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I Am Not Roger Moore 

COVER: Whot sor1 ol 
creatures are these? 
Are they Irland or toe? 
Janet Aullslo's cover 
painting gives no clue, 
so you'll hove 10 read 
"The Chest of the 
Aloelds" to find oul lor 
sure. 

All right. I odm1t ll I've tried for day~ lo think ofsomethmic 
wildly u1tel"(•sung to wrltt nbom in th1tt .. pnee h 's Monday nnd 
lhl• l•ntire 1ssul! J:~ll out to the prmll·r ttn Friday, so I'd lwth•r 
all here and Wrllt.' something tlrnt wfll lill about 30 lrne11 of 
lypc. 

The problem 1s, I d1Jn 't want tOJU,l kll vou whot'i11n U\111 
l!iSUt\ llkl' !-OOlt:" fnll~llllllt.'!< du. t'd rather .)'OU found OUl '' hUI 

Willit• Wolsh 

wt hnvt! In ~•~n· f1>r yuu hy uctunlly rt••ldtni th1• .1dv4•ntun·• 
And I don't htt'' '-' onv burntnJC i11sue thnt I feel need addte11 mg 
frnm my ed1tt1r111l J)\•rch 

So I'm len with o blank compmer ecrcen ond u pile of mual 
Mii.:ht as well 1wv whut you'w sent In Muvbc I'll gc•t on 1deu 
for my ed1tonnl 

Slephen J . Smith 

Mondays al~ a} 11br1n.: the most m:ul. ond today ui no excl'p 
t um. As u"ual, l nut lei• thut ttlmoi;t u third of 1l is addtesud lo 
"Roirer ~loon~. eduor Ol'~GEON'~ ;\dw•ntures." U<n't thttt 
p .. culmr I've bcim t'<11t"r of th1~ mal{aitnt inct• 1!>sue 19 Can It 
m• tOltl 8 third O()OU haven' t read ony l~llell SlOCe ~emhf1r 
1987'! 

" Roger," I ahc)lll ovl'r th(' cubkle w11ll , ''why doesn't nnyum• 
know who l nm? l'vv bc11n t>dlting this mu1<1mne for over two 
yt•Ul"!I now " 

No on.<1wer comei. b11ck over the.- w 111 -Ju t n muffied ..,.,b. I 
wolk anui Rog~·" offict• to find his foct.- burwd m h1~ armN 11top 
a 11l11ck of mm! l.'as1lv tw1ct• thE> ::o.i.ze of 11111\t' And 111 lcnst a 
third of th o111~ en,•clOpt'll ort: uddn:i;scd lo "K 1m Mohon, Editor. 
DRACON' MagattnL•" 

So I'll promiSl' nut lo tuk1.• it per84molly 1f you promise to 
remember to wnlc to ml'. Barbara 'ioung, Editor. OUNOEO~ 
t\d\•1•ntureJ>. AnJ 1f you hove any idens for i'l\ntulutmg und 
thought·prO\'Okllll( ·dil-0r1ols, plea.<1e !-end lh<•m my WO) 
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James M Wurr.l 

Matthew Manske 

Croig H Surrett 
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LETTERS 
Only What PCs DeRerve 

Count my vote against boxed scnpt.s 
in t1dvcntures. 1 never like being 
treatt'd n~ if I can't thmk up my o~-n 
worda. Be5id(!tl, when I OM o prewntum 
odventurt', l always cuslom1tt> th1• dt' 
acripl.ioos to fit what the PCs or doinl(. 
lfthey dMh into a room wnhout look· 
Ing, they don't care oboot. the IOOSt· 
thread on the curtain. If it is important, 
they don't de.serve to know nbf>ut it 
unlcsa thoy look. As for being ablo to Bt'I 
up n acripted module faster. the OM 
1hould rcud the Leict uit.hcr woy. Otht•r 
wi.iw, (s)he will be just o.s fooled os the 
playen1 by hidden traps. 

ThomM M. Kunc 
Farmington. Maine 

" Jrongard" Error 
1 bflieve I ha,·e detected on ('r·ror an 

itltJue U8's "lrongard." Tha new spoil 
currt• of forgetfulness is liiltcd on page 7 
t\8 bcinl( of seventh level. Howt•vcr, it 1t1 

cast by a wiUU"d of only 12th level who 
should he nble t~ cast no 11pell h11:(ht'r 
thnn sixth leYel 
u the wi%&rd supposed to be o( Mlh 

lcvrl, or la. the spell sup~ to ht• of 
sixth level? 

AIJSo, wdl your magazine continue lo 
fttc pl :ind prfol first. ediuo11 AO&o• 
maumal. or has this Second Edition 
nonsenl!Cl taken over e\•Crythin!f? 

Edwnrd Holmc11 
Summershadc. Kl!ntucky 

Mad Mt>crtm. the wiwrd in .. l rongard.'' 
1houlcJ br rhang~d /.0 14th lc•t·r/ IL'rth a 
TllACO nf16. 

DUNGEON" ad1,;efllur-e8 ahould bt· 
ut('ft1l /e>r /lN'IUPf playing lwth (rrNl and 

Sreond Et1i11tm AD& n garnt••. but Ull' 

ll'ill b.- us1t1g tht• Second t'd1t1on stotis· 
tics furmal, and 1>101t1tu • lal11t1ca will 
re(l£ct any chanRfM ma<fo in thc• • ,rond 
Edition. 

A Taxing Problem 
When I bought the July August 19 9 

issue of OUNGF.ON Advt·nlureli f wns 
outraged that I hnd to pay tax. l know 
that it is lllegol to chnrgc taxes on peri· 
odicals. Howcvor, lhc bookstore owner 
tn!listed that DUNGEON Adventures 
had been reclaslllficd uli <1 non·peraodacnl 
in the great state of'fuxachusetts. ll 
sounded fishy. I believe t he Revolution 
ary War 1.artc-d in th111 lllUle over an 
issue like tbia. 

As a Dungt.-on Ma!!tcr. I would lake to 
request more dctniled mop with your 
modules. This oppl1011 to the modules in 
DUNGEON Adv" ntures es well fl8 any 
other module published by TSR. Your 
111odules always contain on abundance 
orwr1hen 1nrurmallon und description. 
but the maps are comparal1vely 
11ketchy. A picture 111 worth 11 thouMnd 
words, and l rely ht' v1Jy on mapt' whun 
I OM. 

I think mops should •hnw more than 
JUSt corridors and room11 I need to know 
how the content.ti or a room ore arranged 
because this nlT~t.s Lhl• choreo1,'l'aphy of 
fight.s. Maps shou ld show where the 
beds. chests, tables and choirs are 1n 
each room. jusl. an co11t• 11 pluycr wants 
to do 11 liUlc swnt1hbuckling. Sometimus 
maps ore nl"eded with Nlch square rep· 
resenting only livll fo t. especially mapl!l 
of build in~. I nnd that most maps or 
bu1ldmgs rnntcnn no dct111I, cs~'Cially 1( 
the} are afe base uch buildings are 
usually mapped with an exwrior view 

only nncl 1 lincl this lYJX' of mop alrno11t 
worthl8.':!8. 

Richard Medeiros 
Fuchbur>;. Mt1:i,'4ac:huiwtt11 

I'm surry tllat \'OU hud ttl ptJ\ tax rm 
DUNGEON 118 I clm:ltrd llw' muutmn 
out and dtJJrot·rrrd that th1• probkm '"' 
w tl1~ wov uur dtstributor. Ram/om 
l/0118r, hnndll'tr TSR prndm·t-~. 
DUNG~ON Aducnlurl's <md DRAGON' 
Mn~<Uim• rt1N')' ISBN (/11tam11fmml 
Stomlnrd IJook NumbrrJ rodrs Tlw• ia 
probubJ.v what t•ausei. the bf)()ltb'Wrt• ·~ 
('tUth n•/l•lltt•n: ltJ 1n1u.-.1 on c:harl(inH ta.x. 

If YOU WOii( to fiRhl fnr Yf•UT rljlht11. )'Ott 
m1gltt pcmu out tu the booltat11r«' 1mm· 
(l/ltr that th~ maJta.zinc.s ol (t rorry I SN 
flnur11a11onal Standard Sl>r1al Numbtr) 
rod<'.•. (mmd in thl! first fin" nf 11n\1 l;•Jtol 
pnnt 111111dl! roch magazine. A st•r1ol 1.t o 
pt•riodicol. Wt• are alsu rqc:og11ul!tl 011 u 
fl(•rmclu·nl by th£ U.S. Postal S1•n•1rf' for 
lfl'l"'Onrl cl<U111 ma1/111g p11rpo.,c11 Good 
luck. unc.I bt· 1mre• tu let"'" ltr1uw liuw }·Ou 

fnrr. 
Wl.''t•t• bef.'11 try111g to """ morl• 1tv>t1• 1.u1 

ma1>.~ ta 11/iow thr plarrm1•111 tJf (urnrt11rr 
and oth~r "1/ungron drr1111m11.." If thf' 
autJ1or do.•'fn't prot•tclt thu •ort of dtta1I, 
hmH'l'f'r; 11~ di{firult /nr our eartuJ(ra 
pht•r to maltl' 1t up. ht ror1 ·1 take o 
rh011~ u11 adcJmg sc>methwg that m11tht 
rmif11rt with thi• nd1·1'11t11r1•. 111 thr m~t 
rt•t•1a1011 of our R111dc/i11e11, I'll SLIRl/l!IU 
Ilia/ autJ1nn1 provide mt>rc tlt•turl an 
mops. 

RealmK Modules Forgotletr ? 
I have Ix-en o avid player of th(' 

AO&O ):ltmi: for al.>oul eil(hl y~nri- now 
I Just "tartt>d D~l ing about two y un 
ai;o. I have gl'O\\ n 8 rondne .. JI for 

OUNGtON• •IS&" 0990110211>sM>l~ t.0 ..... oU.lf lot l'Slt, Inc T1wo tt1.t1hlll1 a.Id..,... f., oll rAAIA'•l•I ~\.Opt •uhocnpUon olfd,,.- Pl l"IJl'\1:11 l'O I~• 111. wu 0... ·...,WI li'll• 1 
lolo\lhotl!' It 14 I l 4fl-31J2.) 
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lhe FORGOT1'£N REALMS'" world 
because lhe players in my group were so 
into the WORLD OF GREYHAWK 
tbat J thought it would be a good 
change of scenery. There is just one 
problem. Most oft.he accessories for the 
Forgotten Realms aren't modules . tn 
fact, I have seen very few modules other 
than those within your pages. Why is it 
so hard to find good modules for 
Forgotten R~lme adventuring? 

1 would like to congretulate Randy 
Maxwell for bis magnificent production 
of"The House of Cards'' in Issue 119. 
This method of using the d~k of mon.Y 
th1ng11 was very intriguing. 

Herold Milles 
Southgate, California 

Jamu M. Ward, TSR's D1reC'tor of 
Cr(!Otive Scroice:s a11d publ1shtr of 
DUNGEON Magazine, N!plies: 

lt 'a alway• nic.e to hear from o (01111· 
time fan ofthi! AD&D game. You or, 
absolutely right thcu TSR h08 not pro­
duced a wide range of mociule1 for the 
FORGOTT'EN REALMS aettifll!l. Thi! 
primary rtcuon for this i$ that the 
FORGOTTEN REALMS setting" 11111 
;,. iu rok-playing infancy. A• a N!8t,ft, 
TSR luu put out a grtat cltal of resour~ 
material andju1t a frw modul.e$. 8t11 

this u changing, and I thinJr you will b~ 
plerumJ with tht< amount of module ma· 
terial that will be a1101labk. Hert• are the 
pro;ecttd nlea8t1 for J 989 and J 990 ao 
thoJ you con a.sit for thfm at your local 
store: 
FRC2 Curse of the Ature Bonds (ouci/a· 
bu now) 
FREI Shadowdale (auailable now) 
FRE2 Thntl'ns (aur:ii/ablr now) 
FRE3 Wat.erdeep faooilable now/ 
0A6 Ronin Challenge rM~h '90) 
OA 7 Test of the Samurai (F"bruary '90) 
FRAI Storm Riders (April '90) 
FRA2 The Black Courser (July '90) 
FRA3 Blood Charge (Nouf'mbcr '90) 
FRA4 Halls of the High King (OtL '90) 
FRA6 Ninja Wars (Decembtr '90) 

We Goofed? Not This Time! 
J am writing i.o say that somebody 

goofud! In " White Fang" (issue 120). 
paragraph 79 says "Something happens 
if you have the copper ring. lf you don't 
have t.he ring, go to 72." 

It should say, "If you have the ring, go 
lo 109." 

And, In answer to Rusty Merritt's 
letter, you can t~ll him that he's not 
alone. I am 16 yea.rs old and n DM/ 
player. I h11.ve been playing the AD&D 
game for six years now. 

I would also like t.o say that the cover 
of issue 120 is awesome!!! Keep up ~he 
good work. 

Tudd A. Rafferty 
DuBois, Pennyslvania 

For the past six years I have enjoyed 
the D&D and AD&D game systems. In 
my five years as a OM, I have accumu· 
lated a large amount of game materials. 
My subscription to DUNGEON Maga­
zine is one or my betl~r investments. 
Most adventures therein fit well in my 
campaigns, and there is always a piece 
or two m each i!l8ue I can readily use. 

I have a couple of questions about 
issue 120. On page 28 of the (111t edition) 
Dungeon Mosters Guide it &laws thlat 
Lhere is no magical elven chain mail 
armor. In Wolfgang Baur's ''Ship of 
Night" (page 23, aren Fl4 l there 1s an 
indisposed drow elf wearing elve11 claain 
mo,/ • 2. Have 1 misunderstood this 
rule. or has it been changed along the 
way ttnd T missed it? It may seem a 
small motter. but a s\llt or d11f'n chain 
+3 or higher would be invaluable loo 
t hief c.huracter. 

Also. in Nigel Findley's solo odven· 
ture " White Fang," section 79 pwa.led 
me. The lasl two lines say. "Something 
happens if you have the copper ring. If 
you don't have the ring, go t.o 72." Okay. 
But what happena if you h&ve the ring? 
J have had my issue for two weeks now 
and nothing hlllS happened yeti 

Lastly, now that the AD&O 2nd Edi· 
t ion game is going strong, will you be 
looking for more submjssions for thllt 
edition? I am more comfortable with ~he 
old one. but if using th~ new edition will 
give a better chance of publication. I'll 
try my luck there. 

John J . Malloy 
Wilmington. Delaware 

Magical ewen chain mcul 1s a/Jou•ed in 
tht' AD& D 2nd Edition game. See pageB 
139 011tl 182 of the 2nd Edition DMG. 

You should have hod Todd aroufld llJ 
h11lp yo11 figure out thl' tnyJltery of the 
copper n~. For th08e of you wlw 
;umped nght inlo tht> ad1•t11turt' and 
didn't re<UJ the i11troduct1on on pasr 26. 
hen's the clue: 

LETTERS 

"Certain items that LyJrai. mczy find 
hut•<' been gwM apecia1 numbers. 81' 
sure to rC'rord each 1lem't1 number, a8 you 
uni/ Med Lo know 11 Jaur. At various 
t1m.-1. therl' arr th ing8 that hnppcn or 
opt1oris that you have 011/y if you possess 
nm• of the.~r spl'c1al 1tCm$. Whttn you art 
told 'SomfthrnR happens if you hnu" tht• 
golden ke;y.' add tht item's number to tlu• 
n11mb1•r of the st<c:tion you art' currMtly 
reod111g. then go to tht! section number 
tJ1at matchett tht< Bum to find out what 
happrns" 

I thought the ot1thor l1od used a simple 
but utry cf•·t·rr game rn.-chcwic l tJ conct'OI 
informat1on tht• plnyrr might not lrmn11. I 
hope it wasr1 'J too obscure. 

Wr arr df!{initrly lookinJl for AD&D 
2rid e·d1t1on modules. but it's more im· 
purtunt to write Cl good aclt•enture. iVt• 
co" hf'lp you ad.J1a;t for 2nd edition ri1/P11 

1f we Wit your modul~ propo1aL 

What We Like 1b /Jear 
I juilt received my first issue of your 

mngnzinc and I was very impressed. 
You had a great mixture of short and 
IMfr t1dventures, and I thought thot 
each of the modules that I read was 
creat.ively WTitten. I'm sure my players 
v.'111 feel lhe same way 

I was surprised at tho number oflM· 
ters I retld from people who dislike solo 
adventures. I thought that the solo ad· 
venture that I read waa very exciting. I 
only wish that someone would devise n 
way for players lo use lheir actual 
AD&D characters in this type of module. 

1 would also like to congratulat~ 
Grant and David Boucher for writing 
"Ancient Blood" (i.ssur 120). The 
dungeon was well stocked wilh interest· 
ing trnps, and the selection of monsters 
was very good. l hope DUNGEON Mag· 
9.2lne will continue to print terrific 
modules like thl' ones I read. 

Fred Bicknese 
Pittsburgh, Pennsylvania 

As we m1mt1oned on pose 26of1ssu1> 
120. tlu! 110/0 adt•enture works beat witJ1 
the cl1aro.cter pro1•irkd, but you may al$0 
uae your owtl character 1f ht or she is of 
a similar leul'I and ' ·' s1m1lnrly 
equipped.. n 
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THE 
CAULDRON 
OF PLENTY 
BY WILLIE WALSH 

-Plenty of trouble, 
that is. 
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7l1 prt.11•1 hi"• a ~um~ dt•llllJnc•r. \Vi//11• hw> 
tnl'l'fl(t'tf a 111'111 µ(WI(" /t'(lrlfl/l tlN1UntJ Jit15 

Dublirt uflice un his nrw sw1t•l'l <'l101r1 

" I'm st11/ ""' .~ur1• how t/11• brak1•10 tt'tirk. 
011</ thwR" ore· [l)()/W1g n ltltl•• d1•ntr<I in 

plurrr.," W1/11,. r1•pnrh .\ptirt from lwr 
,,b, 11111 f.v h '<"fl t' ·chl'dt1l•• \\'11/,,. 1•rp.'t't.• 
lot• 11/ b1rthtfa) card• cm the 20th 11{ 
Frbruuf), ll'hm h,.'IJ r•'<1rh th1• r1{>t' nM 
ORt' n/24 

" The l'.1uldrn11 al Plenty" 1~ ttn AO&t>t 
ml\'<'nture for n pnn)' of 4·6 c:hnrnctl!r 
of ltm•l11 t I •uhout 15 to~il lev~liu J\ 
,1rmd PC would he nn ad\'anttlgt' ll 
would ulilO Ix• lwlpful for tlw Dun.:1•1m 
Mo11tl.'r tor •ud through thl' "C'<!llk 
Mythl'J ":-1.-ctioo in 1~111·ndN ~ l.tm•. or 
con~uh <1m book nbout the Cl'lt und 
th..ir ltos:end .. Though followmR a qua.! t• 
C'l•lttc 1murrn, this sc:i>nnr10 rnny lw 
l!ns1l} pla>cd in unother c:ullurul 'o('tltng 
or ,1d11p1 NI 1tJ1 part of n l11ri.wr c:t1mp.111:n 

For lhe Dungeon Moster 

'l"h1e 1.1dvcmturl.' 1a sel m lhc i;moll <'1!lt1c 
k1n~dtJrn of TittlnR, rull.'d hy 11 kin • 
colh·cl the Hi l.unchro 'r illlt1,. 111 pnrl r1r u 
loose c:onf<'deroc:y o( Slll l.t'" t hal mnkt up 
t ht· count ry Cllll1•d A1t F.111•, ruhod ov~·r 
b.> a High Kmi; or Ard Rt Thi· llil(h 
Kini; 1n Lh1'f)ry 11( not 11lwny11 in pru' 
l lC<'I hold 111\\uv over tlw wholr i;onff'd . 
l'tllC\ of It• ·«r k1n~!I 

T1~l11 t 11 JCTP<-n nnd Ct•rt1lc· l11nd, .md 
1t pro .. p1.·r<> •• n~r its own rsshmn nnrl 
cu11tmn11 Thl• .:old pl<'ct• hotc onl v fl' 
C'l.'nlly ht•t>n urc:epted us n unit ril' nsr 
n •ncy. Pr1ur lo lhui. one'!' wealth and 
pr1•lit 1i;t· w1:n• mt:eaurl'd by hu'' nrnny 
cottlt• nn1• nwned. This cu . .(tom ,ull 

Utnth1, 1\1Uk1n.i thf! 3CttUbll 1Ull of t:Ull l•• 
"" imJ><>rt.1nt motivation for th" kin.i. 

Throughout lho confl'dt'rocy tht re 1s o 
... tr1ct honor codt•, ~lilt d "hunor· prtct.'' 
ln!il«.id of lhl' hic•rarchy pre' oh:nl m 
the Middle Age~. "ht.•re u kin~ cuuld 
rul1• b~ forc1• nlnne and nll cln,.st's n• 
mnrnl.'d fixed , the social ~tructure in 
T1gh1R .ind ats nl•tghbors \\ork~ tfllll~· 
difft-rcntlv ln some wav11 il 11t.•crn~ r•• 
vcr!IC'd to ·the ml'dieval ·modl'l. Thl' nut)• 
pt•n1)h• uut•1 tlt• this soc:1nl nrd1•1 i1rt• t lw 
dru1d1> nnd burds, who m::iy coml• nnd ~t• 
a• th1.•.> plew.t! bec:nu~c of th1.•ir rt•putl-d 
pcw,· 1·~ ovt•r mOJ(IC ond thl1 .,pok1•n 1!r 

'lung wurd 
A mun mn~· rii;t- tbrou.:h th1· M1C1t1I 

rank~ by 1mprovmg h1" h<1nor prict•. 
'' h1ch 1 d1•h,nn1nt'<i b\• how mnn) ptot> 
pl1 Mt· dcpt<n'h'nt <1n nnd wt•ll cnn·d for 



by lum. The king must ha\le the best 
honor·pricc., 11nd ht• m1ty be deposed 1f 
h~ fnilt- to Ji\·~ up to hi obli~ation lo 
c1trt• fur his warriors twho care for lheir 
Vtltl'JDb. who core for th t· crops end 
cattle, which feed the warriors. the 
\lassal!J, anti the king! The whole soci· 
cty is interdependent and so take& s1w· 
c1ul care that each pt!r.ion knowi; where 
he 11tands in the social order, 1·\1~·11 1f 

that peri;on 's po!!ilion is in o .. late of 
conf!lant llox 

Competition to altusn high honor 
price is an cveryday part of life in 
Tiglas, f><l a king'>t position is not guttr­
nntecd. nor ii; 1t certain that a son nr ti 
dnught.cr of Lhc current king will have 
the r11otht to rule lotc1·. Murcover. 1t 1;; 
the law in Tiglas that 1r the ruler cwhn 
I'! el("CM.f by the nobility> fails in hi.s 
respon.11ibilitic. to th<- land (Ir its people, 
the people may JemnnJ n new king: be 
pul 1n his place. 

The current bU1tc or orT011·11 in 1'1glu11 
bode$ Ill for the Ri Lunchra. whu 
thr<lugh moct1on hus allnwed r11ith hy 
neighboring kingdoms to deplC'te thC' 
cattle herd11 uf the local fnrmC'rs. Al· 
tho~h the ktngdom hos suffiC'u.ml 
stores of grams and other foo<lsturrs tn 

survive thl" C<H'l'l inK winter, th1• tn1d1unn 
of measuring one's prestige in coitlt• is 
stron~. and the raids have c&used un· 
rl.'sl omong thr popultt<-'e. The ~ople 
feel that the king' warband. which i 
chorgcd with prt>lt~tin~ the ki1\gdom. 
should makt> its own raidb to win brick 
repla~ment cnlllt' for Tiglas But nei 
ther the warband nor the RI 1.uochrit 
hnve actud. and inaction leslren the 
l'Sl~m or thr• king, 

The RI hw; other problems ns well 
One ofh!s mllny respons1biliues is to 
pro,•ide o nightly fctu.1t for h111 worfnmd 
nt his palace al Dunluachra Bul th£1re 
are not onough cattle to feed the wor 
nors. so th£1)' reru.se Lo take part in uoy 
milit.ary operatinns-including raids to 
copturt> cattle twh1ch is their righ~. a'> 
lhey aren't being provided for proptorly 
by thtti r leadcrl. 

Th gel OUI of I his desperate Si l uatinn 
~fore he is forcl.J lo nbdicate. the HI 
l.uuchra hui> Utken the 11dvict.• of 1l 

druid. Derwl. who has decided thttl if 
tht kmg possessed the legendnry ca11l· 
clron of plenty, he could fulfill h1i; duty 
to his wurband, and the warbnnd would 
ihcn obey his orders. 

Dertol's motives in recovering thui 
it.em are plam. The 1118K•Clll ctluldron ii. 

capable of producing, onc4! per nii;hl, tt 

fully cooked feast c•f ~it her beef, muucm. 
or pork. The cauldron was created by 
dru1d11 of Ot-rtol'i. ordt>r, nnd 1b return 
would be aR great n boost to their pres· 
tige 1 .. u1 11 would be for tht- king'. . 

Unfortunai.ely, the cauldron is owned 
by a verbceg giant... LhE.' Bolg Mor. who 
hns c1 nasty reputation for inhospitality 
Tht> monstkr hv~ l~nea1h ihl' ground m 
a group of ca\'erns callt!d the Poll Dubh 
Oorachu. in the westernmost pnrt or 
Tiglns There he hvcs quietly. relying on 
the cauldron for food and furc1ng mer­
chant~ to pay o toll t'l trnv •I through bjs 
land. Occns.ionally. he alliO waylays trov. 
1•lers for moni:y or ~rcuuon 

1'he Bolg M6r was :i mcmbtr of o 
typical bandit group that met with a 
sticky end 1n tht> ltur oh hydra. Fleeing 
from lhat misadventure. he found the 
entrance tu th1· Poll Oubh Oorachu and 
squeeuid in. 

In his lcAA·than·perfect condition after 
the fight with 1h~· hyd1·11. the giant fell 
quickly lo the inOuenc:e of a charm spell 
cnst on him by a mage who had recently 
taken up residence in the caverns. The 
magc ugge8ted that the Poll Dubh 
Dor11ch11 could hecomc qulle a comfort 
uble home with the Bolg M6r'<> help. So, 
much oft he heavy work such os clear 
mg ti larger entr11nce Ml lo the giant 
The mage olso employed workmen to 
constn1ct doors. wallii. and Cl'll .. and w 
smooth out the rough wall:S of the cu· 
\•crns. Soon he began moving tn equip 
ment nnd conduct ing experiments The 
cuuldron uf plrnty, which the mugc had 
stolen from jtlj pre\ 1ous owner, served 
functional as well as research needs. 

Perhaps it was the sight of the caul· 
dron, which the gHlnt soC1n covetoo, thul 
helped him shake fl'~'C or tlw muge's 
d1aru1 spell. Gradunlly, the spell's 
"trength wnned. hut the mage wus l()(I 
wrapped up rn his studies and eKperi· 
menl!I to notict- until ll wes too late. 
The Bolg Mor drove out the rc-mo1n111Jl 
workmen afier slaying Lhe mage, then 
took the caves us his new hmne. 

Eventually. the grnnl grew restless 
and begAn exploring the urea around 
the Poll Dubh Donichn. He cume into 
contact wiLh merchant cora\lans and 
soon renltzed the importance of lTadl' as 
well as ambush and extortion. R e at­
tained a certain nffiuence as a result 
and became undisputed master of the 
hills. ln spit~ or this. he never became 
v111n or ~Lupid, thnugh he has been a 
powerful enemy of anyone who diti· 
pleased him. 
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The Bolg Mor jverbeeg giant); AC 4: 
MV 18; HD 5 +5: hp 40; THACO 15: #AT 
2; Dmg by weapon type (spear l +6 
atrenS'lh bonus I 1 100>: SA +60 yards to 
range of thrown i>peur; ML 13: AL NfEI: 
MC <Giant-kin, Verbeeg). 

Naturally. the king's warband will 
refust> tu act until the warriors feel they 
t1r1> being properly provultlJ rur. Thl'y 
won't accept coinog£1 <it isn't lrad1· 
t ionall. so the Rr rnust find another wey 
to win Lhe cauldron from the unwilling 
giant. He has authorized Dertol the 
drmd t<> ofl'er terms of cmpluymcnt lo n 
pany of likely adveotureni to recover 
the dt!v1c~ Tbtough tht! power of his 
deity, D0rtol knows thnt. th<• PCs are 
passing through the kingdom, and he 
con find them nnywhere in th!' land 

'l'he DM may huvc the PCs pas.~ 
through T1glru; on some longer journey 
and S(l encounter Oert-01. If the module 
is being played as nn individunl advcn· 
Lure. Oertol may summon the PCs lO 
the kinJ:dOm on a matU•r orh1gh tldV\'n• 
ture and rnutual profit. 

