsc 
quent night~. oll lhe wont <including the 
young> roam the village in search of food 
Imo ti) mall antmalz;l. 

Exact method of dealing" 1th the 
wam ore ten to lhe player!!' ingenuity 
Possible soluuons include some sort of 
pit and stake Lrap. po1son1ng, magic. or 
leading them Lo the clilTs easL of the 
village and sending them Lo their deaths 
on the rocks below The OM should make 
extermination ofLhe \\Ont very difficult 
For example, normal human do~. of 
poison must be multtplted enormously 
before Lhey affect the adult wam 

Concluding the Adventure 

Ifthe adventurers have simply collected 
the teohoube 1gn as evidence of their 
v1s1t. then len "1thout de troying the 
wam, they will probably expect to collect 
their winnings. If the village prte!.l ts 
the stakeholder. he is surprised to see 
the party again and insists lhat lhl!y 
ha,re already taken lhe1r money The old 
priest ts telling the truth-from his point 
of view Th1'l leaves the party short of 
money and eager to find two yakuu1 
Their adventures on this quest could be 
extremely interei.ttng 

If the adventurers have achieved com 
pleu~ success, they will need lo devise a 
way Lo transport the evidence <such as a 
captured hatch ling or the head of an 
adult want> back to Takura When they 
arrive, the PCs find that their money has 
been stolen. but there is a reward for 
their courage 1flhey helped the baby 
tako The llky suddenly darken , and a 



towering column of whirling clouds races 
across the countryside, depositing two 
extremely dizzy yakuza in front of the 
PCs. The adventurers' actions have 
interested the Bosatsu Jizo, who feels 
that they deserve the money. The yakuza 
renounce their evil ways, shave their 
heads, and join the priesthood. Since the 
money has not been lost, Thkarada does 
not need to leave his comfortable temple. 
The Jizo does not materialise, but pray­
ers for healing and other favors may be 
granted at this lime. However, the PCs 
risk retribution for frivolous or unworthy 
requests, or any action against the 
yakuza after the latters' conversions. 

One final detail remains. Successful 
adventurers will probably be in posses· 
s ion of some relic of their victory, such as 
a wani head, a caged (and extremely 
angry) hatchling, or a few giant claws 
and teeth. Unless any dead specimens 
are quickly treated to prevent rotting, 
they will smell indescribably awful in 
1-6 days. Il's probably a good idea to hire 
some eta to transport these speci mens 
beyond Thkura, or the adventurers risk 
serious loss of face (eta are those in the 
"untouchable" caste, especially those 
who handle dead animals and humans, 
tan leather, etc.). 

If the PCs are working for a lord, they 
will probably want to give him these 
specimens. If they aren't under any 
specia l obligations, the PCs will proba· 
bly think of selling such items, starting 
the heroes on a whole series of adven­
tures as they look for suitable buyers. 
Some guidelines on possible prices: 

Adult wani head: 50 tael if sold to 
Imperial Museum 

Live wani young: 100 tael if sold to lmpe· 
rial Menagerie 

Pair of wani young, male and female: 
250 tael if sold to Imperial Menagerie 

Dead wani young: 25 tael if sold to 
Imperial Museum 

Wani claw: 10 tael if sold to apothecary 
Wani tooth: 5 tael if sold to apothecary 

The wani are a previously unknown 
species, hence the particularly high 
price for a pair. These are the best prices 
that can be achieved after hours or days 
of negotiations. Remember that pro· 
longed haggling over a sale is the mark 
of a low-caste merchant and should be 
scorned by any samurai or ronin. An 
alternate possibility is the use of such 
items as gifts or bribes to appropriate 
officials, such as the Keeper oflhe lmpe· 
rial Menagarie. 0 

Tako 

Male 
FREQUENCY Rare 
NO. APPEARCNG 3-12 
ARMOR CLASS 3 
MOVEMENT RATE 3//8 
HIT DICE 4 
% IN LACR 30% 
TREASURE TYPE 
NO. OF ATTACKS 
THACO 17 
DAMAGE/ATTACK l -2(x6)13-6* 
SPECIAL ATTACKS Constriction, 

multiple attacks, 
surprise 

SPECIAL DEFENCES 
MAGIC RESISTANCE 
INTELLIGENCE 
ALIGNMENT 
SIZE M 
PSIONIC ABILITY 
LEVEUXP VALUE IV 

135 + 4/hp 

• Or by weapon type (see below). 

Fe male 
Very rare 
1·2 
2 
3118 
6 
95% 
J,Q 
7 
15 
1·3(x 6)12-8* 
Constriction, 
multiple attacks, 
surprise 
Special 
Standard 
Average 
Lawful neutral 
L 
Nil 
v 
375 + 6/hp 
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Young 
Very rare 
1·6 
7 
1113 
l 
50% 

19 
0-l(x6)11-3 
Surprise, 
multiple attacks 

s 
II 
18 + l/hp 

Tako are intelligent octopi with the ability to move onto land and use weapons 
and other tools. They have their own language based on tentacle movements and 
skin-color changes. Tako have a tribal society based in coastal underwater caves, 
and they raid the land for food, weapons, and other human artifacts. In some 
areas they coexist with humans, cooperating to ~ttack sea monsters and help 
fishermen, but this is unusual. They have a well-developed sense of honor and 
will avenge attacks and repay debts. Tako war pa rties are typically made up 
exclusively of males. each carrying 1·6 spears and 1-6 hand axes lo a maximum 
of seven weapons. 

Tako can make constriction attacks as octopi (see Monster Man11a~ page 75). 
Adult males have 4 hp per tentacle, females 6 hp per tentacle. They can't secrete 
ink except in small quantities (such ink is greatly prized for use in calligraphy). 
Tako are extremely good at camouflage, and each can change ils color and pat· 
tern to match any natural terrain in a single round, allowing it a 50% chance to 
surprise. 

Get Our Guidelines! 

I f you want to write modules for us, get a 
copy of our writers' guidelines first. Just 
send a self-addressed , stamped envelope 

to: Writers' Guidelines, DUNGEON® 
Adventures, P.O. Box 111 , Lake Geneva 
WI 53147, U.S.A. Our guidelines are free. 
Don' t stan your adventures without them. 

DUNGEON~ a trademark orTSR, Inc, ~1989 TSR, Inc All R1ghc• Rcxrwd 
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CHADRANTHER'S 
BANE 
BY PAUL HANCOCK 

A change in 
perspective makes 
all the difference. 
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Canadian Paul HOJtc:od 1s o 2 l·)t'ONJld 
h 1slory mq;or at lht Untt!t'rs1ly of Ollowa. 
1/111 rnfN'Pfll., rndudt writing. po.rachut· 
lnJl. sa1/1nJl. and t1ptt1ally trotel1ng 
Poul ttlu u ht lx·san u·rllrng ''Chadron· 
tha'" Bant" on o train in northun Indio 
thrrt .\ ·or ago 

"Chodranlher'a Bane" is on AO&O 
adv nture for a party of 5-8 charnctera or 
level 4·6 (about 30 total le,· I ). It 
emphn.saro the value or negollotion, 
coopernt1on, 1teolth, and espccaolly 
problem solving. Whale comb l i of\cn 
involved an thus adventure. players\\ ho 
enjoy nothing but dice-rolling duels to 
th •death moy end up d1 tasfied-or 
JUA plain d od' 

'JO en ure th greatest. chance of 8 UC• 

ce . the party hould hav a good mix or 
cl Rep nlath of the wizard, 
wamor, pn l , and rogue group ( J>C· 
cinlly thi v · I should be pre nt. lrthe 
party as relatively weak or 1nexperi · 
enced. l 3 NPC henchmen ofreasonabll• 
~er moy accompany the group 

The OM must become thoroughly 
rom1har with the adventure before play. 
e'lpcc1olly thl' rules governing the sphrrr 
of d1m1nut1on For their part, the players 
!!"u. t .~ prcpal't'd to adapt too strange 

new world. 
All page references to the Dungl'On 

Mru /ti': Gmdt are lo the lit Edition 
book 

A chart Ii ting the stat1,t1cs for oil the 
normal- iw crooture ond d1m1 nuthe 
bcanl{s encountered in this adventure 1a 
localed at the end of the module lndivad 
uol at.atislics lhot vary from this chort 
ore lasted 1n th text. 

Note that some spells and magical 
items gh-en in this odventuro are not 
found 1n the AD&O 2nd Ed1t1on rule . 
The pella ond at.ems (from the 1 l 
Ed1l1on DMG. Pla)'f'r& Hondboolt, or 
UnttJrthtd Arcanal mny ~used or 
n:pl c:ed the OM wishes 

Adventure Background 
More thnn e century ago, the kingdom of 
K trio nour1 hed Onganally a quiet 
ogr1cullurol nation. the wt • adminis 
trnt1on ora aucc ion of kings gnduall) 
changed it into o commcrc:aal and cul 
turol center For the firsl lime an h1 tory, 
Ke~tna built roads across the inhosp•ta · 
bl w aldern regions to the south, 
l' tabla hang firm trade hnlul \\1th the 
lands beyond Caravans oftmde goods 



traveled down thci.e rooW., returning 
months or years later w1lh fortunes in 
precious metals, cxoLic fabrics, spices, 
and 1lem of arcane nature. It was n 
period of great pro penty for the Kei.· 
trian pt.'<>ple, and especanlly (throul(h the 
virtues of extensive t.axat1onl for the 
nobility The ''eulth oftht.' kings of !\cs· 
trin become legendary 

It was only o matter ofume, of course, 
before more warlike notions focu~d 
avaricious eye on the rich kingdom 
Kestr1a "as a not ion of ml'rthants . not of 
warriors. Its grip on its outer province:; 
began to weaken llS hoslllt.' neighbors 
repeatedly O\'errun its bord«:r., Thc:.t-
pre ures from without, combined" 1th 
corruption and petty rivalries from 
within. proved to be too much Whole 
pro,•1nces rose an rebellion. In tho&- dark 
months, as the kingdom's doom became 
1ncreos1ngly apparent. some men chose 
t~ dw fighting for their resp<.'<'li,·e 
caw.cs-and some took ad,·antage of 
Kestno's death Lhroes to make a huge 
profit. 

Chndranthcr was one of the I alter A 
half-elf of obscure origm and motivot1on, 
he hod somehow managed to become o 
trusted apprentice of the great Valedyr 
the White, mlll!Ler ofmagtc for has mn.1· 
esty the king. When Valedyr left to fight 
for his lord an a decisive battle with the 
rebel forces. Chodranther l\3W his 
chance. His name mearu, "silent cal" in 
Elvish, and lale one night, on the eve of 
the great battle, he lived up to that 
oppellauon. After evading all traps and 
guards with magic and stealth, he crept 
unnoticed into his master's "impenetra· 
ble'' treasure vaults, where he stole a 
large number of priceless jewels and 
mag1cul items. Then he disappeared and 
was never seen or heard from again. 

Doubtless Chadranther would hove 
been caught had his master been uvaila· 
ble t~ deal with him, but Valedyr was 
ot herwise occupied many leagues away, 
dueling with enemy spell-casters. The 
next day, the king's forces were utterly 
defeatoo in battle, a n inv1s1ble stalker 
killed old Valedyr 88 he ncd for his life, 
and an the subsequent years of anarchy. 
few men had time to wonder what hap­
pened to Chadmnther or the priceless 
treasure he took with him. 

But now, a century after the fall of the 
Kingdom of Ke tria and the establish­
ment of t he feuding Kestnnn States, 
sages ond professional treasure hunters 
have become very anterestcd in Chadron· 
ther's strange disappearance . The leg-

end of " \'aledyr 'b Lo:it 1Yeusure" lb \\ell 
known among adventurers. Some say 
that the treasure is n fortune in gold and 
jewel ; others say that it 1s largely magi· 
cal an nature. Whichever version 1s 
believed. everyone Obrrees thul the treu 
ure 1 probabl.> sull somewhere m the 

"1 ld tcrr1tone to the south. where com­
mun~ and contaC'I other plant• spells 1nd1· 
cnte Chndrnnther ned with 11 a hundred 
years at(o. Many ha"'~ gone lo look for the 
tre~ure, and al lea:st halfofthe:.e htwe 
never returned 

Further use of information 1>pell11 ind1· 
cutes that one of the magtcal 1tems Cho· 
dranthcr tole was an ob,Jt.>ct of g~nl 
power, and that this obJCCL \\ill> the cull!>(• 
of his disappearance For this reason, 
sages hove dubb4.>d th1 mysterious object 
"Chadronther"• Bane.'' Indeed, many 
sages hove copies of a famed passage 
from Voledyr's private papers that 
speak of this obJCCt In his day, Va led.> r 
was a famous plane traveler After a 
porticulorly long absence, he returned 
with a magical item "of such diabolical 
power that I could handle 1L only from 
afar. using magical powers of telekinesis 
. . and, having deposited the sphere Ill 
the deepe t corner of my voult.s, where it 
1s sufficiently remo,·ed from other ob,JeClS 
to cause them no damage, I resolved to 
experiment on at until I could under· 
st.and its working ... After much fruit· 
less research, in which I have placed 
myself an great bodily danger, I have 
become convinced that no ordinary mor· 
tnl can control the phere. There 1s onl) 
one way to stop the sphere from function · 
1ng, and t hat is to destroy 1t. For now, 
however, I will leave 1t intact; perhaps 1l 
has its use "There i no doubt that 
Chadranther was trapped or killed by 
this mysterious magical device oiler his 
escape. 

All oflhe above as common knowledg.:>, 
ot least among sages. h1stor1ons, bardb, 
and adventurers. Nothing more is 
known. 

For the Dungeon Master 

Chadranther's escape from Valedyr's 
treasure vault was not as m}'literious u 
it may seem. He used a tefoport spell that 
he rend from a scroll he had kept hidden 
for years for just that purpose. Even 
though he had planned the burglary an 
great detail, Chadranther almost did not 
make il olive, suffering numerous 
wounds from traps and magical wards. 
When he reached the vaults. he ran from 
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chamoor to chamber, racing the poison 
grui that hissed out of hidden outlets, 
picking up onythmg that looked valu· 
able and shoving al into a back. He was 
ma great hurry as he read the teleport 
spell, and he stumbled over the final 
words He motcr1ohzed at has 
de,..Linat1on- but almost 30' an the n1r 
lie fell i.crcaming, the sack come loose 
from his belt. and his loot was SCllllerod 
1n nil dm.-cuon.s. Stunned and d1son 
ented . Chodranther picked h1mi;elfup, 
staggered o few steps. and collapsed. 
unconl>C1ous. 

Chodranther hod 11•/t!ported to a way· 
houi.e, one of man) buildings erecwd to 
shelter tra,·elers along roods 1n the 
110uthern territories. He had been there 
before and knew he could l'Cl>l and re<:u· 
pernte there without mterrupuon In a 
few days, n small group of has loyal men 
wus scheduled to join him and escort him 
to lands for to the south, where he would 
lt\c the rt?St ofh11> life m luxury 

But 1l didn't turn out thnl way. One of 
the mogicol 1tems Chadronther hod 
stolen wa..'I Voledyr's ~pherP of din11nu­
l1t)tl, which d1man1she any human, 
demihuman. or humanoid creoture ton 
few inches in height <see the following 
t1Cet1on for details I. Bv the ta me Chad 
ranther regained his ·senses, he had been 
fully diminished in size by the sphere, 
which hod follen too sol\ landmg ma 
fountain near the wayhouse The phere 
remains there yet, and Chodronther as 
ull nearby. He is not 1>trong enough to 

destroy the iipherc by himself, but he is 
reluct.ant to lea,·e the uny domain he has 
created. 

Chadronther's men arrived a few dnvs 
Inter and were also d1m1n1shed, de15p1w 
has frantic attempts to warn them. A 
noocl of refugees from the Kestr1an civil 
war follO\\ed Over the ensumg century. 
hundreds of creatures have been di mm· 
ished by the sphere. Most have perished 
in this hostile world. A few. like Chad· 
ronther, hove pl'Ollpered, ottracung 
bn nds of followers. 

The PCs wall soon find themselves in 
this strange world. If they wash to regain 
their natural sizes. they must destroy 
the sphere, which is certainly possible 
though a challenging and perilous task 
indeed. The creatures and encounters 
olong the way offer opportuntue for 
profit and cooperauon, as well ns danger. 
And. of course, the reward for their 
lobors <the treasure Chadranther lolel 
1 scattered throughoul the area. 

A great portion of the DM's respons1 
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bility will be to descr ibe everyday objects 
and events from an unconventional per­
spective. Don' Ljust tell the PCs what. 
they see; describe the surroundings from 
their point of view and let them figure 
out what they are looking nt (sec the 
boxed text in "The Wayhouse" for a 
sample or this type or description). 

The phere of Diminution 

The sphrre of tlm11nut101i, known Lo some 
sages as " Valedyr's sphere'' or "Chad· 
rnnther's bane," is Q magical item or 
unknown purpose, probably of extra · 
planar or1grn. It appears to be a hollow 
globe or perfectly transparent glass. 
about a hand's-width in diameter. 
though it 1s surprisingly hea\')' and does 
noL Oonl in water. It radiates alteration 
magic in a 65' radius. Other than 
destroying it, there is no known way to 
slop it from funcu on1ng or LO perma­
nently alt~r its i:ffecu.. 

The sphere pro,,ects a s t rong, continu 
ous magical field around 1k~lfthat 
greatly diminishes the s ize and mass of 
all human, demihuman. a nd humanoid 
creatures. A 6 '-uill man, for example, 
would be d1min1shed to about 1 11~~ 

(1/'Wlth his normal height! Spell ranges, 
magical areas of effect, and all other 
abili t ies are similarly diminished , as 1f 
measured by o d1minuuvc measuring 
i:;t1ck <see "Scale"l. The mass of a d1min 
ished being or object. 1s not reduced 
proportionately to this scale <i.e . 
11125,000th normal ma. 1: instead, 1t is 
reduced by I 2,500, :.-o a 200-lb. warrior 
would weigh only l 28 oz. aft.er being 
diminished. Thus, normal breezes, 
though powerful to diminished charac· 
ters, cannot automau cally blow them 
away. 

Beings eligible to be affected b\• the 
sphere arc not 1mmed1ately d1m;nished 
when thlly enter 1L:s mai,rical field. Such 
creatures have u natural resistance to 
the sphere's effect, which 1s overcome 
a fter half an hour !three turnsl. Racial or 
spell-induced magic resistance docs not 
a /Teet this period of lime Once a crea­
ture has spent three full turns 1n the 
magical field. 1t 1s d1m1n1shed as 
described obo,·e. rapidly shrink ing to a 
\"ery tiny size. Unul the sphere 1s bro· 
ken. the creature remains at this drast i· 
cally d1min1shed size even 1f it leaves the 
sphere's fi eld Neither Utrshes nor the 
most powerful an Li· magic fields can 
neutralize the effects of the sphere, 
which operates on unknown principle:> of 
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energy manipulation and continunllv 
counteracts any other s1w -altering • 
efTects. 

Some creatures that are not huma n. 
demihuma n, or humanoid can, under 
some circumstances, be diminished by 
the sphere Either these creatures have 
mind links with their masters that over· 
whelm their own rudime ntary hfe forces, 
or they a rc human, demihuman, or 
humanoid creatures in a nimal bodies 
Familiars. druids' animal friends. polo· 
dins' horses, and well ·trained pets are 
examples of the former. Re111carnated. 
shape-clianRed, or fX>lymorphed charoc· 
ters arc examples of the latter. A PC 
cannot escape the effects of the sphere by 
changing inLo animal form. 

Nonliving materials can sometimes be 
diminished by the sphere Here we 
assume the existence of a " life force" 
that radiates from all natural -size living 
things. This force eventually saturates 
items held or worn by a creature, includ 
10g clothing, weapons, and equipment. 
S10cc the sphere dim101shes anything 
thoL conta ins the life force of a human. 
dem1human. or huma noid, these salu· 
rated items are diminished tn s1ZCJUSl as 
a living creature would be (n fact. any 
item that has been shaped or manufac· 
tured by a human, dennhuman, or 
humanoid has been saturated with this 
life force and will be diminished aft.er 
three turns 1n the sphere's field. Thus. 
even coins a nd cut gems will be dimin· 
ished in size. 

When a creature 1s diminished. 1t 
ceases to radmte life force due loo subtle 
interacllon between 1LS body and the 
sphere's magical field A diminutive 
cha racter could not, for examplc, :s1l on a 
natu ral-MW gem and expect to diminish 
it. Because he has been magicked into an 
extremely unnatural state. the character 
does not radiate life force any more, and 
the gem cannot become sat urated. 

E\'entua lly. life force leaks out of an 
inanimate obJect. lfa saturated object 1s 
left untouched for about 150 years, the 
life force leaks away and. if the object is 
d1rn1mshed, i t then returns to its natural 
size 

The sphue of d1m1nutum cannot itself 
be magically d1mmished or enlarged by 
a ny means 

Scale 

There a re two scales in this adventure. 
On the main map, one square equals l ' 
to normal ·size characters. This is the 

ob;ec:twe scale. However, as for as the 
diminutive characters a re concerned. 
one square equals 50', been~ they are 
50 times smnller than normal. This is 
the sub;ec:l1t•e scale used throughout 
most of this adventure, unless otherwise 
noted 

Movement rotes are unaffected 1n this 
adventure, sou PC's movement rate 
equals the dis tance in tens of yards!sub· 
Jectivc scale> that he can wulk 1n one 
round- if he is familiar with his set ling 
It 1s assumed thuL PCs move at one-third 
this rale during the maJonty ofth1s 
adventure h n lens of feet per round I, 
allowmg them time to check their sur· 
roundings for traps. hostile opponent.i;, 
and lO get used to the bizarre environ· 
menl they now mhab1t 

S1ghllng ranges should be carefully 
considered by the OM Though a di min· 
1shed PC would have no trouble noticing 
a normal·size on: (who would seem to be 
over 300 ' tall11. the same PC would not 
automatically see a dim inished goblin at 
the same distance as the ore See the 
notes in the 1st Edition DMG, page62 
!moking encounter ranges at 50-100 
yards between randomly encountered 
d iminished beings!, and the 2nd Edition 
Playa'.'l Ho11clbook. pages 117 -118, for 
more information <counung sighti ng 
ranges on the subJeclive sea let The 
arrival ofa ' 'huge" normal-size being 
into a specific area of the way house is 
instanlly nouced by all diminished 
beings if they can see. smell. or hear the 
larger being. 

Because of the extreme reduction in 
mass of all diminished items, diminished 
missiles have b'l"eatly shortened ranges. 
Reduce all missile ranges by a factor of 
three beyond the one·fifi1elh reduction 
made by the sphere Thus, ranges once 
ml!asured 10 Lens of yards are now mea­
sured in lens of fcet<e.g. long ra nge for a 
dagger 1s now 30', not 90'1. This scale 1s 
generally the sa me as the indoor scale 
given in the AD&D l s t Ed1t1on rules, 
but this restr1cuon does not a pply to 
spell ranges. 

The acceleration of a foll mg body 1s the 
same, whether or not the object is dim in· 
ished . A diminished character would 
have to fall many subJeclive feet. lo reach 
a high velocity. Also, diminished charac· 
Lers a re quite hghL and take much less 
damage when they fall from a height. 
For every 10 subjective feet fallen, a 
diminutive character la kes only I hp 
damage Thus , a fall of260 subjective 
feel would do 26 hp damage. The maxi 



mum damage that can be done is 120 hp 
of damage- a fall from an objective-scale 
height of24 ·. 

Destroying the Sphere 

If diminutive cha racLers ever want to 
return to their natural size . they must 
break the sphere. This would be easy to 
do for a normal-size character. The 
phere is mode of a substance with the 

fragility of normal glass (though it gets a 
+ 2 on the Item Saving Throw table, on 
page 80 oflhe DMG. because it 1s a magi· 
cal item). However, diminutive creatures, 
only an inch or so tall, may not be strong 
enough lo destroy the sphere with brute 
force alone. For ideas on how to destroy 
the sphere, see encounter area R Cthe 
fountain). 

Once the sphereof d1minutum 1s bro­
ken, oil diminutive creatures and objecLs 
grow Lo Lheir noLural size in only three 
rounds. The process begins slowly but 
picks up speed ns the creatures and 
objects grow larger. This gives warning 
at the beginning and o dramatic effect at 
the end. 

pe ll Modifications 

Mnny spells are made to function under 
fai r ly specific conditions. When these 
conditions change, as in this advenLure, 
such spells hove unonuc1pated effects. A 
few spells will not work at all. The fol· 
lowing classes of spells <or the spell·like 
abilities of magical items) have altered 
effect.a: 

Aerial movement (priest spel I w111d 
wallt; wiz.ard spells feather ran leu1tate, 
and fly}. In the areas covered by this 
adventure, gusty winds are constnntly 
blowing. Inside protected areas like the 
wayhouse bu1ldings, Lhese spells work 
normally. In exposed areas, a wiznrd 
using fly or leu1tate is buffeted back and 
forth in what oril, for him, hurricane. 
force winds. Eventually, he crashes to 
earth at o d1swncil of 50'.300' (ld6x 50) 
from his take-off point. in a random 
direct.ion, and must make a save \'S. 

spells or take ld20 hp damage from the 
impoct.. This does not apply lo wind 
walltingclerics, who ore immediately 
hurled at high speed out or the advenlur· 
ang area while in cloud form, traveling 
enormous distances until the spell dura. 
lion ceases. Such a cleric travels 2-20 
objective miles (100·1,000 subjective 
miles!) for every level he possesses Cos per 
the spell 's duration and local wand 

pcedl, crashing to earth when the spell 
duration ends for ldl00-20 hp damage. 
Wizards using feather fall outdoors are 
similarly a!Tected. but travel only 
100x 2dl0' in objective measurement per 
level of the caster, crashing thereafter as 
do clerics(sinoe t.hey have no control over 
their altitude). 

Summoning natu ral-6izc c reatures 
(pnest spells aerial strvant. call wood· 
land btlllRS. con;urr fire ekmenta~ con· 
1ure earth elemental; wizard spells 
COTVUT"e l'femenla~ inuis1b[e stalker, Ca<Y>­
dtmon, gait). These spells do not work. 
because d1minuuve spell-casters are no 
longer strong enough Lo control-or at· 
tract the attention of-these creatures. 

Other summoning s pells (priest 
spells con;ure animal,s, animal summon· 
mg; wizard spells find fam1/iar, monster 
summoning, con1ure animals). While 
these spells sull work, they summon 
creatures that the spell-caster might not 
expect. For examples of small creatures 
and their s ub,JCCtive hit dice. see the 
random encounter Lables in The Garden 
section 

Reincarna tion fpriesL spell reincar­
nate; wizard spell re111carnat10fl). The 
sub,JCCt of the spell is reincarnated as an 
already diminutive creature. <This is one 
of the cases where on animal cnn be 
diminutive, because its life force con· 
tinues lo be that oft he subject.) 

ize-altering pell (wizard spell 
rnlarge, reduce, and various uses of wish, 
l1n11ted wish, alter realtt): and the like). 
See "The phereofD1minut1011" for 
details on the effects lor rather, lock of 
effects) ohhese spells an this adventure. 

Note: Clerics have no difficulty regain· 
ing spells when they are diminutive, 
because their links with their deities are 
not affected by physical s1z.e or power. 

tarting the Adventure 

There are several ways to introduce the 
PCs to this adventure. Some sugges· 
lions: 

- During one of the PCs' adventures, 
nn old d iary comes into their possession. 
Written more than I 00 years ago by o 
mercenary-adventurer named Radulph. 
1t 1s one long. dreary story of looung, 
pillaging, and treachery. Toward the end, 
however, Rndulph describes how he and 
his companions were approached by a 
half-elf who identified h1mselfos "The 
Cot." Th1s mysterious figure needed a 
few loyal men to escort him through the 
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wild regions to the south, and he was 
prepared to buy that loyalty with a gen· 
erous quantity of gold. Rndulph and his 
friends agreed lo meet their new mnster 
in a few weiikB al a prearranged location 
(Radulph is deliberately "ague on this 
poant, and only the general location of 
this place can be ascertained). Just 
before Radulph set out on his journey, 
the diary was lost or perhops stolen. 
Elven charact.er11 will make the connec· 
t1on between the name Chadront.her and 
its Elvish meaning ("silent cat") here. 

- A sage hires the party t.o find out 
exactly what happened lo Chadrnnther 
and his loot. From his studies and cer· 
win other sources (such as the diary 
previously not.edl, the sage believes he 
can approximate the route Chadrnnther 
took when he fled from Valedyr's vaults 
(the sage doesn't know about the telepart, 
of course. but he knows about where 
ChodranLher was going Lo meet his hired 
helpers). While the sage cannot afford lo 
pay the party lo perform lh1s task. he 1s 
quick to remind them that the trensure 
Chadranther !llole 1 "immense an 
value," including one powerful magical 
item he calls "Voledyr's sphere." Of 
course, the sage wishes to exomane the 
sphere an deLa1l 

-The party finds a t iny. perfectly pro­
portioned su 1t of plate-ma ti armor, only 
halflhe length ofa man's thumb, for sole 
in a Kestnan marketplace lt 1s an 
exceedingly fine reproduction oft he real 
thing. though it 1s rusted and dented as 
though by the jaws of a large animal. 
The curio dealer knows only that it was 
found 1n the southern wilderness by a 
half-breed barbonan named Felsha who 
often went there to hunl and trap. Felsho 
disappea red on an expedit ion anto the 
wild lands about thr<.-e years ago and has 
not been seen since. The cur io denier can 
1dent1fy the general area where he d1snp· 
peared and \'Olunteers that Felsha was 
con\•1nced that he know where a great 
treasure was located or course, most 
people thought he was a little son an the 
head. 

If the PCs decide to complete this 
ad\'enture. they hould be allowed to 
outfit themselves for a long wilderness 
journey. Then they can venture into the 
wild lands where, following the amb1gu· 
ous reports ofChadranther's location, 
they w1ll tra\'el for two weeks. 

The OM may draw a map of the area, 
though this 1s not trictly necessary The 
encounter tables for uninhabited wilder­
ness on pages 184·185oftheDMG 
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should be ubcd In addiuon, for ewry 
lhrt.'c or four du)s spenl lraveling along 
an old Keslrrnn road, lhe party encoun 
ll'l"b one oft he wayhouM'i. construcled 
lung ngo to house the Kci.tnnn mer 
chants who rci.:ulorly traveled through 
the urea lthl• m;un mop shows the typical 
luyout ofa wuyhouse, including n l1nng 
urea. stablt:. and small garden with n 
founuunl. Most warl'houses are sllll in 

good repair .rnd provide \\t:lcome shl>l ter 
from the eleml'nls 

These encounters !><.'rw Lo estabhbh a 
routine thul cun be used\\ hen the party 
gels lo the wuyhouse whl'ri.' this ndvi.'n 
lurt· Lake plticl.' The OM mllhl m.lkt' 
note of "ho tukl.'s first watch at night. 
"hl'lher the PCs slat{' they are renrrang· 
mg the rurn1Lure before they ).lO to slt.•cp 
Ito block the doors. etc.I. where the PCs' 
l.'qu1pmenl 1s 11tashed, "hl.'re their hon.cs 
ore placed in l he stabll'!> I nbu.•ad of osk 
1 ng lots of susp1c1ous quest ions. the OM 
should Just wntch whut tht• PCs do If the 
OM must make a fo" reru;onuble 
al:>bumpuons, rl.'member that his "ord 1s 
final 

The Wayhouse 
Aner two Wl~ki. have pa~scd . the PCi. 
encounterllhough without knowing all 
the wuyhousc where Chadrunther met 
his bane. The followmg text shows oni.' 
possible way an which even ls occur when 
th11> happens lhhc OM has a ~1fic 
routine available for the PCs when they 
encounter an unmhnb1ted wayhouse, he 
should adjust this text lO reflect the PCs 
acuons arhe simply w1 he to read the 
text and Stan the ad,·enture. Otherw1M.>, 
the PCs are rrec lo play out their nrrm1l 
at the wayhouse Note the woy in which 
the scenery is described when the PCs 
are d1mm1shed. 

~or half a month, you have foced greut l 
dangers from bandits. wild animals, 
and the am personal forces or nature 
Lake many before you. )·our resolvt.' as 
beginning lo weaken in the face of 
endless leagues of howling wilder· 
ness. Quite frunkly, you might ha'-e 
already turned back had )'OU not come 
upon a trade road. The cobblestonc 
track, almost completely obscured by 
dirt and weeds, 1:1till 01Tert1 you hope 
Wht:n Chndrnnther trnwll>d through 
this region. he may have followed onl' 
of these roods. Pt!rhaps over the next 
ridge you wall find his bones. with ~ 

r unimaginable treasure scattered 
among them. 

Dark clouds are building in the 
horizon 'a'Ou urge your mounts for 
word up thi.' steep trock Night will 
foll soon. and you ore anxious to camp 
bcrore the storm hits As you reach 
the top oft he ridge. the shrieking 
\\and. lnps nnd claw. fll you. nnd n 
fine dnzzlt• dn~ down Below heb o 
Lmy \•alle) A swan. rocky btream run. 
1 hrough 1t. ot one poi nl roaring over a 
30 drop onto great, not boulders 
h\·low. A fow hundred reel upstreum 
from the waterfall. the road cro scs a 
shallow for<! On the other side of the 
stream as n "ayhouse, still largely 
intact. It !W,wms you ma) not hove to 
spend a miserable nii..:ht outdoon. 
uner all 

Your mounts quicken their pacl' ai; 
they stumble down the steep incline 
,1nd splash ucro><S thl! ford The wuy 
house, as you approach 11. s<.>ems to be 
1n good repair. The roofofthe slabll! 
11ngs, and parts of the garden wall 
haw collapsed. but the structure 
remains sound As you come Lo the 
wrought·aron gate. the storm breaks 
o'er you\\ 1th 1LS full force, and tor 
rent.sorrmn pour down from the boil· 
1ngclouds 

Thunder crashes o.s you lead your 
horses into the st.able Aller a thor· 
ough search of the environs, you 
al'tertam that the the pince as 
deserted. The roor of the h ving anm 
leuki. bhghtly. ond the room is damp 
and chilly You light a fire and huddle 
around 1t, wearily eating tasteless 
rations and !frUmbl1ng ubout the 
adventuring life. 