Pronuncia tion Guide 
In this module, certa1n words and 
phrru.et1 are presented in the Jrish 
language to preser,•e the Celtic feel 
of tht· ndventuri•. nr expert.son thl" 
language find obvious mistakes in 
the s tructure of phrases. perhaps 
T1gla~ hus evolved a Celtic tongue or 
its own.) The following rough guide 
i.o J>ronunciot ion 1s given to nllow thl' 
OM to pronounce the words as the 
author intended. lf the pronuncia· 
t1ons ctm:.e any problems, feel free to 
US(I others 

Nnnie 
Ait Eile 
Ard RI 
Bolg M6r 
Dunluachro 
Denn Cao1reo1l 
D~nn Ma1rteoil 
Dean Muiccoil 
Poll l)ubh 

Doracha 
Ri 
RI Luochra 
Ruairi 
Tiglas 

P'rununciation 
Oil Ella 
Ord Ree 
Bul-ug More 
Doon·IOO·kra 
Dane Keer-ole 
DaneMart.-ole 
Dane Mick-ole 
Powel Dove 

Dur-nc:k·oh 
Rt1e 
Ree Loo·kro 
Roo-ree 
Tig-lass 
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THE KINGDOM OF TIGLAS 

For the Player Chorocters 

Rud or paraphrosc the following to the 
playert: 

Pa&11ing through Ti((lo11. o 11m1tll 
kingdom with mo11tly humon lnhnb1t· 
ant., you are pleased by its green 
and varied Kenery, !ta we11tern 
mount.nine. it.s 11mnll wood1 ond 
al reama, and its friondly people. The 
pe•sants arl' afl'ablt Clnd quite ap. 
proachable one their m1tial shyness 
is overcome. They ar<' full or 1.alk 
oboul recent rtud• frorn nt'lf(hbormg 
chi<'ftaitla and how tmpover1abed 
their lorda ha\le become tut a result. 
It oppears lhM couk arc tho moin 
targets m these raids. nd indeed 
there Are nOtlCt-1\b)y (cwt-r Cl\Hle 
obout thnn one m11Jht cucl)«l on ll\ICh 
farmlands. The animals that Temain 
are being CArefully K\Jt1rdt.'<i. 

Druids are onother matwr. The few 
you encounter pnss quietly on busi· 
nw or th 1r own. Tht1y offer polite 
greetings but refuae to be drawn into 
involved convcrstHtOn$ 

Following yoW' coursa one morning 
through a &mall, sun-dappled glade, 
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you meet a dnud wearing the blue 
robes and jewellN.l tore or high office. 
IL would seem lhot for on~ you hove 
met a drujd who w111hes to make 
coove1"9olion, for he raises his hRnd 
in salutation. saying "Moy the great 
Oagda, t.ord or~. preserve you! 
Whither dost thou go?" 

The druid introdu«t him~·lf11.11 Ot<~I . 
adv1sor to t he Ri Luochro tfo cryptj. 
cally menuons that the woods were 
chosen as a meeting plllc an order to 
avoid "prying eyea and eani nt. the pal· 
ace" (he mearui the wnrbond). O<!rtol 
then says that it is the wi h oft.he RI 
that the PCs U'avel to the caveJ known 
o.s the Poll Oubh Oorachn tor trl ·ve-
the magical cauldron n{pl~nty. which i 
currently LO the posse!!Bioo of a giant, 
the Bolg M6r. For tht1 ~r'Vlc~. tht Ri 
offers the um or3.000 gp. payable on 
delivery of the cauldron t4 D rtol. 

The dtWd gives the PCs the followmg 
information, which h4B trickled into the 
kingdom with the strutll c11rnv1tn• thot 
cross the Bolg Mor's lands: 

- The giant is much n1ore i n~lligent 
than many of hie kind and is llkely to 

0 5 10 15 

Miles 

hav1.> set traps, tricks, or other hniarda 
in his cave . 

- The cnvea are dangerou.s enough. 
even if a giant wasn't living in them. 
the Hmest-0ne has been weakened in 
mony places by water seepage. 

- The Bolg Mar is said to have a 
wcaknes~ ror stories or other lands. tn 
dire s~raits, the adventures may use 
this Again.at him if they ore clever. 

-The giant charges a 1 ·gp toll per 
person Lo caravans passing through his 
territ.ory. He doesn't alway11 stop ctar11· 
vllna. but he w1ll sometimes attack 
unwary tl'avelers for the fun ofit. 
Th~ druid can tell the adventures tho 

following ulformation about the caul· 
dron f>f pl,nly. 'lne inronnbt Ion wns 
Rh:ont<f (l'om stories told by workers 
who were driven out of the Poll Oubh 
Dorneha when the giant took over: 

-The cauldron once belonged to a 
ma,gician who had charmed the Bolg 
M6r into his service. Unfortunately. th• 
thorm wore ofT and the cauldron, the 
w1t.11rd's head, and his home ot the Poll 
Oubb Doracba beenme the propel't)' of 
the giant. 

- Bad luck is said l-O follow thotm who 
obt.aln the cauldron through force, 



though Dertol can 't say whether trickry 
or other noovlolenl means of retl'ieving 
t he cauldron will octi vate this rursl'(sett 
"The Co11ldro1t of Plenty" at the end of 
tbils module>. 

-The command words for the cau l· 
dron must be hidden somewhere in the 
giant's caverns. It is the PCs' :1econdJlry 
mission LO obtain these c.ommand word6. 
COt:rtol is aware that he may oblain the 
command words by research among his 
fellow drujds if need be. ao he doesn' t 
stress this mission. I 

-The cauldron appears to be a norm11I 
cooking po~ but a detl!ci magic spell will 
reveal it. for what it is. 

Aid is available to I.he party. lf thel'e 
is a druid character in the group, Dertol 
gwes him t1 i;croll with the spells traflll• 
mute rock to mud and animate rock to 
assist in the success of the mi~ion. The 
DM may allow a PC who receives these 
items to refer briefly w the Player's 
ilnndbook (either l't(.ht ion) t o refl!!Ct 
Dertol's brief description of t.he spells 
e!Tecui, dura tions, etc. l f there are no 
druid charact.ers in the party, Dertol 
gives lhc PCs a vinl of oil of slipptJrtMllR 
ond a potion of rl11nb1fl&, a nd explains 
their uses. 

Dertol then gives the PCs a map of 
the k ingdom ofTiglus and directs them 
to the Poll Oubh Doracha . He suggests 
that the advent.urers travel 10 miles 
due west of the glade where they had 
their rendezvous, at which time they 
should begin to dil!COver signs of the 
giant. The druid wishes the party luck 
before he disoppcars into the trees. 

Dertol: AC 10: MV 12; 05; hp 30; 
THACO 18: IAT l; Dmg by weapon type 
(\manned); SA spell u~; SD + 2 on 
saves vs. fir-<' and f1ghlning: ability to 
pass w 1tkoul trac<': ML 14; AL N; S 18. 
D 12. C 15. I 15. W \2, Ch 15. Spclli> C5'k 
chnnce of failure each}: animul friend· 
111hip, 1nuis1b1l1ty tn ommaL~. IO<'alt' onl· 
maltt or plallLs, cllarm p<'rson or 
mammal, hold pt•rso11, trip, tr1tr Dertol 
is unarmed , as in Tiglas it is a cr ime 
punishable by death to harm or hinder 
o druid. Even if the P Cs hnve never 
advenlured in this land before. they 
may lat lhe DM's option) know th is is 
the law here. 

Journey to the Giant's Lair 

The Poll Dubh Dorncha is a limestone 
cave network in lhe mountains west of 
Tiglas lsee The Kingdom of Tiglas mtlp). 
Most of the Poll Dubh Doracha woe 

created by nnture as wnter eroded the 
soft limestone rocks. The ' 'arious man· 
made fixtures were commissioned by a 
mage named Druleen, the one who later 
charnwti the Bolg Mor tnlO service. 

The Wandering Monster Table below 
may be used for encounters on Lhe way 
to the Poll Dubh Doracha. As the land 

Wande ring Monster Tab le (Roll ldSl 
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becomes wilder to the west., wandering 
monster roll!:! should be made at dawn. 
noon, and dusk. An encounter occur6 on 
a roll of 1or2 on td6. lfa night.crea· 
lure is mdicated. wait until the next 
~uitnble period of dGrknei>s for lhe PCs 
to encounler thu monster. 

1: Goblins 110>: AC 6; MV 6 : HD l -1: hp 6 1x21. 5 t x 31, 4 . 3 < x 4); THACO 20: 
#AT l : Omg by wMpon type !short >1word or shngl: Ml. 9; Al. LE: MC. These 
goblins al'e scout ing for a good pot lo build n lair. Th<?y haven't hod too much 
luck, and although their leader won't admit. it, they're lost. They wlll n1:1k the 
party for direclions os n ruse lo gel close enough to 11ttock . 'The goblin.s do not 
have a ny trensure. 

2: Goat, 1,tiunt: 1\ C 1; MV 18; HO 3 +1 : hp 19: 'MMCO 17; MT I; Omg 2-16; SA 
charge for +.I damage; ML 5: AL N. This cr M t11rl! attacks only ff it feel s 
lhrt?atenl'<I. Goul.!:I of ~ny kind ore rare m these mountains, as the larger preda· 
tors relish gout kids t\11 a quick snack. 

3: Boar, wild: AC 7: MV 16: HD 3 +3; hp 12 <can light to -6 hp); TUACO 17: IAT 
1; Dmg 3·12: ML 9: AL N: MC. Like the goat, this creatu.re attacks anvonc 
foolish enough to come within 30', Otherwise, it ignores the party • 

4: Centipe d e. huge : AC 9, MV 12: HD 1 hp: THACO 20: #AT t: Dmg nil: SA 
poison btttdsave vs. poison at +4 or be paralyted for 1·6 hours; SD save nt -2; 
ML 6; AL N; MC. This creature is hu1tting in t he rocks for hkely insect victims 
and will au11ck PCs only af annoyed. 

5: Dwarven prospectors C6l: AC 4; MV 6; HD 1; hp 6 ( x 21, 5. 4, 3. 2; THACO 19; 
IAT l : Dmg by weapon ty pe !hand nxel; ML 13; Al. LG; MC; chain moil, 
shieldi>. 1'hl•se dwarves are traveling on a path ut right angles to that taken by 
t.hc PCs Krom, Kall, Gor, Zokal. Naynar. and Gakal are searching the moun. 
t.ains for minerals. Although not hostile. t.hey are not. overly friendly and have 
never met the Bolg Mor. They passed the entrance to t.h~ P<1ll Oubh Oorocha 
!levct 31 days ago and can dirccl the adventurers there-if they're asked. 

6: Gh ouls C4 >: AC 6; MV 9; HD 2; hp 13. ll , 9, 7; 1'H ACO 19; IA'f 3; Dmg 1·31 
1·311·6: SA paralyzntion; SD immune to 8leep and ~harm spells: AL CE: MC. 
These ghouls attack only during the night <reroll this encou.nt.er in daylight or 
save 1t for the following evc•ning). Thry come from a smull plot where a number 
nfwan iors were bW'ied. The violence of their detUhi; and the grievance they 
hold against the lord whn abandoned them to their faw have transformed them 
into ghouls. Now they prey on llD.Y travelers who comt• wilhrn range. 

7: 0 gl'c: AC 5: MV 9; HD 4 + l ; hp 14; THACO 17: 'AT 1; Dmg 1·10 or by weapon 
Lypo Ccl ub>; SA +2 to damage; ~n. l2; AL CE; MC. Km1rk, the ogre, likes Lo 
take a stroll around the area after dark, trying to corner a goat or a fox for the 
next morning's breakfast. He rarely catches a nything any other way, as he's 
too big and noisy. The PCs m1;1y e;ncounter ham 1fthey ho,•e a campfire lit and 
he chooses LO come vis it, or they may hear him thrashing about in the ~rub. 
cu.r$ing and muttering. Any en«iunter with this monswr hos a 50% chance of 
pa.qsing penceably. Knark keeps t-0 h1mself unless he's porticularly hungry. 

8: Will o'wisp: AC -8; MV Fl 18 (A>; HD 9; hp 38: #AT l ; T HACO 11: Dmg 
2· 16; SA electric charge; SD immune lo most mlll{ical a trnoks ; ML 17; AL CE; 
MC. This creat ure is highly dangerous. though it is alone and won't attack if 
the party is up to foll .strength. The monster attempts to lure a single party 
member into n pool or mire from which it can att.ack in relative safety. If the 
'wisp Is unsuc~es!fful in luring anyone away, it bides it.e time until a less intel· 
ligent. creature happens by. 
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Il 1hould take Lwo daya for mounLed 
odvcnturcr8 t~ t.rnvel to the cttvea due to 
Lh4! roughness or the terrain (five dB)'ll tr 
on foot at human/elven walking speed). 

The Poll Oubh Ooracho 

Re d or paropbrase the followana when 
the PCs arc w1lhin a half-day's journey 
(by h01'5t! or foot> from the gianl·s lair 

The wddemess becomes even mo~ 
d ·'IOlotc ond uninviting Pt you tr1wcl 
forther from the b'l'een land ofTlglas. 
It'• hord lO imagine how any crt1~ 
tur<.---0epccially a giant-could sur· 
vive in an area so devoid of gome. 
But. you remember t.hnt lhc Bolg M6r 
bu magicol auistance. 

Th., only noises otht-r thnn tho:-t­
m de by your own mo\·emonts uro 
the 110unds of ru hing Wl\LW F11 .. t 
flo.,..'lng streruns ap~ar from Lhe 
rockt lO flow for ft 'hort dJlllllflC('I 

before plummelmg into filltfur an 
the rocky ground. 

AOcr hnlf 11 dny of scorching, you 
11410 o great refut1C pile ahcnd Judg· 
inl{ by the mound of dlllCanlt•d bones, 
it would nppNIT lhot thC' Poll Oubh 
Oornclla and 1ts giant occupant are 
cl~ ftt hftnd. 

The refuse contruns the bones of tho 
Bola M6r·• pr VI.OWi vlct1m~ll uc~pt 
tbrir sllulls. which the 1r1ant lakes to 
keep WI trophtes. Much oflhe ttfUS(' is 
lef\. over from fcuts prov1dt'd by tht> 
cauldron of plt11ty 
If th£' PC11 search the dump and thto 

11urroundinw i1tea. they will hov1• little 
difficulty in finding the yawning mouth 
or tht• Poll Oubh Dorbcht'I R.ern to thC' 
mllpl! of Level One and Level Two when 
teo.dlng th following numbert•d 
d~pttons 

Mut.Jnr the Clant 

Tbert" are no wnnden ng mon~ers lo 
be encounWted ln the caverns, but there 
la n 1 0~ chance per turn of exploral ion 
lhot. the sound o( the approach mg gaonl 
Is heard. The PCs should oo aware thol 
the jfitlnt 111 likely to oo host1l1· tu tr·~· 
p48M!ns. The OM might wish to add an 
1111-~rt.m.ent of weird notsel.' to fru11t ruw 
the Pea. 1f the pllrty ts caut1ou11. ony 
eneount~r with the Bolg M6r should 
pr1>ve 11n interesting expenl'nc~. 

A typical doy for the Bolg Mor lx>K1nJ> 
al down, when he gets out of bt>d Ulr. .. 
18) and heuds upstains to stoke up h111 
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stove !area 8>. ARer o leisurely bucket 
of tea, he chcck.14 hia supply of rerment· 
ing beClr and severed heads Corea 6) to 
see how thcy'r<' coming nlong. 

An hour aft~ duwn, the Bolg Mor 
may be found roaming the wilderness. 
He may len.rn th1u Lhe PCA are nearby 
while on one of lh11 excunfons. He 
inay also be gonr wht'n tht>y arnve., or 
he may sel out while they nre in the 
caves. 

tr the g\ant. IOClttc thl' PCs' horses. 
he'll attempt to move them t-0 another 
hiding place. Thi' Bolg M6r plarus to 
either sell or trudc them, or to use them 
as wolf food . 

lo the late nt\crnoon, the giant re· 
turns to the Poll Dubh Ooracha tI be 
hasn't encountered a cnravan and coo· 
ducted negolllltlon He enten btS main 
lair ( R.ri! Ulland u~ lhe command 
wordt for th~ rouldron ofplentyCequal 
chances for each set of commands to be 
uSt'd that. doy) An,·r hall frost, he settles 
down to sleep or heada up11ta1r11 for more 
tt:11 to wash down h1- munl. PCs hiding 
in lhe study (ores 17) may u11e this 
opportunity lo nip in and awlpe the 
cnuldron, thou1<h th(•y'll hov~· t.o 11vo1d 
the giont on the " 'tlY out. 

Should the Bolg M6r gt>t wand of the 
PCs. hl'' ll lin1t. 1tU •mpt lo d1l'COver how 
many of them there aro. how strong 
they are, and whether they are poten· 
til\lly bostalf>. lf he d~idr they are 
.. just. happening by;· he may even make 
Ovl'rtures to trodeo wuh thein, but lfhe 
thinks lhey oru host11t1. he'll try to elim· 
inate them. lf he feels the party is 
Htrong, the giunl will uM1 h11' knowledge 
of the Poll Dubh Dorncha nnd his famil · 
1ur wilderne14t w ombu11h tht- PC11. 

Level One 

I. Entranc..-. 

The tracks that lt'ad here rrom the 
refuse p1le indicate that thlJI IS tbe 
area from wluch the bones and other 
tr38h originot~d. 

The cn\fern lB roughly c1l"Cular, and 
the bB.l"t' limo11tonl' hM ~en twisted 
into mtlny (untMtlC 11hupc8: water· 
foils, rivers, miniature htlls, and 
spirals. Pillnr , "LnlllJfffliLe!I, und 
i<talnctit.ee obound Somo hove been 
cleared or broken to make n path 
toward lhe open mg al the south end 
of the awe. 

Each formation in t he en trance cave 
111 a nnturol phenomenon cou8l'<l by the 
occumuloted deposits of djsaolved limo· 
ston •In droplets of water falling 1n the 
same 11Pot for thousandB or ycnn. The 
Bolg M6r used hia greot strength and a 
hu!Ct' tlt-da hrunmer LO break the 1Lnla1:· 
cutes and stalactites. He bu lit tle tn· 
t.ert!lt in the esthetlc value of 1uch 
phrnomuna (probably es little "' ony or 
lhe PCs, m the circumstancc1), but. he 
does have an excuse for such de true· 
Lion; b wos t:ho.rmed ot. the Lt me by t.he 
caverns' for mer owner. 

Apart from t.ho fantast ic ehnpcs, thore 
1s nothing of interest to the adventurers 
in t hi11 uvcrn. 

2. Sandy Corridor. 

The entrance c"8ve leads 111to a dOJ'k 
lunnol hcftding south. The noor ht 
soft underfoot, and the at.r Is damp. 
Orop11 of wtller fall sporadknlly from 
thl' celling. 

The oeiling is 12' above the noor. 
Cbarnctcre without infravasion will 
have to uM? Lorches or lanterns to see 
proJ)(•rly once past the entraot11 a1v 

The Ooor underfoot is soft becauec It 1.8 

mftd up of a thick layer of nd. Th •re 
11 much evidence of recent traffic 
throuirh the tunnel. Most of the ll'acks 
nppcllr to h1we been made by aomeooe 
w1t.h tiie 16 feet Some older track• 
uggesi small panies of human! or 

cfomi·humnne (mnny or whom are now 
port or the refuse pile at area 1). 

3. Wut.erfalJ. 

'rhr t unnel emerge.s bneny into a 
rouirhly octagonal cave b-Oforc taking 
otT eastward. A strea01 of water 
poura down the we~rn w31l from " 
11litlike hole in the roof. The wowr 
dU1appean into 11 floor level c~vice 
Dt'ar the wull. 

Thia Is a pan of the series of water. 
ways that wend their ways ecro1u1 the 
surfot".C only to disappear suddenly 
through a we11kness in the rock below. 
P rt of thjs particular ~tream rcop~ars 
at nrea 11 

4. Nacurw Pil. 

Tht' comdor noor is suddenly mter· 
rupted by a lO'·wide pi1. lhal falls 

v.ay into darkness.. 
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This naturol shaft falls 50' to the 
surface of o mineraJ-ricb pool of icy cold 
water. The Bolg M6r has no difficulty 
bopping ocroes it because the ceiling 
here is 20' high. He also u&es the pool 
below as a handy well if ho want.a water. 

Each PC in metal armor may. at the 
OM'a c:liJcretlon, have t.o make a duter· 
lty check on ld20 t.o jump the gap and 
avold fa1Ung into the pool below. A 
character who falls int.o the pit will 
suffer 1-4 hp damage from cuts u.nd 
bruises from the rough walls before 
hitting lbe water below. Olunage from 
cold ia l hp per round of immersion. tr 
the PC Lake11 a deep brcath before h it.­
ting the water. he can hold his breath 
for a number of round.a equal to one­
thJrd his c:onatitution ecore, round~ up. 
For the effect.a of strenuous exercise on 
breath holding, see page 12 of the Dun­
/lt:On~er·s SurvwaJ Gui'de. 

5. Storeroom and Br-ewery. 

'Ien feet beyond the far edge of the 
p it, the tunnel opeM int.o a cavern 
with a aandy floor. RaDied along the 
we.st wall are eight large barrels. n 

couple of which are sealed. An alcove 
in the southeust corner of the room 
contafoa a single barrel thal looks to 
be covered with eome kind of mold. 

The Bolg Mor is quit~ fastidious about 
how he keeps his living qunrters <hence 
llw outdoor refuse pile), so the contents 
of these barrel!! are kept well away from 
where they miRht ofl'end him by ooi· 
some smells Ol' Inconvenient noises. 

Stiuting at th11 north entrtLnce, the 
fm;:t three barrels contain: old dothi_ng 
from past adventurers: an 8.830nment of 
weaponry including a lonJl $Word + 2 
from the same source; and a collectioo 
or h elmets (some severely dent~) of a 
nonmagicaJ nature . None of the t.h.ree 
barrell!. are sealed. 

The next two barrels are ttealed. as 
they contain fermenting beer A small 
airlock protrudes from the lid or each , 
allowing a bubble of gas to pop out 
every few minu~s. The PCs may be 
nlt1rmed by the bubbling noises and 
audible pops from these bal'l'el.s and 
m&)' think that noxious fumes are leak· 
ing out. The only reaJ danger 111 in 
drinking any of the beer; it haa an un· 
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appet1:l.ing skin acro&.<1 the top, and the 
liquid portion (which must be strained 
before it can be safely imbibed) is ex· 
tremely potent. Any character drinking 
more t hBf\ a pint becomes very drunk. 
See page 82 of the AO&D 1st. Edition 
Dun.gron Master'• Guidt for suggmlon.a 
on t.hc results ofinlOJticaUon. 

The next two barrela contain a collec­
t ion of heads whoee flesh is be1n1J t t.np­
ped using o lime mixture. and D 

collection of skulls that a.re being pre­
served 113ing a strong vinegar mhrture.. 

The barrel in the alcove contains a 
colony of yellow mold (AC 9: MV O: hp 
nil; THACO 16; IAT 1; Dmg 1·8: SA 
poison spores; SO afl'ect.ed only by fire; 
AL nil: MC>. Nothin'f remains ortho 
bread.s the barrel once held. 

6. Dungeon Door. 

The tunnel "11.1 end8 its v.-ay from the 
fork for 50' or so be(ore stoppinjt Ol a 
huge, iron-bound oak door. The door 
is 8S wide as the 10' tunnel and at. 
m06t reaches the 15' ceiling. The ottk 
is marked with cuts and slashes 
about 5' u p from the noor. 
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This .is one of lhe doors to the upper 
living quart~rs of the Bolg Mor (his 
main quurt.ers urc lwlow on Le\•el Two>. 
The size oftbe door conforms well with 
the size oft.he crealul'I.• who lives in th\.' 
complex. 

The cuts and sJasbes. on examination. 
turn out to be a verse carved lnt4) the• 
surface oflhe door. Written in Common. 
the words read: 

Herein trespas.~ at your ptml. 
None may pas11 thitl' door. 
1\tl"n away or ri11k to feel 
The wroth oft he Bolg Mor. 

Tbe PCs may be understandably ner· 
vous of traps on t.h1,1 duor, but the door 
opens safely when (or iO thi11 is at· 
tempted. The verse is the giant's way of 
getting rid of unwanted guests w1th a 
minimum ofruss. Those likely to turn 
at this threat, he reasons. probably 
wouldn't give him much sport nnyhow. 

7. Tua Storage. 

AJS you open the door of this roughly 
circular room, you are engulfed by n 
heavy smell. likc dried leaves on u 
bot autumn dny. The chamber is dry 
and airy. Another door is visible juat 
nround the corner. 

Standing neatly against the wal111 
are seven boxes made from light , 
thin wood. Some mot.111 foil peeps out 
from beneath the lid of one box. 
Apart from lhusc b<1xes, the CtlVl' u1 
deserted. 

The boxes 11rc tea chests, each nearly 
filled wiih good·qunlity tea. One of the 
giant 's weaknesses is for u nice bucket 
often after a meal. He has lht tea spe· 
cially imported. often using monies 
taken rrom pllst vict ims to pny for the 
luxury. 

Coinage, though often scorned 
throughout Tig}as BS 8 form Of trade. IS 

not refused in neighboring parts of Alt 
Eile and beyond, especially sintt! it 
comes in hondy sue;:; for molting down 
Into gold and silver ornaments worn by 
the warrior classes. 

The Bnlg Mor has gotten over his 
dist.rust of currency because ten is nol 
grown in Tiglas and may only be im· 
ported for hard cash. Sometimes he'll 
allow tt. cash·short coravan the option of 
pnying its toll in goods. such as leather, 
cloth, or beads. whkh he can fashion 
into useful or decorative it.ems himself. 

The met.al foil in the boxes ia put 
there by the tea merchants to preserw 
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the freshness of their product l1l 
woltldn't do their health much good to 
sell poor quality merchandise to the 
Bolg Mor>. The foil is made from tin and 
bas nn other value. 

One of the opened tea chests contnins 
n large scoop for doling out leli. Mode 
from S<>lid silver. it is worth 350 gp. The 
\•al\le of the tea itself out"8tr1ps the scoop 
by a. considerable amount. The Lea is 
worth about 70 gp per che.'11. due lo its 
reh1th•e rarity in 1'iglas. If the PCs can 
transport it fo Ounlu11chra. lh •y will 
find a ready market for this product. 

8. T he Bolg M6r's Kitchens. The 
i;o\1th door to this cavern is inscribed 
with the identical inscriptinn as t.he 
door a t a ren 6. 

TI1e door opooa into a cavern whose 
floor, walls anti ct•Hing have been 
worked to make the cave into a regu· 
ltu' room. To the west.. a large stove 
rc,:!IUI clc>se t-0 the wall . iui fire buml'CI 
low. Tu the e~q. a couple of bare 
shelves :;iltlnd cover<'d with fine dust. 
A t«JCOnd door leads out of the cham. 
ber. almost opposite the one just 
opened. 

There i.s a 10~ chance that the giant 
will come int<l this room while the PCs 
an: exl.!mining tt. 

There are times when this chamber ill 
a lot smokier than the descr iption nbov~· 
implies. The iron stove to the west looks 
large enough to cater menls for a whole 
r~•g1monl! However, 11.8 chimn1ay pipe is 
crnck'td and broken (damaged when the 
giunl st(lle it) about 12' up the wall Th 
diOJ11Cler of the Oue is 3 '-quite large 
enough for a halning or gnome charac· 
Lcr to crawl up if n Qtnck lthuugh 
smoky> hiding place is required. 

When th t: fires art• burning ut full 
whack . the room fill s with smoke be· 
cause the chimney doesn't go anywhere. 
Its only function Is lo provide a dran t.o 
draw tho fire and help it light better. 
Because he owns Lhe cauldron uf pfo11ty, 
lhe Bolg Mor doesn't hove much use for 
the stove except to boil wate r in the 
three.gallon kettle to make tea in his 
two-gnllon Wapol The kettle and ~spot 
are the only items of cookware that are 
not rusted from disuse. 

The dust on the shelves ts line turf 
ush. '!'he turfCblocks or dried peaU. 
which the giant uses for fuel. is kept in 
two wicker baskt'ls l4 the north of the 
slove. 

9. Nice doggies! 

The sjde corridor travels obout 20' 
from the turn to a small, curiously 
shaped door. Instead of being hinged 
on either the left or r ight side. the 
door is hinged across the top, about 
three feet up from ~be noor. 

The door ·~designed to ulluw Lhe Bolg 
M6r's " wot,c:hdogs" to comc and go to 
their kennels. When the PCs approach 
the entrnnce. four wolves rush out~ 
attack , bnying loudly <assume that the 
wolves are alw1ty& here when l he PC11 
arrive). 

Wolves (4 l: AC 7, MV 18: HD 2 + 2: hp 
l3, 12 Ix 2l. 6; THACO 19: IAT 1; Dmg 
2·5: ML 10; AL N: MC. 

Unless the PCs cast magical siLMc~. 
the noise or lhC! combut will ~cho ••round 
the dungeon, with o 60~~ chance of 
alert.ing the giant to the presence of the 
adventurer.1. 

Inside the cavern are four kennels. 
ooch usu.ally occupied bys wolf. Bones 
nnd a few possessions tell the IJ.llo of the 
rnw of pasl explorers. Scatt"red about 
are •10 gp. 32 sp, nnd 15 cp in coll\s. 
Among flea.ridden scraps of c:loth in one 
kennel is a dagger + l . Al lhe back of 
anulher kl!nnel lies o leather backpack 
lhllt still holds 322 gp. 35 sp. and 120 cp. 

10. Sus pens ion Bridges. 

The door opens onto a narr-0w ledge 
over a drop of abnut 60'. Nenr the 
center of the cavern, a large stalag· 
mite whose top has been leveled, 
r ises to a height of 261 from the Ooor. 
A bridge made from solid wooden 
planks. lashed together wilh st.out 
rc>pes, s lants down to the pillar from 
large iron rings set inl-0 the walls on 
each side oft he door. Stone steps le(ld 
from the column to an opening in the 
rock In the south wa ll of Lhe cavern. 

Another 1mspension bridge can oo 
seen leading to a second door n short 
dist.anoe away. 

The western bridge is the on<.> most 
often used, as it is no longer snfo to 
wolk through areo l l. 11u• bridges are 
barely strong enough t-O hold tht! Bolg 
M6r nnd may pro\le dangerous if the 
whole party of PCs tries L<l cross a l the 
!mme time. The Bolg Mor weighs about 
550 lbs .• as much as three men in light 
armor or two men in hea\')' a rmor. The 
OM should moke n rough esti mate or 



the weight of the PCs crottSing the 
bndge, and note that for every 100 lb11. 
ov'r 650 lbs. cm the bridge. there is a 
10% chance the bridge wilJ break (rough 
estimates are acceptable). 

This check should be made at the 
midpoint of the bridge. lf a PC fail& to 
roll his dexwrit.y or le~ on ld20. dam 
age from the ran is 4d6 bp. The anglo or 
dekent of lhe bridges makes the di&­
tanco to the noor lessen th ne.arel' one 
geta to the column. 

On the column it.self, more iron ring11 
anchor the bridges in place. The stepa 
from the st.ulagmite lead down to area 
12 OD Level Two o[tbe dungeon. 

l I . Weakened Floor. 

The ruated hinges on Lhe door to this 
cavern give the impress1on that Lhis 
ntrance ian't used too o!Un. The 

door opens with some cWriculty. The 
&011Dd of running wot~r can be heard 
from neAr the cent.er of the eave. 
Apart from large numbers of rock 
formation.a, the room ia unoccupied. 
There seems to be another dool', jwrt 
around the corner. 

The stream, already encountered at a 
waterfall at area 3. Oows over a section 
or tougher rock beneath the thin flool' 
here. It is the~fore aUghtly pressurl~ 
and flows very awiftly. 

There Is • ooe in six chance per PC 
that the thin (TU.St will give way be· 
nenth a PC'a feet. should anyone cl'oss 
tho room. If a 8e<l0nd charoet.er is within 
10' and makes a suooeaaf\11 save vs. 
porolyUJ11on. he may try to grab hls 
companion before t.he firllt character 
falt. 1nto the water end is swept away 
to certain deoth. 

The doorway is disused; the giant has 
m3de no use of this cave alnee the floor 
btlcame too dangerous lo walk over. The 
door to the eouth open.a into area 10, 
which in lurn leads to the second level 
of the dungeon. 

Level Two 

Except where not.ed, t.be doors and 
rooms following are normal s:iz.e, about 
8 ' from noor to ceiling, with normal 
dungeon doors. This makes it slightly 
difficult. for the giant to move about 
here, but be prefers tho comfort. of the 
laTge hall at Area 18 and ao remains on 
this level. 
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12. T he Worked Corridor. 

The et-0ps come down into e co1Tidor 
whose walls., noor. lltld ceiling have 
been akiUfully worked to give the 
appearance of regular blocu. Carved 
Into the walls are stt>ange signs and 
8lgHs. apparently related to magical 
writing. Small penlagrams. circles. 
tr1ongles. and sigrui of the lOdiac a.re 
et4hed into the &urface of the smooth 
rock . 

Thia section or corridor was des.igned 
by the mage who took the eaves 88 h is 
own personal dungeon. It can be seen, 
on examination, t.ba~ the designs «U>p 
ju.t short of the junction to the south, u 
if the work wu lef\ unfiniAhc:d. 

PCs who carefully examine the floor 
near the corridor junction wut notice 
chipa and gouge• in the rock floor. This 
collection of impact marks was c~used 
by the trap at area 13 when it was attu· 
atOO by past adventurers. 

13. Avalanche Tra p. 

Narrow atone .ic>pa lead up to a ca· 
vern whose only feature appears, 
from a distance, to be a tall pile of 
boulders. 

The OM must e,,_ure thM Lhc PCs 
have specified thetr man:bing order, as 
thj• orea ls a lrap for the unwary. The 
pnrty mwit walk in single fil e up the 
steps. 

The middle step is a trigger for a 
fulcrum device thut. topples *'he boulders 
down the slope. Each of the ft..r6t. two 
PCs in line must mnke four dexter ity 
checkt to ovoid the a volanchc ofboul· 
ders. If a PC fa_ila any of the check.11, he 
takes 1-4 hit.8 from the rock3, ctach d Liv· 
e.ring 1-4 hp damage. 

The next. two characters in line must 
ma.kc two dexterity checks ench, but the 
OM must. roll ld20 to determine hill as 
tf et1ch of the 1·3 rocks was a 2·HD mon· 
ster. Damage from any impact i.s 1·2 hp. 

Remaining characters in formation 
recoive fewer hit.s, as the ftont ritnks 
have absorbed moet. of the rock&' mo-

DUNGEON 11 



THE CAULDRON OF PLENTY 

ment.um. They lake 1·2 hits trolled a.~ 
above) for 1 hp damage ptir bJl. 

This trap was built by the giant while 
he Wll8 chormetl, so he understands it." 
function perfectly. It mwn be reiiet (the 
r«ks piled up) to function ngain. Thflrc 
is ooLhing else of interest. in the cnvc. 

Jr this trap i!l triggered. IL i11 40'.\ 
likely tbel. tht> giant will h\•ur il nnd be 
alened to the presen~ oft be adventur· 
er . If the alru"U-d gtnnt UJ lti!.er found in 
these caves, he cunoot be 11urpr1sed 

14. Oebri trewn Ubrary. 

Th~ door swings cro.rily on one hinge 
into a rnin11d librury, Bats of broken 
11heh•es and burned books ljtter the 
room. Bones and old rags 11Te scat· 
tercd about. The whole a rea has th1• 
look of a brmtcfield about 1L 

A hapless group of nd"cnlurers got 
thiA (M bcfOl'f' th<.• l(16nt caught Up Wllh 
them Weakenoo by tho I.mp ut orclJ 13. 
lhoy tried to make a stand in here but 
fulled. 

Amid the debris are a fow S(attercd 
poll •. 10Nl: a broken R\\'Qrd, ahatter<.-d 
hdma. nppcd buckpackt>, and ttw lik •. 
Under a 11hctr, though. is a amall gem 
lhal C&Ctlp<'d lh<.' tlllcntion n( thr Bolg 
Ml>r. It. i!I worth 30 gp. 

16. Old Cell Block. 

The door opens into u 30' long corr•· 
dor tin d with 11ix lO'·i;qttare cttll11 
(three on l'fiCh sidet Thrre is a dump 
reel to the .floor and 8 smell of musty 
straw. 

These cells once housed prisoMrs 
de.shned for U$(.l in experiments con· 
ducted hy thC" mnge. Th~y nre empty 
and locked; t he kcyg can lw found m 
area 16. 

The mage begon specinlizfoir m nt'Cro· 
maney wwftrd the end uf h1!1 short·lived 
career nnd bound a sh dow within th • 
cellblock. Unfortunately <or fortu· 
nately), the purhculnr typt• of m111<ic 
used must remoin o rnyatery, OJ! tht• 
mago left no notes on lhis proc4?ss, Nitt· 
urolly, lhC' shodow 11J tin unwillinJ< pr1~· 
Qner, ond iUI cont inued 1mprisoomenl 
doe11n't import it with rnuch good hu­
mor The shadow apendll mo~l or i~ lime 
in the last <iell t0 the north nnd .... ill 
ntlt•t-k the sdvrnturcrs whlm they come 
within 10'. 

hodow: AC 7; MV 12; HD 3 ? 3; hp 
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21; THACO 17; #AT 1; Dmg 2-5, SA 
lrengtb drum: SO + 1 or better weapon 

to hit. immune to -g(c1>p, charm. nnd hold 
SPf.Jh~, 1111mt11w to cold·bnscd irpclla: ML 
ept-cial: AL CE: MC 

16. J aile r 's Quurter ,., 

This room 1s bare except for a than 
coating of dust <ln th<- floor. A htrf(e 
ring of ruaty keys hanf,1'8 from a spib 
an thl' w11ll Qppo~1tl! the entrnnc~. 

The mage requirl'd a joalel' be-cause 
aome ofhla more grisly experiments 
involved live subject41. The cell11 W(•re 
specially built, along wilh the st111ra at 
uren 12. the bridges nt .u-ea 10, and 
C\.'rtain Qther parts of tht' dungeon The 
)&iltr escaped with has akin wheon lht.­
Bolg Morron amok nfte r breokinl( t.hc 
muge'. charm spell. 

There are ~veo key" on the nnic Sait 
of them fit the dooN le> the «Ila an area 
15 The seventh key opens the doors to 
the study Careo 171. The Bolg Mor bnJS 
t ('lyc-d with the keys, bul he lo~l inter~;,t 
when they fit no IOC'k known to him, 

Whatever furniturt> was hero has been 
commandeered by the• Bolg Mdr for his 
own use at areo 18 

l 7. S tudy. These socret doors are 
opened by one or the keys on the ring 
found ot. uren 16. Thli gi nt has 80 Car 
not detected the pre~nce of ch.her door 
Assu1n1n~ the PCs find un~ or these 

doors und u11c the key, rend or Jlt•rll· 
phrase t11c following descripliQn 

The SttJ'Cl door open11 into o dutll· 
covered. cob\\ebby. octngonal room 
that 11ccma tC1tally und1t1lurbed. 1\vo 
h1rge work benches stand near the 
west nnd northwest wnlh1, l"nch 
s trewn with retorts. l(hisswurc, hot· 
lit.·•. and v111IM. In the center or the 
noor iJ! D !lmnJI rending table with I.I 

chatr pushed In neatly beneath A 
brtlS$ hraxaer sit.'> behind the tnhl.-

Tu the 80ulh and southeast are two 
lorge bookcW!e~ linc.>d wlt.h se\'t>ral 
doU'n \•olumea. The hape or" dust· 
shrouded candelabra can Just bt 
mnde out, ho.nging from the' low 
ceiling above the desk. 

This room is a vent.able treasure tro·ve 
for the PCs 1f they manage to get out or 
th1• Poll Ouhh Oor11cha alive. The work 
benches contmn 1tcm11 of gl8.88ware used 
in various chemtcal and disullnuon 

processes. WI well tlll apparoius morv 
commonly used wht-n compounding 
magical powders. potions. ond spell 
componento. The combined vnlue of Ute 
gla~wnre la around 10.000 frP. It is 11l1&tl 

exlJ'emcly fragile. and there ts o base 
50'l chance per day that some lt.emJ> 
being corried mtiy break. reducing the 
0\1erall value by 354 

The 11nt1qutt r'°«ding tnble 11nd ch1ur 
are worth a total Qr 500 gp to o c:ollt'Cklr 
of s uch things. Tlrn bra.SS brazier is 
worth ooout 400 KP imd miftht be us ful 
to a PC mage who wanw; to Cf.iBt n find 
familiar "Pt:ll. 

The candelabra ts mad<!' from sohd 
s ilver nnd worth :J.000 gp. Once ng111n. 
its bulk will mnkc transportnllon a 
problem Breaking it up or melting it 
down will ri'<luc • 1tR vnlut by 50~. 

On the ehelvce ore numerout1 volumclJ 
pertaining to nUlg1c. its tht:oraes and 
practices, but the books are very bulky 
Allow a value of 100 to 400 1fP per book 
brouuht oul of th\• dungeQn. Some ortht' 
'itlca tht1t con be found here ore: Reprt•· 
~rntaJwt> Ntt:romancy: ContOJ:ting and 
l'mitroll1np OciW nnc/ Ut1drod: Compar. 
ativt: Aftattuny-Dt'nu-humomt. and 
SultJ(~.~tw1· AppltralWt1 of Symb11l'1 a11d 
Geomorpha 

For t>v~n wc.-ek'a careful. unmt4.'r 
rupted i;tudy that o PC ffiURl' !pends on 
each volume. th0re is a cumulat ive 5~ 
ch11nc1.• t •5~ per pulnt uf inlelligencc· 
above 14 t that he .... 111 be able to memo­
r11.<' (Int• rondomly rolled fin11 ll'vel 
wmml 11pell from thl' Ployrr'a lltJnd· 
bcHJlt. Tht.> OM should determine which 
:-pell 11.' known. No more thon 11nr spell 
per book may be re~arched in this wn} 
L1kcw1tw, nQ bonu11 tn ex-perlt•nce level 
or spells usoblc by lcv('I will be awarded 
w the PC. 

Also pre11ent m th,· hbrnry nre w1u1rd 
st>rolle of rlatrt'<>YOllC•' and wotrr breath 
1111(. A thartl scroll 111 c11r,'(t•tl; the readf'r 
mU6t mnke a sa,·mg throw \ 1>. pelts or 
conlrtlct nn nilmcnt from lhi.• 0 1..,eaSt.• <or 
Dasord('rl Tuble Qn pogll 14 of the I t 
Edition Dungi-tm i'tl uster11 Gurd4'. The 
DM hnuld deu•rm1tw the difWl\SC' M1 
well ns 1l6 frequency and 5('VCrtLY 

A PC may carry thrt>e of these books tf 
ofoot , or six if on h<lrKeback and not too 
heavil.y encumbered 

If the PCs reahi«' that this 1s mdevd 11 

mage's study. they'll mosl likely search 
for his moan spell h<10k. It t:i nol 1n tht• 
dungeon, however, us the gumt. found it 
elsewhere and lrnded at for n shipmet1l 
of~i1 



A tiny pct•phole in ench secret door 
nllows limited <\Un-eillsnce of the areGB 
uut&ide the study. The peephole m the 
door to th north look.II out int.o the 
corr-idor. whll\' the one to th(' erun looks 
inta thc litir ur the: Bol~ M6r. 

18. Lair or the Bolg M6r. If the PC~ 
h1lve already encountered the g1unt 
chw\1,.here, lhe description of the cavil in 
which he 1011'11 will n1.'t:d lo he adjusted 
to suit th~ c1rcumstanet'11 

This room iH o large cavern that WR:.. 
Ol\Cl' the mogt-'s main loboratory. ft i11 

now t he livi.ng and sleepmR quarters t)f 
tht• .i1nnt Over the yt·A~. he has traded 
off mony vnlunble items of lab equtP' 
mcnt for var1ou8 luJ<une •• the fol'emoi;t 
omont( tht•tic being hi1:1 procioQa atom of 
t.eo IS('c nrea 7). 

The northwt•.il door i11 lurg~ enough 
for lhe giant s hould he "1•h to ramble 
upsuurs or out or doors. which he dnei; 
often. 10 t ht> norlhcust u~ nn tllcovo in 
which the giant has 1ruit0Jlcd a hug" 
throne made from door!!, t~•blc , ond 
other furnilurt• thM he d111montlcd and 
rcasaemblcd to su1t his t.llste. The seat 
l'eflL'l on o dai11 tJ1at is u nnlurnl riM' "' 
the cove noor, smoothed out and con· 
nectcd to the N>~t of thl• cavern by A 
number of wide. ti.hallow ~P . 

All around the wulls of the room nm 
wooden stakes t-Opped wit h the Af!vercd 
hondt> oft he Bolit Mor·a posl vict ims 
Behind his throne ts a pile of the heads 
or people who ga,·e him pnrttcular lrou 
ble; the cranium of Oruleen the magc 1s 
given pride of J)lace ntop the pile. 

A giant bed fills t ht1 lcove to the 
southeast . UnleBB the PCs have been 
unu»uolly lucky. ther~ 111 only a 5~ 
chonce that the giant 1t1 ush.-ep in his 
b-Od when they enler. He will not be 
Mh• •p iftht>y have ena.o\1ntered him nt 
some time Ln the preVloUB 24 hours. 

Along the ¥re.st wall nre several 1den· 
tico) couldrorus. one Of which IS the 
ma1f1cal ca11ldl'o11 of ple11t;v. There art! 
four such cook mg pot.a oltogether, but 
the one the adventurers 5<?Ck is th~ 
thh-d from lhE' left a.~ Lhey face the wall. 
Only o dct"rt mog1c spoil w1ll allow ~he 
PC11 lo aS<lertnm which is the msgicnl 
cuuldron. l! this :.pell 1s not available, 
the safe1.!t thing t.o do 111 to t.nke all four 
cauldrons back lo Dcrtol. 

The command word~ for the cauldron 
of plcmty are written in o amoll bont 
11troll case in a very unorlgin.nl hiding 
plocc beneath the gi1mt'w pillow. A (ull 

description of the ca11ldro11 of pl~r1ly is 
given at tbl!l l!Dd or the module. 

or furthel' mt.err~ t-0 the PCs tS the 
Iorgo amount of treasure plundered b)' 
thc.> giant over tht> years. Thken from 
merthants, advl'nturers. und other 
monsters, a comfortsble amoum is held 
1n the chests nnd boxes p1led 1n the 
c.enter of lhe Ooor. 

Like most residents ofT1glas, the Bolg 
M6r is loathe. to use «Jtnllfil' m l radt•, 
though caith 1s necesaar~ to pun:hasc 
tea from foreign merchants. Recently, 
the giant has been taking nn interl.'sl in 
the jewelry worn by \'arfous wan'1ors 
he 0

11 l•ncounwr1.'(l ond is stockpiling 
prc.-cious metal to have mado into ringg, 
tores, and brncelets. 

Should the PCs get s chonQe to count 
il a!I, they'll find Lhe giant's hoard 
eom~s to 458 pp, l.345 ._'P· 3.521 sp. 
3,000 cp. and Jewelry to the vnlue o( 
3,000 fO>. 

Negotiating With thtt Giant 

The Bolg M6r 1 tricky, choo}l1ng to talk 
and obsel"Ve fill)' wcaknes:.es in potcn­
t1ol roes rather thnn rush ht'lldlons into 
combat. It. ls not desirable for him to 
lose the magical cnuldron lbnt is his 
mil In 8'1Urct' or food . But if the ad venlur· 
cr11 CM come up with some kmd ofar· 
rangement when!b)' the giant is regu· 
lorly given food<1tuffs end rnoterial 
goods the has a weakness for creatur 
comforts) to compensate for the lo:ls or 
the ct1u)dron, he might 00'1- base 
chance) give up the device. Modify Lhe 
bBJM• d1ance by the followlnl( factors: 

Pet offer a workable solution 
tu the giant's food problem +20't 

PC& ofTer jewelry of 600 gp 
base value + 10% 

Ginnt has five or ftwcr remain 
sng hit pomts. +20"f 

PCs ofl'er th£.' grnnt a pince 1n 
tho king's own wnrbnnd with 
all the benefits thereof +60~ 

Jr the PCs can nrmnge this lnttcr of'rM'. 
tbe RJ Luacbn will agr~ u soon u tbe 
cauldron 1s handed over to him. Havtnl( 
n l{IDnt in his worbnnd will ~rtainly 
improve the king's prestige and honor 
pri~ 

The giant won't fight unless the ad· 
vunturors choose a belligerent course of 
oct ion. He'll au-0mpl to neo and bide hi11 
time instead. He knows the land beuer 
lhctn the PC.s do. and ambush is an 
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effective weapon when help i11 a two. or 
three day journey 11wey. 

Of course, the PCs should remember 
the eurse on those who obuun tlu.' caul 
dron through violence. Tbe cur1r basi· 
cally st.oles that violence will breed 
\'iOlencc; he who •lttys the ow nor of the 
cauldron a.nd &te41B the device wiJJ also 
fall prey to acls of violence, though not 
nece.ssar1lv from those who would 8t-cnl 
the cauldron C.t;ec '"l'be Ca1Jldron of 
Pl.-111y nt the end or ~Ms module>. The 
Bolg 'M6r has not-O<I of late thot lhc 
number of adventurers 1n his lair has 
increased. though he does not know 
why If he succe fully defend the- cauJ. 
dron from the current group of ad\•en• 
turen., he will surely fall prey to the 
next group, or lhe one alter that .. .. 

AB the curHI! Li 11uJ)(•rnt1turnl 1n Origin. 
1t should tx- VN'Y difficult U> remo\•e, 
perhaps requirmK u druid of Ongdn or t 
least 1 llh level to negnt.e its effects. 

Concluding the Adventure 

If Lbe adventurers return to Dertol with 
the cauldron lor all four c:auldl"On&), the 
RI Luttchrn puyl! thCJm the ugr~d-upon 
sum ExceptionaJly valian t PCs (or 
thw;e who tell o i<oocl story of their ex· 
ploit..81 mt1y be offered n pince m the 
king's warband. Although Deno! also 
'\\anwd lhi.> commMd word for the 
cr1ulciron, they or not e&ientfol 1.o the 
success of the adventuro. 

Whether or not the PCs return with 
the c.auldron. there 11re opportua1tiea for 
further ad-.•en tures. They may bo senl 
back t.O recover more oft be items from 
the mage's study. or they may become 
part of l he group lhnt. dehvert rooctstufl's 
end other good1c11 to the Bolg M6r. They 
may also learn moro from Dertol about 
the luckless adv •nturers who •remain& 
they found in (he ctwes. Perhaps these 
unfortunalell had se>me special items yet 
lO be red111COvered. 

In aey event. lho RI Luachrn's prob­
lems won't be solved without th\' cnul· 
dTon lfhe gets 1t, his warband will 
return to service, nnd life will get ba~k 
t.o normal in Tiglu. Norm11l, that is. 
until the king reneges on hu1 agTeement 
with the Bolg M6r. But lhat 's anothe.r 
lit.ory 

"°nunurd on ~ lot 
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The Cauldron of Plentg 
'T'hi! magicaJ item was created by 
druids of the god Dagda in imitation of 
this deity's own, more powerful, device 
(Bee legends & Lore, page 26). In e.ddi· 
tion, the cauldron of plMty is cuntd to 
bring harm to any penion who obtains it 
by violence, aa it was created to be used 
for free by oJl who wish to partake of it• 
benefits. The only exception to thia 
curie is Ir the cauldron is obtained b)' o 
dru.idic follower of Oagda. m which case 
the curse is nol activated. 

The curie ts suitably vogue and slow 
in effect. but. very sUl'e; the OM should 
wke a free hand in designing lt.11 conae­
quenoos. Three to six months aft.er che 
cauldron is ta.ken by violence from it.II 
previous owner, lhe new owner will be 
at.tacked by a comparatively powerful 

<> enemy io a fight. to the death. The en· 
emy could be a single monster or NPC, 
or e1le a group of be lop: th& reASOn the 
beings attack could vary widely, but 1t 
will always concern retaliatfon for some 
perceived offense of the cauldron's new 
owner. H the flnt attack (ails. the next 
altack will come in 2-5 mondu: if that 
fails, another will come in 1-4 months, 
then 1·3 months, 1·2 montha, one 
monlh, three weeks, two weeks, one 
week, and lhen da,y by dny from six 
day1 to one. Finally, the new owner will 

be attacked on a dally baaia by tome 
new and powerful (o~, until be fClV08 

up the cauldron or is slain. 
ln iw normal tunctlon ae a provider of 

large quanmies of food , the cauldron 
operat.ee only at the command of beings 
whoee alignment indudet a neutral 
element Ci.e., true neut.ral, neutral good 
or e~l. lewfuJ or chaotic neutral). It will 
not function for anyone with a.nothor 
alignment. 

Once pe.r day. when the pl'Ope.r com· 
mand worda are spoke.n, the C3uldron 
will produce beef, mutton, or pork in 
quantities sufficient t~ feed 5·60 people. 
It never produces fewer than five pol" 
t.ions, nor does it. produce mon food 
than is required by the people present. 
The cauldron producea only one type of 
meat . once per day. Jta command worda 
are: 

Command 
"Dean Mairt~il" 
"Dean Caoireoil' ' 
"Dean Mwceoil" 

XP Value: 1,000 

Result 
Cooked beef 
Cooked mutton 
Cooked pork 

0 
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FROM 
THE AUTHOR 
OF THE BESTSELL­
ING ENDLESS QUEST® 
AND GREYHAWK® ADVEN­
TURES BOOK LINES COMES • • • 

THE EYES HAVE IT 
Gltf· i Id\\' ' 
L-.. 1.L,,,'f .;ili .- ........ ..>. 

A new addition to the TSR .. Books line .. . 
The Eyes Have It by Rose Estes is packed with 
action, thrill, adventure! 

A blinded elven king is looking for revenge and 
a rock that he believes can restore his sight. 
Meanwhile, the lord of the dragons is planning 
an environmental cleanup that will restore his 
kingdom to its former splendor. Into this stum­
bles a group of unwitting heroes. They soon 
find themselves involved in a series of increas­
ingly dangerous encounters with creatures 
whose looks could literally kill. 

8 • 0 • 0 • K • S 

Don 't miss this exciting new novel! 
Available at your local book 

store or hobby shop. 

[~S QVeSl C.A.('VH~ - ~ 
a.• n-"Wt.a _....,., fSfl ">< 
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THE BANE OF 
ELFSWOOD 

BY STEPHEN J SMITH 

Vengeance 
denied in life is 
reborn in death. 
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Slt'ph<'fl ,/, Sm11h attt•mis c/a,.;11rr; tlt tht• 
U1111•us1ty nf Mll.~i;a('/w;;rtt • .;. Bn.~1011. H" 
has bctn play1nR the D&D' ROmf' for 
about fi1·t• Y<'Urtl oml is a big {trn d( thc­
Bosl11n IJr111m1 h()('Rf'.Y fl!am. "'tt•phf'n 
WtJ11/cl l1kl! to tlw11k Skip W11/wm.!I, 
/)RACO.~ Magoun.•\ "lftlllf'," for un· 
swt•rt11Jl mon.v que$l1nn11 and IJll'lfl8 him 
a gr<>alf•r apprt•c1at1011 "( tlie powl!rs uf 
th•• od1<· 

"Th~ Bane of Elfswood" is a D&D Com­
p\lnion &!t moch.sle for .i.5 player choror 
•~rs of levels 15 18 faboul 74 total 
It>\ els!. The ndvi!ntur1ng party should 
include nl le11111 one magic.user or elf 
nnd one or two clericis. 

Ac·company1ng t he PCs on this qur11t 
is L>nrnl11 Clnnadyl, an elven adven 
lurer. Druids can be ll!Wd in two differ· 
ent way!!: u.'I ttn NPC run by the 
Dungeon Muster or as a PC. 1f an extra 
player is 1mrr~lcd in rolC'·play1ng her. 
Her game iltat i11tics nnd background 
mformnt1on are provided in lhe "Adven· 
lure Backb'l'ound" Se("tion of Lht.' n1txl11lt•. 

This adventure 1s wr itten to be com· 
patibfo with the Norwold campaign 
1ntroduc1«l 111 module CM J 7h11 .,[th" 
\Vorlords. but 1t cun ea~1lv be inserted 
lnlO n'ost other campaigTI setungs. The 
1u:tion takes placl.' during Butumn. in 

and around the Lrny 11lven settlement of 
Elfswood, one of the many "fore!rt 
homes" scutternd throu~hout Norwold 
Before l>tan ing play, the OM should 
place Elfawood 1n un isolat('(f wooded 
urea w1thm 100 miles of the st ronghold 
or town in which he \\ i~hes the adven­
turl' lo l~gtn 

1\ few of tht! m<>nslers in this modulf' 
come from AC9 Crl.'oluri• CaialoRuc. so 
Lht' OM should haven copy or that 8C 

cessory handy tr t he OM d0t'll not own 
thi~ tome, he should substnute other 
appropriate monsters as he seei; fiL 

Adventure Background 

Druid.ti Glnnadvl, a female el( adven· 
turer, e<.'ks ail from the PCs rn uv11ng· 
mg the mysterious deaths ofhor fom1ly 
mrmbers. She makes her pJea in u PC"it 
court hf ont.' control a dominion I or inn 
tttv~rn that the pnrty members fre· 
qul!nl. The OM should fill in the det.a11<1 
concermng lhe loc:auon of Elfswood in 
Druida's i.tory below 

Before you swnds 011 elf maiden 
wearint-t platt.' mail A s"ord hangs 
in 1t.s scahb1.1rd al her s ide. and a 



wcll-c:ral\.ed long bow is slung acr~ 
her &boulder. Obviously, she is an 
adventurer of some kind. Thu elr 
brushes bock her goldeo·brown hair, 
ond her green eyes lix upon each of 
you for an inatant. She clel\1'8 her 
throat. nervously artd begins her tale, 
her voice musical but hill' tone sad. 

" My name is Ontida Glanadyl,'' 
she onnounces, "and I come to you 
from my family's small seulement of 
Elfswood (the OM .should fill in th 
distanc«: and direction from the do· 
minion or t.ownJ. Lalst month I left 
my forest home to viB1t some human 
ttdventuring friends who were about 
t.o embark on a long journey south. 
An~r my companions departed. I 
rl.'turned to my fum1ly- only to du•· 
cover th.at a temble tragedy had 
occWTed d11ring my nb:1ence. 

"Upon reaching my tree-home. I 
rnet some of rny family members-my 
aunt and four of my eow11ns-only 
they weren't themselves They were 
chllnged-evil- undeud, I think. They 
upproacbed me, grinning horribly 
the whole time. and shot spheres of 
energy at me fTOm their hands. 1 
barely escaped with my ltfe." 

Druida pauses momentarily and 
glonoes nt each of you, trying to 
register your reactions t.o her story. 
She takes o deep breath. sighs audi· 
bly. and continues . 

" [.saw no signs of the rest of my 
famiJy- my p~enlt4, brothers, aistcrs, 
and the reat of my rclat.ives-wbilc I 
was under attack. I don't know if 
they're dead or alive; I cnn only hope 
they escaped Wore ... " 

Druida begins t.o treruble, and tears 
well up in her eyes. Bravely, she 
holds them back. 

" I need help to avenge whatever 
curse hBB ravaged my family'11 home· 
s tead," she soys. n faint quiver in her 
voice but. 0 fierce look or dl.lt.ermintl• 
lion in her eyes. "I have heard st.o 
rics or your kindness und prowesa in 
combat. . Unfortunately, I cannot offer 
you much In return for your help. I 
hove stJved ltP 10,000 gold piece.a, 
and J would gladly exchange them 
for your 81181.Stance. I know this 
amount i8 not much to such eitperi· 
enood adventurers as yonnielves, but 
1t is all I huve. Will yuu help me?" 

If Druida makes t.his pica in the court 
of o PC lord or lady. she also pledges to 

serve that lord in return for hi.s a.ssist· 
anc:e. The addition of u fairly high-level 
elf retainer t.o a PC lord's st.a« could 
have a smell effect on his dominion's 
Confidence Level. The lord~ refUMI lC> 
help a poor elf maiden in dislress could 
negatively effect tbe domin1on'e Confi· 
dence Level. 