A II or a sudden. you reahze that )'OU 
are feeling weak and d1uy. The room 
seems to shin and change nround you. 
Too late, you try lo scramble to your 
foet. Almo.<1t without worning. you 
find yourselws mo gigantic chamber, 
hundreds and hundreds of foet high 
Your scnscB rct>I as they try Lo ad.Just 
to your new surroundinbtS. The scale 
as vast beyond comprehension. Sec· 
onds ago you were packed close 
together near the fire for warmth, 
now only a few or your companions are 
v1s1ble farm the d1sLance. They sat or 
slllnd on mnssl\'e platforms sus-
pended high above an abyss by greutj 
supports as \\id(• as tree trunks Not 
for away is a roaring fire 80 bag it 
could engulru small town. You are 
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I transfixed with terror. but the blaze 
does not seem to be moving toward 
)'OU For a moment no one speaks. A 
rew huge globes or water sail out or 
the routing darkness high above to 
era.sh onto the floor below For a long 

I 
moment, you ure overwhelmed by the 
i.hc.-cr va tnel>S or the place. 

---
As noted, the adventurers are d1min· 

ii;hed by the sphl'N of <l1n11nut1on only 30 
minutes an.er reaching lhe wnyhouse It 
1s very possible that the group may have 
split up by this time, wi th some members 
bemg in d1fTerenl areas of the house 
when tht.> sphere's efT('Ct.s take hold. It as 
l'ven J>03S1ble that one or more PCs wall 
be absent when this occurs, with tht? PCs 
having gone hunung or scoutmg an the 
countryside The 0~1 should try to have 
the PCs diminished while they are fairly 
close together unless he does not mind 
running several groups of PCs at once 

No te: From this poml on, all distance 
an.• given in sub_JC('tive 1<eale. unle s 
otherwise noted 

The wayhousc 1s actually made up of 
two odJOining buildfogs: o hvmg aren for 
travelers and n stable for their mounUs. 
Thi.' walls of both bu1ldmg~ ore made of 
rough. mortared i.tone Doors in each 
area are thick and extremely heavy, 
l'l'qumng a total orsoo strength points 
10 move once the PCs have been d1m1n· 
1i.hed. A 3 ·high space i.'Xlsl.S between the 
bottom or each door and the noor. large 
enough for n dimmished human lo crawl 
through Windows are set high up m the 
"alls, 400' feet above tht• floor. 

Climbing: The walls oft he wayhouse 
count as rough surfaces wit h ledges, ns 
per the D1mRf!on1111r's Suri•wal Guule, 
pog<' 14. A d1m1mshed. unencumbered 
character can chmb these walls al u rate 
of 12' per round <double that for lhui\•esl. 
Nonth1cves hove a base i!O'l chance or 
successfully climbing, modified (&b "1th 
thwvesl for dexterny and race. See the 
n G. pages 14 ·19.for detuali;onchmb 
mg.Jumping. and rope US(' applicable 10 
this adventure 

Pi re : Diminished PCs nl'ed not worry 
about setung fire Lo the wayhouse ns n 
result orthe1r ncuons. Fm;t, such a fire 
would hove to be very large and sus­
tmncd for 2 5 hours f/irrballs don't last 
lang enough>. Second, because or the wet 
weather, maJOr fires tend to sputter out 
oiler another 2· 12 turns. In short, touch· 
ang ofTan inferno will wkc days of labor 
If, an.er all this. the PCs persevere, the 
OM will have t.o w;c has own imagination 
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living Area 

This room contai ns a battered round 
table, three rickety chairs, and five ben­
ches. There is a sma ll fireplace in one 
corner with the heraldic arms of Kestria 
ca rved over the mantlepiece. The room is 
g loomy, with only two high windows to 
let in light. There is no ce iling, only two 
thick oaken beams !outlined on the map) 
between the fl oor a nd the underside of 
the sloping roof. Floorboards cover the 
bare ground. 

lfthe OM could not determine where 
each PC in this room was when the 
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sphere diminishes them all, the players 
concerned can each roll ld8 on this table: 

1-4 PC is sitting or lying on a ran­
domly selected bench (maximum 
three characters per bench) 

5-6 PC is sitting on a randomly 
selected chair (one to a chai r) 

7 PC is standing on the floor (DM's 
choice of location 

8 Player may choose his character 's 
position in the room 

Unless otherwise determined, the PCs 
have their vital equipment (i.e., weap­
ons, armor, magical items) with them 

when diminished, but each PC has a 50% 
chance of having placed his backpack on 
the floor nearby. 

Anyone on a bench or chair is trapped 
on top of it; benches and chairs are now 
80' high. Their legs are made of smooth 
hardwood (smooth, cracked, and slightly 
slippery, as per the DSG, page 14), and 
only thieves can climb them without 
tools (at 6 ' per round). Others must use 
rope in the descent. The tops of the ben­
ches have no projections to anchor ropes, 
but a spike can be secure ly driven into 
the wood in three rounds. Walls adjacent 
to the furniture can be scaled, although 
it may be necessary to jump a gap 
between the bench and wall. According 
to page 17 of the DSG, a character with a 
running start can jump at l~ast 6 '-9' 
(ld4 +5). A dexterity check o'n ld20 must 
then be made to grasp the wall. Failure 
on either of these rolls means a fall of80' 
to the floor below. 

The letters A-H on the wayhouse map 
indicate benches and chairs. The dis­
tance between bench A and the wall is 7 ', 
between C and either wall 8 ', between 
bench D and the wall 12', a nd between 
bench E and the wall 3'. At their closest 
point, benches A and B are 8 ' apart, and 
this gap can be jumped without making 
the extra dexterity roll described above. 

Goblin Assault 

About 70 years ago, a family of goblins 
was diminished in this room. They were 
no match for the rats that swarmed 
beneath the floorboards, so in despera­
tion they made a Jong, perilous climb up 
a wall to the rafters, where they made 
their home on a narrow ledge. 

The goblin tribe has grown and become 
prosperous by ambushing people who are 
diminished in the way house_ From their 
lofty aerie high in the perpetual 
shadows, they watch as the sphere 
claims new victims, then take advantage 
of the creatures' isolation and disorienta­
tion to launch a surprise attack, using 
techniques that have been refined over 
many lifetimes. Their motive is simple 
greed: They want the traveler's equip­
ment, weapons, and magical items. 
What is not useful to t hem they trade to 
Chadranther (area 2) in exchange for a 
few barrels of his wine. Chadranther also 
pays well for slaves, so the goblins do 
thei r utmost to subdue the PCs and take 
them alive by calling for surrender. 

There are 54 m a le goblins (hp 4 each; 
leather armor made from rat hide (no 



shields>: one dub, one shng, ond 2-20 
tones each l, 34 fe male gobUns <hp 3 

each, no armor or "ea pons>. ond 48 
you ng goblin <hp 1 each, no ormor or 
weapons>. Algol, their chief, wears 
leather armor • 2 and on eloborate 
leather harness studded with 11 glitter· 
mg c1tnnes, each of50·gp base value He 
is olwoys accompanied by two body· 
guards <hp 7 each) who wear su1t.s of 
high-quality chain moil of holning or 
gnomish manufacture (worth double 
normal ,,olue> ond carry morning stars 

The oldest member of the tribe is 
Yakkar, the witch doctor. Yokkor as much 
wiser than the chief. He recognizes over· 
whelming odds when he sees them. If the 
tnbe as in great danger. he advises Algol 
to order a retreat. Algol "01ta to follow 
this advice for 1·6 rounds. to save face 
Yokkar as far more powerful than Algol , 
but. oppearances are important to chiefs 

Algol: AC4; HD 1- 1. hp8; THACO 19; 
leather armor -2, morning st.or 

Yok kar : AC 6. MV 3; C4 \14 ; hp 17; 
THACO 17 Cos HD 31; Dmg by pell or 
v.eapon type, pouon of climbing in a 
steel nask Yakkor knows the following 
spells at the fourth level of ability 
Cpnest) curt light u:ound , light, cau e 
fear. chant, resist fire; (wizard) affect 
normal fires. dancing lights, tentril~ 
quism, int•l8ibil1ty. let•1tate. 

If either the chief or the watch doctor 1s 
killed, the remaining goblins retreat t.o 
their lair in on orderly fashion . lfboth 
Algol a nd Yakkar are slain, there will be 
a panic-stricken rout. 

The assault proceeds as follows: 
1. The moment the PCs arc dimin· 

ished, 40 goblin warriors are lowered on 
long ropes from the roof beams to atLack 
anyone isolated on the benches and 
choirs. 

Only benches A, B. and E and choir H 
can be reached from the beams, unless 
the PCs hove rearranged the furniture. 
Each occupied bench or chair is attacked 
by 10 gobhn wa1T1ors The remaining 10 
goblins ore held in reserve to support 
their side in bottle If necessary, they 
could land either on the tabletop to bom· 
bard characters on chairs F and G with 
sling stones, or on the noor to capture 
PCs or s teal their d1mmut1Ve backpacks. 

The gobhns try to attack by surprise. 
Lowered quickly and silently by teams of 
females and young in the shadows 400' 
above, they may touch down before one of 
the adventurers sounds the alarm The 
goblins gain surprise on a roll of 1·3 on 

ld6. Otherwise, they are dl8Covered 
when 10'.100' above the tops of the hen· 
ches and chairs, descending at a rate of 
60' per round. Once they ha,·e been seen, 
the goblins fire their sling stones (they 
can load and fire at a -2 to-hit penalty 
due to extensive pract1ei!l but are other· 
wise helpless targets (-2 to ACl. Any fire· 
based spell cast at the goblins sets their 
ropes alight. 1f such equipment fails a 
save vs. magical fire; the ropes burn 
through in a single round. Two goblins 
and their ropes are affected for every l • 
in diameter of the spell's area of effect. 

If the goblins are blocked from their 
ropes in the course of combat, they 
become demoralized, fighting at-1 to 
hit. If a PC tries to climb a goblin rope, 
there is a 25~ chance that the females 
and young above will mistake him for a 
gobhn and pull him up. Otherwise, there 
is a 5~ chance per round that they will 
decide to drop the rope. The chm bing 
rate is 20' per round (40' per round for 
th1e,·es), so most PCs take 16 rounds to 
reach a beam from the top of a bench or 
chair, or 20 rounds from the noor If the 
brave PC actually makes it to the top, he 
will be able to spread ha,·oc by forcing 
the help le noncombatants to drop the 
ropes, possibly tipping the scales in the 
battle below. Of course, he will also be 
cut.ting himself off from his comrades 
and will have to fight any remaining 
goblin warriors alone. 

2. If any group of PCs proves especially 
tough to defeat, the remaining 10 goblin 
warriors are lowered into that area to 
reinforce their comrades. It takes them 
six rounds to reach the top of a bench or 
chair from the roof beams above. 

Yakkar, the witch doctor, casts ltuitate, 
resist fire. and inuisibility spells on him· 
self, then noals down to a point where 
his chant spell will help the beleaguered 
goblin warriors. Because the chant gives 
away his position, Yakkar is -2 to hit 
instead of -4 . Only an true desperation 
will he break his invu1b1/ity, perhaps to 
blind someone with a light spell or use 
his uentnloquum spell to startle an 
enemy spell.aster. 

3. lfthe party 1s losing to the gobhns, 
Chief Algol (easily identified in his glit· 
tering harness) descends with his body· 
guards and enters the thick of the 
fighting. The bodyguards absorb most of 
the attacks; the chiefs objective 1s to 
keep his tribe's respect, not to lose his 
life. If the situation is too dangerous, he 
lands on top of the table instead and 
shouts encouragement at his people. 
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The table is 140' high. Unknown to the 
goblins, one of the table's four legs hu a 
ladder of handholds cut int~ it all the 
way from the floor to the tabletop, which 
has no overhang and can thus be reached 
quite easily. This ladder can be climbed 
at a rate of 30' per round (60' per round 
for thieves). This leg touches the western 
corner of chair G and may be used u a 
way to get off the chair or up to the table· 
top. The other three table legs are too 
smooth to be climbed. 

This ladder was hacked out long before 
the goblins arrived in the room, by a 
dwarf who chanced to be sleeping on the 
table when he was diminished. thus 
finding himself trapped. The dwarf later 
met a grisly fate out in the garden, and 
his work has gone unnoticed by the gob­
lins, who are not exceedingly observant 
creatures. 

4. If the goblins win, they hoist the 
captured PCs and treasure up to their 
lair. As little evidence of the encounter 
will be left as possible; bodies will be 
dropped through cracks in the noor. The 
goblins will be satisfied to capture one or 
two PCs and will go to no great lengths 
to catch the rest of them. If they have no 
loot as yet, however, the goblins will 
resort to desperate tactics. pursuing 
escaped PCs int.o other areas or laying 
siege to an occupied bench or chair that 
cannot be reached from above, until the 
PCs run out of food and are forced to 
comedown. 

Goblins' Lair 

At the point where the east~rn ceiling 
beam meets the top of the north wall, 
400' above the noor, there is 8 naJ'l'OW 
ledge on which the goblins live. At night, 
when there are no enemies around, the 
glow of many torches shines from this 
area, and the sound of coarse voices 
drif\a faintly down. The goblins have 
never been attacked in their lair, so no 
guards are set. Attackers automatically 
gain surprise for two segments. 

A narrow ledge runs along the top of 
the wall between the goblins' lair and 
the western beam. 

The eas1e t way to get up to the lair ts 
via a ladder of handholds and rusty 
spikes that runs aJI the way from the 
noor up to the ledge. This lS the remains 
of the original goblin tribe's climb up the 
wall in search of a safe home. It. increases 
the climbing rate to 24 •per round (48' for 
thieves) with no chance of falling. 
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GOBLIN 
LAIR 

l 1quan • 10 subjective feet 

The chief and witch doctor each ha"e a 
crude helter for privacy. The re t of the 
goblins hve on the open ledge. Each 
gobhn warrior possesses a few valueless 
items taken from victims over the years, 
a crude grapphng hook, his personal 
425'-long rope (made of normal-size hght 
thread), and 1-6 gp 

1. Chler Hut. Algol lives here with 
his three wives and 10 young. Mixed in 
with their belongings are 17 pp and 
three dirty fur-trimmed cloaks worth 80 
gp each In one corner is an empty wine 
barrel with the letter "C" tamped on at 

2. Wilc h Doctor ' Hut. Yakkar h \'eS 
1n a tiny hut that stinks of incense and 
dried fungus His treasure-615 gp. 750 
sp, a potion of extra-htaling, and an 1Vory 
bracelet worth 600 gp-1s concealed in a 
deep hole under his sleeping pallet. The 
hole is trapped with well-hidden poi· 
soned spikes, and anyone who scoop up 
the treasure by hand has an 80<"f chance 
of getting scratched. If a 88\'e vs poison 
1 fa1 led, the scratch becomes infected 
and the victim loses two points each of 
trength and dexterity per day unul one 

characterisllc reaches 0. when he is 
1ncapac1tated and unable to move Afler 
two more day , the PC dies He can be 
cured at any time by a neutralize poison. 
curt disease, or heal spell If the v1cllm 's 
hands are protected by gauntlets, modify 
the saving throw by + 6. 

3. The Cage. This sturdy wooden cage 
is big enough to hold 10 adult human 
Tied to the bars is a single prisoner. a 
young ""Oman 

Talln: AC 8. ~IV 6 '121; 14 , hp 51121; 
THACO 19, Dmg by spell or weopon type, 
S 13, D 16, C 16, I 16, W 9; Ch 15, AL 
LN The numbers in parenthese sho" 
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Tulin's stall lies before torture and tar· 
vat ion. The following pells remain in 
her memory change self. phantom 
armor. detect 1m·1$1b1l1t): 

Only 10 day ago. Tuhn and a compan· 
ion named Ash were diminished an the 
stable Al mo t immediately. they were 
surrounded by eight wild-looking men 
mounted on rats, who took her friend 
captive. Thlin managed to escape to the 
living area. where 8 group or goblins 
captured her oner a brief light. She lost 
her spell books 1n the light end believes 
they were de troyed As far es Telin can 
tell. the gobhn were going to sacrifice 
her in a few days If she as freed. she tries 
to convince the party to help her rescue 
her companion , but he wall go a lone 1f 
she must 

Under the Floor 

There are many crocks between the 
floorboards. some big enough for a 
d1m1nullve human to squeeze through. 
The drop to the hard-packed earth below 
is20 '. 