0l'Ujda Glanadyl: AC -3: E8: hp 40: 
MV 90'CSO'): I AT l weapon or l!pell; 
Omg by weapon t.ype: Save ES; ML (as 
NPC) 11; AL N: $9, I 16. W 9, D 13, C 
15. Ch 14; mugict1l 1tems: plait mail + 2, 
ahit!ld + 2, sword + 1, + 2 us. tuuiead. 
Ions bnu• + 2, 11 arrow• +3. elwn boots, 
rrrig of 1n1J141bz/1ty, potions of l~1tat11m 
(one dose> and au~heo11ns (two doses); 
normal it.eme: isilver dagger. four iron 
ration11, 50' rope. sprig of wolfsbaoe. full 
wAterakln. 

Oruide bas memorized the followin,g 
spells if she is used as an NPC (if an 
eitt.ro. player is running Druida's charac· 
ter. different spells may be memorh:~l; 
read mal{ic, protection from 1:11il, slttp 

Druida's Relatives 

THE BANE OF ELFSWOOO 

t x 2), roritinuo.l /ight. ckt.ttt tuil ( >< 2>. 
fire bull. hold perMJn. 1~ 1torm ( x 2). 

Druida's spell book contains the above 
spell.6 pl us: dtf(!C/ mcg1c, flooJiflg disc, 
lrsht, ESP. inuu1b1J11y, w1mrd /()Ck, 
di$ptl mag~. water brtath&f18, srowth of 
planu, ond hollucinctory turain. 

Onnd(I. was born rnt.o the elven c:lon or 
Whispering Grove over 107 yellr8 ago. 
She we.a named a.f\~r a druid who lived 
in the forest near Whi&pering Grove 
and wa.s well liked by the elves foT his 
sprit.ellke sense of humor. She ha.a (or 
had> four brother& and n aistcr. Alto 
living with her immediat~ family at 
Elfswood were her unc.le and uunt, their 
children. and her sist.cr·in·law (the wife 
of Druido'a eldest brother). Seo the 
chart of Druida's relatives for the 
names. current conditions. and positions 
of these elves. 

Some or the boxed leict. in this module 
describe.s Druida's undead reluives es 
faceless. nameleas mon:1te~. Oruida 
will be eble to re<ioKOize the identities of 

Relative Condition Location 
Myrdelor (father) Uodead lgroater wyrd) 'JYavels with odic 
Cll.3runira (mother) U ndeed (greater wyrd> Travela with odic 
Grenlyf Cbrotber) Undead (gTeat~r wyrd) Travels with odic 
Gylak (brother> Alive Wanders Elfswood forest 
Myy-kal <brother) Alive Wende.ra Elfswood forest 
Sih')'r <brother> Undead (v111ion) Elfswood settlem~nt 
RO!'Wlpetyl Caisterl Undead (vtsion) Elfswood settlement 
Braodylor (uncle) U ndead (gTeat.er wyrd) Travels with odic 
Dewfyl"n (aunt) Undead (normal wyrd) El!swood settlement 
Amoorlok (male coUS'in) Undead (vision) Elfswood settlement 
Gaflbrook !male rousinl Undead (vision> Elfswood Aettlem nt 
RedJyf (male cousin) Undead (vision) Elfswood settlement. 
Snowbough (mole cousin) Undead (vision) Elfswood settlement 
Fadil (male couain) Undead \normal wyrd) Elfswood settlemont 
Glodia (femnle cousin I Undead (normiil wyrd) Elfawood settlement. 
Oezyl (male COWiin) Undead (normal wyrd) Elfswood settlement 
MyTa (female cousin) Undead CnormAI wyrdl Elfswood settlement 
ChrylWltha (sisWT· in·h•wl Alive Wanders Elfswood foretl 

lt is possible to bring some of Druida'a relatives bock t.o life af\cr defeating their 
undeud forms. While the el\'c.s of the vi11lon can be returned t.o life only by a wish 
(t.bei.r bodies were burned es an off'eTing to the Sphere of Entropy), his easier to 
revive the elves t.ranaformed into wyrda. Unless the wyrds are utt.~rly dewoyed 
(through destruction by clerical Turning, disintegration, a rout deadlrai&e dead 
fully spell, etc.), the ad\•~mturers will be lei\. with the corpses. In such an ini1t11nee, 
Oruide will expect the PCiJ t..o at lea.&t help her bury her loved ones. If a PC cleric 
ofJ'era t.o raise from the dead any of the elf maiden's family members, he may do 
so-provided that the body to be Nllsed i& present and relatively intact. Assume 
thClt the Glanedyl wyrds have been undead for 16 days when the PCs fint arrive 
in Elfswood. 

A deric who brings any of these elves back from the dead will rl';'C'eive generous 
doontions lo his order from thi- Cla.nAydyl 8UJ'Vl\10T'8 for yearB t.o come. 
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her dead family m mbcrs, huwever, und 
can convey lhill information to the oth'r 

PCB. ' I 
About 30 years ago, Oru1da's fami y 

decided to leave the safety of Whisper 
Ing Grove to form i t.~ own small sett!~· 
ment. The Olonndyla were known as 11n 
adventurous lot. so the clan ll'llders al 
Whispering Grove were not too Sur· . 
prised when the family opted to seek 1ta 
fortune elsewhere. The ties between the 
two gT~ups or elves were never :levered, 
however; once the Clnnndyl.s sett led 
into Elfswood, they did thei.r best. to 
keep in t-0uch with their old friends 
back home. 

Oruida i.s o trUc Glunadyl in that s lw 
ii n $4!8.!!0ned udvenlurer. Over the pnst 
12 years. she has traveled wilh mnoy 
different companion.a: other elves, half· 
lings, even dwarves? lt is vi;tith human•, 
however, that Druida hM done most of 
her adventuring. She never foils to be 
amazed ot their many different moods-­
and how quickly they chanKt). Her WISO· 

ciot ion with mankind has provided her 
with knowledge or human customs a nd 
polh1cs but has alJIO tnught her how to 
cunw, drink fine wines and nlelj, a~d 
occusionaJly use trickery and deceit .. In 
other word~. Oruida's experiences wit.h 
bwnonity hove madi.> her a consummate 
o.dventuror1 

Nonelh('les.1. Orllldo 18 a k ind, 
Crioncily, fun -loving person <al though the 
cmumstnnce of her fnmily 'a destruc 
t1on will do much to subdue these chnr. 
actcrist.iC8 during t his udveotur'1) nnd is 
loynl t.o h.,r friends. She tends w be o 
bit foolhnrdy in battle, a trai t aht> 
picked up from one of her human com­
pnoions (lhc lute Renflldo th(• Fearless), 
but abe has learned lhot she us belt.er ot 
•J>C!ll·casting than sword·fight1ng . 

tf Oruido is used Ml an NPC, the OM 
ahould pull some punches to k~cp her 
olive until the final conf-ronwuon with 
the creature respons"ible for her rnmily 'e 
dem11'(). lf Druida is n PC. her player 
should be wu.rned thnt Druida i, noL lo 
be played as " froni.-line fighter who 
boldly takes on whawver homble mon· 
dtcr the OM throwt1 ot the party. She is 
an Expert· lcvel charocl(!r caught 1.0 a 
Cornpanion·lcvel &dventur~. Thu~ 1s not 
to say that. Druicia is useless; he has o 
d.iv<trse arsenal of spells a nd weapons, 
and is quite tapable or helping the other 
PCs overcome a tough foo. She s hould 
llJ lSt the other PCs in bnttlc-, not lead 
them. 
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Th.- Likely Culprit 

The Glonadyl family- Druids rl'lutes­
htlll only one true enemy, an evil cleric 
nomed lr kthorn BuHn. This clt•ric was 
ooce o kindly druid who cared for the 
plnnts and 1tnimals of Elfswood ond. th~ 
surrou_od.in jit wilderne:;s. When Dru1da s 
family tried to build their lree-home in 
th. rores:t, however. the druid became 
enraged and aU.~mpl~ to dri~~ the 
elvl's out wilh bu~ mng1cal ab1ht1es. The 
elves won out , but l hc druid mnd .. them 
his enemies for life. 

lrkthom then enlis l.ed the aid of a 
small army of hobgoblins to ou ock th.: 
Glanadyl . but the assault proved un· 
succebllful. Atl~r this battle lrkthom 
wnit «\ptured, nnd Oruida's father put 
him under a J(t!all to never again come 
w1th1n a mile of the t<lves' settlement a. 
Jong lt8 he lived. For the past 30 yea~ 
the ex-druid hos lived o !Jfe ofbroodmg 
In o tUnall shack about four miles south. 
east of the Glanadyl homestead. never 
bothering the elves the enti re ume. 

Assuming thnt the PCs accept hur 
offer. Druido. takes the party to Elfs­
wood settlement (area l I. If the OM 
wnnt.s l.O use this module's Wilderness 
Encounter Thble durin~ this journey. he 
1.1hould disreg~rd nny dice roll rc..•11ult1ng 
in ao encountNr with elf survivonr. lh111 
confrontation cannoL occur until after 
tho PCs havt> visited Elrswood F'rom 
the sei.t lement. Druidn can e03ily lead 
the party to lrkthom'e shack . 

Smee the forust of Elfswood hn.s no 
clear trails. 1tnd because the blanket of 
rallcn leaves can often hjde -mnll an1· 
mnJ holes . loose rocks. and otht.>r such 
pitrsns. Druids nsks that the PCs not 
use horl!eS during this qut>st. Eve~ i( th~ 
PCs refuse her request. Druida "'111 
ll'!lVel on foot The OM should keep in 
mind that the part.y moves at the rnw or 
its slowest member. 

For the Dungeon Mos1er 

The horror thnl haunl~ F.lrswood can 
indt-ed be ottnbuted w the vengl!fuJ 
cleric, Irktbom Balin. Once a rn pected 
druid lrkthom tendc..-d rhe vn11t trnct of 
woodlonds around Elft1wood, and he did 
a prauieworthy job. 

But Jrkthorn's lo\·e of nature Wtt.s 
based in part on pride. The druid had o 
favorite sect ion of the forest, o mall 
grove of magnifice nt trees under whose 
canopy dart«! n clean. fresh str eam. At 
the foot of th iB grove lay an open 
meadow decorated w1lh n myriod of 

fragrant flower!!. l rkthom thought or 
th111 place as h111 own private medi~llon 
sanctuary, a nd he took grnot pains rn 
preserving and enhancing the nreo H 

beauty, 
When o family ofwandermg elves 

catne ur>c>n lrkthorn's sanetuary nnd 
begun conStr uctrng t.he1r homes hiMh l n 
the boughs of the druid'& pri:ted trees, 
be demanded thut they leave hiR grove 
immediately. The elves, feelinJ.r under 
no obligation to do the bidding of a mere 
human ll'''en 1f he wru1 druid), poht.•ly 
mformt-d Irk thorn thot tl1q would now 
malnllllll the beauty or thi11 part of the 
forest . Enraged. the dru id triod ti) evict 
the intruden ui.ing his magical powers. 
but 1n this regard the Olonadyls had 
him out.clasged, 11nd ltkthom wn11 
driven away 

Mnny t imes l rkthorn lraed to cha11e 
the elves from his meditot ion grove, bul 
he never succeeded. The druid 's anger 
boiled until 1t steamed with httlrl.'d Ont• 
fateful night. l rk thom't1 rage JX'Okcd, 
nnd he cunled the for~l and the life of a 
druid. He then bc.-came a cleric dcdi· 
cated to the way8 of Evil and began 
seeking to uncover the mysteries of th~ 
Sphere of Entropy. Not long theroul\l•r, 
he made a pact \\•ith a s mall army of 
hobgoblins, and together they tl&Jnultt'd 
the Clnnadyl f;l'tt.lcment When the 
battle was over. the hobgoblins had 
been rnuuxl and lrkthorn ttiphired. 

Ounng his enpth•ity, th(' cleric uuer('d 
such n string or frigh tful oat~ that 
Myrd~lor Glanudyl, the p11lr1arch r>f the 
el\tetl seulemcnl, realized lhnt the once­
k1nd drn1d hnd become dangeroualy 
evil. Thl' elf quickly rummnged through 
his old adventuring genr aod produced a 
magicrtl :K:rolL Standing ~fore th~. 
captl\'l' denc. Myrdelor dl'Clared, Un­
derstand ye, lrkthom Balm. once re· 
spect«I druid of this foreal, Lhnl as lung 
as ye shall live. never again ~hall ye 
come within a mile oftlus grove. Now 
go. and bother my fumily no longer!" 

Thus was Irklhorn Balin ge08ed «> 
never ngnin en u-r h1£1 old mt-ditallol\ 
gl"O\'e. The cleric's hatrl'd for the elv1:.s 
grew, but the g1.·m kept him from m:tmg 
upon lus emot ions. Throuf(hout thrN• 
d~de of brooding, ho continued to 
plot against his enemies, offl'ring h1a 
very soul to the powers of Entropy if 
011ly they would help h im to gain hill 
revenge But lrkthorn could not hurt 
the Clanadyls as long as he lived. nnd 
eventually Lhc old cleric died. 

After h is denth, l rkthom 's vengeful 



spiri t. lived on in the form of anodic. Jn 
this rorm, the ex-drmd attacked El!s­
wood. Since the Glanadyl homestead 
was a settlement and not. a clan, the 
elves had no Tree of Life to help ward 
ofl'the undend spiriL. The odic killed 
most of the Glanadyls and for~d t hem 
to become his undead servants. Even 
now, lrkthorn's spirit and his elven 
recruits tirelessly potr<>l the fore.st. 

Encou_nterlng t he Odie 

Since odics (bke all spirits) are wnnder· 
era, the one responsible fol' the destruc­
tion of Druida's family is no longer nt 
the scene of its crime. ll constanlly 
patrols the whole of Elfswood. moving 
in a random monner. In order Lo fight 
the spirit, the PCs must fi rst find it.-or 
have it. find them! 

The PCs cnn encounter the odic in one 
of t.wo weys. The OM can simply throw 
the odic at. the party whenever he feels 
they're ready for it., probably afuir the 
adventureu have explored much of the 
Elfswood wilderness and obtained some 
clues .as lo what ravaged Lhe Glanadyl 
family. If, however, the OM "'.ould li.ke 
t-0 add a dimension of unpred1ctab1hty 
to the game, a random movement 
system-Lhe Odic-Mat.ic~an be used lo 
determine the spirit's moves and when 
it crosses paths with the PCs. 

The Odic·Malic is simple to use. When 
the PCs first reach Elfswood. the odic is 
l ocat~d at the X on the map. The spi rit 
moves 24 miles per dey in four legs of 
six miles each . It moves one or these 
legs every three hours of daylight, st.ttrt• 
ing al dawn. It first moves in Lhe direc-
t ion of the anow on the map, but the 
DM should roll ld6 before each subse· 
quent movement leg and cons ult the 
table below to determine the odic's next 
direction. 

T he Odle.Matte 

Die rolJ 
(ld6) Moveme n t 
1·2 Odie moves ahead-lei\ 
34 Odie moves straight ahead (oo 

change in coune) 
5-6 Odie moves ahead-right. 

If the odic moves off the map. the OM 
should return il to the poi nt where it 
ten the map and move it any re maining 
hexes in the general direction of the . 
party. The sp irit de«icts the PCs whe n it 
passes within one hex of the party'.s . 
poaition. Since it is powerless and anv1s· 
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ODIC-MATIC-)_h '>;;!Posi':: 
1 hexz1 mile 

Odie passe• 
wtt bJn I belt of 
PCs. It follows 
them and 
nttack.tl tbnl 
night. 

Movl'mcnt 
UM toll~ n 3. 
Odle lnU\'C! 

straight Rh1>nd. 

ible during the day, the odic follows the 
adventurers unLil they pitch camp for 
the night: then it settles ~nt? a tree 
about a mile away to begm 1ls at.tack . 
See the diagram above for an example 
of the Odic-Matic in action. 

The DM should use his own judgment 
when using this random encounter 
method. lfthe PCs cross paths with the 
odic al the very st.art of the game, be· 
fore they've gained any clues to the 
identity of t he ravager of Elfswood or 
explored much of the SWTounding wil­
derness. the aura of mystery upon 
which this module depends will never 
develop. Conversely, the PCs might 
explort! all of Elfswood, gain every sin· 
gle clue, and know for o fact t hnt ~ 
odic is responsible for lhe devastation at 
the Glanadyl settlement, but due to the 
luck of the dice never meet up with the 
odic. In short) do not hesitate to ignore a 
random encounter with t he odic if its 
t iming dis1·upts the adventtrre. Once the 
PCs have ClCplored some oft he Elfswood 
wilderness and picked up a few clues, 
however, they should be considered fair 
game. . 

The odic's game statistics, lhose of 1t.s 
undead elven followers, and a descrip· 

Odie movei. off 
mllp. DJ\1 
l'C'I Ul'Oli It 10 

n111p nnd movc10 

tion of the climactic encounter with the 
spirit arc all provided a t ''The Final 
Confrontation.' ' 

Exp loring the Ellswood Wiid erness 

When the PCs set out into the wilder· 
ness in search of what.ever killed 
Druidn's fnmily memberti, they ore 
likely to r un into some of !he other 
denizens of Elfswood-some of whom ore 
friendly, but most of whom are not . This 
section ort.he 0:1odule provides a Ron· 
dom Wilderness Enc-0unter Table, a 
number of Set Encounters (whose loca. 
Lions are marked on the map of 
Elfswood), and a special recurring 
encount~r with a wise and helpful pixie 
known as Old Ma_n Hood. 

Here are a few other things to keep in 
mind as the PCs explore the wilderness: 

Movement Rates. Remember that a 
group of characters moves at.. the be~ 
rat.e of its slowest. member. Since Dru1da 
refuses to ride.a horse through the dan· 
gerous, trailless terrain ot'Elf'swood, 
this rote may be 90' ~r turn or 18 
miles per day. 

The terrain that the PCs cross can 
affect their movement rat.e. 
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Through clear hexes and meadows the 
PCs move at their normal tipeed. ln h ills 
and forests. lhey move at two-thtrd11 &.he 
normal rate. Swamplands reduce move­
ment to one-half normal. 

The two rivers that run through 
Elfswood ore about 60·80' across ln 
most places, and deep enough to drown 
a met.al-armored adventurer. Mol!t unar­
mor-ed characters with decent swim­
ming skills could probably swim across 
these rivers with Little difficulty. A PC 
in heavy armor must build a small raft 
lo Ooat across or else hang onto a good· 
siu log and kick his way lo the other 
side. 

Po11ilio1t. Keep track of the PCs' 
position&-and the odic's! lt is important 
to know whate the PCs are locat.ed at 
oll times. lf the OM is using the Odie· 
Matlc random movement generator, he 
will need to keep track of the odic's 
position, too. 

AM long as Druids ac:c~mpanies the> 
PCs, there is no chance of the adventur· 
era becoming lost in her home forest. 
Sbould the PCs wander ofTthe edge of 
the map, have Old Man Hood <eoo " Ran· 
dom Wilderne31t Encounters") appear 
and point the party bnck in the r ight 
direction. 

Autumn in Elfswood, This advcnt\lre 
takes place In the middle to latter pllrt 
of the fall season. It is vllt\lly importont 
that you convey this information to the 
players for several reasons. 

Firlit , the tim" of year can greatly 
enhance the otmosphere of this adven­
ture. Autumn Is a season oft.en aSSOCI· 
atAld with deoth or dying: grass turn~ 
brown. t~a lose their leaves. birds Oy 
90uth, a nd animals prepnre for their 
wint.or hibernations. Si nce death and 
uodeoth are m8Jor themes in this mod· 
ule, the OM efln contribute greatly to 
the players' enjoyment of this ad,ren· 
lure by using the season as an addi· 
t lonnl plot eleme nt. 

Second , the fall sea.i;on makes the 
odu;'s initinl &ttack form (its charming 
leaves) much more insidious and efTec· 
tivo. While a group of experienced ad· 
venturers might well be SWlpicious if s ix 
green leaves were to OoaL up to them in 
the middle of u hot, breett>less summer 
night, who would notice six dead lcuves 
swirling int-0 camp with a ho.st of others 
on a cold, windy fall evening? 

So don't be afrrud to gently remind 
the PCs whut time of year 1t is. During 
lulls in the action as the party travels 
thr<>~h Elfswood, show them the s4ulr-
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rels gathering nuts for the coming 
winter, and the vast flocks of birds fly . 
ing south to warmer dimes. Have a PC 
s lip and foll on a bed of wet leaves or 
come down with hay fovcr or a mild 
cold. A panicuJarly chilling breeze that 
sends shivers down the PCs' spines 
would a lso he an appropriate reminder. 

Rendom WUderneH Eocounten 

The OM should make four random 
encounter checks each game dny. three 
during the daylight hours and one at 
night. An encounter occurs on it roll of 1 
on 1d6. Tu determine which encounter 
takes place. roll 2d8 during the day ffor 
1:ncounters 2-16) and ldlO + 11 (for 
encounters 12·21 > at night and consult 
tht• chart on page 21. Monster de$Crlp· 
t ioM followed by a tare "Special 
Encoun t.ers" and are detailed below. 

Elf Su rvivor-a 
The OM should not. use this encounter 

early in the adventure unlesa the PCs 
have already deduced that anodic is 
responsible for the tl'agedy in Elfswood 
Having the 11urvivor elves tell all about 
tha t fateful night before the PClJ have 
explored much of the countryside in 
seorch of cluei> would ruin the at.mos. 
phere or mys&.ery upon which this mod· 
ule depend8. 

As your group makes its way 
through the wilderness. you 1trt-
11uddenly confronted by two sword· 
bearing elf warriors who eye you 
with suspicion. 

lf Oruida 1s present. i;he immediately 
recognizes her brothers (iy lak &nd 
Myrkal. A third elf. Druida's sister·,n· 
low Chrysanthn. hides behlnd a nearby 
tl"4t'-' And will emerge if the PCs greet 
Gylak and Myrkal in a friendly manner. 
((Druids is nol with the PCs. ~hi! two 
C lonady l brothers approach the odven· 
t urers cttutiously. warning them ubout 
lhe odic and telling them about the 
nuock on Elfswood. 

TheJ!e elves are the only su rv1vor11 of 
t.h · odic's assault on the Glanadyl 
settlement. Th«.>y ha\•e wa ndered 
through the forest ever since, trying ~ 
avoid the odjc while planning their next 
mu\·e. They h llve decided to return tQ 

their old clan of Whispering Grove. 
organize o powerful team of elven 
w1i l\rd/swordrn11sters, nnd return tn 
El f11wood to hunt down ond destroy the 
monster that slew moil of their fatruly. 

The survivort1 can r ecount the C\'ent.a 
of the trog1c night of the od1c's ou.ack . 
Early in the evening, a cry of a la.rm 
went ui> from the tree-home of Myrdelor 
and his fnm ily. As the elveJi m eed from 
their tree-houses lo battle whatever foe 
threatened Lhem, they were greeted by 
a strnn~ti and frightening sighL. The 
tree In whose boughff rested Myrdelor's 
home wos emjtting a bright purple 
light. Worse, t he tree was swingmg one 
or its brunches at any elf who pussed 
within range. Some of the Glono<lyla 
fought valiantly against the rebellioufl 
tree. but others inuplica bly dropped 
their weapons and opproacht•d the glow· 
ing tree, collaps ing 14hortly nO.cr enter· 
ing the areo of purple light surrounding 
it. Myrkal entered the purph~ nura to 
lake a few hecks at t he tr~'l:I trunk 
with his magical sword. but he ned 
after 1mN'cring an energy drain. When it 
became opparent that all wru1 lost, Cy· 
lak, Myrkul. and Chrysanthn rcluc· 
u1ntly fled for their Jives. They returned 
to the settlement once but were driven 
away by the vii1ion und wyrck! that. now 
guard the place (sec urea l>. 

Gylak; AC -3; E9: hp 44: MV 
00'(30'>: IAT 1 sword or spell : Dmg by 
spelJ or wuupoo type; Save E9; Ml.. 10; 
Al. :-1: S 14, I 1-1 . W 10. D 12, C 13. Ch 
12; mairical items: 4Ll'Ord + J rnames nn 
command), chain moil +5, shield •2, 
boots of leuitaliofl. cluett clo<tk: spells: 
/ttJld p<>rtnl, rtad mal{u:, Mntwual lrf(ht, 
le111tole. rtmove cur.~r 

Myl'kal: AC -1: ES; hp 3 1; MY 90' 
<30'>: IA'l' l sword or spell; Omg by spell 
or weapon type: Savi! ES; l\fL 10: AL N. 
S 13. I 13. W 11. 0 15. C 12. Ch 10; 
magical ilum11; swore/ + 2. plou 11101l 

+ I . sludtl + J. i>lmm cloolt; Rpells: lig/11, 
u•tznrd WC'k , hMLI', ht)/d p'1r1mn. 

Cbrysanttta: AC 8; E4: hp 20: M\' 
120'C40 '1: IAT 1 da1u~cr or !SfWll , Omg by 
spell or weapon ty)X'; Snve £4; ML 9: 
AL N: S9, I 15, W 13, D 13, C JO. Ch 1·1: 
magical it.ems: dauer + 2. 1•lt•rn b<>ot$. 
pells : dett>tl magic, l11thc. 
Sine(' the elves had not ttm\' to pre• 

pitre (or th<' t\SSault o.., their hom<'. lh<-y 
had few s pells memorized a nd have no 
access w inore Cthe1r spell book11 wc:r(• 
lllf\ behtnd). These elvi.!s could be used 
as extrl\ PCs. however. especially Ir 
i«>me of th<' player characten huvl' been 
slain in the counc of the module. ln this 
t:n~. thf• OM should pNwide each el( 
with £1 SJXll book nnd po ibly rn1se th<' 
elv~· experience levels Cespec1ally 
Ch.rysanthn's) If tht·!lt' Clnnudyls 11n· 



simply NPCs. however, they will not 
accompriny lhc PCs. choosing instend tv 
t ravel on to lhe Whisper ing GTove clon. 
They do not see how a small band of 
adven~urere can hope to destroy som{» 
thing that t ht> whole Glanadyl family 
could not. They invite Oruida t.o join 
them. but the elf maiden should remain 
loyol to the PC party unt\1 the complc 
tion of their quest.. This encounter cun 
occur only once. 

Gargantuan Ore 

As you move quietly through thti 
forest, a shadowy figure a full 12' tall 
stepR from behind u large. mossy 
t ree . The creature waves a huge tree 
limb at you menacingly and an· 
nounccs. " Me i,'Teat Klogwort, king 
of ores No. me not JUSI king. Me a 
god! Bow, worms, and me will kill 
you quick. 'cause me is Klogwort, 
gracious king ... er. god or ores ." 

Klogwort, gargantuan ore: t\C 6: HD 
8; hp 42: MV 240'!80' 1: IAT 1 club: Dmg 
4-24: Save F8; ML 11; AL C: 80135. CDf 
32. Apparendy, the worshipers ur tht· 
"ore-god" have not OOl?n generous with 
their donot ions. for Klogwon cnTl'ies a 
small t1ack containing only 24 gp and 
122 cp 

This encounter can occur only once, 
unless the PCs foil to dispose or 
Klogworl in their in111ol mec:t1ng. 

De ad lh!e 
Whenever the OM rolls this C!ncoun 

ler, the PCs pass a ll'cc t hat hai. re­
cently bcun J)Qssess(ld 11nd killed by Lhe 
odic. Since il is nutumn. this tree looks 
no difl'erent than thP mun)' others in t ht: 
forest that are losmt( their leaves. It is 
dead, though, RS are all other small 
plants wit hin 8 30' rtsdius or i l (thanks 
to the od1c's deadly presence I. B~ause 
of t he S(lru;on, however, each adventurer 
hua only 8 10(,"t chance or noticing t his 
strange phenomenon C40'l chance for on 
elf or druid!. 

Tra der Sprites 
This group of22 spnt.l!s t ravels contm 

uously throughout Elfswood and t he 
surrounding lands. They a re obses..<wd 
with trading; every time they meet 
other civilized beings. they feel compel · 
led to trade something wit h them. Their 
leader, a t.11lkat1ve fellow named Kiph.-r. 
Oies forward and asks the PCs what 
they would like to trade for. showing 

THE BANE OF ELFSWOOD 

Wilde rness Encounte r Table (2d8day, ldlO + 11 night) 
2• Elf survivors t 
3 G a rgantua n o re' 

4 Dend tr ee t 

5: Ogres <4·16t. AC 5; HD 4 +I : hp 20 t'llch: M\' 90'130 I: I AT l big club; Omg by wc11pon 
lYJ>C + 21du1? "' grel\l mr11ngthl; Stwe F4, ML 10; Al. C. BD ·:lo. 

6: G riffo n 11 13-121· AC 5. HD 7. hp 30 en.ch. MY 120'MO'l, Oymg 360'tl20'1, *AT 2 clnw& 
1 b1tt: : Dmg l-411-4' 2 16: Sllvc fi'4 : ML 8; AL N: F.R.151. Thl'lll' grifTons 11U11ck th11 PCi1' 
horses fi rst. 

7 Hill giants 12·81: At: 4, HO 8: hp 40 t'llth: MV 120'140'1; MT 1 club: Om!{ 2 16: Sow J-'8; 
ML 8. AL C; ERJ50 Ench i:111nt corri! ... 240 gp nnd 1 100 Ap in a s m11ll 11llt'k 

ti· Trs d er s prit-O.s 1 

9. Dtil'r 12.81: AC 7; H D 1; hp 5 t'nch; MV 240' 180 '1; I AT I butt: Omg 1-4; Save Fl ; Ml. 5: 
AL~: ER.146. 1110 deer will flee""' soon AA ~hey become 11wt1re of~hc.> PCs. 