In this rank·smelhng area hve sax rats 
lhp 20 eachl the size of horses W1th1n 
one round of the PCs' entrance, these 
creatures scuttle out of the gloom, their 
red eyes gleaming Three rats attack 
1nit1ally. and one addallonal rat shows up 
every round for three further rounds. 

The rats ' ne ts, built against the south 
wall. are large piles of twigs a nd straw 
littered with humon and gobhn bones. A 
battered conical helmet as also visible. 
Four rounds of sen rehang an these nests 
wall uncover a scroll case containing 
three gem-1nla1d wooden tokens <worth 
50 gp each > and two 100 gp diamonds. 
Kear the scroll case hes a silvered foot· 
man's nail with snake km wrappings on 
the hiltCworth 20 gpl Hidden under the 

wrappings is a clerical scroll wnh three 
spells: augury. neutral1w po1so11, and 
glyph of warding. 

The Stobie 

The nogstone noor of this room as part I) 
covered with a thick layer ofrotll ng 
straw as high as a tall man There are 
eight Slalls separated by 200 -high part•· 
lions, where the party's mount "ere 
probably placed (if necessary, determine 
randomly which tails are occup1ed1. On 
the northern wall beside the door as a 
shelf, and there are pegs around the 
room to hong riding tack, etc. The room 
1s "ell h t by many window A large 
bard' nest 1 v1s1ble h igh 1n the raners, 
darectlJ above the shelf<don't tell the 
playen;, but it's deserted >. 

The hon:e • huge mountains ofne11h, 
sh an nervously in their stalls. Their 
hoove are easily big enough to cru h 10 
men an a single step Saddles and bridle 
will have burst off as they were d1m1n-
1shcd. without damaging the horses. 

Most ofthas room is under the control 
ofChadranther. the half-elf who as ind1 
r<'Ctly re ponsable for the adventurers' 
predicament. Chadranther's main prob 
lem at the moment as arranging to 
remove the horses from the . table before 
the) tarve to death, their rotung car· 
casses would make the stable umnhabat· 
able for months He wall do this an a few 
days bJ opening the outer door with on 
elaborate system of ropes and pulleys 
a nd scaring the horses out with li re and 
loud noises. 

A. Gunrd Po t . This step as 25 ' high 
A sang le figure sits cross· legged on the 
edge of the tep near the southeast cor· 
ner, faci ng outward. :-<earby, a ladder 
slants upward from the strew.co,·ered 
floor to lean against the step 

The figure as a half-ore fighter named 
Rekkel He .... ears leather armor, and 
crude metal horns hang from his belt 
Rekkel 1s dozing, so he will be a utomati· 
cally surprised by someone sneaking up 
on him quietly. He has orders to raise the 
olarm if someone appears under the 
door. lfhe gets the cha nce, he wall blow 
has horn. summoning the " rat soldiers" 
from Chadra nther's lair. 

Rekkel as mainly interested an saving 
has own skin lfhe 1s captured, he tells 
everything he knows and even offers to 
guide the party, though he tries to escape 
at the first opportunity. He has rarely 
been out ofthas room si nce he was 



d1m1n1shed and captured here one year 
ago. but he can give general information 
about Chodrnnther and his organ1tat1on 

Rckk<'I: AC 8; MV 12. F3: hp 15. IAT 
1. TllACO 18: Omg by weapon type. AL 
~E 

B. The heir. Represented b) the 
outlined area. the helf JUts out from the 
\\Oii 200 above the noor and commands 
a panoranrn; \•1ew of the stable It can be 
reached by a rope ladder hanging from 
its western edge (climbing rote 1s 24' per 
round. or 4 ' per round for thieves) 

Three men have Just fini shed assem· 
bhng a balhsla <see pages 108· 109 of the 
OMO for deuulsl, set on o swivel mount 
at the western edge of the helf 1Wo of 
the men operate the ballista while their 
leader act.s as n spotter. All ore excellent 
nrt1llern;ts lflhey ore alerted by the 
sentr; 's horn or the sounds of battle. 
they draw up the ladder and bombard 
the enemy with ballista m1ss1les llhcy 
have 25) They can h1l any area of the 
room except directly under the shelf and 
behind obstacles like the stall pnrt1t1ons 
nnd the step. 

If one of the PCs climbs the rope Ind 
der. the leader bombards the intruder 
with arrow. while his men bring the 
ball1 ·to lo bear on the rest of the party 
The ort1llen lS wttl never cut the ladder 
loo:.c. as it 1s their only way to get down 

The ball1sta 1s ofhlllc use to the PCs 
unle they have proficiency in It or one 
of the artillerists can be " persuaded" to 
show them how 1t works. PCs without 
proficiency with this weapon hove o -6 to 
h1t torget.s with it. 

Artille ry me n: AC 8; MV 12, Fl ; hp 6. 
4 . leather armor, short swords. 

Ltod e r : AC 6; F4 ; hp 23: THACO 17, 
chain moil. long sword. short bow, 12 
arrows 

C. Cleared Area . Thi area 1s mostly 
clear of straw Within four rounds of the 
alarm being sounded. eight warr1on. 
enter from area O. brandishing long 
spears while whooping and yelling. They 
arc mounted on trained rats Chp 26, 2 1, 
20( x 2). 17, 16, 14, lO)lhatcan attack in 
the some round as their masters. The 
rot·mounted soldiers au.empt to sur· 
round the party. cutting them ofTfrom 
retrent and ordering them to surrender 
or die. The soldiers take captured PCs to 
their lo1r(oren D>, where the odventur· 
ers are imprisoned and eventually inte· 
grated into Chadranther's tribe. 

Warriors (8): AC 6; MV 9; Fl; hp 10, 8 

<x 2>. 7 <x 3>.6<x21: nngmo1l, moll 
shields, spears. 

Combat in this area, especially spec· 
tocular display of magic, 1s bound to 
terrify the party's horses Th simulate 
the horse " reaction. odd ond subtract 
points ns shown below, then check the 
following table 
Per round of fighting -1 
Per spell that causes sudden noise, 

hght, strange smells. or frighten · 
mg 1llus1ons + 2 

Per wound causing 4 hp or more 
damage to a horse (300 hp each > + 3 

Per round of quiet - 1 

Horse Reac tio n Table 
0-2 Horses ore quiet and relatively 

calm. 
34 Horses are re tie Anyone who 1s 

1ns1de on occupted 11tall hos a 25't 
chance per round of being tomped 
on !roll dexterity or lei.son ld20 or 
take 10-100 hp damage I. 

5-6 One randomly i,elected horse wheels 
out of its stall Chance to be stomped 
on is as above, but anyone in the 
room is I rnble for damage <except 
people on the shelO. 

7 + Thrrificd horses bolt out of their 
stalls and plunge about t he room. 
wreaking havoc for 2· 12 rounds. 
Chance of being stomped on is 50'f 
per round. 

Horse~. even the more intelligent ones, 
will not recognite their d1minul1\'e mas· 
ters. The n!al/y mtelhgcnt ones Co pa la· 
din's war horse. for example) will have 
been diminished and captured by Chad· 
ranther's men. 

The soldiers will not retreat until t hey 
are outnumbered 3 to 1 by their enemies. 
Rats whose riders ore killed 1mmed1· 
ately run bock to their lair I area 03>. 

D. Chadranthe r ' Lair. An old rot 
lair is now the entrance to Chadron· 
lher's home, a ser1e of burrows that 
houses a motley collect1on of humans 
and dem1humons, mo tofwhom ha\•e 
lived here all their lwe . 

Except where noted, wa rriors, bot h 
men and women, hove the following 
tat istics: AC 8; MV 12: FI ; hp 6; T HACO 

20; Omg by weapon type: AL LE; leather 
armor, long swords About ho If of their 
weapons are made of sohd 1lver, made 
by their smith from normal· 1ze old 
silver coins. Smee the silver 1n these 
weapons is not diminished, 1t will not 
grow when the PCs de troy t he sphere 
The weapons are \1aluable only as curios-

CHADRANTHER'S BANE 

1ty piece . Of course, the adventurers 
may not realize this. 

Most of the people in Chadranther's 
lair are supersut1ously afraid of their 
master. whom they call "The Cot .. Some 
believe ham to be a demigod, for he never 
seem to grow old (they don't know he 1s 
a half elO, and he has great magical 
po"en;. E\'en his physical appearance 1s 
1n dispute, for he rarely appears an pub. 
he When he does appear. however, his 
people obey his orders without question 

The entrance to the lair ts a high, 
round tunnel strewn with rot droppings 
that runs under the west wall of the 
stable at a steep angle. lt 1s never 
guarded. Like the rest of the la1r. th1s 
tunnel 1s \\ell lit with continuol /1ght 
spells. The area descriptions assume 
that the PC hove in\'nded the lair rather 
than entered 1t as cnpti\'e or in di gu11W? 

DI. to reroom. This room contains 
hnrne , Stlddle , food for the rats. and 
many large baskets with dark blue 
stains on the insides. There is uaually a 
group of eight men stationed here (the 
"rot soldiers" described in area C> They 
are sitting on the ground ploying dice 
and making a great deal of noise with 
their hout1ng. cursing, and lnughmg 
They are ploying for wooden token& with 
which they con buy drinks in Chadron· 
ther's ta\·ern (area 08> 

02. We ll. Thi 40 -deep \\ell is ho If full 
of icy water Anyone who foils in tokes I 
hp damage per round from the cold 
Beside the well is a leather bucket 
ntlachcd to a thick rope that is tied to a 
spike in t he wall . The spike will support 
150 lbs Con a d1minuuve scale, of coursc) 
before break mg. The sides of the well are 
s lippery with slime. 

Ten foet down the well is a secret door 
This con be detected on a 4 m 6 chance 
by anyone look mg into the well. because 
light h1ne faintly through crock 
around the door Anyone climbing into 
the well without a hght 1s sure to find 
the door 

The secret door leads to a tiny room, 7' 
long by 4 ' wide by 5 ' high. On the noor is 
a copper piece with a continuo/ l1Rht 
pell ca l on 1t. a week's supply of iron 

rations, a dagger, a chamber pot, and two 
leather pouches with idenucnl contents; 
smoJI piece of leather. some tmy hairs 
encased in gum arab1c, a copper piece. a 
bit of rat fur, a glass rod, and n cry tal 
viol contaming sweet oil (spell compo­
nents) Chadrnnther hides here 1n de · 
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* 1 square • 5 subjective feet 

pernlc c1rcumstancei:., i:.uch as a maJOr 
attack by the PCs. He won't use the room 
if he thinks it has been discovered. 

0 3. The Rat Burrows. Loud squeaks 
and scrambling sounds come from these 
chambers, accompanied by a truly terri· 
ble stench. This area is completely dark. 
1\,·elve rats live here in untidy nests of 
straw. Eight oft he rats Chp 21 each I are 
trained to carry the "rat soldiers." Those 
rats that survived the encounter in the 
stable will have returned here. The other 
four rats Chp 15 eachl are trained to 
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attack but will not carry riders. The rats 
have no treasure. 

If the PCs try to enter these chambers, 
the ral keeper tries lO stop them. He is a 
wiz.ened, slightly crazed old man who 
has lived underground so long his skin is 
almost transparent. The rat keeper 
announces in a cracked voice that no one 
is allowed to disturb his children. His 
"children," 1l turns out, are the rals, who 
tolerate only his presence in their lair. 
The keeper attacks Cby pummeling and 
grappling> only if someone hurts a rat. 
He wears an electrum ring set with lapis 
lazuli, worth 75 gp. 

Rat keepe r : AC 7; MV 12; T3; hp JO; 
THACO 19;$ 16, D 17, C 13; ALCN; 
unarmed (uses nonlethal combat rules). 

In the 8 '·high ceiling of the northern· 
most chamber is a 12' shaft leading up to 
area 010. The shaft is lined with 
downward·pointing spikes that reduce 
the chance of successfully climbing to 
the upper level by half. 

04. Living Ch amber. Most ofth1s 
large chamber has been divided into 
rooms with mud·brick walls. The air is 
thick with the smells of wood smoke a nd 
years of human habitation. lfthey have 
been alerted by the "rat soldiers," 14 
warriors (from areas 07, 0 8. and 09) are 
waiting here with swords drawn. lflhe 
a larm ha11 not been sounded, children 
are running around in the a rea, laugh· 
ing and playing. Combat in this place 
will be confusing, noisy and crowded, 
with people running every which way. 
The OM should keep up the pace of play 
as much as possible in this area to keep 
the PCs off balance and contribute to the 
general confusion . 

The unmarked rooms each hold one or 
more families. Each room yields 2·40 gp 
if searched for two rounds per room. 
Each room holds 1-8 cower ing noncom· 
batant humans Chp 2 each), mostly 
women and children . The bolder ones 
may try to hinder the PCs by scolding 
them and throwing rubbish , food, and 
(ful ll chamber pots at them. This abuse 
causes l hp damage lo a random PC for 
every three rooms searched. Good· 
aligned PCs who lose their cool and kill 
noncombatants are in alignment. trouble. 

0 5. mithy. A small forge is built into 
the east wall of this room, with a narrow 
chimney above it. It is used only at night 
so the smoke won't allract attention. 
Lumber is piled to the ceiling in the 
northern part oft.he room, a nd against 
one wall are five 2 '-diameter discs of 
solid silver. Examination reveals these to 
be normal·size silver coinB of truly 
ancient mintage. A boy is chipping off 
chunks of silver that the metalsmith is 
using to make tools and weapons. The 
smith, Keledrim Sparkstr iker, is a dwar· 
ven cleric of Abbathor (Unearthed 
Art'ana, page 111 ). 

Keledrim Sparkstrike r : AC 8; MV 6; 
C4: hp 24; THACO 18; Dmg by weapon 
type; S 18, W 15; AL NE; hammer. He 
knows the following spells: curse, com· 
mand. cure light wounds, precipitation, 
protection from good, hold person, Ir now 



al1gnm~nt, withdraw Kelednm wears 
leather armor with a chain-mail belt of 
steel, silver, and mithral plat.es, worth 
500gp. 

06. Holding Cell. Ban-ed on the out· 
side, this cell is presently empty Cap­
tured PCs will be imprisoned here for at 
least. one week-longer if Keledr1m's 
Jr now alignment spell reveals they are of 
good or chaotic alignment. At some 
point, the PCs will be asked LoJOin the 
tribe. Depending on their responses, 
they will be accepted (with suspicion) or 
sacrificed to Chadranther. 

0 7. Wine Cella r. The door to this room 
is locked with n massive padlock and 
guarded by two warriors (hp 9, 7>. In the 
southern part of this room are two large 
vat.a and a winepress. The back oft.he 
chamber 1s stacked with crudely mode 
barrels full ofblnckberry wine, each 
st.amped with the letter "C." By any 
standard, the wine is very good. 

A tall, blond-haired man toils in this 
room, loading the winepress with black· 
berries twice the size of his head. He is 
chnined to the wall just. out of reach of 
the wine barrels (the chain t.akes 25 hp 
damage before breaking). This is the 
companion ofThlin (see the "Goblin 
Lair," area 3). 

Ash: AC 8; MV 12; F3; hp 26; THACO 
18; Omg by weapon type; S 16, 0 16, 
C 15, I 15, W8, 17; ALCN. 

If freed , Ash is eager to JO in the party. 
He UJ a fearless, fun-loving, and resource· 
ful individual. Unfortunately, he is also 
tot.ally unpredictable and often danger· 
ous. More than most of his alignment, 
Ash believes that anarchy should rule 
supreme. He can be charming and com· 
pliant when it pleases him Ca bout half 
the time). Otherwise, he is cruel, taking 
great. pleasure in breaking things, trash· 
ing rooms, etc. Sooner or later, Ash does 
something that upsets the PCs' well-laid 
plans. Afterward, he pretends to be 
extremely apologetic for his behavior. 

Tulin is infatuated with Ash (his align· 
ment notwithst.anding). He's the type of 
man women love to reform, and Thlin 
will follow him wherever he goes. 

08. Tnvem . Ten warriors CAC 10; MV 
12; hp 6 each; no armor, long sworda) 
squat on the floor drinking wine from 
wooden mugs and eyeing the barkeep 
speculatively. Theowyn- a short, fat 
former merchant-sits nervously behind 
the low bar, guarding a half-empty wme 

barrel. A loaded heavy crossbow with the 
word "Peacekceper" scratched on it is 
placed conspicuously atop the count.er. 
Theowyn has another nine bolts under 
the bar. When the PCs enter. Theowyn 
climbs on top of the bar, aims the cross­
bow at the party over the heads of the 
warriors, and screams "Get out! Get out! 
Get out!" in a high-pitched voice. He is 
actually scared stiff. lfhe lives long 
enough t.o fire the bolt, he Jumps off the 
bar and hides behind it, trembling. 