10: Old Ma n Hood t 

11. Chlmcrn11f:.!I. AC .t , l lD 9 .. , hp 53. 47, MV 120't40». Oy10Jl l80'W0'1. I AT2 clowa, 3 
hl'nd11. l bre111h: Omg I 31 1·3 fclawsl. i.a <gout'11 het1tfl. HO !hem's hlludl, 3· 12 pJUB 3-18 
!dragon hend' b1lt' plus brculh.I; Snve f '9; ML 9; AL C; ER/47. Thl· drugon hcud cun 
brcatho (ire thror limes per dny inn liO' x 10' cflnr IOmg 3-181 

12 C argn ntunn gargoyle: AC l ; HD 32 ". hp 160. M\I 180'(60' 1. Oy1n~ 300'1100'1: I AT 2 
clu~lbile.'lhorn ; Omg +12 '4-12'4·2414-16: $11v!' F32: Ml. 1 l ; AL C; SA - 4 to hit v,, 
m11n-slw or 11m11llcr 11pponcnt11, SD mogic'11 Wl'apon t.o hit: CD 32. Thls gCltgoyle cannot 
8UrpTl!le PC11 

13: ltfRntlcon!M 15 101. AC <I, HO 6 •1•.hp29 <ihch; ~1V 120'140'1, Oying 180'160'1; 
IAT 2clow11; 1 bit~ or G 11p1kel!; Dmg 141141'2-$ or l ·6 eoch: S1we F6: ML 9: Al. C: 
t:R.52. Each intu1tf('(JrC l11u1 24 Ulil &p1ke11 und can lirt' up to six per round 
lrnnl(l'lf so· 100'1180'1. 

U Dire wolve11 1S 201: AC 6: llO 4 •I , hp 16 ('nch. MV tSO'l50'1, I AT I bit.e., Omg 2-8; &we 
f 2. ML 8: AL N; SQ1!j9 

15 G rlzdy bea rs 11-41: AC 8; H D 5; hp 20 eurh, MV 120 '140'): I AT 2 clows.' I b11.e: Dn1g 1·81' 
HM·lO; $nvf r4 . ML 10; AL N: 80126. lfbolh paw11 h11 the S(lrne ' 'IClim 1n one round, 
Lhe bear hut;11 (or an addit1onnl 2 16 hp dnm11gc 

16: Troll11 12.81: AC 4; HD 6 +a•, hp 34 ench; MV 120'140'1; IAT~ clBw!VI bite; Dml( 1·6.'1 ·61 
1 10. Save P6, Ml. 1018 if tHto('kvd with lire or 11c1d), AL C: SD re1wncrtltes 3 hp ~r 
round. C'1n b.- romplel.ely dei1troyed only by lire or 11c1d; £EU56. 

17. VamplF'e bolt!, lfiant 14 161: AC 6: H D 2•; hp 10 ench: MV 30'1 l O'l. Oying 180'C60'): IAT 
1 bite: Om~ 1-4 plWJ p1m1lyeis: Save fl : Ml. 8; Al. N. 80125 Each b11t'1 bite causeii 
uncoMC1ousn£'S." for 1· 10 rounds ISnv1ng Throw v11. Pnralys1sl ond outomatically drain 
1-4 hp to blood per round TIJ1Jre ts n 10'' chant" lhat these t'l'Coturei; ore orc;orupnnfod 
by n vomplrt< in (t'!Onl bnt form 1AC 2; H O 9 ... : hp 44: MV 120'140'), Oy1ng 180'(60'); I AT 
I 1ouch or gOl'.41, Omii l · IO plu11 double eMrgy drnin or chorm, Save F9; ML 11; AL C; SA 
con c:hu1111e into hum8n, dire wolf. ~ant bat, or goH-Oous fomu: 11ummon ontmols; gaze 
cnn C'hnrm 111uvt- ul -21. SD hit only by mag1c11l we11pons, undl'ad 1mmun111es, regenl!r 
ot-011 3 hp JX'r round; F.Rl57 

18: Werewo lve!I '4·161· AC 6. HD 4 •: hp 16 ench. MV J80 't60'1 I AT l bite: Dmw 2·8: Save 
F4 , Ml, 8: Al. C; S A 11ummon normul wolvei;, lyronthropy; SO hit only by llilver or magi· 
tt\I weapons, 80'33 

Hl. S ku n ks. gia nt <1 ·3~ AC 6: H D s• : hp 12 each. MV 120·140·1: I AT I bite ph11 musk 
J1qu1rt: Dmg 1-4 pluupt"Crnl; Snve •·2: ML 7; AL N Thl'.se crealurcs approach tho PC11 

'Mching for food lf hnn111Mld. tho ekunks use their infamous mus k 11prlY( 15 ' x 15 ' x 50' 
cloud!. sec the Crl'atur~ Cutalos11t. page 20. ror the eJTccts of lhl' mu1.1k 

20. Devil swine 12·51: AC 3191; H D 9"; hp 40 cnch; MV 180' (60'), hum{ln form 120'140'); I AT 
l gore or spec1nl; Dmg 2.12 or by weapon lype; So,•e F'9: ML 10: AL C: SA l'lio.rm. lyca.n· 
thropy. SO hit onl} by s ilver or mt1'--ical weapons: ER/48. These creutures ar~ 1n ilwtne 
furm when fim encnuntcrl!CI £nch cr.,ature can use a atroog chnrm spcll IS&ve at -21 
thr~'<' ltme per day. 

21. Purpl .. worms 1 l ·2l: AC 6: HD 15", hp 75 ench; MV 60'120'l; I AT I bilel111t1ng, Omg 
2-16'1·8 plus pol.!On. Save FS, ~n. 10; AL N; SA swallow \•ictima whole on hll roll 4 or 
more g~ater than n~'tlded IOrng 3·181: po180n Ulil ttttng: ER/65. These worms burrow up 
1nt.n tlw PCs' midst., .<1urpri111nir on n roll of I on ld4 lbut thr wormJ1 t.n.ke 2-5 round. tO 
SQuirm uut of1heir holea 11nd N1nno1 UM! lht.'1r tail ntuu:ks unlll complc14!1y out. 

t St>•· dcscr1p1 ion or encounter in text 
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them three or four Items from the 
spr ites' inventory each time this 
encounter is rolled. If the PCs are not 
interested in trading <and the sprites 
are extremely persistentJ or 1fthey 
at.Lack the little traders, the sprit~ 
quick ly curse one or more of the PCs 
and then flee. The next time the sprites 
and PCs cross paths, Kipler cautiously 
asks the adventurers if they're in a 
better mood before offering to trade 
with t.hem. 

Sprites (22): AC 5; HD 1h•: hp 3 each: 
MY 60'(20'), flying 180'(60'); #AT 1 
cur1e(per 5 spritesl; Save El ; ML 7; AL 
N: BD/38. 

The sprites' curses should take the 
form of magical practical jokes (e.g., 
victim's nose grows. bucket of water 
appears over victim's head and douses 
him, victim's boots squeak with every 
step, victim hiccups for one turn each 
time he drinks nnythiog, etc.) and can 
be lifted with remove curse spells. 

The little crea.tures aren't malicious: 
they're just natural pranksters, but 
they might get on Lhe PCs' nerves. This 
could become an alignment test for the 
PCs. A group of Companion-level adven­
turers could easily annihilate the 
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spr ites, but this wouldn't be a very nice 
thing Lo do. With a bit ofrole·playing 
(and trading), the PCs should be able t.o 
appease the sprites and may even dis­
cover the traders' weakness <see below). 

The sprites' goods are carried in a bag 
of holding that contains: a tinderbox: n 
flask of oil; a blue dragon's fang and a 
few scales; a silver dagger; a slightly 
moldy cheese; a amall mirror; a sprig of 
wolfsbane: a bulb of garlic: a to· pole; a 
golden clasp in the form of a griffon 
(value 100 gp. and the sprites know it}: 
a 30' coil of rope; a book (" How LO Flat· 
ter a Hungry Dru~on"): a bottle of Daro­
kinian wine (50 gp value>: a magic-user 
scroll with the spells web and /euitat.e; a 
ring of fire resistnnce (which the sprites 
know is magical. and for which they 
demand two kegs of ale-no other deals): 
a nd a shiny plRtinum coin-a Glant.rian 
crown-that the sprites value above all 
else. 

The sprites will trade any item in 
their inventory for anything of roughly 
equal value, with t.he exceptions of the 
rmg of fire resistance and the Glantrian 
coin. The adventurers mjght get a bar· 
gain 1f they trade for the spell scroll. 
which the sprnes think is JUSL a piece of 

parchment with funny scribbles on it. 
The Glantnan coin appears to be a 

nor mal platinum piece, but it shines 
with an unusual luster. It detects as 
magical, for the coin is treated with 
magic t.o obtain its exceptional gleam. 
This particular coin was minted in the 
Principality of Belcadiz, and the face of 
the elven Princess Carnelia de Belcadiz 
graces the front of the coin. The sprites 
look upon the princess as the "Shining 
Goddess" and would never consider 
trading the coin (although they do like 
to see what others will offer for it) The 
coin is worth 50 gp in Glantri, or 5 gp if 
its magical shine is d1speUed. 

This hallowed coin is the sprites' 
weakness (and offers a chance for 
annoyed PCs t.o get rid of the pesky 
little traders once and for all, without 
resorting to violence). lfthe PCs inform 
them Lhat Princess Camelia is a real. 
living person, the sprites will immedi· 
ately make a pilgrimage to the "Holy 
Land or Glantri" (if only they knew!) to 
meet their "Shining Goddess," thus 
freeing the PCs of their bothersome 
presence. When Princess Carne ha finds 
out. who sent the group of sprites to 
meet her (and she u11ll lind out!), the 



PCs will be roost unwelcome 1n ht•r 
pr1m;ipality. 

Tht> sprites know nothing about the 
f!dic. 

Old Ma n Hood 
The PCs should encounter Old Mon 

Hood. u pixio clruid·shaman. several 
times during tlw course of th111 adven· 
tun~. Jf the PCs fail to encounl<'r Old 
Mnn Hood ollen through tho use oflhe 
Wilderness Encuunt~r Tuhle, the DM 
should llpl'inkle encounters with the 
pucie throughout the od\·cnture, for Old 
Mon Hood provides the PC11 with ev. 
era I important clues relatl'd to their 
quest. 

A'd your group makes its ,.,..ay 
throu~h the Elfswoncl w1lderne~s. 
you nre suddenly confronted with n 
strange iughL: a smnll hurnuntnd 
figure. not more than 2' tall nnd 
wearing a plrun brown hooded robe. 
apiwars before your eyes, hetv1·rtn)( 
about 4 off the ground The robe's 
hood shrouds the figure's face in 
dnrkness. 

"Grectmgii1" u creaky. squoaky 
v1nce culls frorn w1llnn the hood llS 
thP figure Ouitcrs forword. propelled 
by two delicate wings that l.\me1 ge 
from slits in thu back of the ercu 
ture'a robe. "What bring.-. such u 
band of merry ndventurers lO this 
neck or the woods?" 

Tht> floating figure is Old Man Hood. 
fin aged p1icie drutd·:ihaml\n !see the 
O&O MCUitt!r DM'i; Boak, page 20. He 
means no harm und will inlrtlduce him· 
self and chat with the PCs, as long as 
they don't attack him. Before long. 
however, he turns to lenve, 11aying ti~ ht• 
goes. "Aye, strange thing$ have been 
going on m the forest recontly-thinga 
stranger than an ore: kissing u puoc. 
Yuck! Don't worry. Lhough. I'll keep you 
informed." With this snid, the old p1xw 
becomes int11.s1bl~ and nit•s awoy 

Old Man Hood <6th-level p1xit! druid· 
shaman}: AC 3; HD 6• .. · ; hp 35· MV 
90'(30'1, flying 180'CGO'~; IKf 1 dagger 
or spell~ Dmg by -pt.'11 or weapon ty~; 
Save E6; ML 7; AL N; SD con become 
in111sibl~ at will, BD/35: spells: t·1m~ 
/1~ht tcQ1111t.L-t, light, ... p;·ak wttli a111mal.~. 
wnrp u•ood. hold animal. 

Although the old piloe may seem ii bit 
crm:y. he's 0 valuable source or 1nformo· 
Uoo for the PCs. Each time the ndven· 

turers meet him. Old Mon Hood gwe$ 
them nnothe1· clue sbout th<' od1c If the 
PCs try to detain the pixw to learn 
more than the littlt• ti<lb1t of anformtl· 
I.ion he is"' illing to hand out, Old Man 
Hood becomes quit~ irritated and lrtes 
to leave. If ESP is wwd on the annnyed 
pixie, the only thought rn his mind is: 
" Boy, what a mean bunch of ogres, 
pirkmg on n Jiu le old p1x1e not even 
half their s1.ie!" 

Tht: following are the: dues Old ~fon 
Hood gives the PCs each time they 
encounter him: 

2nd encounter: "1TN'banc! Trt'\!bane! 
The l'reebane is lootro in Elfswoodl" 

!frd encounter: "Elf&layer! Trcebane! 
You'd do well to fear it! These are the 
name!> of thr Rteat Forest Spirit!" 

4th encounwr; "Strong mngir can 
hurt it , though mere weapons don't. 
Destroy 1t you miKhl. hut kill 1t you 
won't'' 

5th oncounlt!r: "SlronK In the night, 
weok in the day The dawn of the morn 
takes 1t.s powers away!" 

Final encounter "Oetith by its pres. 
enc~. death hy Its touch, death by 11.t> 
will-that's ii lmle too muchl" 
Afl~r pausing 11 momenl for th<' PCs' 

asaest1m<'nl of his poom. the p1x1e con· 
linues: 

" My fru:nds. l'in t1frn1d that my 
poem.'> (,'TOW weak, 
So li11ten nnd heed these Inst 
words that I spenk 
In c-0urnge and wisdom your 
troc• ho1><:11 w1ll lw, 
For if you shou Id fnil, oll of 
Elf.swood will die." 

Use ~hu! entry Ju,;t bcfor(' th<.• PC11 
encount<-1' the odic. Aller giving th111 
clue, Old Mnn Hood prepnre11 to h•ove 
Elfswood, JllSl in casi' the advcnt..urcrs 
foil to defoat the odic Chowever. see 
"Concluding the Adventure" if1he PCs 
do fail>. The adventurers wlll not set! 
him again during this adventure 

If!in thl' DM 's et<l tmntionl the o.dvl'n· 
turcrs ore not 11trong enough to defeat 
the odic, Olcl Man Hood offers them 11 

pn.rting gif\, u r411R of li(r protect11m with 
two remaining charges. This ring will 
protect its wearer frtim the effects or two 
le\•els of energy·drainmg attack&. af\er 
which it bt.'Comes a rwR of pmll!t·t1un 
+ J The old pixie gives ~hUi rmg to u 
fighter (If possible>. t-0llin~ him LO " fight 
tht- i•vil ol iL.,. l'oOurc.c" The ring can 
grcnlly ujd I.he PCs in fighting the odtc 
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e t Wilderness Encounters 

The following nnd encounter arelll' an~ 
marked on the map or Elfswood. Druida 
finn, takes the PCs tu area 1, lhe si tt• of 
the odic's ntt11ck on her family. 

1. The H a untertt of Elfswood. 

Oruida sk11lfully guides you through 
the wilderness toward her forest 
home A blanket of fallen leaves 
covers the ground t:verywhere. 
crunching underfoot with every s~p 
you take The coming or foll has 
chased away the greenness Mthe 
forest, splashing the lc:a\•e.s with 
orange, red, yellow, and bro\\ Tl. 

Your pnrty proceeds through a 
brown meadow coward n ~t.alcly 
grove oftroc1>. Druid.n turt\s around 
und whispers tersely, " My h1>mc rest~ 
high in the trees before ua. Be on 
i;uard as we apprr>ach, un<l obove ull. 
lw quiet" 

You silently pa88 from the sunny 
open meadow into the ~hadows of the 
trees. cloi;ely following m Druida's 
footsteps. Toward the center of lhe 
~ove, th11 sunlight 1s nlmost enhrcly 
blocked by a ~rillb of sprawling 
wooden platforms built UJ>lln Lhc tree 
hmh.s 30M10' cwerhemi. Sixty feet 
before you. a nan·ow rope ladder 
hangs down frum a wide circular 
opening in the platform obove. 

As your fellowship crl!"eps forward 
cautiously, you notice the ~rtt', un· 
natural quiet oft he forest. No birds 
sing nnd no gossiping squirrels chal 
ter ttt your 11rnv11l. The only sounda 
come from lhl' gontle gurgling or a 
smnll brook Lh1ll culs through the 
~ove, and the conRtant pittcr·poller 
of falling leaves hiurni; lhe ground. 

A ga!!p of horror froni r>nuclo 
breah the .silence. 1'hin y foet ahead, 
ghostly figures are materializing on 
the forest. Ooor! As the!!e wispy im· 
ages solidify. five other crcotures­
!lickly elves with i;lnzed eyes, who!lt! 
httndt> glow with a ~trnnge cnmson 
auru-t>·wp om from behind nearby 
trvt•s aad move to attack! 

The gho<1tly figuro!I nre a vision com. 
posc:d of s ix of' Dru idu's now.deceased 
relatives. The five "sickly elves" arc 
normal wyrdt>, the undt>ud i1pirits of 
Druido'~ rsmily members returned to 
their dead bodies Lo serve the cv1l wlll 
of the odic. 
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Vis ion: AC: 0, HO 12' ·•.hp 72; M\' 
see b<!lo". I AT 6 sword .. pl us "'1>4.'< 1al. 
Omg l €.'&ch, Suvc Cl~ ML 12; Al. ( • 
C0/35. Vi:11ont. ore immune to ult 
churm, hul<I, und rrJltl 'lpt.•ll'I und run l.w 
h1t Ml) by m111<1r11I \\1•11pon111 In uddt 
Lion, v1Mion 11> re11111tant to cll.'nc 1\irn 
mg: A uo" rC'i;ult IS hnndll·d nurnrnlly. 
but o "1'" resuh gives the v1s1m1 a $11\'· 
in!( Throw \ 11 Spdls. If till~ av1n.: 
Throw 1s surcessful, the Turn 111 r1· 
fleeted back upon the dc•nc, whc1 mui.t 
then make h ll~ own n vi nf{ Th row v"' 
Spelh1 ur hi· parnlyu•d "1th fear fnr 2 12 
rounds 

24 Issue No. 21 

Normal wy rdb 151 AC 4. 11 D -I · • hp 
2-1 ffad1h. 23 tOi'wfyrrP, 20 1Glud1a1. rn 
1Dezvll. 131Mvrn1, M\' 120'140 l, #AT 2 
){lowin~ sphe;es; Dmf.l I 6 euch t ld6 + 3 
1•11ch 11u1111111t ch•1•sl, $11\•t; F4 , ML 12. t\L 
( ', ('(" 9 ~nrmnl y,yrds ar£> Turned as 
wruith11 Th\.'lr two gloY. in~ sph«res can 
lK• 1111ed ns nwlc1• wt•nµons ur hurlt>d n11 
m1ssilt•s C rnn~e:; 30 1101901. Wh€'nc•ver a 
sphcrt> '" u~t.>d up. u replacement 1mmc 
dtn~I) np114·a rs in t h1' Wyi'd·~ hnnd 

If tht' PC'" 1mmediutely attack or try 
to Turn t lw~ unclPad mon.'ft11r11. alln'' 
them In dn ;;() for om• round If Lhi·y 
hes1tBlf' or fail to 1h•"1ruy nr Turn lhf' 

\•1111un in th111 round. rend aloud Lhe 
following text: 

A pllunuve mouninR and the llOUncU 
of weeping come from I he six ghostly 
images, which before your eyes 
s lnwlv Lake the form of t'lves. Their 
sorro~Cul t!YC!I reflect cunfus1on und 
pLuo us they glunce upon the hvtnR 
l)efon: them, c.11usmg n s hiver nf icy 
feaI to race thr ough your bodieN. 

Through the wt.•eping of a spectrlll 
l'lf mtuden who l1·arui hcn1vtly aga1Mt 
u tr«e trunk, nnd the moaning and 
~rouning of thu othcrt1, you begin to 
hear the heart-chilling words of these 
crcn tu rt's 

''You havC:' come too Intl' to sa ve 
uH'" cries one of the ghost ly elves. 
wh ile another gr1eve.ij, " All is IOtlt, 
all L lo·t!" ' till more haunting 
phrases are a11ned at Dru1da. A 
handi-omc ghost tc<lf tells her. 
" F.lf!fwood 1!4 no more. sister. Our 
family is dest royed," und the oobb1ng 
!.!If maiden celUles her wcepang long 
enough lo implore, "Mourn for us, 
Oru1da Mourn with u11" 

Anyone seeing the v1s1nn must • nvt' 
vs . Spelhf or run uway in ft!nr. tead· 
fat.tty r~fus1ni: to return to the area in 
which the v1~iun was s1ghu'CI AISQ, the 
wailing and moaning of tlw vision can 
h11\•1· 11 magical 1:: ffect on anyon~ w1thm 
90' who he1m1 these hnunltng sound" 
Such rndividunls must mnke o sutttt88· 
ful & 1\' lng Thro\\ ''s, Spt>ll11 each rou nd 
they remain within rongc or be so rilled 
"' ith KOrrow und sympaLhy that they t1i t 
down to cry for the vision for 11 ·20 
rou nd11 

.'\fit.'r 1 3 rnunds uf mu11mn" and cry 
inJ(, the 1nd1v1dual phuntom rives begin 
to ut tac.k wi th t heir llpt.-'<'tra.I sword!!, 
ma1nta1n1ng their awful wailing ull tht· 
wh1ll· Thl!y fil'l'l engage characters 
unamoeted l>y th1•1r mag-1cal moaninJC. 

Each phantom or t he v11:1ion mu.st 
remc1111 within a 500-squtm.• foot a rl!ti on 
the tor••!it noor beneath tht• Clant1dyl 
setllerncnt, W1Lhtn this rt?s tricted a rea. 
howc\er, the phuntom elves may move 
at the rate of 40' per round. 

Damage done against individual 
phantums 1s counted agai nst the lut· 
potnt lOla) of the entire VllllOn. Thus, 
when a totnl of 72 hp dnmn~e lB In· 

01cted agatn.Al the vanou11 iipt.>etral 
eh·es. thl! v1s1on as destroyed 1rnrl 
\'an18h('s 

Should a PC elt•rte US<.· a ,~ak u·lfh 



monsters spell on the vision or wyrds. 
some important information may be 
gained. To help the OM in answering 
any speak u1ith monster spell questions. 
the following is what the now-undcad 
elves expericnc~d durmg lheir fatnl 
encounter with the odk. 

The six elves in the vision !Druida's 
hr(lther Silvyr, sist.ir Rosepetyl, and 
cousins Amberlok, G1lflbrook. Redlvf'. 
and Snowboughl were all killed bv 'th!! 
odic's t?nergy droln. They cnn reaill thut 
a strange purple light began l.o radiate 
rrom the great tree in which Myrdelor 
Glanadyl's home was built.. rvfyrdelor let 
out a cry that the settlement was under 
attack. and all the Glanadyls rushed w 
the alert. As the six elves {now of the 
vision) prepared t-0 do battle , they sud· 
denly felt compelled to e nter the area or 
purple light surrounding the tree. 
Therein they slowly perished. 

Using a speak with monsters spell on 
the wyrds (formerly Druida's aunt Dew. 
fyrn, und cousins Fndil, Cludm, Dc~yl . 
and Myrnl yields ooly vague in forma· 
t.ion. Ench of these elves heard a com· 
motion in the settlement, wenl outside 
to iovestigat:c, saw some strange lights. 
and suddenly died (v1ctim1ted by the 
odic's fwger of deotlt powerl. ln their 
undend existence, thea-0 elves can re­
member being ordered to guard the 
settlement from the li"ing. but. they are 
not curtain who or what gave this 
command. 

lf the "'}'Tds are defeated io such n 
wuy that the corpses of the elves re· 
main. a PC cleric could use a speak with 
the d~ad spell t-0 obtain the above infor· 
matfon. This is not an option for th~ 
elves of the vision. however: thQir 
bodies were burned by the odlc's greater 
wyrd servant.ci ai; a n offering to the 
powe:rs of the Sphere of Entropy. and 
their ashes wl!re spread out around t.he 
settlement. As a final gift to the spirit 
or lrkthom Balin. the Immortals or 
Entropy returned the souls of the ef\•es 
in the form of a vision lO g\1ard the 
location of the odic's triumph. 

If the PCs don't use a speak with mo11 
sters. commune, or contact outer plane 
spell here, llO much the better. This 
adventure depends in part on the mys· 
t..ery and danger presented by an un· 
known entity capable of killing on such 
a large scale. When the adventurers 
explore the wilds of Elrswood, the\' nre 
likely to find clues that point Lo a~ o<lic 
as the culprit. Even if the PCs don't 
piece all the clues together. they'll run 
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into tht• 0<lic eventually. nnd all their 
questions will be tlOS\\ ered. 

The wyrds and the vision have no 
treasure. although the elven tree-homes 
cont.a.in about 5,000 gp in normal house· 
hold items a nd 12,750 gp m well· 
Concealed coin a nd jewelry SlnShCS. Or 
course. it would be in bad taste for the 
PCs lo loot the estate ofDru1da's re· 
cently slam family. Howe"er. the t ree· 
homes do contain food !both normal t1nd 
iron ralion:i) ond other normal items 
(such as rope. lanterns. small mirrors. 
etc.> that Druidri will allow the adven 
t urers to take, ir needed . 

2. Jrktboro 's Hut. 

A large wooden shack stands be· 
nl;'olh the trees before yoo. A cold. 
gusty breeze sends dozens of leaves 
falling from the branchei11.1bove, but 
lhis is the only sign or movement in 
the whole area; the place appears to 
be deserled. A closer inspection re 
vcols that the building bas no 11.•in· 
dows and only a single door on its 
western side. A stone chimney c:limb1.1 
the out.er wall and continues to as. 

I:::=. lQ] 

N - I 

- * -
[] 

D ......__ 
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cend several reet uhove the rooftop 
I3chtnd the shack runs a sparkli ng 
clear stream. 

2A. Muin Room. 

This room contains a cluttered J.S· 
sortmenl or wooden chairs and la· 
hies . 11 bookcase with n few musty 
volumes. and a variety or wooden 
carvings. A sturdy 11tone hearth 
gapes ut you from the northeast 
corner. Another door opens to the 
southeast . 

The onl)' thing of value here is the 
dust·covered collcetion of tiny wooden 
forest a nimals arranged on a s helf 
above the fireplace . lrkthorn carved 
these himself durm~ his happy early 
years as a druid. The collectfon is worth 
100 gp. 

28 . l rkthom 's Bedroom. 

The floorbo(ll'ds creak as you enter 
Lh1s dark room. Agai011t the bock 
wall reSl.4' a dingy bed. and an open 
wardrobe sit'9 in the northwest cor-
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ner. A filthy bearskin rug lie!- 11l th1• 
fool of the bed. There's nolhin~ cl~ 
of interest here, but a faint, su:ken· 
mg smell of rot can be detected. 

Thu wurdrolw conu11n the rcrnn nL' 
oflrkthorn'sclothing. mo tly moth 
eaten old robes and the like If t'h~oncd, 
tllt bearl!k1n rug 1s worth 250 lfP. ft 
con<"cat n trapdoor leodinf? to the «llur 

2C. Cellar S hrine. 

Titc overwhelming stench of decay 
ing Ocsh waf\.s up from the darkn(• " 
below llll you open the trapdoor. De 
t\CC'ndm1e ll small laddrr, you find 
yourM!lvcs inn tmy shrine probnbl>• 
ded1cau'tl lO !iOme enl entity­
JUdgmic from the many skull .... hones. 
and foot-tall statues of morunrou"' 
bc1nl('$ 111tt1n1t on a make~h1n ullltr to 
the wee\ Ly inf? faoe·down heforc thu; 
altar la lhe huddled form or I\ mun 
Wt' r1nf( 11 hluck robe. Beyond tlw 
mot1onJesll fit,rure. a smoll wooden 
chc.at Tl!tll in th<: s hadows. 

Thi! bb1ck-rol.wd figure on th . noor 1• 
the body ortrkthom Bahn. Clo-wr l!X· 

(ll'llinMion or the d('COm~lll$: corp I' 
reveals Lhat the cleric hn.6 bcc.>n dead for 
11bout a month: therefol't', h1!t dQath 
prt.ieedl'<f th• attack upon Elr11wood by 
n<'orly two Wl"-'kS. 

Should o PC clf'ric UM' a 1Jpt't1k witli 
thr dfod 111wll on the corpse, there will 
be no result at all! lrkthorn's body 111 
merely hu1 l•orthly remams; his 11pir1t 
and pnaL knowledge (especially his bit 
t~r mentt)ti!.'11 of the Glanadyli.1 h11v1• 
0 c'CJ hi$ mortt\I body and now reAide in 
the odic. 

A'!. UI obviow. from lht• appt!liJ'tH\Ct! ur 
th olt3r. lrklhorn tuml'<i nwoy fmm 
the wacltings of the druids and em 
brnccd thc> wnys of £,•11 , wor~h1pm~ 
eomc foul who-knows-what from ~h.­
Sphert.• of Entropy. There 1s nothinlf 
mogicnl or donJ:t-rous on lhl' nllDr 

Thu small chest in the corn<'r 1a 
locked. and Lhe key is nowhi:rl' Lo b~· 
round. lt oonuuns a mace and u book. 
both of which detect as evil 

The wcnpon 1~ n magical mti('I' + t , +ti 
u•. Lawful clflr1N1. '£lie mace s hock" for 
1·6 hp damage any Lawful crt•nturt! who 
toucht'& 1t . If held by a lawful cleric, 
however, it inflicts 2-12 hp damage upon 
its wielder each round, and thi: offend 
Ing cleric mui;t make a Savmg Throw 
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vs. Spells (with n -4 pcnahy1 at the end 
of each round he rcmnlni. in contact 
with the mace or be unnblc to release it 
Clhus taking 111111 more d11nrngPl. 

The tome. entitled Thr St"cri•ts of 
£,,cropy. 1~ writwo "' B i;traogi.> code 
and cannot ht• d1~1ph1·«•d , t•\·en with " 
read fang1wf{(W or r1•ml m"Jl.'c pell. 
Those interested 111 d1i.co\·1•nng such 
secret.$ mu8t n1111 r1•11t•t1rCh II llpl'Cllll 

spell enobhng thl•m to r<.-ad the book 
Such a \'Olume !'<hould, of cuur~. be 
destroyed by n Lawful portv. 

Before l<-avm~ th11:1 ure;1, Dtuida in 
sists on gl\11n,K the <'X druufs body a 
proper burrnl 

3. Sagebark'l' Wood. -------. 
This particular or<•n of Elrswuod 
seems es1>en111ly bt·11uhful and 
t'hecry de?1p1te thl' comu1g of winter. 
The breete h1•rt' ~·t•m mort' gentle 
and less cold. nnd the dead leave 
!Wt-In tO Ooat. llOt fall, from tht.> lret'• 
tops. A few hird~ chirp out merrily 
overhend. 

"Excuse me," plJ>('tl fl .!Klft, musical 
voice from thl• m1d11l ofy<>ur group. 
As you giant'<' nb<1ut wildly lo find 
the speaker. the vmn• 11dd11, "Oh, I'm 
snrry!" Suddenly. o foot tall wrngt>d 
crc·ature-tookrng somev. hat ltke an 
cir-blinks into ' ' u•w lwforc you 

·Tm Ghtwr.'' th<' crealure an· 
nouncc!l "Arc you t1lroni,:. kind, and 
Vl"I") cour1t1ti.'OU1t? If"'°• my wise 
friend Sagebark would like to speak I 
with yuu. Follow me" 

---
lf lhl! PC11 follow Glitter. the pixie 

feuds tlwin to Suwi!bnrk. an uld tri!Ont. 

The mall creature lends you to n 
large moi;s·C~)\'er~ trt-e- 11 tree that 
suddenly turn,. tU~und tCl fnct• you! 
Certainly. tha cnn only be a fabled 
trt!fmL As th~· tuw(•nni,t t'rt•1lture 
turn 1u. altonhon townrd your 
group. it emlL'I u. l<1ud, rumblmg 
" Ahem!" th11t tihnk •t< it . ._ whole body. 
causing a few lcuvc~ to foll. (;estur· 
ing LOward a barron ll"pot on top of Ith 
otherwise lt>uCy hl·ttd, tht• treant 
comments in the slo"'· dc•lioorate 
uine cnmmon tn 1t.!( k1nJ ... I tend to 
bald obit 'round lh1r.. Lime ofyrar. 
But enough about myself" The 
trcttot potnt'll hmnchhke finger 
toward a fallen trc · trunk nearby 
and sa)S. "Plcuse :ill dov. n, my 
friends. We h11v •much lo di~w.s." 

So.:ebark has dwelt In the forv"t or 
F.lf11wood for severnl centun<-11 and '"'"' 
lenrncd much oboul its 1nhnb1lllnt.s 
dur1n.: thi~ time. F11'8t , the lreant offors 
h111 condolence to Druida for tht> ~ruic 
edv ut her homestead. He also has 1>0nw 
l'~ nuw• for the elr maiden ll1s for\'~I 
animal frtcndi; have rec<!ntly 'iccn her 
brothers Cylak and ~tyrkal und her 
111~t.·r in low. ChrySJmthn. 111iv1• 1n tht> 
foro11t 

Although Sngebark cannot tell Llw 
PC11 l•x11ctly whut as behind th,• Gltin11 
dyl lrngt!dy, he can provide &0mc helpful 
clut•!I. Unu ual th1n~s hnw h1w11 hop 
pening in th•• fQrest recenlly, th•· I r\1nnt 
d111MJ1. Hl!4 good friend. the dryud 
~h11ld11, 1111t1ply d1snppenrt>d nbout n 
week ll)IO Upon rurther tnVt!All(UtlOn. 
Sagebatk di:oto\·ered thut the dryud '11 
trcr h11d died even though 1t wo fo1rly 
voung and appi:ared to be ht'althy Glil· 
i••r cnn l1•ud the PCs to the• drynd' trrc 
tarcu .i >if thl.'v 50 desire 

Tiw .,Id treont ulso warns thi: ndven 
turrrl! thol his rorei;t frit·nds h11v(• re 
ported lll•eing strange 11,;:htJ lhrou).!h the 
trt·<'~ nt ntJtht, nnd oi..rres find trnllit hnvv 
b(•1•n mon• ('Ommon 111 the orrn 1n ttw 
lo 1 fow years !Although the od1c 1. nm 
rt11pon~1bl\• rnr the rl!CP.nt innux or hu 
mano1d mon11ters into the area. tt 111 

rt• pon11lblt• for the stmnge ltghtsJ 
Ghth•r h11 it p1t-c•: or t1dv1ct• (M t ht.• 

adventurers. too "Keep nn ey(• oul for 
Old Man Hood." he l>C!Ueak~ "He'a u 
p1xw lik1• mt'. nnly he's a went m11~1c 
ull<!r who \\t!llrs a hooded robe and trov­
(•111 throu,.:huut th<' forest. If 1111yu1w 
knowi. whnt's going on m Elfswood, 1t'ic 
Old Man I lood! The probll'm 11<. you 
dun't tind Old Mnn Hood-hi! finds youl 
We haven't seen him in O''er u mon~h ." 

Glitter tpuue): AC 3. HD 1 •••: hp 7. 
MV 90·1:JO' I, nyani: l 0 '160' ); I AT I 
d11gger. Dmi: l-4: . ave El . ~1L 7. Al. N. 
8035. 

Sugebnrk rtrcant1: AC 2, Hl> 8 .. hp 
.\4, M\' 60'120'1; NAT'l. bronchei.: Omg 
2· 12 2 12; S11w F8~ Ml. 9; A I. I.; SA 
nnimali• lrws: ER/56. tr thr.> odic t<V(•r 
sNt leA 11no tlus hex fo r the night , it 
J><>sst·!l~s und kills Sagebark . 

4. Th e Drvod' Tomb. Unle:>" tht.• 
Pt' nrt· im.Ump11n11!d by Clil14•r fl lw 
pixie from area 3J. they will nol rind the 
drvnd' trt.'\' Glitter. hnwt'\'t•r, cun t'a$tly 
point nu~ th<> dryad's home 

The drvnd·s tree looJQ. no d11Tcrunt 
frl)m th·1· r>th\•rtl in the rure!>l ft Ill dt•Ud, 
howe\'cr. k1lkd by the od1c v. hl"n thr 



1rpmt ~ 1t The dryud Sholdn 
wu inside her trc.'t! when tho odic 
lllruck, nnd wht•n her Lr('(• died. !'he died 
wnb il Should a PC cl<'ric be so 1mog1· 
n•1nve rut w UAt' o sprnlt tmth th~ dr<Jd 
~p<'ll on the tree, ho will bo able to con· 
wet Ule dl.'Cellkd dryad's spirit. within 
il Unrortunotely, Shaldo ct\ll Hive little 
information bout her dentlt She en· 
terl!d her~ for the night: about an 
huur later, h\·r trf'e suddenly pc•rt!lhed 
nod &he died with 1L. 

(5. Dead Trolltf. Allhoufeh th11 
encounter 11 marked in Lhr~ ploc:es on 
1.hl' map, 11. whould occur only onct'. 

/\a the PCs arc trnveltnR throu1rh 
Elf11wood, they come acrOSt> three huge. 
unmovin~ fi1CUrc11 lyinK on th~ fore!lt 
noor before them. ThetlC nrc the bodiell 
o(thr~ dend troll ~. the victims or a 
surpnse enc~untcr with t)w od1c 

IL i. unltkely lhnt nny of the PCs ho.s 
evor 11eeo n d ·ud lroll bcforf'. Ad\•entul" 
ent tire usunJJy in the habil of burninJC 
trol111 lO asbes whenever th(')' encounter 
them lnqu1nna mmds might wont to 
uso n 8/NM with the dtad or r.ommun,. 
6pell to learn now the trolls were klll~ 
1n auch a clt.'lin nnd appnrt.-ntly en.'ly 
manner. 

Ench troll waa killed by a different. 
type or thr c>d11:'11 nu."ck fnrm.11 One was 
charmed and died from the odic's energy 
drum. Another wu~ ~lafo by tht: spirit's 
deadly pou1onous touch. The third fell 
\'icum to a {ingtr of dNJlh spell lf a 
clenc usea o 8JNOJi u·llh th~ ckiad i;pell 
on nny of the Lrolls, each mon11wr can 
tilltll~ Lhat, dunng the gToup'• mghlly 
hunting trip. they came ucros o. tree 
that burned with a fierce purplt.' light. 
Ench troll ~n n180 ifive n "ague deSCT1p. 
tion oflhe manner m whu:h 1t died 
shortly thereait~r 

6. Ogre Lyncblng. Although marked 
m three locutions on the mnp. this 
encounter can occur only once 

A strange howling bellow come from 
the woods before you. It SOltnds like 
the cry of 110me large creature m 
dt11tre 

lf the PC5 1nveirt1go.te in n quiet, cau­
tious manner, they will be able to spy on 
the proceedings detailed belov. without 
being s1ght.ed by th" ot.'Te~. In thiii ca~. 
read both of the boiced pusa.ge.s below lo 
the play~ns. II the PCs r&~ 1n the dir~c 
tion of the crJes with reckless ohandon. 

however, read only the first sect.ion or 
boxed lext-ond let the battle.> begin! 

Millin51 nbout in n smnll clearing 
before you are about two dozen 9' 
t.nll. ugl). ho1ry, brut11h humano1dA. 
One of lhctr number has his hands 
bound behind his bac:k w1lh stout 
vines. A11 th1it capt1v1• whines and 
tries an vnm to break fr~. another 
morun.er cuunlly lOSSeB the end or n 
thick rop<> over a strong tree limb It)' 
above the forest Ooor. Apparently on 
1•x(.-cutlon is obout. t4 Wkl.' place. 

If the party has not be n de*~· 
read tht• following u wt•ll. 

As you wnlch, the cnptl\I(' is dragged 
before the largest of the group, n 
huge. ml'on·lookmg brute wbo 1s 
appattntly the leader of the band 
This creature spits a filling of ti.an.h 
grunts ond snarls al the pnsoner, 
who responds wilh o 86rles of fright 
ened wh1n ·11. 'I'he lciader irhakes hi3 
bead and summons four of hlS burly 
friend.I, who roughly grab the whun 
pering captive and lead him toward 
the watting noose 

Any PC uncouth enough lo hove bttll 
schooled 1n the vulgar ogre tongue will 
be able< lo understAnd wh t has bffn 
said during tho procct'ding11. The large 
ogre (Klamor) has ac:cu~ the prisoner 
<Ma11htoel or hovmJl comm1it.ed an act of 
great cowardice. Mashtoo'a wbuling 
response t& translawd. " It was the Pur 
pie Death . . no chance had lo n 
Pleas;c ftpnrc· me:' 
Uni~ lhe PCs int<:r..,cne, Mashtoc 

will be marched to the noose and 
promptly hanged Onct- t.ho t•xecution l.t 
finished, the ogre band leave lf at.­
tacked, howeve?, the oi,'1'es fight back 
fiercely. 
Og~ t24l: AC 5; HD 4 • l : hp 29 

<Klamor, the leadert, 27 t x 21. 25 ( x 31, 
24 I)( 3J, :l2 ( X 6>, 20 ( X5), 19 { X 21, )7, 
l5, MV 90'(30'>; #AT I huge club: Dmg 
by weapon type +2: Save F4: ML 10; 
AL C: BD/35. Ogres gel e +2 bonus to 
all damage rolls due to their gl'\l&t 
!St.rength. Enc:h ogre carr1N1 o. small Mck 
cont.aimng 20.80 gp. 

Mttshtoe (1>Krc): AC 9; hp 22; #AT 1 
list; Omg l -4 +2; ML 3; o~hcr st.&l isl1ct' 
rui above. 

tr the PCs m~rrupt t ht' t•xecut ion 11nd 
rescue Mruibtoe, the ogre beg& them to 
release him If rreed. Maahtoe v.'lll not 
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nUnck lhe odvonturers; his only wish is 
to gel away. 1f questioned, Muhloe can 
relaw hu1 st.ory w lhe PCs. 

A few nights OIJO Mnsht.oe'e patrol, 
which included Klnmor's 80D, came 
t1crQJ1S o lrt.>e bathed m o bnaht purpll' 
light. SuddenJy, the lree began swing· 
mg'' bronch ul tlw patrol meml>MI, ond 
8000 most of tho O(CTe!I hncludini the 
looder' tl(lftJ wero lulled. ~ashtoe ran 
for h11 hfc. When h" rc)Otnl-d lht> ml\in 
bnnd 3nd rt'lated hia lllory to the leader, 
Klamor did not believt• him. Muhtoe 
was accused ofh<'in~ ll cownrd ond 
shortly thercaft.<>r, Klamor announced 
that MllBhtoe would Ix- execut.e>d 

lf the PCs are lute in coming w 
MMhr.oo's rescue or simply approach bis 
ha.ngtng body oflcr the ogre btmd hM 
ten. thoy can 1jt11n tho above ioformn· 
11on through a 1p;Jalt wlllt the dead 
spell. 

The Fino! Confrontation 

Tho chmruc ofthi& module cornea when 
t he PCs flnally meet up with tbetr elu· 
111ve roe. the od1c Thc gttme 3t.otisUcs 
for this undend horror and a description 
of the PC's encounwr with it are pro­
vid1:d below. 

Odk <spmt of lrkthorn Balin!: AC 
-·J: HD 16• ••• ; hp 96; MV 0 I • tw 
low>; I Kr 1 brooch or spell ( below): 
Dmf; l-12 plus poU!On; Save Fl6: ML 12: 
Al. C: CPt37. 

An odk- nJso known OB Trcebono. 
Elfalayer. Forest Spirit, Purple Ot!ath, 
and Beacon of Death- is a l)'J>t' of spirit.. 
an ov1l entity thnt poosesses tho body 
(Or body parts) or othtir!i. Anodic Ill 
different from other spirits in thol It 
J>08SCl>8i!S only plnnta nnd plonthke 
monst••ni. h i undl'od and as 1uch 111 
immuDl' to mind·BlTecttng spells (1Juch 
RJ> 1/~~p. chc.rm, and hold). 81 well ttA nil 
polsonll llnd normal gases. 

The od1c has many other special de· 
fen.see nnd Ut.Ultk formti. It. 11• immune to 
spells oolow 4th IC\lel and cannot be 
harmed by any weopc>n or lflil! than 8 

+2 •nhonc~mMt . IL wn sense any 
in"isiblc creatures lhnl npproacll It. 

The odic'• mt're preaence is daoa •rous, 
86 1t e&n 3poil II Cllnsumable 1te11111 
within 30' <including food , water, holy 
wawr, nnd magkol potions). Such it.ems 
ore nutomat1cnlly ruined (no Saving 
Throw\ bul are not modt" J><11t10nou•. The 
oclsc's presence also parn)yu- all llVlng 
planla and insects with 1n this area. 
killing th&m 1fthe spmt remain$ 1n one 
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place for more lhon an hour. M a result 
orth111 power. any rorm of plnnl control 
or insect 1>wnrm is ineffective. 

During the daylight hour11. the odic is 
powerless nnd invisible, travt'lin1e up to 
24 miles in search of new victims. At 
night, the odlc sett les 1ntu" plant. J»'I· 
aesaiog it. and lulling tt 1mmrd1otcl)' 
Once ll(lllled for the> evenin1t, the• 11pmt 
cannot move oga1n until dawn 

When lhe odic J>03Sesse5 a plant. It 
rt1dit1~8 n strange p urple hght in tt 20· 
radius around itself. Any living crea· 
ture ent.1•r lng th1s litfhl must mnkc.• 11 

Saving Throw vs. Spells or suffer u one· 
level energy drain <as ir struck by n 
wight>. Oomj·human.s with on Al tnck 
Rank are affected differently by enc•rizy 
drf1lns, losing 101,000 t.o 120,000 :CJ> pt!t 
" level" drained A new Savini( 1'hrow 
mwn be mo.de each round an 1ndiv1dual 
111 within tht' light. 

The odic can !end out up to six small 
portlonJI of the plant fusun1ly )('ovtosl to 
seek oul pot.enttal victims. Th('sc lcnv 11 
can float up t.o a mile from the <>die .ot 
the rat of 30' per round, OLtnc:km,t: l\ny 
creature they moot as 4·HD monatcrt! 
11nd gaining surpl"ise 90't or t ht> tllftl'. 
Anyone touched by a leaf Lak 'If no dom 
age bul must make a Saving Throw vs. 
Spells or Ix> t•harmed. Cliorm('d victun 
8l'e drawn to the odic and suffer - 4 
pennlties LO lheu Saving Throw. when 
they enter lhc purplt light surroundinR 
the ap1rit. Such unfortunates also re­
mnm tn the hght unlit they llrt• rurc1bly 
removed from the area. have l hc <><he's 
cllOFm neRnt.t.'<i (by a dispel magi~ s~ll 
or another successful rhorm), or die 
from the energy dr ain. 

'I'hti odic ctm ull!O use either o phy~icnl 
attack or o irpeJl.like power fbut nol 
both> each round. Jts phy icaJ nttack 111 
o blov. from part of t he JlOl!SCS.'IE"d pl11nt, 
U6Wllly a bronch or vine 10·30' long 
An)'On hit Lakes 1·12 hp damnge and 
mwit make o Saving Throw vs Po1N:>n 
or die immcdiawly. struck down by the 
epin t's dead ly poisonous L(luch. 

lnstead of att-ack ing with its possesscd 
body, lhC odiC may choose t O USI! Li tt)' Of 

the: rollowin~ spell·likc efTect tl: dork 
ncu. ailtnce 15' rodius. cous~ c11seos~. 
anirnott dead, or fingf'r of dv.ath. The 
powrr1 con be used a t will- up to once 
per round, requiring only the odac's 
concentrl\hon-and are trented n~ 1( Cfll!t 

by a 16th· level cleric. 
The anuno.14' d~cd power o( tht' part IC· 

ular od1c in thjs adventure 1s unique. 
Because lrklhom Balin became un od1c 
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due LO his mums(! hatred of the Giana· 
dyls, his aJ11maf4• drotl nbll1ty olTeets 
only elves. Thto tw1iot('cl powt-rR or lhe 
Sphere of Ent ropy huvc groJ1t~d 
lrkt.horn' spiral the• power to mwnatr 
the dead bodic of ol\'C-8 into wvrds fsce 
th£: Creature' CattJ/ogw'. p81Jt.' ·91, Dt> 
ceased elve or ll•vcl~ 1·7 nrt• trans· 
formed 1nto normul wyrds, while tho:.e 
o( k .. ·els 8 -10 bt"«lmr ICT'<'Uln wyrds, 

Four g-realt'r wyrch-formcrl) 
Dru1d11's rl\th~r 1Myrdelor1, mother 
ICas(\m~ral, uncle '8rnndylor>. and 
brother IGrcnlyO-nccompony the odic 
RS It moves through F,lf.,woocl They ny 
silvnlly in the shadows of the trees 
behind their 1nvi11ibl~ mt1ster, followmj{ 
its telepathic commondli These wyT<ls 
:ire tot.ally und1•r tlw .sp1r1t '!<control. 

Greater wyrds 14t AC o. HO s•••, 
hp 56 <Myrdelorl, 50 IBrandylorl. 46 
!Grt>nh·O. 40 1C11.AAm1ro1: MV 120'14-0 '· 
O~·ing °240'180't: MT 2 t1phrres: Dmg l · 
10/l lOplusparalyst. ld10 +5each 
against elveio !nQ pnroly111i-~ Suve E8; 
ML 12; AL C; CC/89 

These wyrd~ orl· the untfond spirits of 
Druida's fomi l)' mcmht•ra, returned lo 
their dead hodle11 to do the bidding e1f 
tho odic. Th1.>y hovt• i1uch n frightful 
appearance thal onyonc viewing them 
rnust make a av1ni: Thro" vs. Spells or 
suffer a - 3 pennlty to hit nnd damage 
rolls while fighttng the creoturos 

Thei;e undend horror1 nt t11ek U!'tng 

two glowing gro n 11phcrc of energy 
that appenr 1n tht•ir hand .. They can 
use the11e i;phcr •11 1n mul(•t• or C<ln throw 
t hem a11 missil!'s <rongl' 30160 90l. When 
a sphere strikf'fl 11 wrntit It \'xplod~s. 
infl icting H O hp damng" nnd pnrolyz. 
ing the victim for:? turns unless a 
s uccessful SavmR 1'lirow v . P11rnly;,1s 1s 
made. Elves h1L bv such an ati-Ock suffer 
an additional 5 hp d:imai,ce but arc im 
munc t-0 the parnJ~inFt l'fTect. A ne\\ 
phere automaucally ap~an m the 

W) rd's htlnd wht•n ont· 1~ u*d 
Greater wyrds can be struck only b)' 

i1tlver or mab-icol w1•npmu. s~1ng un 
dead. they arc 1mmuno lo slrt>p, rhorm, 
and la old ~I ls ns wel I ar. poisons o nd 
gases. Clencl> cl\n 1\1rn .rrN\tcr wyrds 
as phantoms 

T he Odie'& AttClek 

Once the odic finds lh4.! PCs, it follows 
them through t hi.' ror,..$l When th· 
party sets up camp for the night . the 
odic possesses t\ tl'\'t' w1th1n o mile of its 
prt.!y and bcg•ns it.6 insidwui; nltack It 

~nd;, out stx a n imate d leovc 1;\C' -4, 
nttack Bl:i 4·HD monsters: hp 1 each; MV 
30': SI\ chnrmJ that blO\V 1nlo l hc re~· 
camp with a hot!l of normol INwcs 1-.:ach 
IMr 11w1rlic Jlrt>und n PC. i;:ett1ni.: t wu 
chancc11 to touth its intended v1ct1m.a A 
chnract-0r under ot t.ack ha.sonly o tO'l 
chnnc<· of noticing thuL the w1rlmJ( 
h:ti\'C:. ~·m to have mmds. of t lll'lr own 
tr lhi.• l('fl"4'" rn1I tq touch nnyonl" durmi.: 
this mt ck. Lh(')' blow out of camp und 
thC' od1c tr1t'l1 Lh1• ~a111e rnctic un the 
folio'' IOR nlJlht. 

Thostt who 11ucces. fully mak(' thC'tr 
SAvinK 1'hrow~ ogainst thl' IC1ov<'11' 
char111 i.pell11 rnalize that tht>y huv(' jusl 
hcC'n tltUtckt•d by some sorl nf mind 
nrT<"chn1t 11~11 . t.hou~h they prob{1bly 
won' t know where ll <>ri.,<inated 

Ewntuully, tht• re~ ahould m(•l't t.h1.• 
odtc face·to·face If one lor morel of the 
PC$ 1 rhormrd by th~ odic', trcncht>t· 
ous leovcs, hi! will lead th(' porty Lo th· 
spirit Any PC who was char111t•d but 
hM htld th•• t•ll'ect d1spt:lled Ctln <1t11l 
point h1 fr1cndi; in the general dircc· 
t1011 of thl• od1c. In addition, th\' .:rt>nttir 
wyni cnn lure thP PC towurd the 11MI 
confrontal10n by colling Druidu' nnrni' 
or ft•111n1n11 cries of distress. Should ull 
these melhod11 fail, the OM C'An simply 
htr\11.' Lhl' <idle whuo~h into the PC11' 
comp Ol\f• mjthl 1w1lh the greakr wynl 
close behind I. possess a tree. and bottll' 
tlw udvcnturers lo the death 

8N:nm ... the od1c con senM! anv1 ... 1bl 
obJect.s. the PCs wtll have o very d1ffi 
cull tUlW !<lll'pnsing it. Ili•for(• killing 
the odvcnlurcri;. the odic want.a thl.)m to 
know ttxodly what lhl.ly 'rl.l up n.:nln11l: 
t he vcn~cful spirit oflrkt horn Bulin 
The followini;: boxed l~xt de!IC:r11.>t:11 what 
t he PC's' l•ncountt•r with the 11parat 
might b<- like As always. the OM can 
modify the te'.ICt depend1nl: on th<' 
nct1on11 of the· PC!$ 

An tlWt• in~pirmg ighl swnds bcfutl• 
vou: n m•IJl'l'l ic onk tree towers 
nenrly 100' into the night Aky, ll• 
11ppcrmo~t hrttnches nsm~ hitth 
nbov(! the lr<>l'tops of its ne11Chbor.11. 
Tht• lrct.' itself, though 1mprcss1vl'. is 
not what cntclws your eyes 11nd 
druws ga pt!i from your mouths. The 
ouk 1~ remarkable for the 1ntc.•l\Be 
mm1 or purpl~ hght it radiatt•:. m fl 
20' rnd1Wi. Tiw !ltrange light does not 
remind you of t he cheery ttlow oro 
blazing hearth, m, lead. u <ot.>ems 



JAMMIN' 
BY JAMES M WARD 

Expect the 
unexpected. The 
monsters always do. 

A1IW01k bv Teuv OV1'slra 

J1111 Wt1rtl ha1> clomt u ltttle hit tJ{ l!t'l'I)' 
tl11ng m the u·a_,. of tlt•NIJ;ll uncl t!tttting 
tt•ork (nr TSR. I/ts rrt•dtt~ indude the 
METAMORP/1051 ALPHA and 
GA.\f.WA WORLD' }lames, tht' AD&D· 
Legend!> & Lore tu 1111t, HEF3 The Book 
of Lairs, and a b1111d1 <>{other thin>:lf ft)(' 
1111m1•m11., to m1•11tmn hrn• / fr s<1ys that 
thr SPEl,LJAMM ER .. btut•tl ~<'t hull 
bl!t:otnt' h11< rt•c;mf fut>urif1• 11am1', 11ml 1t 
u•a.<> 1mf)().~r;1hl<• In talk II cm 111111>{ tt•nt111g 
tJ11s brief udw11t11rl! 

The SPELLJAMMER game concept is 
eai.y to explnin. T R 18 alwayi. looking 
for something nt'w <ind exciting. and the 
thou~hl of playing AD&D gomes in 
nuter space wai:: JU!>t t<I<> gnnd to pass up 
The core oftht> SPELWAMMER game 
1s the ab1lhy rn take your AD& 0 char 
llCtcrs, of uny level, into lht' 11nknOWl\I! 
of "wildspBCt!," the fantasy equivalent 
(lf out<'r space. This new concept ulso 
allows charaCt('rS tO Oy between the 
DRAGON LANCE'. GREY HAWK•, and 
FORGOT'TEN REALM.• campu1gn 
worlds and many others. If you're t ired 
of pillnl(ing dunt:t>Orn! und cttstlt!S. you'll 
love the chance to explore for~otten 
a~tt.'ro1ds and thousand-year·old uban· 
doned ships. And t he monsters you've 
been light ing on·planet arc very differ­
c-nt from the ones you'll find in wild· 
.;puce Those in w1ldsp~1ce ftrc far more 
dangeroui.. 

"Jamm1n ' .. 1~ un 1\0 &0 scenario per­
fectly su1tetl tv launch plttyt'rs of any af 
TSR's AO&O fantasy game worlds into 
a SPELLJAM~tER campn1gn. It 's for 
3.6 choraclers of 11ny level, but lower 
level character:, will have to be careful 
to survive. All of the necessan· SPELL 
.JA~'t! MER rules are included. ·soil 1sn'l 
necessary to nwn tht- SPELL.JA MM ER 
boxed $el to play this udventurc. W<' 
hope. howe\•er. t hnt you'll have so much 
fun in the SPELWAM~tER Unt\•erse 
that you'll want t11l the information 
uvailuble 

The adventure lnkes place in the 
F'ORGOITE~ REALMS se1t1n.:. t houtth 
1t may be easily altered to fit any other 
campait.'n world. Module l.Cl Gat••wa.v 
/(l Rtwtms Bluff. Th .. Lll'tng Cit)\ would 
be helpful. as the clly of Ravens BlufT 1s 
suggested as the PCs' st~rting point for 
this adventure. Any other city con be 
substituted without difficulty. 
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JAMMIN' 

Adventure Background 

North <1f the Sen or f allen Stars. tn lht• 
Ora3on Reach between the cities of 
Tuntras and Pracampur. lies the mng1· 
cul aettlement Cfllled JW,•ens Bluff. the 
Living City Much as been said of this 
strange place, but the hne that best 
clel!Cribes it can be paraphrased as· "The 
Living Clly. where adventure begins­
and a ll t-Ou onen end11." 

Ren ofthl' Clouk. a noumous elven 
thief and something of :i local celebri ty 
1n Ravens BlufT, \\SS trnveling in lhl.' 

wilds surrounding the L1vinR City when 
he ..., as caught in a udden suuuner 
thunderstorm or unusuu.'I mtensity. 
1\\kang sheltl:'r in the hills. he saw o 
strange ship with tottered sails d1>sct•nd 
through the clol1cls, not 300 ynrdt1 from 
his hiding placo lt landed with a thud. 
a nd u charnel ste nch spread frnm tlw 
hulk that Ren could i;mell l;'ven at the 
bcagbl or the storm. 

As Lhe volley w11s well nffthe beaten 
trock. Ren had no inwntion of invesll· 
gating this strange cran by himself. By 
nature more grt<t•dy thon cunoud, h1· 
was nfa rrund to get oul of there fa6t 
and return Ul csviliuition, whc>r<' he 
ooulcl talk some younJr and foolish od· 
venturers into check ing out the ehip 
and gwmg hun the pick of th~ best 
things aboard. Ali he trudged t-0 the city, 
wet and 11miling. he remembered se<iang 
a group of brave fellowit he might talk 
into a liule quirk work . 