Th eowyn: AC 10; MV 12: zero-level 
human; hp 3: THACO 20; Omg by 
weapon type; AL CC. 

Theo\\o-yn was captured five years ago 
while a member of an ill-fated trading 
expedition and now works as the wine 
di tributor, a dangerousJOb that he 
hat.es (most of hts predecessors were 
knifed by their patrons in dUJput.es over 
who got the biggest mug). If spared, 
Theowyn readily reveals the location or 
t.he key to the wine cellar, which is hid­
den in the heel of his Jen. shoe along with 
150.gp garnet. 

A small door in this room opens onto a 
passage that. leads to a hidden entrance 
on t.he surface, on the outside wall of the 
way house. The upper entrance counts as 
a secret door. 

09. Shrine. The door to this room is 
guarded by two warriors CAC 5; hp 7 
each; chain mail, long swords). A niche 
in the south wall holds a 5 '-high clay 
statue of a man wearing a robe decorated 
with stars. Offerings of coins 0 ·20 gp) 
and nower petals the size of shields are 
laid before it. If the PCs were captured 
no more than three days ago, their magi­
cal it.ems and money are also here; other· 
wise, these it.ems are in the treasure 
room (area 11). 

The room is dominated by a raised 
platform of earth, 5 ' high, w1th steps 
running up to it from the south. Here 
"The Cat" appears occasionally to 
review sacrifices. The door behind t.he 
platform is painted with a stylized skull· 
and-crossbones. It is trapped so that 
anyone opening il from this side releases 
a spray of mild acid at 5 1'2 ' height. Any· 
one who is standing on the platform and 
is at lea.st 5 ' t.all must save vs. poison or 
be blinded for 1-100 turns 

010. Guardians. Two gnolls (hp 12, 9; 
battle axes) live here. They meet the PCs 
at the top oft.he steps and thus get a .,- 1 
to hit due to height advant.age. One gnoll 
has an uncut diamond (worth 200 gp as 
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is) concealed in a pouch under his armor. 
As the PCs light the gnolls. they notice 

a short human figure st.anding in the 
middle of the room. He wears a dirty 
blue robe embroidered with yellow cres· 
cent moons, and a pointed black hat 

hike: AC 6; MV 12; T3; hp 12; /AT l ; 
THACO 19; Dmg by weapon type; 0 18; 
AL LN; hort sword. 

Shike is under the inOuence of Chad· 
ranther's charm pers-0n spell. He has 
orders t.o identify himself as Chadron· 
ther and warn away intruders. lfthot 
doesn't work. he is supposed to wave his 
arms around while chanting meaning· 
less words. This imitation of spell· 
casting will not fool a real spell-ca ter 
who makes a successful wisdom check on 
ld20. If forced to fight, Shike surrenders 
when he loses more than halfh1s hit 
points. He will not reveal his true 1den· 
tily, however. 

In the southwest corner of the room 1s a 
20'-deep pit from which can be heard the 
squeaking and scnunbling or rat.a. The 
pit is lined with downward-pointing 
spikes. 

The door to the north st.ands open. 
Examination reveals that it can be 
barred from this side. 

DI I. Treasu re Room. This room is 
full of loot seu~ed from diminutive lra\•· 
elers over the years. There are two small 
bales of silk (25 gp each). 10 bear pelt.a (5 
gp each), 50 glazed earthenware plat.es (2 
gp each), six large clay jugs containing 
pepper (20 gp each), two ancient red 
dragon skulls C250 gp each to an alche· 
mist), a 5 '-square cracked mirror (25 gp), 
and a locked strongbox containing l ,750 
gp and 2,000 sp. Behind the mirror, 
which leans against the wall in the 
northeast corner, is concealed a low 
passage to Chadranther's room 

A secret door in the northern wall 
opens onto a suurcase that leads to a 
hidden entrance on t.he surface, about 2' 
west or the st.able wall. 

012. Cha dranther ' Room. Chodran· 
t.her has just finished casting an ESP 
spell on himself when the PCs arrive. 
The main door 1s ban-ed from the inside 
and will t.ake 30 hp damage before being 
destroyed. There is an inconspicuous 
peephole in the door. lfChadrant.her sees 
the whole party go into the treasure 
room (area 11) t.o ogle his treasure, he 
quietly slips out to area 010, barring the 
door there before he goes t.o organize hUJ 
people to repel the attack. lfthe PCs try 
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lo bauer do" n lhl' door lo hh room. 
Chodronlhc•r '"(•oh 1n1·1s1hl) throui.:h 
lht• concc•.1h•d pa!:-Sllo:C' lo ,1n:.1 D 11 .ind 
<•sc.1pt•,, v111 lhl' ;..ecret door to lht• i.urfacl' 
Ill· h,1;.. n cons1deruble ud\'antuge owr 
lht• port) in thnt he con di\ ine thl•tr 
posn1ons and 1ntenuom1"1th h1" r-:SP 
spt•ll 

Chudrunthl'r nl•\er risk.., ht.., lift• unless 
th<' reward .. are substantial Ewn 1fht· 
trulv bchl'\l'"' th al hl' can O\ erpo" er the 
pnrty. he nuack. onl) 1fhe has a cl<'ar 
e~ape roull' Ideal I). he should e--cape to 
confront lhl' party al the <'nd of lht• 
ad\enture I after the) haw destrowd lht• 
~ph1•r1 11{ c/1m1n11t111n1 

hadranther : AC I. ~I\' 12. Mi T • 
hp 35. T l I ACO 17. Dmg bJ !oipt·ll or 
\\enpon typc. S 14. D 18. C 11. 116. \\' 16. 
Ch 16, AL ;>.:E; sc1m1LUr. gnrroll• Il l• 
"ean; a r1r1~ of prot1•ctmn • 2 nnd carries 
pouon;., of ~p;·,·d and h1•a/1ng Chadrnn· 
ther know;., thl' following spt•lls ur11111r, 
fr1rnd'. mORI<" m1., ,tft•I • 2 ·. E. •p 11111s1· 

b1/11\. mirror lmORl'. l1Rhtnm~ bolt, "'~ 
#!• tu111. charm m11n\1t•r. 

Chodronther 1s the mo .. t cunning, 
denous. ond treacherous charnctt•r the 
part) "111l'ncounter1n this ad\·enlurt• 
If, for example. he thinks lht• party 1s 
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..,lrong enough to dt•;..tro) tht• i.phere lh1s 
mostde\'OUl \\tsh l. h<· might lij toi.leer 
them in that d1recuon b) contriving to 
st>nd t hem mes~ngc•s lall!r on 1n the 
adventure Al the some lime, hew tll be 
preparing lo obhwrnu.• th<• PCs as soon 
us the sphere 1s dci.troyc•d 

Chadranlhl•r's l'OIC now IS his arro 
gonce He like. to gloat and show ofT 
when he has the uppt•r hand tan·ed for 
intellectual conven;ot1on. he may delay 
the exccuuon of on intelligent. educated 
prisoner for a fow da)·"· He 1. ne\·er reek 
le s , hO\\eV<'r. and h<' alwa)·., plans an 
ll\ enue of l'SCUJ>l! from C\'l'r) i.1tuation 

Hi.; room conto1n!'> 'ltmple furnishings 
including a h<.•d. two armchairs, and a 
toble Then• I!> a half fu II barrel of wine 
in on<' corn('r ll1ddl'n under 1t is a silk 
purse conta1n1ng th(' key to the strong· 
box in the lreai.urt• room. !iv(' garnets 
worth 200 gp each. and on unadorned 
silver ring \\Orth 1 h"P The ring has a 
tin) spike on tht• ins1dt• of lhl' band 19~ 
undetectable• to normal Kruunyl. that 
\\ 111 :.cratch lhl' linger of anyone who 
puts on the ring The spike 1s poisoned, 
so the first pcn;on who get scratched 
must save \ ' 1> poison or take 6·36 hp 
damage. 

Chadranther's three Lmvehng spell 
books arc 1n a backpack on the loble 
They contain his memorized spells plus 
rracl magic. charm /)4'rson. wrllt'. mt•s· 
\Ol(l', strrnRlh, cla1ri•oJOnC'(', u •at('r 
hr1•ath1n1:. and dig Chadronther tokes 
l he books w 1th him wherever he goos 

E. traw. This area 1s coven.>d with on 
thick layer of damp, rotung st row 

through w h1ch tunnels hove been 
pushed 1n oil d1roct1ons Movement 1s at 
half normal peed, and there 1s a IO'f 
chance per round ofmeeling a retur ning 
''rot. train" from area 4. 

Wh1ll' the PCs are in this urco, they 
arc attacked by four men Deserters from 
Chodranthcr's lair, these men ha\'e 
become mosters of guerilla warfare 
They sneak up behind the party lsur 
pri~ on a 1 4 on ld61 and unlem,h volleys 
of darts at the weakest· looking member 
from a distance of 10-40' If chased, the 
men pretend t.o be afraid and run away, 
but 1f n pursuer 1s separated from his 
companions, the guerillas turn and mob 
him Each man has 100 gp 1n coins ond 
JCWf.'lry 

De crtcrs 141; AC 8, MV 12, F2; hp 15, 
14, 10. 9. T HACO 19, Dmg by weapon 
l~ pl'. AL CE; leather armor. 15 doru 
each 

The Gorden 

Aner so mony years of neglect. the gar 
den 1s o wilderness of vegelotton Flower 
bed!> hove become Jungles of weeds a nd 
groi;s that reduce movement. lo a crawl 
Heavy blades must be used hke 
machete to hack t hrough the thick 
stems Hedges hove spread and thick 
ened into three·dimens1onol tw1ht mazes 
of mo l\'e interlocking branches 
through which the PCs could travel 
w 1thoul ever touching the ground There 
ore l wo trl'e. !the branche of which are 
reprei.ented by the outlined areas>. so 
unimaginably huge that ent ire towns 
could nestle in their boughs Only the 
crocked tone poths offer relauvely unre· 
stricted travel, iflhe PCs are willing to 
l'Xpose themselves to hungry eyes 

In one corner of the garden is a 
scummy pool with a fountain , long quiet, 
in it.s center The garden 1s surrounded 
by walls of mortared st.one. 300 high, 
thot may be climbed like the walls of the 
wa) house Symbols of wealth for the 
Kingdom of Kestria during its golden 
age. the gardens were maintained by o 
small army of traveling caret.akers. 



Ouuide the garden wall, life is much 
more dangerous for the diminutive trav­
eler. The terrain is extremely rugged 
(including wide rivers and swamps). 
Huge monsters abound (wolves, hawks, 
snakes, etc.), though they avoid the way. 
house and the smell of hunters it has. 
The nearut outpost of dvilizauon is at 
least 8,000 subjective miles to the north. 
Of course, the PCs' problems would not 
be over if they reached a human commu­
nity, for they would probably be captured 
and sold as curiosities or displayed in a 
private zoo. 

lflhe PCs try to escape into the wilder­
ness and are not llOOn convinced of the 
hopelessness of their journey, it iii incum­
bent on the OM to set them in t he right 
direction. One method might be an 
encounter with a group of diminutive 
human travelers returning from a four· 
month journey into the wilderness. With 
wild eyes, t hey describe the horrors they 
encountered along the way: sudden rains 
that create great seas of mud t4 drown 
men and their rat mounl.8 before they 
have t ime to run for high ground: savage 
wolverines that dig out the most secure 
hiding places and swallow screami ng 
men whole as their companions listen 
helplessly; and the wide river lo the 
north. whose swift current has drawn 
many boal.8 down lo the waterfall, where 
lhe helpless occupants are pounded t4 
bits on the rocks below. 

The a rea outside the wayhouse and 
garden is not detailed in this adventure, 
the OM's imagination may run free. 
Groups or whole societies of diminutive 
creatures may be placed there. Most but 
certainly not all such communities will 
have reveru?d to a st.ate of barbarism. 

Terrain, both inside and out.side the 
garden, may affect speed of travel. Move­
ment rat.es are reduced to the following 
fractions: 

Grass: s1. 
Swamp: 1'2 
Bush branches: 1h in any horizontal or 

vertical direction. Shields may not be 
used in this area, due to the necessity of 
holding on with at least one hand. 

Path: Normal 
Rain reduces all movement by a factor 

of half again over the above modifiers, 
and it reduces vision t4 20'. The rain 
begins during the evening when the PCs 
are diminished and continues t4 fall for 
12 hours thereafter. 

For example, a PC moving at a rate of 
12 will cross 50' of outdoor terrain in the 
grass in slightly over half a minute. If it 

is raining, it takes about one minute to 
do this. 

Random encounters are possible 
throughout the garden. Every turn, roll 
ld 100 and modify the result as follows, 
then consult the enc4unter tables: 

+ 15~ ifthe party uses some form of 
illumination at night. 
-5~ if the PCs are all moving but are 

extremely silent (e.g., thieves, elves 
without metal armor, etc.). 
-25~ if the party is stationary and 

hiding. 

GraH Encou nters 
70and 
under 
71-74 
75-76 
77-78 
79-80 
81-82 
83-84 
85-86 

87-88 
89-92 

93 
94.95 
96.97 
98+ 

No encounter 
1-6 ticks 
Centipede 
1-12 worker ant.a 
1-12 warrior ants 
1-4 beetles 
Snake from area K 
Special (see " Random 
Encounter Not.ea") 
1-3 rats 
Weasel from area F 
Five halflings from area N 
2-8 human warriors 
Web spider 
4.7 gnolls 

Buth Encounten 
75and 
under 
76-77 

78 
79-80 

81 
82 

83-84 
85-86 

87-88 
89 

90-92 
93.97 
98+ 

No encounter 
1-6 ticks 
Centipede 
1-20 worker ants 
1-10 warrior ants 
1-4 beetles 
Weasel from area F 
Special (see " Random 
Encounter Notes") 
2-Smen 
1-4 ra l.8 
Praying mantis 
Web spider 
Five halOings from area N 

Path Encounters 
60and 
under 
61·63 
64-65 

66 
67-68 
69-76 
77-84 
85-86 

87 

No encounter 
1-10 worker anl.8 
1-6 warrior ants 
1-4 beetles 
1-4 wasps 
Wind gust 
Snake from area K 
Special (see "Random 
Encounter Notes") 
Wolf spider 
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88-96 Weasel from area F 
97 + Minstrel 

Swamp Encounters 
55and 
under 
56-67 
68-70 
71-78 
79-80 

8 1+ 

No encounter 
1·10 ticks 
Centipede 
1-6 beetles 
Special (see " Random 
Encounter Notes") 
12 kobolds 

Waterborne Encounters 
33and 
under 
34 .35 

36-80 
8 1-89 
90+ 

No encounter 
Special (see "Random 
Encounter Notes") 
1-3 fish 
1-4 wasps 
Wind gust 

Except for the humanoids and demihu­
mans, all these creatures have standard 
magic resistance, animal intelligence, 
neutral alignment, and no psionic abil· 
ity. They may or may not be similar to 
giant animals of the same species. For 
example, the weasel does not suck blood. 

Random Encounter Notes: 

Ant, worker : There is a 25% chance 
that these anta are herding 3-18 aphids, 
small green insects that, when stroked, 
yield drops of intoxicating liquid. The 
gnolls at area L greatly prize t his sub­
stance. 

Fish : Fish attack only those creatures 
swimming in the water, but they will 
nudge boal.8, havi ng a 25'-'> chance per 
round to overturn or destroy them, loss· 
ing vict ims into the water. 

GnoU1: These gnolls have 2-8 gp each. 
Halfllngs: Th is is a hunting party 

armed with spears. 
Kobol<h: These kobolds are armed 

with axes. The largest kobold has a sil· 
ver earring set with bloodstones, worth 
200 gp. This encounter can occur only 
once. 

Minstrel : AC 4: MV 9; Ra 7; hp 41; 
IAT l ; THACO 14; Omgby weapon type; 
AL CG; chain mail, shield, long sword. 
Aubrey the minstrel is not a bard, but he 
likes to encourage this misconception. 
He makes a livi ng traveling between the 
ha I flings (area N), Chadranther's lair 
(area 0 ), and communities outside the 
garden, escorting trade goods, telling 
stories, and bringing news. He carries a 
lute worth 750 gp. Aubrey is content 
with his life and cheerfully tells the PCs 
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lhal lhey are doomed to spend their lives 
in this place, so they had better make the 
best of it. As a human ranger, Aubrey 
has a very real hatred of the gnol ls and 
goblins in this area. 

Spider, web: This encounter starts 
when a randomly selected PC blunders 
into a web, where he will be stuck fast 
until he can be cut free in 1·4 rounds. 

Wasp : The wasps carry their victims to 
area O. Fire attacks that cause damage 
will burn the wasps' wings off so they 
can fight only on the ground. 

Weasel: The weasel likes to use hit· 
and·run tactics. h. will grab a victim in 
its jaws ifboth of its attacks succeed 
against the same opponent, then run off 
with him to its lair (area Fl. 

Wind gust: PCs must save vs. petrifi· 
cation or take 1-4 hp damage as a s udden 
gust of wind knocks them head over 
heels. On lhe pond (area Ql, PCs take no 
damage but are thrown into the water. 

Special: What happens, if anything, is 
up to the OM. Some examples follow: 

Coterp1llora: An area 200' square in 
front of the party is covered with dozens 
of large caterpillars with orange-red 
br1stles. lf approached, the caterpillars 
rear up threateningly and hiss, as if 
ready to attack. They are harmless (hp 9 
each). 

Hailstorm: Boulders of ice crash to lhe 
ground. The PCs have one round to reach 
cover, after which they are attacked by 
1·3 hailstones per round. Each hailstone 
"attacks" as a 3·HD creature, doing 1-10 
hp damage per hit. 

Birdmen: A small nock of birds skims 
over the garden in tight formation . A 
sharp.eyed PC might swear he saw 
humanoid figures mounted on the birds' 
backs, trailing banners of green and red. 
Most. inhabitants of the garden have 
heard stories of a community of" bird· 
men" who Jive somewhere near the 
waterfall (an area the OM may develop, 
if he chooses). 

Visitcrs: A group of three ores (not yet 
diminished) wanders Into the area look· 
ing for loot. Their statistics are so great. 
in comparison to those of the PCs that it 
is pointless to quantify them, but they 
attack as 15+ HD creatures. The ore& 
have a small (10%) chance of noticing the 
PCs ifthe party is hiding. 

Fighting the ores is a brave but sui· 
cidal act. The monsters are more inter· 
ested in capturing the PCs alive than in 
killing them (PCs are AC 0 vs. the ores' 
attacks because of the size difference). lf 
the PCs are captured, the ores carry 
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them into the wayhouse and put them on 
the table, where the huge creatures 
study the adventurers curiously. Anyone 
who attempts to entertain the ores will 
not suffer the indignity of being poked 
and prodded (which innict.s 0·3 Cld4-l) 
hp damage per round). Of course, the 
ores will be diminished in three turns, 
after which-revenge! One of the ores has 
a potion of heroism. 

This encounter should not severely 
hurt any PC. It should, however, give the 
party a few bad moments! 

F. The Step . This step is 25 •high. 
Beneath il is a hollow where a weasel 
(hp 54) has made his home. This anjmal, 
a huge, snarling monster roughly the 
size of a dragon-and with a similar 
temperament-pounces on the first per· 
son who crawls under the door from the 
wayhouse. Emphasize the size and speed 
of this ferocious creature. 

In the weasel's lair are several di mi nu· 
t ive items. A human skeleton wears two 
jeweled bracers worth 200 gp each, and a 
waterproofed scroll case cont.sins three 
yellowed pieces of parchment. The first 
bears a rough map of the way house, with 
the location of the gobli n lair in the 
Jiving area and Chadranther's lair (area 
D> clearly marked. The word "get.away" 
is scrawled beside the latter. The second 
paper is sealed with black wax that was 
sprinkled with tiny chips of chalcedony 
while still son. It is a scroll of protection 
from undead.. 

The third paper is sealed with green 
wax sprinkled with grains of topaz. It is 
a cursed scroll; anyone reading it is 
affected by a scare spell (no saving 
throw). For the next three days, he is 
followed by a malevolent, invisible spir it 
that causes 1-4 inexplicable accidents 
per day; this is simulated by having 1-4 
saving throws or to-hit rolls be failed 
once successfully made. After the three 
days have passed, the curse lifts, and no 
further accidents occur. 

G. The Vineyard. Blackberries grow 
in profusion in this area. A path, indi· 
cated by the dotted line on the detailed 
map of the wayhouse, winds through the 
area, sometimes along the ground, some· 
times through the branches on swaying 
bridges high in the air. At the point 
indicated by the lett-er G is a small clear· 
ing where 10 warrion1 ofChadranther's 
tribe CAC 6; MV 6; hp 6 each; scale 
armor, spears) are temporarily camped. 
Their leader, an elven fighter, lies con· 

cealed in the bushes nearby. 
Elve n leader: AC 4; MV 12; F3; hp 20; 

THACO 18; Dmg by weapon type; D 18; 
AL CE; leather armor, long sword, short 
bow, 12 arrows + 2, 173 gp. 

Along the path in either direct.ion, 
about 30' from the clearing, is a hidden 
trip wire (detected as a normal trap). 1f 
this is triggered (50% chance per PC), a 
heavily weighted framework of wood 
crashes down from above, pinning the 
person who tripped the trap as well as 
the two characters directly behind him, 
unless they roll their dexterities or le88 
on 3d10. The wood is covered with razor· 
sharp thorns and causes 2· 12 hp damage 
in addjtjon to pinning the victims. A 
total of 40 strength points is required to 
lift the framework ; this takes three 
rounds. 

The 10 warriors seek to engage the 
PCs in combat as soon as possible. Their 
leader, however, will slip through the 
bushes, trying to pick ofThis enemies 
from hiding with his arrows. 

There is a 10% chance per turn to 
encounter a " rat train" on the path. This 
is composed of three men (same statistics 
as above) leading three rats (hp 20, 17, 
15)carrying large baskets loaded with 
berries. These rats are not trained to 
fight and will not do so unless cornered. 
They are being led back to Chadran· 
ther's lair, where the blackberries will be 
made into wine. 

H. The Forbidden Land. This entire 
region of bushes is given a wide berth by 
most intelligent creatures. Every 50' or 
so along the perimeter, warnings have 
been set up in the form of heads on 
stakes. Most of the heads belonged to 
gnolls, but a few humans share the dubi· 
oua privilege. 

The branches in this area have been 
cunningly woven together, creating a 
barrier that slows movement to MR 3, 
whatever the PC's normal movement 
rate. Finally, every turn there is a 50% 
chance of enc-0untering a trap, whkh has 
a 90% chance of being triggered by the 
lead PC. This is a 20'-deep pit trap filled 
with 1·3 spikes, doing 3·18 hp falling 
damage and involving l-4 hp damage 
from striking 0·2 (ld4-2) spikes, if the 
PC involved fai ls a dexterity check on 
ld20. 

This area is the home of 19 grugac b 
e lves (hp 7 each; chain mail , speara) and 
their leader (hp 19; eluen chain mail 
+ J). Within one turn of the PCs' enter· 
ing their domain, the grugach surround 



the PCs and demand that they turn back 
immediately. If they are refused, the 
elves attack. If the PCs choose to be 
reasonable, however, they are escorted 
back the way they came. 

The elves know Cor have guessed) much 
about the nature of the mysterious 
sphere, and they answer polite questions 
as long as it pleases them. lfthe PCs 
express an interest in destroying the 
sphere, and if they are on good terms 
with the grugach, two young elves 
accompany them to help in this taSk. 
These elves, Ariel and Kill , are sociable 
by the standards of their race but seem 
aloof and unfriendly to the PCs. They 
fight bra,·ely but leave the party 1fthey 
think it is abandoning its task. 

One of the older elves in the tr ibe Che is 
too fastidious to talk to the PCs directly 
or come near them except to fight) has a 
potion of waur brtathins that he is will· 
ing to exchange for another potion. The 
grugach have no other treasure. 

I. Anthilh. The ground within 200' of 
these anthills is swanning with ants. 
Roll random encounters normally. In 
addition, however, 1·10 wor ker ant.a (hp 
3 each) investigate the PCs every round, 
tugging at their equipment and carrying 
away loose object.a, including swords and 
daggers. Very s mall PCs (like gnomes 
and ha I flings) count as "loose objects." 
The ant.a are only u large u small dogs 
but are capable of carrying up to 120 lbs. 
each. 

ln the event of combat, an additional 
1-4 wa rrior anta (hp 9 each) appear 
every round. Both types of ant.a have 
unlimited numbers in this area. 

One hundred subjective feet east of the 
northern ant colony stanca a small ent 
hill, only about waiat h igh , with huge 
numbers of what appear to be dead ants 
scattered around it. While these ants 
seem t-0 be freshly dead, investigation 
reveals that they are alive but coated 
with a strange oily liquid that seems to 
act as a preservative. 

Buried just under this hill is an 
normal·size flask containing 01/ of tim~ 
ltHntu. Like other normal·size items 1n 
the garden, the flask had lain forgotten 
in Valedyr's treasure vaults for more 
than 150 years, and the life force had 
leaked out of it. Though Chadranther 
touched the fl ask momentarily when he 
picked it up, this contact did not last 
long enough to saturate the ite m with 
his life force. Thus, the flask never 
became diminished. The stopper has 

been leaking slightly for a few years, and 
ants brushing against it have become 
coated with the liquid. The flask is still 
nearly full . 

J . Muddy Ma gic. Here, the branches 
of the tree (the area outlined on the 
detailed way house map) d ip as low as so· 
above the ground. Moisture drips from 
the leaves and collect.s in a muddy hollow 
below. On the path, the mud is barely 2 ' 
thick; off the path it is 3 '-4 •deep. The 
water dripping from the leaves is mildly 
enchanted by a magtcal item in the t ree 
above. Anyone detecting for magic near 
here notices the water seems to glow 
faintly, as does the mud. 

The water is enchanted as it flows 
through an abandoned squirrel hole 300' 
up the trunk of the tree. The hole con· 
tains a nonnal·siz.e;ewe/ offlawkuneu 
with nine facet.s. It is too heavy for the 
PCs, in their diminutive stat.e, to remove 
from the hole. 

K. ColJapsed Wall . The garden wall 
has collapsed here into a great mountain 
of jumbled bricks. Climbing this heap 
takes no special skill , but movement is 
reduced by half due to the difficult ter· 
rain. The whole pile is honeycombed 
with tunnels that are inhabited by a 
tremendous (60' long) old s na ke (hp 45), 
but it will not attack the PCs unlesa they 
"enture deep into 1ta lair. In the mean· 
time, it advertises its presenoe with the 
occasional scrape of scales on rock or a 
long hw. 

After two turns of search ing, the PCs 
will find a tunnel marked with charcoal 
Xs that leads deep into the snake's lair, a 
s mall natural cave no more than a wid· 
ening of the passage. Here are the 
remains of a campfire, years old, and a 
scrap of rusted chain mail. Nearby, some· 
thing glimmers in the bottom of a 20' 
crevasse. Examination reveals the source 
to be huge eggs, too heavy for a man to 
lift. None of them are ready to hatch 
Among the eggs lies a small locked iron 
box with a Leomund's trap spell cast on 
it. The box contains 100 pp, 120 gp, a 
crystal flask containing pure alcohol (as 
well as a SOO·gp diamond that is 90~ 
undetectable while surrounded by the 
liquid), and a glass vial with the words 
" Holy Water " ecratched on it. The clear, 
bitter liquid inside is a pot ion of climbing. 

lfthe PCs spend more than four rounds 
in this room, the sounds of the snake 
become louder and louder until it sud· 
denly bursts out of a tunnel and attacks. 
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lfthe PCs leave this room quickly, the 
snake follows them to the surface and 
attacks there. 

L. GnoU Country. A tribe of20 gnoU• 
(hp 9 each) lives here in crude shelters of 
sucks and leaves. The gnolls sit around 
all day; they are addicted to aphid juice, 
which is slowly affecting I.heir minds. 
They are only 50~ likely to attack 
intruders immediately, 25~ likely to 
welcome them as fellow gnolla for 1·20 
rounds, and 25% likely to ignore them 
completely for 1·6 rounds. lfthey do 
attack, use the modifiers on pages 82-83 
of the DMG for moderate intoxkation. 
Each of the gnolls has 1·20 gp. and one 
gnoll has three blocks of 1nctn.fe of ob1tit-
11on in his hut. 

M. Sh rine. Like most wayhouse gar· 
dens, this one has a small shrine to an 
obscure god of travelers. The idol ia pro· 
tect.ed from the element.a by a simply 
roofed brick structure, open In the front. 
The crude stone effigy depicu a smiling, 
bearded, 125'.tall old man sitting cross· 
legged. 

When the party arrives. fou r gnolls 
(hp 9 each) are lighting a pile of wood 
and leaves that they have just placed 
around the base of the statue. As smoke 
Cills the semi·enclosed space, faint cries 
for help can be heard from the top of the 
statue. 

The gnolls are trying to smoke out 
Marlowe, a plump human cleric. Not 
particularly wise for a priest , Marlowe 
has been getting into t rouble of this type 
for years. He is, however, one of the only 
diminutive creatures who has seen the 
sphere and lived to tell ofit. 

Many years ago, Marlowe was a mem· 
ber of an adventunng group called the 
Grny Compa ny. Soon after they were 
diminished, they realized that the only 
way they would regain their former siz.e 
would be to destroy the sphere, which 
they had heard rumors about from the 
natives of the area. They set out on n 
journey that c-0st the lives of two of their 
number almost immediately. The first, a 
thief, was carried off in the middle of the 
night by a monster the siz.e of a house. 
and t.he second, a fighter, left on a scout· 
ing mission to lhe north and never 
retur ned. 

With the help of a friendly tribe of 
ha I flings, they reached the second tier of 
the fountain (see area R), where they 
found the sphere. Marlowe bent his fu ll 
power to destroying the infernal device-
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THE HAIRFOOT TREE 

AreaN 

N 
t 

* 

1 1quare • 5 subjective feet 

ond foiled utterly He sees this failure os 
o dl\•ineJudgment and ts re 1gned to 
pend the re t of his life here 
A Marlowe's company camped the 

next night, they were set upon by a horde 
of giant spiders. and all but Marlowe 
were bmen to death. Turror·strtcken. he 
mode the long journey back and now 
makes n ll\·1ng as a sort oftra\'eltng 
phys1c1on, depending on the k1ndne of 
the more "c1\'1hzed" races in the area 

If saved from the gnolls. ~larlo\\e 
chmb do" n the statue and thanks the 
PC He uses his spells to help them 1fhe 
can. and he recounts hu; adventurett ond 
ask the PCs to find the two missing 
members of his porty. If they ore dead. he 
soys, the party con keep their treasure 
Marlowe doesn't know 1t, but the thief 
ended up in area Fond the fighter in 
oreo K Both are dead 
~Iarlowe refuses lo accompany the 

PCs. say in~ he 1:> too old and afraid He 
recommends the) go to the pine tree 
!area Nl "' here the halfltngs 11\'e, if they 
ore looking for n safe pince to rest 

Ma rlowe: AC 10; MV 12. CS. hp 17. 
THACO 18, Dmg by spell or weapon type, 
W 12; AL NG: staff: spells: cure light 
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u:ounds Ix 2>. prot<'ctron from <'t•rl, 
augury. slou poison, s~ak u·lfh animals. 
cure drseos<' 

N. The Hoirfoot 1'ree. A small band 
ofholnings lives in burrows under this 
pine tree. Diminished in the woyhouse 
over 20 years ago. they lost some of their 
best fighters to the goblms Soon on.er 
they settled in thi area. the hatnings 
became in\'Ol\'ed in a relentless war with 
the gnolls that room the garden; they get 
a -1 to hit while fighting these crea· 
tures. due to the hatred that has built up 
O\'er the ~·ears 

While the hatnings someumes trade 
with Chndronther. they don't trust most 
"big folk" farther than they can throw 
them. With creatures of their own stat· 
ure, however. they hove been entirely too 
trust ing for their own good 

A couple of days ago. the burroY.S were 
taken over by a band of gnomes !hp 5 
each, short swords>. who hod been the 
hatnings' guests for about a year. Unbe· 
knownst to their ho ts, the gnomes are 
evil and have been plotting LO gain con· 
trot of the burrows for some ume. In the 
middle of the night. they crept from room 

to room, murdering mo t of the hatnings 
in their sleep A few halOings woke up 1n 
lime and are now fighting o losing battle 
for control of the1 r home. 

The leader of the gnomes, Ombar Sem· 
belin. 1s described at area N4 His fol · 
lowers are a tough·looking bunch. 
wearing tattered black cloak and bur· 
nished cha1n·ma1l armor decorated with 
studs and chains. Each of them ho 2-40 
gp worth of coins and .iewelry Om bar's 
mt tress. Nortel la noncombaLantl. is 
described at area N7. 

As the PCs approach the tree. they 
nottce "1sps of moke rising from 
beneath 1t This 1s the remains of a fire 
the gnomes mode on the night they took 
over the burrows. 

The holOings have created on enclosed 
space under the pine tree by pegging the 
ends of the lower branches to the ground 
This creates a formidable, spiky barrier 
that takes fi\'e rounds to cut through 
w 1th harp instruments Each of the 
branches ts hung on the 1ns1de with 
copper bells that alert the gnomes 1fthe 
PCs try to force an entry here. A success 
fut rt'mOt<' traps roll silences the bells 
along a 10' length of perimeter If the 



gnomes are alerted, all of those in area 
Nl come to investigolC. 