Read or paraphrase the following to 
the players: 

You are seatod in a privaw meeting 
room <if the H11ppy Sti"in tovt!m. Ren 
of the Cloak, whom you know by 
rcput:1tinn, 11ppMtu:hetl you earliel' in 

the oommon room and offered U> huy 
dinner and discuss a unique business 
opportunity. You haven't worked with 
Rt'n before. bul you've hear<! stories of 
his bold adventures, unusual ability, 
nnd cons1derublt- hack Any Job he 
sends your way"' 111 !'lurely be filled 
wtth great amounts of treasure-and 
equnl amountJJ of dnnJter. 

"So I'm in this cavern. and l'\'e 
already destroyed three livrng 
st.11tues,'' any~ Ren. finishing an ale 
and ordering another round. " when J 
conw acrol:iS this scroll thut musl be 
rut old n.s the hillli s u,.rouuding the 
cavern. 

" The scroll snys thot. in the valley 
of Shemar during the light of a spec· 
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ial full moon, o ship will appear thal 
carries the treasure of the great 
King1> of the Sk}·. ' Well,' J says Lo 
my~lf, 'that's a fine kettl~ of fish.' lt 
just so happens that this full moon 
occun. only one~ every 500 )'t'llrs, nnd 
It 's due lO hoppen tomorrow niJ?ht 

"Unfortunately. I have en appoint· 
menl th:it evening with a ci•rtilm 
wizard, und r dim~ not a nger him by 
missing it. So f thought you fine lads 
might like the chance to recover lhCI 
trea~ure of the Sky Kings. All l ask 
in return ts first pick of the magacnl 
it~ms and a tent h shnrl' or the trell· 
sure. Naturally. \Vt'

0 ll draw up a 
contract and gave the guild of mer· 
chants and Ow guild of thieves their 
shares to make SUil' th.it none of us 
ploys the othertJ false. Well, fru~nds. 
are you in or out?" 

The shares for the two guilds amount 
to 10% of the to~I \•nlue oflhe treasure 
cs~ to each guild). nnd these 11hares will 
have to be paid w1lhl11 tw() w~ks Qfthe 
completion oflhr• adventure Failure 111 

pay tor discovery of any attempt!> to 
cheat on payments! will \mng the OM 
IOKpired wrath or these guilds down on 
the PCs Mercy as not encouraged 

Ir the PCs ngree to the deal, Ren give$ 
them direc~tons lo the valley but sends 
them on n route tha t gets them there 
al\cr the moon has rii1Cn ISO they will 
not realize that the ship arrived before 
this evening I The only other lnforma 
tH>n he gives th<'m, \\hen pressed for 
more det.ails. is lhat the ship is said to 
he in talters. As no on« would expect o 
sailing ship Lo Ix• locotcd in the hills. it 
must be magicul. Ren alM> wnrns thern 
to be far away from the vallt-y by sun· 
r ise, as leg~ndary magical constructs 
huve been kno\\ n nut to survive the 
light of d.1y. If the PCs IU!k to see lhe 
scroll lhat Rt'n fo und. he clo ims that the 
thin.it 'burst int() maf{tcal ruby name!! 85 

soon as he finished reading at. 
Re n of the Clonk. high t:tr: AC 3; MV 

12; Tl5; hp 79; THACO 13; li\T l. Omg 
by weapon tJpe: S 16. D 19. C li, I t'i' , 
W 9, Ch 17; PP 95-:;, OL 95~. FT 90'l, 
MS 95~. HS 95'l., ON 55<1, CW 95'l-, 
RL 75<'°: ML 15; AL CN: special elven· 
made, c:ht11n mnil clnok with mnJptnl 
inner lining of cloth fhu a pocket that 
acts like l.l bag n( /mlrftn/l Wtlh 30 CU. (t. 
volume limil). Blow,: hitting the cloak. 
which can be pulled around Ren's fig. 
urc, do only on~· half dam,nge. The clot1k 

gives Ren a balle AC 7 becaus the li r1ka 
are so fine. 

Ren doesn' t inte nd to m1ss out on the 
fun entirely. He plans on wat.chang from 
a safe hiding place near the sh ip while 
tht! PCs do the hard work. tr the PCs get 
ant.a too much trouble. how<.•ver, Ren can 
provide up to four potions of eat her 
h~ohflN or rxtra h~alinl(, but he will 
then expect a larger percentage of the 
treasure for doing part of the adventur· 
ers' work. Ren wtll nut show his face 
unless the PCs are chased ofT the boat 
or take severe losses (the wizard can· 
celled the appointment, he'll claim, so 
he just happened alongl. 

For the Dungeon Moster 

While the complele SPELL.JAMMER 
rule!! are not neceasary t" run this ud 
vttnture, thl' following information is 
essenl\al to unders t.anding the concept 
of playm.K AO&D games in space. The 
PCs m this od\•enture will be able to 
team something nbout 11pacefaring 
ctviliuilion but will probably never 
leave the ground. If the adventurers do 
establish control of the derelict ship, tht• 
OM can restrict 1t w traveling near the 
planet's surface much like a balloon. 
Thc.l PCs' st:arch for more information 
on their prize <nnd the DM's acquisition 
of the SPELLJAMMER boxed set ) will 
prepare e\'eryoM for new and exciting 
odventures in wildspace-and beyond 

Wilds p ace 
All the celestial bodies within s solar 
syst~m float in an airless void called 
w1ldspace. As b~:ings move hijfher in 
alti tude on a planet's surface, the 
atmosphere becomes thinner until at 
last it becomes vacuum. Creatures con 
suit breathe. however, because an enve· 
lope of air clings tQ evt•rything that 
p!1S8es through the atmosphere. This air 
nllows normal survivAl in wild.Apace fnr 
a shQrt tune al leut The lorger the 
object gomg into space. lhe more air It 
~arries along with it. 

Furnaces 
As early and primiuvc forms of mol1vt' 
power in sp<ice , (urnacC.lJ take their 
power rrom magical items (more modem 
forms of apell.Jammer helms are powered 
by the living spell energy of a priest or 
mngel These magical items nrl" fed into 
11 fu rnace and are destroyed to power 
the ship. Magical items that cannot be 
destroyed by lire <by bemg melt.ed or 
burned> are unaffected by the furnaco 



ond provide no power lo tht' 11h1p. Ni a 
rule or thumb, the furnace"' ill function 
for one wettk f<>r every 1,000 11>!) worth of 
ilcms fed into it. 

While the furnace generates mng1cal 
energy LO lift the ·hip tnlO w1ldspacc'. 1t 
must he• ul!l.'d In 1."0njunetion with its 
attachl.'d helm lo control the ship's d1 
re<:lion while• in the air 

ThP term spel(;amm111g refors lo th11 
con"ers1on of magiwl t•ncrgy directly 
into motive force for ships m spaC'e 

Tbe Hel m 
A ship travels through wildBpuc:e by 
means of it.s helm. u magical de\•ice that 
converts mal{icul cncrizy mlo motiw 
force, the push that moves the 1ih1p from 
planet to planet. A lllt\~l' or pr1e&t sit"' 
nt the helm ond octi: as a controller 
who. w1th t.lw power of thought, moves 
the t'h1p through i;pace. The helmsman's 
natural sen~s are magnified by the 
J>()wer nf the helm :;o that he cun see 
things around the ship us 1f he wen• 
standing on the deck. The ship becomes 
an extension ofhlB body and moves in 
response to his mental commands. 

The Halcyon 

If the PCs follow Ren's d1rect1ons. 
shortly after moonrise on the st"cond 
day they enter o valley ~hat is heavily 
fore11ted olong its rim. The vegct11tion 
becomes shorter down the slope of tht> 
valley until 1t disappears alwgcther at 
the b<>Uom. The narrtlW valley floor is a 
dry creek lx>d of smooth stones, now wet 
snd tlhppery with yesterday's rain. AF> 
the PCs descend pa.st the lree lrne. they 
can clearly see the galleon re~ting in 
the middle of the valley. From severnl 
hundred yards away. they also mell the 
odor of 11poilcd, rotwn meal. 

The &hip iu..elf is in tatters. There are 
ripped find rotting sails on the masts. 
and the ropes have become covered with 
an oddly glowing moss in the 24 hours 
the ship has been in the ntmosphert>. 
Numerous fist·sized holes puncture th«" 
hull of the vessel, and t he wood of tht? 
hull is blenched fl Rtrange gTay lhnl 
glows in the moonlight. Severn! rope 
ladders trail off the Bides of the ship 
The rear mnsl Oies the skull.and· 
crossbones. which flaps strongly e"en 
I.hough there lll only a slight brCM!:te. The 
nag was enchanted lo do this becau11e 
wild.space has no wind, ond the ship's 
former coptain liked to see his standnrd 
nappmg on the mast. 

The go.lloon was caught near the pion 

et's surface whi:n ll ran out of magical 
items needed t(l furl 1t:; furnact•. The 
spectre captain of the IJa/~yon crash · 
lund~d it in hopell of lurwg on board 
some creatures with magical items to 
f£•t•d his !4hip'i. Curnacti. Hi11 goal 1s to 
destrO\' ull lifc· evervwhere in the• uni 
verse:and a spacef~rmg ship 1s JUtrt the 
''eh1cll• w lwlp him nccomplish hl!i 
mission-1r ht:' can get 1t off the ~'Mund 

The spectre. a fitting commRnder for 
this ghost ship, has placed most of the 
skeleton crew inlo a suspended state tas 
bulls of bones; see page 321 in order to 
nvmd frightening anyone he lures onto 
the eh1p. If the adventurers ore too 
much to handle. th<> spectre simply letli 
them leave in peacl'. rr the captain ft-t:l!I 
he has n chancr against the odventur· 
1·rs, lw uttacks UI eapturt- ony magical 
itllms the PC5 might hnve. The OM 
t1huuld carefully play out the actions of 
the spectre capuun in the follnwiug 
manner 

The spC'<.'lre first spends .c1 b'Teat deal of 
time observmg the PCi; The advcntur 
ers should (eel they are being wat~hed 
nil the whit& that they are on the ship. 
Charact.ers C)('Casionotly 8'."e o mo"1ng 
sht1~ just a1 the ed!!:e of vu;ion. but they 
ore never sble lo lei! JUSl whut thut 
11hape 1s. When they try w check out the 
Rhap<-, they find cold areas of n d11Tercnt 
Lempernture thnn the rest of the ship 
Occasionntly they see a miiity fate in o 
ceiling COrner, II r11ct• that Stares Ill them 
but always vonishes when they try to 
C(lmmun1cate with 1t. 

After at least 10 such cncountors. the 
spect:re will l ry t.o gaugt? tlte power of 
the PCi:. by directly attack mg one of 
them. lf a single PC mo"ei> away from 
the group, the spectre isolates the ad 
venturer by locking door11 to the area: 
then he attacks. If the PCs never sepa· 
rate. the spectre attacks when the party 
tries to leave the i1hip 

Spectre captain: AC 1; MV 15, Fl 30 
CB>: HO 7 +3. hp 50; THACO 13: IA'r l: 
Omg 1·8; SA energy drain <two life 
levels>; n being lot.ally dru1m-d or lire 
energy becomes a spectre under thl! 
control nfthe spectre that drained htm: 
SD + 1 or better wenpon lo hit; immune 
lo alt•tp. claurm. huld. and cold·bosed 
spells as well as poison and paralJ7.a· 
tion; holy water doe 2·8 hp damage per 
via.I; 11 rmst dead spell kills 11 spe<:lre; 
lhis spectre is turned as a vampire; ML 
15: AL LE; XP 3,000; MC. 

Note: The SPELL.JAMMER rules 
encourage adv<'ntmc designers to mnd· 
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ify the statist1c'l of crea~ures encoun· 
te,red in wildtipace and on lipaccgorng 
vesiwls. These changes nmke the mun. 
Rters a Jillie fa wr or e little tougher in 
order tQ prcstml surpra!K:S for players 
who ha\•e goWm used lo uttncking thPSe 
creatures on-planet Wildapuce affects 
monsters m mnny unfitthomohlt• wny11, 
ond such changc11 make c:ncounwnng 
evt>n formerly "n1w1dane" creature?< n 
unique Pxpenence. 

Explorin~ the Hulcyon 

1. tern CaSlle . 

The deck 11; covt•rl'd with tt whitt?, 
chalky paste. There ru·e mun) gastw1:1 
and holes in thl' flooring. us if cata· 
pull rocks had punrhcd their woy 
through the deck and the dnma1,~ 
hnd lx..->en hastily ptttcht•d. The nm~· 

1.enmrun (aren lAJ Oles thl' p1rou.­
nng. Then• Ill !\Oft\t' type Of tlllnpUlt 
on thu• deck. 11nd n desk or t.11hll' is 
placed nelll the masl. Two 8<'l8 of 
narrow stairs lt-od down to tht• nu1tn 
dl'Ck . Se\•ernl bumpy piles or colortd 
bonci; litter the area. 

lA. Mizzen mast. Thi& mulll has the 
rope nod Oirs the pirnt~ flag. 1f the flag 
is taken down, it ceases flappinj( and 
wlll not nap again, even if run back up 
Lhe mn11L 

Alflo attached t.o the mast. et ubout 
hcttd lw1~ht , 1!\ o huge gold com dr1vtin 
thruugh with o lhin iron spik\•. Tlw cnm 
111 largl' and shiny. worth about 10 nor· 
mol gold coins. There is a picturl• or n 
vaguely !Ip1derlike creature on Ont> s ide 
of the coin and un image of nn msectotd · 
shaped vessel on Lh~ other side. 

I B. Catapult. A pyn1m1d of heavy, 
block. metallic rocks <iron meteors) 
stands ready to be loudcd into t he cOU\· 

pull und flung ut. eMmws Sc•1ode the 
pile of rocks is a t>et of tools and a pHe of 
plnnkang LO r1,>pp1r the deck or tatapuh. 
should either toke a hit 

Colored bones arran~ed in lumpy 3 
spheres can be founci in large ond smoll 
piles all O\'Cr the stern castle deck. 
There are three st>ts uf ~pherical pil~!I of 
red bonl's, four sets of yc·llow bones, {Ind 
t wo set!! of golden bones. Merely touch· 
mg A ball of .bones wall ntit uct1vatc its 
magic. but any shorp tap or attempt. to 
pry loo~ a bone causes the ball to 
spring apart snd mngacally rorm mto ti 
skeleton •almost always a humanoid 
skeleton>. 
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THE HALCYON 
1 squarea5' 

Stern Castle 

• 
Through some quirk of residual 

magic, these balls of bones seem to 
attract the very things that will acti· 
va~ them. lf I.here is a stack of catapult 
balls nearby, it is sure t.o topple over l) t 

t.he most inopportune moment. Missilelf 
that don't hit. enemies seem to unerr· 
lngly .find their way int<i the piles of 
bone.fl. You get tho idoa. 

The different colors of the bones show 
the type of work the skeletons were 
designed to perform . Golde11 skeletons 
maintain the sh ip and fix holes in the 
bull: they never attack, even if attacked 
themselves. They will grab up tools ju st 
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as they animate and can uppear qui te 
menacing even though they only want 
t.Q move about lhe deck to repair things. 
Red sk eletons are fighte rs assigned to 
force aliens from the ehip; they espe· 
ciaUy attack 8l\)'one who casts a spell. 
When one r«I skeleton is alerted, the 
first. thing it does is activat~ as many 
others as possible Cit can activate 10 
skeletans per round if it does nothing 
else>. Y~lww skeletons are wheel-lock 
pistol troops; their weapons are h idden 
at the center of each sphere of bones, 
reac:ly to fire when the skeleton s prings 
loose. These skeletons especially attack 

metal·armored invaders and a lso load 
a nd fire the calllpult. 

Wheel-lock pistols ore simple devices. 
and the PCs should be able to use them 
nf\er th!! fi rst t im · they ol>surve 11 yel ­
low skelet-0n use one in bottle. A half· 
charge of smokf' powder (see area 1 O> is 
placed in the barrel of the pist.ol, ~hen a 
bit of wadding is insel"ted to hold in the 
powder. A pistol bullet, large enough 
not to fall out, t!'I next forced down the 
barrel. The remainder of the smoke 
pou.telrr is placed in the firing pan of the 
weapon. A wheel mechanism is cocked 
back, and when it strikes a spark, the 
pistol fires. 

Skeletons: AC 7; MV 12: H D 1; hp 7, 
4 . 3 (red skeletons), 7. 6. 6, 21,)'ellow 
skeletons), 5, 4 (golden skclet.on~ ); 
THACO 19: #AT I ; SD immun() to fear. 
sleep, charm, and hold spells: cold-boSt.'<i 
a ttacks do no damage; edged or piercing 
weapons do half damage: holy water 
lnfl icL'4 2-8 tip damage per vial; these 
skeletons are tu,.ned as zombies: ML 
special; AL N; XP 65 each; MC. 

The red skeletons attack with cut· 
laa.ses fDmg 1-8 ) once each per round. 
Yellow 11 kelet~ms use their wheel -lock 
pistols CDmg 1-4; one roll of 4 , an addi· 
tionol 1-4 hp damage is taken; subse· 
quent rolls of 4 add addit ionnl damage I. 

JC. Captain's Station. The captain's 
station is a se~ of s tacked, locked chests 
forming a 4'·tall table. Each of the three 
chest.s is locked with a heavy padlock 
designed to open with a magical word . 
Each lock is trapped lo shoot three 
poisoned needles at a ny unauthorized 
person who tampers with it.. 

The lowest chest is loaded with solnr· 
system charts made from some type or 
reptilian hide. There are also blank 
sheets, ink, a nd mapping materials in 
the chest. The solar charts wilJ be inde· 
cipherable to characters who know 
nothing of spelljamming and a re there· 
fore useless Wltil the PCs learn more 
about the spacefar ing universe. 

The middle chest holds three huge 
books . The topmost book is bound in 
metal a nd is wizard lnrked (at 7th 
level>. When forced open without the 
use of magic. this book explodes m a 
10d6 hp fireball The book deta1l11 cer• 
lain informaLion on the known space· 
far ing races, what these races desire, 
and how to deal with them. It also 
presents a detailed set or SPELL· 
JAMMER ship drawings and notations 
on the bei ngs who usually crew these 



ships. (This information, or course, rnay 
be given out by the OM directly from 
the SPELWAMMER boxed set. Other· 
wise, the book simply explodes when· 
ever opened.I 

The second hook is a huge tome on 
space law and how to command a ship 
in wildspace. It is trapped JUSl like the 
first book Cnnd contains information the 
OM may distribute from the SPELL· 
JAMMER set, if this is desired>. 

The bottom book 1$ a magical volume 
about L2" wid!' and 18" high, with 10 
pages. Each pnge shows a picture or 
some cype of food of the DM's choice. 
Any person can reach into the p1ct ure 
and lake out up lO a ton of that food (In 
several hours of reaching and pulling). 
When the ton of food has been pulled 
out. the page goes blank. It is possible 
w "reload" a page with up to a ton of 
any one type of nonliving thing t hat is 
small enough t.o fit through the pagt! 
size. Perishable items are ma!.~cally 
preserved. and a picture of the new it.cm 
magically appears on the page. The 
pagelt may never be removed from thi: 
book. The book is worth 5.000 xp and 
50,000 gp. Jt weil(hS 25 lbs., no mnt.ler 
how much is loaded int.o its pages. 

The topmost chest opens to show two 
smaller cases, each conw1ning a won· 
drous wheel-lock pistol. One case holds 
a black pistol, ammunition and powder 
for l 00 shot.a, and 10 bu I/lots + 2. Tht 
other case holds a red pistol, ammuni· 
t.ion a.nd powder for 100 shot.~. and l 0 
bullets +3. Each pistol is made from o 
smooth, murblelike substance. These 
pist.ol1:1. unlike others of their kind, will 
never jam, misfire. or explode. There is 
no magic in these weapons; they are 
just. unusually well made. 

Forecastle. 

The deck is covered with a wet. gYay 
chalk.like substance <the result of 
mixing rainwater with dust). The 
mast here is splintered but upl"ight. 
There are two ballis tas and several 
piles of bolt.a on the deck. Near each 
piles of bolts are several sets of red 
bones i.n oddly spherical pill!s. 'IWn 
sets of narrow sta.irs lead down to the 
main deck. 

The foremast (area 2A) is a weatheTed 
timber holding ropes and spars filled 
with tattered &ails. The pulleys to raise 
and lower the spars are ln perfect work· 
ing order. 

OM or the bullistas (28) is weather· 
beat.en and seems tO have been repaired 
several times by the evidence of the 
different colors of wood used in its pnrts. 
The other ballista C2C) is shiny and 
new, with polished wooden parts all the 
same color and what appear to be ru· 
bies. opals, and emeralds embedded in 
its crosspiece. 

The new ballista is nctunllv a killer 
mimic. The spectre coptt,in has allowed 
this monster las well rui other types of 
monsters> to live on the ship in order to 
tes t the powers of s trangers who come 
aboard. 

Mimic: AC 7; MV 3; HD 10; hp 50; 
'rHACO 11 : I AT l; Omg 3 ·12: SA body 

WbeelALock Pistol 

Cost: 700 gp 
Weight: 5 lbs. 
Size: S 
Speed Factor: 10 
Damage: Spec1ul 
Rote of Fire: 1 shot per 3 round11 
Rnnge: Short-3, Med.-6. Long-9 

The whccl·lock pist.ol is an unlrust 
worthy and erratic weopon. On a to-hit 
roll or 1 or 2. lhe weapon backfires, 
inflicting 1·6 hp damage on the user 
ttnd fouling its firing mechanism. It will 
not fire again until cleaned, a process 
that takes 30 minutes. 

When the pis t()I ~ores a hit. it causes 
i ..,i hp damage. If a 4 is rolled (or dorn. 
age. another four-sided die is rolled. ond 
so on . Thut1. it is po..~ible for a pis tol to 
inflict large amounts of damage ton 
target (lhnugh it.'s even more likely 
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is covered in glue; SD comoullage; 
ML 15: AL NE: XP 3.000. The gems 
embttdded rn Lhe creature 11.re real. 
There are two opals lbase value 500 b'l> 
each), four I urge emeralds <worth 1,000 
gp each), ond seven rub1ei; (worth 100 
gp each I. 

There arc S<!ven piles of red skcleton.s 
if given more than a light tap If the 
PCs struggle with the mimic. it is quite 
possible that tht• skt•I •tons will be ncti· 
V8Led 8B the SCUffiC moves OIOUnd lhl' 
deck . 

Red skeleto n5 (7): hp 8, 7 Ix 3>. 6.5. 
4: for complete statistics, see area I B. 

that 1l will explode and injure it.s user>. 
H1i.:h slre111,<th ur dexterity never 

modify the ull.tick roll or d11m11g1..• from 
a wheel-lock pistol. 

Light Catopult 

Cost: 500 gp 
Range: 2,500 y11rtl11 
Oamnge: 2-20 hit f)l)ints 
Crew: 1 
Rate of Fm .. 1 hot per 2 rounds 
'l'HACO: 16 

Medium 8alli11h1 

Coi;t: 600 m> 
Range: 2,000 ynrds 
Damage: 3·18 hll points 
Crew: 2 
Rote of f' irc: l shot per a r0\1nds 
THACO: 14 
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M uin Deek 

Two sets of narrow 1tta11·s lead up Lo 
the stem castle, and two sets lead up 
lo the forecastle. A SN of narrow 
uurs leads down to what must ht' 

th cargo deck. There a.re two &turdy· 
lookiog door& t.0ward the bow section 
thot would lt-ad lo the cnpt.run'M cabin 
und quarter'ff for \'CPR on a normal 
11h1p. Anuther sturdy door at the 
t1tC'rn should lead lo stnroge holds 
and the galley. 

The mainmast nM'~ rnll from the 
ct·nter of th0 deck. und the ~rJ(o 
doon; arc closed and tied down with 11 

hcovy canvas, The deck glenm" with 
polishing 011. its aroma almafrt mosk· 
in~ the foul odor or rotting meal thnt 
permeates the ship. 

The skeletons retain BOme memory or 
tbctr former imihng duy~ und ot\.••n 
apend centuries scrubbtnJt and pohRhing 
lhe d('(;ks nr tht'lr dert>lict vcs.setl. 

3. Rope, Llne, a nd Anchor to r n ge. 
Bloelung thtt doar to lhn1 nrcn 18 u pyr11 
mid or 25 golden ba 1 h1 of bone11. It ill 
nucc~ to rmive them to open the 
door into the 11t.orage 11«l1on. but nny 
aharp blow will activate the skeletons. 
Wtll'n activolt'<l, thetW 11keleLOn!l t.akc 
b.orrols or dt'Ck Oil and lwgan to polish 
the 11tern ctlBtle and forecastle of the 
ship. Thtly will never atuick th(• PC:. 
even if uU.ucked them!l(!lves . 

This storage area is filled with fresh 
ropc·it. new sails. and anchors. Non of 
tb~ material has been UliCd since living 
humuns crt>wed the 11hip. The 10 a;o. 
gallon) borrels of deck 011 ore highly 
fltunmable; if expost'd to name, each 
" '111 t<wneraw o boll of fare equol too 
10d6 {irel>all, llCtlllcrmg burninK oi l 
over a 100' ·diameter area and hurmng 
for 1040 minutes. 

Golde n skel t-tons (25): hp 4 c x 25>: 
for complete s tatistics. see are11 1 B. 

4. Forward S ta teroom. Opcruo., the 
door to this 11tAteroom uct1vot.e..<> 10 yet . 
low bolls of bones armed with whc •I· 
lock ptBtol.t< ttht! door 11tl'1kca them as it 
opens). 

Yellow skcletons C 1 Ol: hp 8 ( x 6>. 7. 6. 
6. 4; for con1plele statun1cs, see area 18. 

1'h1s room uppears l.Q be the swteroom 
of n rich women Silk and satm curtail\8 
cover the walltt, ond p1llr1ws are strewn 
over the floor. A lady'ff writing desk m 
1>nt• comer is rat!atly pilt.'<l with writ ing 
mat.cnals and letters wnt~n an" 
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stranM~1 11Cr1pt tr magic is used t~ read 
the scrolls. the PCs find that they delt11I 
the buying and tic:ll ing of goods from one 
planet lo another. This accounting Wab 

the job or lhe copwm 's wife when the 
ahtp was used by the living 

Tht!r-t- 111 a canopy bed agninsl the rur 
wall of the chomht'r; it. loo, 111 pilvd h11(h 
wi th imtin p11low11. In the comer to the 
lef\ ()f th\• door II' ttn()th('r pile C>( piJIUW11 
that hides a cht>St that iii bolted to the 
noor. The ches t is locked. und trapped 
with ti poisoned nc•rdle CMve vs. po1t10n 
or d ie an 14 roundsl Inside the chetrt i6 
1.000 i;p in gold du11t diVld\'<l Int~ fi"e 
ascks. A hidden Cf>mparlment in lhc- lid 
of tht> chl'J't conceulR n sack of 50 pearls 
<buse v11lue 50 f!'P l'llth) 

5. Capta in's Cabin. Thi11 cabin bar 
OOrS 11 p111r of hUf'CUVBll1 the former 
capi.ain of the llalcyon and h1t1 w1fe 
They have polyrrwrphc<cl themselves into 
the S<'mblnnc:e. or normal humans a nd 
ll.ppear rr1end1y when th~ Ctlhin door I~ 
opened , hut they attack as soon 815 any 
one g~ts too close Adventurers wnh 
anfTiwi11ion nnd not hnndicnpped by the 
heot of o torch should be able to lell 
that thC'se are undead. S uch adventur­
er will not be ll'Uf'J)nsed by lhe atuick. 

Huecuv n (2,: AC 3: MV 9: HO 2: hp 
16, 15; THACO 19: IAT l ; Omg 1-6; SA 
da.seo11e !save va poil!On or loiK> one point 
each or !ilrength and conshtuuon per 
day unleAA healt.'CI by a (Ure d1s11at.t 

spell; doat h occurA when one of these 
&e0reB rea,e,hes :r.ero>: SD hit only by 
llilvcr or magical .... eapon11, turned U" 
wight&: these huecuvas are 1mmun~ to 
nll m111d· influenc1nis spells M well 1u1 

pouson, cold·bns.ed attacks. nd paralyi4· 
tton; ML 11: AL CE: XP 270 Mcb; MC 
chcucuv1t ). 

The captain's cabin is very 11part.nn. 
h()ldini;: only a btid, u sea chest, a table. 
two benches, end o large desk . Open on 
the deflk is 8 large logbook or the sort 
usecl t<) det rul the normnl nct1v1lles ofa 
ship. Many of Lht! poges have crumbh.-d 
into powder with uge and mildew. but 
several leaves Ill th<· front and back or 
the volume ntO in D better tfUlle or prt'8· 
ervat 100. lf the PCs are very c:nrefu I, 
they can rtiad thl.' following log en1T1c.<1. 

Day I ~ His Majesty's Ship Hokyo11 
sets aail today from the s hores of th<' 
Swur.f Coast and Candltkeep t.o 
emhnrk on a voynge or commerce. 
May the gods fo''OT us with foir 
winds and no pirates. 

Oay 289: This morning we citme 
across o stra nge wreck near the 
island or Minuu·n. Storltn. the ship's 
wi1..ard, ins i&l(•cl on bringing tiboord n 
st ill·burning magtrol furnacl' nt· 
wched t-0 u huge chair. I protested, 
hut QUr cleric. Znrlan, was equally 
insistent on bringin~ iL aboard. 