There is a single entrance in the bar· 
ner, on the enst side of the tree. Four 
gno mes {hp 6 each) ore stationed here. 
Day or night, they have a oil lamp burn· 
ing. Just inside the entrance is a 20'· 
square area covered with a layer of 
yellow powder. This is nash powder, 
which the holnings laboriously collected 
from a common woodland plant. When 
the PCs appear at the entrance, the 
gnomes act terrified. They grab the oil 
lamp and run back through the powder, 
then throw t.he oil lamp into iL Give the 
PCs enough lime to state their actions 
{to be exact, give them four segments. 
which is enough time for the gnomes l-0 
get to the other side of the powder). 
Depending on how law they start pur· 
suit, lhe PCs may be able to catch the 
gnomes before they throw the oil lamp. 
Alternatively, the party can retreat. If 
they state no actions, l\SSUme that the 
PCs are standing in the entrance looking 
in the direction of the powder. 

This powder IS extremely nammable, 
burning in a brilliant. nash of while light. 
that blinds anyone facing it. for 3· 18 
rounds unless a save vs. petrification is 
made. A PC standing in the powder 
when it goes up sustai ns 2·12 hp damage 
from the shock of the explosion. The 
laughing gnomes run back l-0 area N 1 
(they love a good joke). 

The area under the pine tree is devoted 
to the growing of edible fungi . Most of 
lhe crop has been burned recently; the 
ashes are still smoldering. Near the tree 
trunk is an open area where the main 
entrance to the burrows is located. 
Carved on the first step Is the word " Wei · 
come" in the halning tongue. The cham· 
beMI in the burrows are 7 ' high. the 
passages5'. 

NJ. Storeroom . Winding stairs lead 
down to this cool, dry room. It is pitch 
dark, and the walls are stacked with 
large baskets. Most contain preserved 
food , but. four are full of nash powder. If a 
torch or lantern is lit in this room, there 
is a l ·i n.S chance per round that powder 
noating in the air will ignite, starting a 
chain reaction that blows up the powder 
in the baskets. The explosion innicts 
4.24 hp damage on everyone in the room 
and blinds PCs for 3· 18 rounds unless 
they save vs. petrification. After the 
explosion, the ceiling starts l-0 crumble; 
it collapses in four rounds, doing 2-16 hp 
damage l-0 those below. 

There are 15 gno mes <hp 7 <x 5>. 6 
(x 7), 5 (x3)) in this room, relying on 
their 60' infravision to see. If they lose 
more than half their number, they 
retreat to area N3. If the party lights 
torches or lanterns. the gnomes retreat 
immediately (for ob,1ious reasons). 

N2. The Pit . Most of this darkened 
room is taken up by a 20'·deep pit noorcd 
with a layer of mud and garbage. lnsect.s 
scuule through the muck, including 
three centipedes (hp 10, 8. 61. Careful 
observation of the pit reveals a half· 
ubmerged hotning body, dead a couple 

of days. Under 1t is a bog with 42 pp. 
There are two narrow Chaining-size I 

wooden bridge around the pit. The 
middle 5 ' section oft he south bridge has 
been purposefully weakened so that 
anyone weighing more than 100 lbs. will 
break through and fall into the pit. The 
centipede crawl curiously over a fallen 
PC. but as long as he lies still or moves 
ueryslowly. they do not attack. The bugs 
become hostile only if they are attacked 
or if the person in the pit makes sudden 
movement.a. Make this encounter as 
tense as possible by describing the centi· 
pedes' actions in excruciating detail 
(their nen•ous movements whenever the 
PC so much as twitches, the poison drip­
ping from the centipede 'mandibles as 
they nibble suspiciously at the PC's 
clothing-that sort of thing). 

N3. T he Last Stand . lfthey suffered 
heavy losses in the storeroom, the 
remaining gnomes will have retreated 
here and immediately begun chopping 
down the "'-ooden supports that hold up 
the roof of the passage. This takes two 
rounds. Aller three more rounds, during 
which the ceiling begins to sag and 
crumble, the roof collapses causing 2· 16 
hp damage l-0 those below. lf the PCs get 
to them before they finish chopping down 
the supports. the gnomes make a last· 
ditch defense here. 

N4. J(jtc he n. The ceiling of this large 
room is supported by the mass1\'e roots of 
the tree above. There are low tables and 
chairs against lhe walls, and two large 
cauldrons of stew bubble over coals in 
the center of the room The area 1s unlit 
except for the dim, blood·red illumine· 
lion from the coals. The air is oppres· 
sively hot and smoky. Lying on the 
ground in front of the northern entrance 
is the body of a gnome, bristling with 
arrows Cit has been stripped of valuables). 
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Ombar Sembelin, the gnome leader, is 
hiding behind the cauldrons. Long ago, 
Ombar drank several potions simultane­
ously lsee page 119 of the DMGJ and now 
is permanently fire res1stant. (os per a 
potion of {trp rosistanc-e). As a side effect, 
he is sensitive to cold ( +2 hp damage per 
die from cold-based att.acks). He carrie 
three perfectly weighted throwing 
knives and a str ing of five pearls worth 
150 gp each. Hidden 1ns1de his elaborate 
belt buckle 1s a vial containing three 
doses of type 8 ingestive poison CDMG. 
page 20>. While he 1s amazingly ugly and 
weak looking. Ombar is a cunning and 
dangerous ad\'ersary. 

Om ba r Sembe lin: AC 3; MV 6; F3!I'3; 
hp 25; THACO 18; Dmg by weapon type, 
D 16. C 18. Ch 16: SNSD see either ed1· 
lion of the PHB; AL CE: chain moil. 
broad sword +2 (used two-handed), three 
throwing knives. 

If anyone comes within 4 · of Om bar, he 
pushes over the cauldrons. Nearby char· 
ncters musl make a dexterity check or 
take 2·8 hp damage from the boiling 
liquid. If the PCs stay clear of the caul· 
drons. Ombar remains hidden. When the 
moment seem right, he tries to kill the 
nearest PC. 

During combat, Om bar scoops up 
handfuls of hot coals ond throws them at 
the ndventurers. He con throw three 
handful per round: they do 1-4 hp dam· 
age each and may set robes or cloaks on 
fire (see the DMG, page 80, for s::wing 
throws). His throwing range is 30 ' 

Ombar has o disconcerting hnbit of 
darting around during combat, using his 
size to advantage to confuse his larger 
opponents Instead offighting the same 
PC round after round, he attacks a ran· 
dom PC every round. Ombar fights to the 
death. 

N6. Commo n Roo m. This room is lit 
by guttering oil lamps. There ore signs of 
a recent battle here. The casunlues, 
mostly halnings, have been piled at the 
northern exit to form a 4 '·high barrier. 
The bodies have been looted of valuables. 
If the PCs attempt l-0 pass this barrier, 
arrows whistle out of the darkne at 
them from area NS). 

The noor 10 ' beyond the barrier has 
been strewn with broken glass (this is a 
little extra protection against a surprise 
attack by the holnings). Barefoot PCs 
who pass through this area take l hp 
damage per round. Halnings don't 
always go barefoot, but those in this area 
(and possibly some PCs> do. 
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N6. Living Areas. Halning fa milies 
once lived in Lhese cheerfully decoral~d 
rooms. Each room now contains several 
dead halflings. killed in lheir sleep. The 
rooms have been looLed and contain 
noLhi ng of va I ue. 

N7. Museum. An extremely lifelike 
stuffed gnoll stands in the middle of this 
darkened room, facing the entrance. The 
ill usion of life is enhanced by Lhe fact 
that the statue is swaying slightly. Hid· 
ing behind it is a very drunk female 
gnome. She is Noriel, Ombar's mistress. 

Noriel: AC 6; MV 6; 1'4; hp 8; /AT nil; 
D 18; AL CN: no armor or weapons. As a 
female from a tradit ionalist clan. Nor iel 
was never taught lighting skills, 
although s he ha.a all the oLher abilities of 
a 4th-level Lhief. Noriel has been trapped 
in this room by ha lning s nipers for hours 
and has been drowning her sorrows in a 
large barrel of wine. Now in a very good 
mood, she is friendly lo the PCs unless 
severely provoked. 

If spared, she is able to give the party 
informat ion on the ha lOings a nd the 
situation here. However, she is only 
semi-intelligible and prone to cruel prac· 
Lical jokes, such as picking Lhe PCs' 
pockets, s neezing loudly when s he as 
s upposed to be quieL, and tying weapons 
and equipment down so lhey won't be 
available in critical situations. She is 
very good a l doing Lhese things wiLhout 
being noticed, even when drunk <t rea t 
all s uccess rotes as if picking pocket.s). 

There are two wane ba rrels here. with 
the letter "C'. sLamped on Lhem. One is 
empty, the other nearly so. On the walls 
hang trophies: s nake fangs as long as 
broad swords, a stuffed rat head, and a 
pair of wha le·size !ins . There are also six 
daminuuve pai ntings of famous ha lflings 
Lhat would be worth 100 gp each lo the 
right collector. Finally. there as a 
detailed map of the garden with all am· 
mal lairs clearly marked. 

NS. Workshop. There are two ha lf. 
ling arc hers <hp 6, 5: studded leaLher 
armor, short bows. eight a rrows each> at 
the enLrance Lo this room who fi re a t 
anyone who approaches from the passage 
to the south. They t rea t. the PCs as ene· 
mies unless the party convi nces Lhem 
otherwise. If anyone approaches to 
with10 20'. or ifLhe hal nings run out of 
arrows, they bolt down the passage to 
a rea NI O. 
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The room is dimly lit by oil lamps . It is 
full of equipment. and looms that the 
ha tnings u~ lo weave beautiful spider 
si lk robes and cloaks. On the floor are 
three coi ls of spider-silk rope CSO' each) 
that a re Lwice as strong and weigh half 
as much as normal rope. A rack of spears 
includes live harpoons. Three disassem· 
bled boat.s, big enough to hold fi ve 
medium.size creatures each. rest againsL 
the walls. 

N9. herifrs Quarters. This tiny 
room is cluttered with papers and books. 
NoLhing worth anything can be salvaged 
from this mess. unless the PCs have a 
deep inte rest in the finer points of half· 
ling law. There a re a couple of ba rrels of 
Chadranther's finest wine in the back of 
the room. 

On a high shelf is an irregular globe of 
glass as big as a crystal ba ll. It as ha lf 
lilted with green liquid. If someone 
reaches for iL, the globe, which is precari· 
ously balanced, rolls off the shelf. Aner 
informing the PCs of this event, wait. 
three seconds. If anyone tries to grab iL 
during this t.i me, that character should 
roll his dexterity or lower on 3d6 lo cat.ch 
the globe. lfhe fail s, or no one thinks to 
grab it quickly enough. the globe mu t 
save vs. fall with a -4 modifier or break, 
as per the DMC, page 80. 

The liquid inside the globe reacts with 
air to create a 10'-diamet.er gas cloud 
that dissipates a fier one tum. All those 
within the cloud must save vs. poison or 
fall asleep for 1-12 hours, tak ing I hp 
lung damage per hour. If the enLire party 
is a ffected by the gas, Lhe hatnings from 
area N 10 come in and t ie them up a fter 
the ga.s hos cleared away. 

If the globe as retrieved intact, 1t 1s 
worth 300 gp. 

Concealed behind Lhe globe is a hole 
containing 912 gp. 696 ep, 620 sp, a ring 
of free act1011 and a magical fluLe thaL, 
when played, kills all bedbugs and lice in 
a 30 ' radius (worth 200 gp). 

NlO. Diamond Cha mber. This high, 
domed chamber is dominated by a huge 
normal-si:r.e diamond, al least Lwace as 
high as a tall man, resLing on a low stone 
plaLform. ILs facets glitter with a pien:· 
1ng rad iance in Lhe lighL of torches on the 
walls. Though s lightly flawed, at is stall 
worth 3,000 gp. 

The surviving halnings have gathered 
in this room, on the east side of the dia­
mond. As the adventurers ente r, the 
ha I flings lever t he huge stone off it.s 

base, sending it roll ing ponderously in 
the party"s direction. The fi rst Lhree PCs 
in line must make dcxler iLy checks on 
ld20 to avoid bemg run over. If they fail , 
they take 4.24 hp damage and are 
Lrapped under the huge gem. lfthey 
succeed, each PC has a 50~ chance of 
jumping back into the passage and a 
50'f chance of jumping t.o one side and 
being trapped in the room when the 
diamond slams into the wall , blocking 
the entra nce. One hundred combined 
strength point.s ani required to move the 
diamond. 

Five male ha lflings Chp 4, 3 <x 31, 1; 
studded lea ther a rmor, spears) stand in 
front of thei r families. ready to defend 
them. This does not include Lhe two 
a rchen> from the workshop (area N8l who 
may be here by now. There are also six 
female and four young noncombatant 
ha lning here (females: hp 3 each: 
young: hp 1 each>. 

The hatning leader, Burton the 
heriff<AC 10; MV nil; F4 ; hp 23 

Cl currently>: IAT nil; Dmg nil; AL NG) 
lies morta lly wounded on the floor. He 
will die an one turn without a heal or 
sim ilar spell CcuN' wounds spells are not 
sufficient). 

Though very weak, Burton 1.akes the 
imtiot ive and begs the adventurers not 
to attack. He thanks them for destroying 
the treacherous gnomes (assuming Lhey 
have). Now that he is dying, Burton must 
find someone to Lake his place as sheriff, 
but he fea rs that none of his remaining 
people are cut out for Lhe responsibility. 
lf the PCs consent Lo do their best to 
destroy the sphere. exterminate the 
thrice·cursed gnolls. and ultimately lead 
his folk back to their ancestral home­
lands (100 leagues lo the south), he 
bestows the title of sheriff on one the 
PCs, preferably a halfling. If no halfling 
adventurer is available, a dwarf or elf 
will be chosen over other races. Under 
the circumstances. a gnome PC goes Lo 
the boLLom of the list . 

In return for this responsibility, the 
party is entitled to a ll the treas ure in the 
burrows, with the sole exception of the 
diamond in Lhis room, which Lhe half· 
lings keep to provide for their material 
needs. Actua lly. Lhe ha lnings lreaL the 
diamond with a Imo t superstitious 
veneration; they fight lo keep it if neces· 
sary. or course, Lhe PCs do not have to 
accept Burton ·s offer, but if they decline, 
the sher iff tells his people not LO help the 
party an any way. In Lhe end, Lhe PCs are 



going to have a much tougher time with· 
out the ajd oflhe halflings. 

If the party does accept., Burton 
bestows the ceremonial necklace of office 
(worth 100 gp) on the chosen PC just 
before he expires . The halflings then 
follow the direct ions of the new sheriff­
within reason. They start with a 60% 
loyalty base, plus the new sheriffs cha· 
risma bonus. If their loyalty fa lls below 
26%, they elect their own sheriff ond 
leave the party in disgust. 

N 11. E.cape Tunnel. This tunnel 
emerges in a hidden hollow in t he bushes 
north of the pine tree. 

There are four hunting parties out in 
the garden, composed offi ve halflings 
each. One haJning returns each day. 

All the ha tnings are proficient 
climbers and trackers (as lst.-level thief 
and ranger respect ively) from two dee· 
ades of hunting in the garden. They are 
a lso proficient in the use of harpoons and 
small boats. They know the best way to 
get across the pond (area Q> without 
fall ing prey to winds or monsters, and 
the best way to hunt the fish (they har· 
poon them and t~ them ashore). The 
halflings have discovered a hidden rout~ 
up the founta in, one that greatly 
increases the chance of surviving the 
climb- though they haven't ventured up 
there in many years. They can also equip 
the party wi th rope, tools, and supplies, 
not to mention combat assistance. In 
other words, their help may make the 
difference between success and failure 
for t he party. 

Every day the PCs wait in the half· 
lings' lair, there is a 20% chance tha t a 
group of 11-20 gnolls (hp 9 each) attacks, 
attempting to breach the outer defenses 
and plunder the burrows. 

O. Wasp Holes. There are fi ve cun· 
ningly hidden holes here (detected on a 
2-in·6 chance by most PCs; 4 in 6 by 
elves, half-elves, and rangers of any 
race). Three of the holes contain para· 
lyied creatures, food for the baby wasps 
t hat will hatch in 1·3 days. The fi rst hole 
cont.a ins a wolf spider, t.he second a gnoll, 
and the third o young female noncom· 
batant halning named Thra (hp 2) who 
wears a 50·gp bracelet. She happens to 
be the niece ofBurton the SherilT(area 
N), and the whole tribe would be very 
grateful if she was returned to them 
C +5% to loyalty). 

Unless cured with a neutralize poison, 

hea~ or s imilar spell. t he paraly:ied 
creatures die within a week. 

P. Swamp. Th is low area has become 
especially waterlogged during t he rainy 
weather. Water from the overflowing 
pond passes through the area in a 6'. 
deep, swift.flowing stream. In other 
places, the water is between 2 '.5 ' deep, 
though there are occasional dry patches. 
Clumps of grass grow out of the water in 
places . making the area look like a man· 
grove swamp. 

At t he point where the stream passes 
t.hrough lhe wall, water collects in a pool 
and nows out through a 20'-wide gap in 
the collapsed stonework. Beyond. the 
stream falls 100' down a steep, undercut 
bank to the river below. From far to t he 
east , the colossal roar of the wat.crfall 
can be heard. 

At the bottom of the pool something 
gleams fa intly. It is a normal·siz.e ring of 
ttleltints1s with 37 charges. This r ing 
weighs 100 lbs. and is over 4' in di a me· 
ler. A water beetle (hp 21) lies in wait at 
the bottom of the pool. 

Q. Pond. 1b the diminutive ndventur· 
ers, the pond appears to be a wind·tossed 
lake, largely obscured by vast patches of 
float ing algae. Occasionally. a mon· 
strous wake appears, a fin the si:ie of a 
rowboat breaks the surface, and the 
huge fish sinks back into the depths. Six 
fish (hp 43 each) live in the pond. The 
murky water is 75' deep. Far out in the 
center of the lake rises an imposing 
tower of white marble: the fountain. 

lmprovised boats are plentiful-old 
leaves, for example-but they can be 
propelled at only a 15 ' per round move. 
ment rate. and there 1s a 5% chance per 
round that they capsiz.e. The halnings 
(area N) can paddle their own boats a t 
45 ' per round, while PCs without sea· 
manship proficiencies can propel the 
same boats a t only 30' per round. The 
halflings hunt the fish by harpooning 
them with two harpoons , then hauling 
them in from shore. It takes a team with 
90 combined strength poi nts to pull a 
fish all the way onto dry land. 

Anyone swimming underwat.cr or 
walking on the bottom has a 25~ chance 
to not ice a normal·si:ie amethyst lyi ng 
half buried in the mud. There are fi ve 
such gems in the pond, each worth 400 
gp. They a re too heavy for a diminutive 
characU!r to move. 

CHADRANTHER'S BANE 

R. The Fountain . The fountain towers 
200' above the surface of the pond. From 
afar. its marble surface appears to be 
smooth, but. as it is approached. hun· 
dreds of small pits and crocks become 
evidenL Some are as large ns cnve nnd 
could provide shelter for diminutive 
travelers. The fountain can be climbed 
only by thieves, at a 12' movement rate 
per round and -5'l to the attempt due t-0 
gusting w1nds. There is one hidden route 
up the fountai n on the east side. however, 
that can be detected as a secret door. 
This route gives a thief + 10~ to his 
chance lO cli mb and a llows other classes 
a 50'l chance t-0 climb successfully. 

The founlain is composed of three 
levels or t iers. The first tier has a 20 '· 
wide crack in the northern side. so the 
basin at that level is empty and dry. 

The second tier of t he fou ntai n is sur· 
rounded by four stone gargoyle heads. A 
5 '-diameter pipe leads from the basan to 
each head. When the fountain is work· 
ing. water nows out t hrough the gar· 
goyles' mouths to the lower basin. In the 
northern pipe lives an old wolf pider 
<bp 21 ). 

The western pipe is blocked with dead 
leaves . If anyone removes this plug, the 
water trapped behi nd it roars down the 
pipe, cnrryang that character with it. 
This unfortu nate person must make a 
dext.cr ity check lO avoid fall ing 100' to 
the t ier below. 

The mside of the second t ier basin 
contams 10' of stagnant waler. The 
spherc of diminution. a 15 '·dia meler 
globe of very thick glass, lies nearly 
submerged, draped with weeds . Near it 
are two normnl·s1:ie black pearls worth 
l ,000 gp each and an normol-s1z.e pa le 
blue rhomboidal ioun stone(+ l to 
strength). The remains of wadded cotton 
and cloth that once covered and pro­
tected the sphere lie on t he bottom of t he 
pool. 

There are several ways l~ de troy the 
sphere. All require a ce rtain amount of 
imagination on t he players' part Chere's 
where the problem solving comes in). 
Experience-point awards of up to 400 xp 
may be awarded for creatl\'e ideas, at the 
DM's discret ion. Here are n few ideas: 

- The sphere can be broken with brute 
force or spells. Tho sphere has 6 struc· 
tural points. In order to do 1 point of 
structural damage to the sphere, a si ngle 
physical blow must do 12 hp damage or 
more. lf 24 hp a rc annict.cd by a single 
blow, the sphere loses 2 structural 
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points, and so on. The sphere takes no 
damage from physical attacks doing less 
damage. It takes half damage from cold. 
lire. and electricity (magical or other· 
wise I. A d1.~pel magic spell or wand of 
11eRat1011 ha,•e no effect on it. If the PCs 
wash to hit the sphere. they must ha,·c 
some sort of platform to stand on la ran. 
for example!. 

- The sphere may be dropped over the 
edge of the basin onto the first t ier 100 ' 
below. To do this. the 1.000·lb. sphere 
must lirst be hoisted up to the edge of the 
bnsin. Ropes tied around it may be used 
to pull it up: this t.akes 180 total 
strength points without a pulley. The 
halflings in area N can make a pulley 
that increases lining power by a factor of 
six. With this pulley, only 30 strength 
points are required to lift the sphere. 
Alternatively. t he PCs can attach the 
sphere to noats and block up t he gar· 
goylcs' mouths. then wait for rai n to fill 
up the basin so they can push the sphere 
over the edge. When dropped. the glass 
sphere must save vs. fall (sec the DMG. 
page 80>. with a + I modifier because it is 

'I'rcasure At T he Wayhouse 

An'• ~1uure 

falling only two objective feet. If the save 
fails, the sphere breaks. Even ifthe save 
succeeds, the sphere takes 0-5 ( 1 d6- l ) 
structural points of damage. 

-Once on the lower level, the sphere 
can be tied lo noats and rolled into the 
pond. It can then be navigated (with 
luck> through area P and dropped into 
the ri,·er, which carries it to the water· 
fall. There at is smashed to pieces on the 
rocks below (with no saving throw). 

If the players just a ren't the problem· 
solving kind. don't be too hard on them. 
The object , after all, is to have fun and 
perhaps test their minds, not to frustrate 
or (horrors) bore them. If they have no 
idea what to do, give them clues through 
an NPC or scrawled graffiti on a wall. 

To keep the PCs on t heir toes. every 
day they tarry on t he founta in produces 
a 50"f-chance of encountering one of a 
great number of wolf spiders that roam 
the fountain seeking prey. 

Conc luding the Adventure 

As soon as the sphere of diminution is 
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broken, diminutive creatures and objects 
begin to grow to their natural sizes. This 
takes three rounds. During this period, 
everyone livi ng underground frantically 
scrambles to get outside to avoid being 
squeezed to dea th in the tiny passages. 
Any diminutive objects left behind grow 
until they fill their enclosures. then 
erupt out of the ground in showers of 
earth and rocks(each such it.em must 
save vs. normal blow or be destroyed, as 
per the DMG. page 80). Diminutive 
creatures who remain underground take 
10-40 hp damage. 

rf the PCs are carrying natural-size 
items (Chadranther 's solid.silver swords, 
for example. or the spider·silk rope from 
the ha lfling lair), these remain in their 
very t iny sizes. Most creatures in the 
area have almost no diminutive posses· 
sions. Thus, they are defenseless and 
unclothed when returned to full size 
Cclothes burst off, causing no damage). 

Most of the diminutive creatures were 
born that way (though they still count as 
diminutive), and when they grow to their 
natural size they are frightened and 
confused. The goblin tribe exits the way· 
house and runs screaming into the hills, 
taking its treasure along. Chadranther's 
people walk here and there in a daze, not 
comprehendi ng what has happened. The 
grugach eh•es (area HI leave the area at 
once. The gnolls (area L) attack the half. 
lings and perhaps the pa rty. Aubrey the 
minstrel (see encounter tables) attacks 
the gnolls. Marlowe (area Ml throws 
himself to the ground and sing paeans of 
joy to his deity. The kobolds (see encoun· 
ter tables) attack everyone. The halnings 
(area N) defend themselves . In this con· 
fusion, Chadranther makes a final effort 
to annihilate the party. 

Recovering t reasure. All significant 
treasure found in this adventure is given 
in the Treasure At The Way house table. 
Some of this treasure may be destroyed 
as it grows. Some may be the personal 
property of a creature who fights, if nee· 
essary, to keep it. Finally, some of the 
treasure is underground or underwater 
and is hidden from sight. If the PCs hove 
already encountered an item of treasure, 
they can return to claim it automati· 
cally. If they are just sea re hi ng around, 
lhey find three randomly selected items 
the first day, one item the next. and O· l 
items every day thereafte r. A detect 
magic spell automatically detects all 
magical items in the area, however. 

If the PCs have assumed responsibility 
for the ha I flings, the adventurers arc 
immediately beset with demands to 
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escort the small folk to their home far to 
the south. At most, the halflings­
grudgingly- allow the party to spend 
three days searching for treasure. This 
journey could provide further material 
for adventure, perhaps resulting in a 

reward for restoring the halfling clan's 
long-lost cousins to them. 

viduals to gain the remaining treasure 
could lead to yet a.notber adventure. 0 

If the PCs later return to the way· 
house, they find the area stripped of 
treasure by the former residents and 
traveling bandits. Following these indi-

Combined Monster/NPC Statistics Chart 

AC MV ffO Oevel) IAT THACO Omg Size 1 AL Location 

Norm.al.Size Creatures 
Ant, warrior 3 12 2 19 2-5 s N random. area I 
Ant , workor 3 12 19 1·3 s N random, area I 
Aphid 6 9 l/ 2 nil nil nil s N random 

Beetle 4 6 2 19 1-6 s N random 
B~tle, woter 4 12 3 17 1-6 M N area P 
Caterpillar 7 9 2 nil nil nil M N random 
Centipede 7 18 2 1 19 1-3 s ~ random. area N2 
Fiah 5 18 8 13 1·10 H N random, area Q 
Horse G N areoC 
Ore G LE random 
Praying mnntia 4 6J9 3+ 3 3 17 2-512-511-4 H N random 
Rat 6 21 3 -'" 3 17 2-8 H N under noor. random, areu 

C.03.G 
Snake 5 21 8 13 2-24 G N random. area K 
Spider, web 6 9 2+2 19 1·3 s N random 
Spider. wolf 5 12 3 17 1-6 M N random. areu 0, R 
Tick 4 6 1,., 20 I s N random 
Wasp 4 9124 2 19 1-6 M N random 
Weasel 4 2 1 8+4 13 1-6 G N random. orea F 

Diminutive Beings 
Elf, grugach 5 15 IF ll 20 BWT10 M CN area H 
Elf, grugoch lender 4 15 IF31 19 BWT M CN area H 
Gnoll 5 9 2 19 BWT L CE random. areas 010. L. M. 

NI 1.0 
Gnome 5 6 (fl) 20 BWT s any evil areaN 
Goblin, male 6 6 l-1 20 BWT s LE Living area, gobhn lair 
Goblin. bodyguard 5 6 19 BWT s LE Living area 
Goblin. female & young 10 6 lf'l nil nil nil s LE Goblin lair 
Halning. male 7 6 IOI 1 20 BWT s LG random, areas NS. N 10, 

Nil 
Hnlning. noncombatant 10 6 COi nil nil nil s LG NIO 
Human. warrior Var. Var. !F l> I 20 BWT M L.E random. areas C. D. 0 7. 

08.09.G 
Human. noncombatant 10 12 (0) 20 BWT S.M L.E area 04 
Kobold 1 6 l/2 20 BWT s LE random 
Ore 6 9 1 19 BWT M L.E random 

Rererence Special 

lnvenl.Cd acid spray' 
invented herd aphids 
invented produce Intoxicating 

liquid 
ID\'ented 
Invented 
Invented 
invented poiaon3 

mvented swallow prey whole' 
invented 
Invented 
invented surprise on 1 ·5 

Invented 
Invented polaon6 

Invented web. poison• 
Invented poison 7• 1urpriae on 1-6 
ln,-ented blood dra1n6 

invented poison' 
invented 

MM.2163 
MM2/63 

MM l/46 
MMl/46 
MMl/47 
MMl/47 
MMl/47 

MM 1160 
MM1160 

MMl /57 
MMln6 

11n comparilon to diminutive PCalaubjeetive acale). The aiz.e categories are: S • small <2.1-4 'l. M•man-su.e 14.1·71. L• large <7 1 "12'l, H • hugel12. t-~ ·i. 
G• garirantuan (25.1 '+ ) ae per AO&D 2nd Ediuon rules. 

20 nc.c every four rounds, 10' distance. 1·8 hp damoge. 
'Save vs. poison or take 4-32 hp damage. 
'When attack calliell more than 7 hp damage (save vs. petrilicauon to a,·oid being swallowed). Swallowed victims take 5 hp acid damage per round thereaner. 
'save vs. poison or take 10-80 hp damage. 
'save vs. poison or take 1· 10 hp damage and be paralyzed for 1-3 days. 
7Savc vs. poison or take 2-20 hp damage. 
6For four rounds after au~essful attack, for 1 hp damage per round. 
'Save vs. poison or be paralyzed for one week, aner which time victim dies unless cured 
1°By weapon type. 

Note: Normal-siz.e horaca and ores are eo vast in subjective terms that they hove meaningless scores for armor class. movement, hit dice. etc. See "The Stable" (area C> 
and "The Gorden" ("Random Encounter Notes," under "Vi51ton1"l for details on handling normal -size horses and ores. respectively. 
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(continued from page 17) 

A character may hold his breath for a 
number of rounds equal to 1/3 of his 
constitution score, rounded up. If the 
unfortunate fell ow didn't have a chance 
to take a deep breath, this time is cut in 
half. Strenuous activity, such as combat, 
cuts the time in half yet again, so a char· 
acter in t his situation may hold his 
breath only 1/4 as long as normal. Any­
one can hold his breath for one full 
round, regardless of penalties. 

Once a character runs out of air, he is 
in danger of drowning. He must roll his 
constitution score or lower on ld20 for 
every round he is underwater. For the 
first round, this is rolled at no penalty, 
but for each additional round, a cumula­
tive penalty of -r-2 is added to each check. 
If the character fails a roll, he passes out 
and drowns unless rescued immediately. 

An additional problem for rapidly 
ascending characters is what Kilinin 
calls "diver's syndrome." This is nitrogen 
narcosis, or "the bends;· caused by a 
build-up of bubbles of nitrogen in the 
bloodstream from working at depths 
below 30' for long per iods of time. 
Kilinin was fortunate to find a mention 
of this effect during his research before 
building the diving bell, thus saving 
himself and others from discovering it 
the hard way. 

A controlled descent to the deepest 
part of the lake (120') in the Postern·l 
takes a li ttle over 25 minutes, as the 
gnomes stop the descent every 33 ' or so 
to allow the air-to-water-pressure ratio to 
be adjusted. A controlled ascent from the 
deepest area of t he lake takes 130 min· 
utes. Stops are made at 30' for 19 min· 
utes, 20' for 37 minutes, and 10' for 74 
minutes, (measured using an hourglass). 
These stops allow natura l decompression 
and prevent the bends. The maximum 
time allowed for working in the Postern-1 
at 120' down is 90 minutes, ifthe crew is 
not to spend too much time decompress· 
ing before returning to the surface. The 
OM need not play through the decom· 
pression time; if no interesting events 
occur, the ascent can be described briefly 
before moving on in the game. 
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Anyone unlucky enough to come up to 
the surface more quickly than this may 
suffer the following symptoms: pains in 
the joints and limbs, pain in the stom­
ach, headache and dizziness, paralysis, 
and a strange combination of euphoria 
and poor judgment , lasting 24 hours. 

In game terms, a character taking 3/4 
or less of the required time to ascend has 
a 90% chance of contracting any or all of 
the above. He must make a saving throw 
vs. death ray at +4 or die if brought 
directly to the surface in 10 minutes or 
less. Even ifhe saves, there is a 50% 
chance of any paralysis being permanent 
unless a cure disease or heal spell is cast 
on him within 24 hours. 

No elaborate furnishings exist within 
the bell , as it doesn't require them. 
Three man-size creatures may be accom· 
modated within it-five gnomish or 
smaller ones. 1\vo simple ledges form 
seats for use while the craft ascends and 
descends, and rope handholds are used to 
prevent the crew from falling out 
through the open floor when sudden 
stops become necessary (for example, 
when decompressing on the way up). 

It is usual for materials to be stored in 
net bags that hang from simple hooks on 
t he inner hull. These can easily be 
removed to allow for more room for other 
(PC) gear. Digging tools, food, and bags 
are often kept here. 

Communication with the surface is 
possible by tugging on a thin cord that 
travels up through the air line. The 
following system of tugs is used by the 
gnomes: 

One tug 
1\vo tugs 
Three tugs 

Monster present! 
Everything is fine . 
Prepare to be hauled up 
(or Haul me up). 

Four tugs More air! 
More tugs than this indicate either 

that a gnome is entangled in the cord , or 
(as often occurs) that a gnome is pan· 
icking while being attacked by the giant 
pike. The PCs may wish to add to this 
list to communicate additional messages 
with t he gnomes control ling the 
Postern-1. fl 
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