Oity :JOO· Our ship n1es! Storlln, 
usml( the records di1>COvered on 1he 
wreck found month11 ogo. hnB learned 
the secrets "' the t;pclljcunrncr fur· 
nnc:e IQ.!I h t> cnlls 1l) I le htii. 1.1uro~ed 
In getting u.s into the 01r liken bird 
ond reports thnl thl:'rE." tire vns l riches 
U> be made in the sea of "w ildspacc." 

Dny 499: We huvc d1scoverl.od thut 
our best·selhng trade 1lems nre 
weapons known a.! whuel· loc:k pistols. 
Tlwy t1ren't very rchshle. but ull the 
races we have seen wtll pay hand-
110nwh• ror th~•m . Proflt.8 wer" n~ver 
thie gOOd selhng timber and fi sh on 
our own wQrld. 

Ony 567 Tuday the <1h1p came 
ucro!'S a s trange s tone coffin flolltmg 
an wildspuctt. Zarlin is fascinated by 
the thing and neglect.s his der1cal 
dul1«~ w 11pcnd all hi1 t ime studying 
i~ I sholf spcnk lo hlm nbout thu1. 

D11y 569. Storlin lhl! rnu.:4.! hn.11 died 
of natural causes. He was n fine m n 
and dld hiioJOb wel l. I have placed his 
body in lhl' •tone coffin und covcri.td 
It tn thl' lrt1dit1ont1l herbs or hi11 CUI · 

ture. He will be buried on his home 
world whun nt'>tt w f' make plnnctfoll 
there. 

Day 572: Some str(mge undeud 
creoture has otuicked the ship! We 
ore (1~hl1ng ll with everyth1n11 we 
huvt.>, but it k~ps t11ki111( cr~w nwm 
bers one by one. I don't know wh 

The sea chest cont.tuns a pair lone 
block. one redl of the>.'le special wheel· 
lock p1sU>I thut nevc-r misfire L~ area 
l C > ln addition to the pistols, ench 
weapons case holds ammunition und 
PoWd r for 1 00 s hots. The case lhnt 
holds the block p16tc>l nlso contains 10 
bull~c." + 2. The other case holds an 
equnl nmounl of ammunalion 11nd pow 
der plus 10 bullets +3 

The chest nlso hotels spar~ clt'llhl'11 for 
the captain, extra boot:s." pair of fine 
matched throwing daggers, and Lwo 
sncks co11t..a1ning 100 ap each. 

door in the far wall operus into urea 3 



6. Helm11men•s Quarters. When this 
chrunbcr i11 opened, on ogre skeleton 
auacks.. It first fires its pistol, then 
atrike:t with 1u lists. 

Ove skeleton: AC 6; MV 12; HD 6; 
hp 40; THACO 15: I AT 2 (fi U! ) or l 
(pistol>: Omg 1·10 or by w apon type; 
SD immune t.o •l;-~·p, charm, and hold 
spelh1 nnd cold·ba11-0d ottock11, half dam. 
age from edged or piorcing weapons: ML 
special: AL N: XP 650; MC tSkelet.on, 
Mons~r). Tbi11 ogre skeleton Ill ormed 
with a normal whecl·lock pistol 

The chnmoor h1111 two bt'<is, onu with 
red covers and the othor with blue. A 
red sea chc11t ond hlue sea chest sit next 
to a amall blue altar. The red sen chest 
is wizard l«Jt1.1tl BL the 9th level and is 
filled with 11 w1zard'11 robes and equip· 
ment lf the aecrct c.omparlmenL in the 
side or thl' chest IS discovered, the PCs 
can recover a potion of hralmR. a 1mck 
with 10 emerald!l Cench worth at least 
500 gp>. Md a ecroll wit h the- following 
spells: rk>udlu/I < x 2l. rorvun tltm~ttlaf 
r x 3), Drowmv'• tn..•ttmt ummon.t r X4). 

The blue sea chest. 1s unlocked and 
filled with the bclongmgs of a denc of 
Puth. Thi•rt' 1s 11lso a 11mall "uck contain · 
ing 100 gp from nn unfomihor nation 

The alt~r holds a s tatue of Ptah and a 
t!Ct'oll lubo. Upon th\• scroll within the 
tube are wrnten the following iJpella: 
ob~c11rttm1•nt l x 3: in udd1t ion to normal 
effect.a, thcMl .spells cret•le nir for o. &hip 
in wildspseel: rottti! df'ad I x 21; ronlrol 
Wf!Olhrr( X3). 

The marble of the altar is pure while. 
When onyonc who is not tl worshiper of 
Pt.ah t,ouches or takes something from 
the altnr, the oltor turns jet block 3nd a 
sulphurou• odor fills the nroo.-but no 
other effect.11 occur. 

7. Speltjammer H elm. The door to 
th is Men is wuard locJtrd lot 7th lrvel), 
and the walls and door are .sheathed in 
brass. AB soon a11 t.hey open the door, 1he 
PCs ar nttockcd by zomb1c11 

Zombies 15>: AC 7: MV 12: HD 2; hp 
16, 14 , 11 , 10, 9: T HACO 19: #AT 1; 
Dmg by weapon type; SO immune LO 
tl~ttp, chorm. and hold pt'llB as wcll u 
det1th mnjf1c:, J>C)l">n11, tmd cold· based 
attacks, holy water doe.a 2 8 hp dam.age: 
thcac tomb1ei; are turned as ghoul•: ML 
special; AL N; XP 65 each. MC 

The i.omb1e' attBck with n wheel·lock 
p1stol in cmch httnd (lice page 33 for 
damage I. firing one pistol per round. 
They do nol. rclond oft<>r the 11ccond 
round: instead, t hey draw their cut· 
lasses and close in Lo attack. 

The spelljammer helm 1 o huic choir 
formt'd in the shape of a crouching 
black dragon. lf the (urnace is being 
powered by a ma,gical item and a pracat 
or wizard sit& on the helm , the hip will 
lift into space (or merely into the 11ky. 1f 
the DM is not yet ready for spa~foring 
adventures). 

Attached to the bn.ck of the helm i11 a 
huge blast furnace with a large mt>LBI 
grate. The furnace burns constantly and 
c.nnol be put out. tu1 1t 1a powered hy 
some unknown type of magic. When 
magical items are put Into tht' furnace, 
the entire device glows with a blue 
radiance, telling everyon(• th{IL tht' 11hlp 
is powered. On the wall beside the fur· 
nace is a set of in11truct11>rui in a magical 
Kript that gives direction" for uamg lhl.' 
spelljammer helm. The directions al.RO 
detail t.he power-up time for mony typus 
or magical itema !roughly one week of 
power per 1,000 ltp valu~ or th(' it<'ml. 

Potion of wttge1.1it.v•21 
Scroll of protttt1on 

from acid 
R1f11J Cl{ djinnr 

summon mg 

I week 

3 week~ 
Stoff of pou•u 
Necltloct of odoptot1on 
Hrlm of ultpoJhy 

12 Wf't'kll 
l week 

3 Wt!'('klJ 
10 Wl' b 

Don't even think u\)()ul it' 
Vorpol blodt 
Artifact 

As noted earlier. sitting on n helm 111 
ao experience like noth ing a char11clt>r 
has ever eneountered The 11rut~'<l ~r 
son (if he is a epell-casterl becomt!s Lhc 
eyes und ears of 1.hc ship, with scns.:s 
radiating in a ll dir<?Ctioru. He can hear 
nnd see everything around the • hip ond 
ean fly the ' 'essel with thought com· 
mands. The helmsman can olllO ht>ur 
and see within the ship !which allow 
him to stucfy the star charts!. but this 
concentration reduces outside senstt• 
tiona t.-0 au.sty, ghostlike images. 

[f the helmsman leovea hat ~at. the> 
ship wiU stop whatever 1t is doinf{: 1t 
will fall if there is gravtty to pull the 
craft down. In :ttmospharc, the ship ~1n 
tnvel about as fast u n small hawk can 
fly <Fl 36 CBl). 

8. Chart Room. When the PCr. opC?n 
this locked door, they d111eovc-r u room 
that has been ripped opnrt. ShrC!ddcd 
parchment. lies everywh~re, ~attered 
over the broken wooden furniturt' Ink 
and writing quills ha\•e beeo thrown 
about, and seven different chest.s hav(.' 
been opened, looted. and complel~ly 
destroyed. 

JAMMIN' 

9. Galley. Thts door and lhe deck ond 
cc1lang orouod i t are covered tn somo 
typ-0 Of )'t'JIC'IW mold. lf a CRrt'fuJ lnSpe<· 

t.1on or the edges of t.he door ill mode, the 
PCs also learn that a bit of brown mold 
cnn be iieen at the floor tind c:e1ling 
edges of the door. 

Yellow mt>ld: AC 9; MV 0; HD nil: 
THACO 16; IAT l ; Dmg 1-8 : SA poison· 
0011 sport'1; SD delllroyed only hy lire, 
20'l magic resistance: AL N; XP nil. 
MC. A ronttnual hght spell renderir the 
mold dormant (or 2 .12 turns Any roujlh 
touch hos a 501} chaoce to rcleruie a JO' 
cloud of spore:> th11t Cills the i1rcm. Any 
crcat\lre eaught an the cloud mwn sn11e 
ve poison or die . 

Brown m old: AC 9; )1\' 0: HD ml; 
TflACO 19; IAT nil; Dmg ml ; SA free2 
ing; SD nbsorbs heat: Al N: XP ml; 
MC This mold grows by obo;orblng heal. 
bul dire-ct sunlight kills It The mold 
drnins heat for 4-32 hp dnmnge per 
round from beings withins·. There IS 

nut enough oft his mold at the cdlff's of 
the door to react to people in the areB 
unless the PCs apply lire to the floor 
(cl\usmg the mold to double an sii:cl. 

The room beyond is filled with bro\\n 
mold th11t hus ml•de everything In tht· 
'J(o llcy useless. 
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JO. Storngti Hold. This urea holds 20 
barrels of one import.ant mgredaent in 
the manufacture of smt1k•' powrfcr. An· 
other 20 barrels of the second required 
ingredient are stored in the cargo hold 
on the st~eTagc deck I area 20\. 

$m(1kr powd4.'r as a magical mixture of 
two inert subst-0.nccs that. when com· 
bin1•d, f(1rm 11n explmiive mix. A smjfle 
charge of smoke powdt'r innict.8 ld2 hp 
damage. 1\vo ch11rges inflict 2d2 hp 
da mage, three charges inflict 3d2 ht'· 
and so forth. A 11mtJke powder t'xplos1o·n 
tha t causes 30 or more hp damnge af· 
fects e\'erythm~ w1th1n a 5' radius. It 
takei. one charge of powder to f1re a 
wheel·lock p1atol 

Each of t he 20 barrels here is it)· 
scribed with lh~ sytnbol of an c.:xplocling 
rock abov~ 11 compfirl! . Also in the orea 
a re 50 sacks holding 500 wheel.lock 
pistol bullets each. 

11. Cargo Door s. These doors are 
held tightly shut with cnnva~ and rope. 
There urc four bulls of bones !golden 
skelel<>ns) oround the door11. When acti· 
valed. these skelC!tom. opvn the cargo 
doors and move the rnnst pullt•ys to 
prepare for looding cargo. 

Golden s ke letons (4 ): hp 7, 5, 4, 3: for 
complel(.o statist ics. gee areo IB 

Corito Deck 

If the PCi. come down the stairs from 
the r<.-ar uf th<.- tihip, they will see noth· 
ing without t1 light source. I( the party 
brings light. read the following: 

From the stern stnin>. you can see two 
doors ut the stern of the ship, but these 
are shatlt-red. TI1e foul odor of rott ing 
meat is strong here. The boards of the 
hull Rlld 01.lOr 3rt.• sponli)', (lnd mold 
sprin!,'S up al every touch. 

I( the PCs descend the forward ~tums 
with light , read the follow111g . 

You can now see unother set of stairs 
beside you that must go do,vn l-0 the 
sl.ceruge deck oft he ship There are 
two door frameti tn the bow. but the 
doors of both ht.we been s hatten'd. 
Th<' stench of rottmg ment fills the 
air. The wallR nnd tloor are soft. and 
clouds of mold are raised whenever 
you move your feet . 

12. Cr ew Qua rte rs. Everything in 

this ftrea was ripped apart long ago by 
butlling iombaes. A careful search of tht.' 
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arcn reveals 38 sp, several sets of boot • 
tlnd lots of ripped panu: nnd s hirts. 

13. Crew Qua rters. After opening 
the door of this area. t he PCs see 13 
hammocks holding 13 sleeping "men " 
lf a nyone enters the area or d !sturhs the 
s leePer , the PCs are uttacked by these 
13 zombie crewmembers lhp 14 each: 
see arl!a 7 fo r com1llt.1te s ta t istics and 
armame nu. 

14. Cargo Ooors. The canvas thnt 
once covered these doors is ripped and 
s1>lnttered with ' 'i.'ry old, drted blood 

15. Compa nion way. A hn1·mless, 
blue. rnusty lliold hrrows on thl! deck in 
front of the s tairs and Lhe donrs to areas 
16, 17, 18. and 19. Spore clouds r ise up 
when the PCs wolk hon-. hut this is 
merely a nuisance t-ncounter. 

16. Cr<!w Qu a rte r s . This area was 
clenred of tht.• crew's personal ell'ect.s 
ond is oow fill<>d with 100 bross·bandtid 
chesls. Each chest contains two wheel· 
lock pislols and 100 bi1llets. The pistol.ff 
are now and have only been test·fired . 

17. Officer s ' Quart.e rs. Opening th1t1 
door causes an immediate at.tack by 10 
yellow skeletons with wheel.lock pis tols . 

This area hilt! been treated with deck 
polish. and all the wood glt>ams. Besidt­
the three set.s of double-decker bunkll 
are six stron~ly made sea chein.s. Each 
chest holds wt'll·made clothes for hard 
work at sea. a sack of 50 gp. and several 
weapons la cutl rll!S, 11 whecl ·lock pistol 
with powder and bullets (or 12 shots. 
and 1·6 daggeral. 

At the s tern t>nd c>rthe chumber Is a 
small alcove with o table and benches. 
On the table is a s trange game board 
with silver and i-;old pieces. When uny· 
Onl.' upproache11 within 3' of the game, 
the piec~s be~in moving uround th,• 
board in strange patterns as 1fby 
ma~ic. The 10 gold pawns are worth 5 
gp each nnd the 15 s ilver pawns have a 
value of 3 gp each. Then • 1s no way that 
the PCs can discover how t.ll ploy tho 
game. even if they consult a sage. IWI 
alien onjlin insures tha t the game will 
remain me~ly no inte reiiling curiosity 
I worth 1,000 b'P if sold as a set>. 

YcUow skeletons 1101: hp 7, 6 1x61, 
1 I x 3>; for complete st~tistics, see 
area 1 B>. 

18. C rew Qunrte r11. This chamber hllB 
been wrn apart. Severn! hmken i;ea 

chcst.s are lying about, and ripped cloth· 
ing covers the floor. A careful !14:on;h 
reveals 59 cp and 113 sp among the 
dehrii;. 

tr the PCs movl' into lhc chamber. they 
alert thC' Lhree shadows that dwell 
within. These shadows are much smart~r 
than the a\'erage creature oft hat type 
They trail the party throughout the ship 
tmd w111t until the PCs ure ntt11ck1.'<I by 
some other monster. Then they join the 
attuck with lheir chilling louches. 

S h a d ows (31: AC 7; MV 12; HD 3 + 3; 
hp 20. 15. 5: TH ACO 17; IAT 1: Dmg 2·5 
plus specinl, SA 11tren1,tth drnin (one 
point with Qoch I ouch>: SD + 1 orb ttcr 
weapon to hit; immune to slri:p. clturm. 
11nd hnld spells: unuffec;ted by cold· 
based attacks: ML special: AL CE: XP 
650 ""11ch; MC. 

19. Crew Qua rte rs. Wht1n tht: door is 
opened, o loud creaking can be henrd 
coming from the 15 hammocks tn this 
11reu. It uppt.mrs thnt nil of the hum· 
mocks are filled with ll)eepers. ~ently 
swaymg as 1f the shlp were moving ut 
sea. The sound or anoring t.>choes loudly 
m the small chamber-but all the ham· 
mocks nre actually 11mpty. A ft.>w 
illu111on1phontasm spells of o. minor 
nnturt- provide the efl~ts; I\ Ningle 
d1spd 111(1111<' spell will t!llmmate all 
such spells herein . 

Therti are 15 sea chest.s m the r(>0m, 
all filled wit,h the clothes und belong· 
ings of common sailors. Each chest 
holds 11 cutlass or muce. Careful senrch· 
ing reveals n total of 48 (,rp. 193 sp. and 
97 bronze coins. 

Steer a ge Deck 

Th1!! areu b; dark until tht• PCs bring m 
a light source, which will show the main· 
mttl'lt s ticking up from tlw dt-ck. The n1r 
smells sweet nod spicy, io s harp con· 
trast to thl• rest of the ship. There art­
numerout' barrels in this ar ea, but dust 
is e"erywhere with no lrncc of foot· 
pr ints marking travel ncr<>&> the deck 

20. Cur go Ho ld. Piled 1n the cu.rJ!O 
hold are 20 bnrrels of t he second inert 
chl'm1cal needed to make tunt>ke µQwdt•r. 
Each barrel conies the symbol or o 
campfire below an expfodjng rock. 

Also m the hold ts a s lone sorcopha 
g us lsee "Coffins of Creat ion"! with its 
lid bashed open by the spore mast, 
which shifted during o slorm. 

Inside the coffin . under a layer of 
spicy herbs, arc the remairu; or fl wit.Ard. 



The sp<.-ctrc wns rekoi;ed when tht> 
roffin broke open. and he used the mog1· 
rnl pow •r~ or his formrr I ift' w tAke over 
the ship and create the other undead 
that crew the vt!ssel. If th !l~trc 
hasn't auacked beforC! now. he bl~gm~ 
h1~ t1ttt1c:lu1 when the coffin 18 discov 
C!rcd Any dorna"e dime ~ thci rlcmi body 
will nt~ t\ll'cct the &J)('Cltre. The body 
wenn n rmJ: uf pro/('ftrnn + J. and 10 
d1amonds <ench worth 5.000 gpl clln be 
found 1n n pouch oround the dead 
muge's neck . 
Al~ in the hold ore 10 magical 

throne Ench t1m1.• 11<1rnt-onc ~·~ 1m ont' 
of these, a contmual light sJ>Qll 1llum1· 
nutc11 the 11rct1. The• Lhrom'!' nrc ornntl•ly 
CllJ"VOO into tho forms or Sill Inf{ ftlOnlJC or 
\'llrt()U~ l )'pcli. 

21. Pantry. This area is filled with 
the prov11.11ons a humnn crt•w nt>t-ds for n 
six·month voyage. Thl\ food ond wot r 
ore: Cl•nturu:s uld and thoroughly foul. 

22. Brig. The brig ~ion 18 separnt<'<i 
from th<' hold by n larg1:. heov1ly bnrr<.>d 
door. Looking m. one ct•n set.• !IOmt' type 
orfur-red body wvered m hea\')' chnins. 
A poir ofbnrrel are plocl•d clo111.' In tht' 
body. and u musty mcll pcrmcale11 the 
art>n. It ' " nt."CC!i.'lary Lo force the door 
OJ)Gn to korn mor{'. 

The creature ly11lg 10 th<" chamoor 1w a 
OC'Olft, ll nwmlwr or ll t;.pllct:i:oinl:( l"Ql'(' 

lhnt. resembles 0 CrOS8 ootwecn O We>ff 
spider nnd n moray ~el. It is aware or 
the PCs but wunt.8 th<'lll tQ oix·n tht' 
door and free it from its chains before il 
revenl11 itself flt knows at 18 u terrify in~ 
si~hl lo h\1mansl. 'l'h • ncogi oppeitr11 
wt>nk bu1 is actually quite rcody to do 
bottle if nl!Ce~nry 

The ncogt WOJI ruptured by thr llpeclY(" 

JUlll befurt.• the llr.1/rytm cra11hoo on the 
planet. The spe<:trc decided to 11pnrll the 
crenturt' JUBt lonG enough Lo determine 
the IOC:lttiOll Of It$ hOrnCWttrJd. This 
mrnrroguuon wus anlvrruptcd by th<' 
•ml•ri:t•ncy which cu~ the crash 
londmg of t ho •hip. 

The golden.furred ncogi ltl n mt!mber 
of I hC' royul c:IU..'t!I on it.'I planet. nnd by 
tradluon is unable to kill 1lt«'lf even to 
/\VOtd .:1v1n.r up ll.S f,'l'Clll t<tOrl' Of know!• 
edge obout neoin c1v1liuHion. lt will not. 
however, disclose suC'h information 
unlt-11& st rong mutuiurc:s urc UJK'<i 
ogamst it. 

Ir gM~n the chance. the noogi tell!! a 
story of tht• p1rntc :th1p'~ cnwl ro1d on 

lta peucl'ful trading 11h1p. It 1m11st>1 thot 
its rncc 1s n mild and peaceful on~ mtcr· 
f.'i.ted only in 11prending trnd1• through 
oul the spherc11 tt10lor ystems1 fl will 
try to convince the PClf thut 1t should 
lllk • commnnd u( the /loleyon nnd hl·u1n 
trading on the PCs' bch11lf m the outl\r 
rcnche.~ of t he 11olar l»Yl»tem. 

The nl'<>~ 111 ac:t\lolly on odvoncc 11Co11t 
who was copturt'<I while invcstll!Oting 
tin·~ wh,•r<• humuns 1n tht' F<!rJ:Olll•n 
Realms might ~ t1uft:ly attacked nnd 
en11l1wt'<l 

Ncol(i: AC 3: MV 6; HD 5; hp 21. 
THACO 16. IAT 3: Om~ l -311·3' 1 G. SA 
po1110nou.s bit~ llllWt' or bi.· ,/011 .. ·cl for 1 
rounds>; ML 12; AL LE. XP 270: ce 
l.nr1•boolt of th(' Vind. pngt•. 83 I , tn tlw 
Sf>£LLJAM~tEM boxed .,cl for more 
1nfornuu1on. 

Nl'ogl 11re ~hort <3' u11l 1, furry. e1rih1. 
limbed creoturNi. Their crf)(lntlike 
ht•11d11 or~· bore, tind their mouth,i tin• 

filled with n!X'dle sharp t<> •th The rur 
of thtll n~'O ... 'i Ill dyt.od n SfOldt•n culor 

Concludlng the Adventure 
Rc•mumhf:r th, t the clvt'n 1hi1•fRl·n ;, 
waiting to help 1he res 1rhes n(.>(•dcd 
There ore SCVQrrtl opportunities for 
light.s that might r qu1rn h1111 tlll'41t1tnnc1• 
This NPC 11hould nol ~ WJCd to do the 
work nf tht' PCic, how<•wr 

Even if the PCs don't need Hen's help. 
he! will op~ar a.11 UHl}' lenve lhe ship 
Ren w11nt11 to m11ke 1'Ur • th111 ht! geu. 
more lhan hut foar share or C\•erylhtng 
Thl.' murblelike no n11to.fire wht.'ol·lock 
pU1tols or<> of special intere t lo him 
Ren wJu: one of them and n !fl.lppl.) of 
ommunit1on (11' h111 nr ... t pick ()f the 
mog1rol items. He olso ofTer11 2,000 h'P 
ror each of the other mnrblt.• p1o;tols. H 111 

mt11f1cul clonk ullowl! him to carr)' 11 

lnri:e number of these weupo1111 nod 
11nythin1-t f l*'<' of 1nlt'rl!~t thnt tht• U'rllUp 
hru; found 

Iftht• PC!I confrc>nl h•m about his 
stor~·. Rem act11 very surpri~cd th£1t they 
didn't lind Lhe treasure or thl' Sky 
Kin.is but pc)tnl.8 out th(• oll\'1ou. ' ·uluc 
oft he ttcmi; 1hey hnN• found. 

Tht· rnnrn trcnsurc in this ndvt'nture 
tM th\l whc l·lock p111tols. Th~· mt1ic1c11l 
rurnoC'e and helm are or possible llilC, 

but Qnly if tlw OM 11\ w1ll101: to b..•g1n 41 
SPELL.JAMM EH comp111gn If the OM 
doe!ln 't want l<I denl with llpoc-c travel. 
the 11h1p ~hould vnnash the nrxt day, 
especially tf one of the PCs loi--es any 
ma(.ricnl 1lt:m thot rnn power tht• 11hlp 
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Tht• llpt.-ctre tli only 1nLOrt·!lkd in jC\•tt ang 
oll'Lhe plunl'l 

Only four of the wheel·lock p1stoh1 nre 
of tht no-nuf!Or ·type. All t he rclJt will 
misfiri.' o!Wn und with dangeroU.11 conac· 
quMCi'.'H for lht'1r Wl4'r.t If you ft•(}l th{lt 
this weapon won·t unbnlance y<1ur 
t;tunc. you . hould feel free to !IU!t(K'lld 1t11 
m11>1irini; rrnrK'rtu·"· "" 1•xploding gun11 
con become very u~Nlm~ to your PC 

If you hnvc dt-c1ded to nllo" tht• nd· 
vcnlur1•ni h1u~1:1he !!h1p 1n thr nlmoio­
pherc only. you cun hove a lot of fun 
"'11 h nennl <>ncount1•r11. Th1•n• 11r1· nil 
sorts of Oysnit monfltl\n lhut w11l tuki.' 
nn lnsuim d1sllkt> co 11 tuullng hip 1n 
their mrtipoce c In o rclnh:d vt.•in. 11ec thc 
D&D' module "Prldl' of the Sky." m 
DUNGEON• 1:.:;uc "20.1 

Sc"tirul i,:ood d\'cntul'<!1> could lw 
.:'•ncnat •d wh••nc•vt•r th11 hip lnnd~ nt•ur 
a town. a o \'ltrtl'lv or c"il nnd neutrnl 
NPC11 ttnd rnoni1te;11 try tu ~teal the lllilp 
from lhe PCo1 nr mc·rrly loot 11 

Otw n1L't' tlun~ nbllut th1N !Whtp ll' thot 
II. COnl\Umt.'l! nll\J:ICtil Jlt•m11 tr \'(IU !ind 
thot your cumpu1gn is in troublt> ht-· 
ctlUJll.! tht!r11 i11 too much mau1c umon~ 
your choruct1:r11, thu~ 11h1p c1111 ""'lvt.• thnt 
problc•m. JusL ~ ~ure not tu hund out 
muny mun• 1ttt1~ in the mt.'1111wh1lt'. 

I Coffins of Cr~ntion 
t-;oc:h or the . • !ltone dC•\11Ct.:S l!f Ol 
tunL'tf lCl U difforcmt type of undcad 
WhM n hum11nnid body 111pluct-d1n 11 

<:flffjtt Of ('l'{'O(UJfl. the mugit or lhe 
d,•,•1ct.• takt•.s 4R hourn w crt•tlh• tht: 
Bp<.'<'ific ty~ orundl'ud for which th1• 
coffin '' 011 enchant('(). 

Tht· n•1<ult1n11 und1•1td crNatur,• •~ 
unusually 1n1clligent for il \)' pt.' tn 
•• dd1t1on Lt> 1t~ ul'\dN1d obi hi 1('1>, It 
n•tninjj rn11ny nf th"' pow1•r11 hnclud 
1ng itpt'll cmning1 tt had when ohvt•. 
A long n,, it~ body ht·:i in tht• cuffin. 
lhc undrud crcaturc 1s myt1l1cttlly 
llnkt•d lo ll!f former hell and cnn b 
cuntrt>lll•d hy thrcat••nmic tu dr:.troy 
us remnins. 

The ruling WltnrdH or tl long·dead 
ch•1lt~tion crNtted thcoit• t:l)mn~ and 
used them to grNH ndvanrn~e 1n 
th •ir effort ltt conqu~·r ull of kno" n 
space. They would use the coffi1111 t1J 
cn•:ut• powt•rful undend crt>uturu11, 
then rcmom Mfoly M home wh1k 
theqe mon11ters lVere ~Ill to ntlack 
their enemies Cl 
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INCIDENT AT 
STRATHERN 
POINT 

BY MATTHEW MAASKE 

Some get what they 
deserve-more than 
once. 
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Matthew has ; ufil fini shf'd helping a 
fru.md complete Qn I I -minute, J6mm 
film titled Awaken for a course at the 
Unwus1t:; of Nebraska. Tht' film is 
about a high -school student w lto '" in­
volved in reading fonl06J' and Ncwncr 
fiction, und who learns thl• hard wa.y 
that the opprooch that Conan ur Elric 
mi}lht take lo soltnng a prt>bh-m or not Sf7 

successful in real l1fr Mallhetv's work 
fc.~t appeared in DUNGEON'- Adu1tn· 
lttrcs 110 f" The Art1so11's Thmb"J. 

·· incident at Strathern Point " is an 
AD&D' adventure for four t.o six char· 
octers or 8th-10th level {about 45 total 
levels>. Any mix of character classes 
should find this adveulure cb1lllenging. 
but evil -aligned PCs a.re inappropriate . 

Players who prefor rolling dice over 
problem solving may not enjoy this 
odventure si nce it has an investigative 
element that requires thought and good 
role-playing skills. It is not a good ad­
venture for players who need to be 
firml y guided by the OM. 

Most of the adventure t.akes place in 
Strathern Potnt , a stone-walled trading 
station that the OM should pince on the 
rocky bank of a river within a moderate 
d istance from a city in his campaign. 

This adventure utilizes the AO&D 
~nd Edition Playl'r's Handbook and 
Dungeon Master's Gu1d~ hut will work 
easily with tht' l s l Editton rules. The 
creatures encountered are taken from 
the 1st Edition Monster Mnnu nL'l ftnd 
FIEND FOLIO' to me. 

For the Dungeon Master 

Since h is removal from his milit.ary 
p<>sition for his violent, uncontrollable 
nature, Dineon Croneneth has been th e> 
warden of the trading station at 
Strathern Point. A p<>werlul captain. 
who was a friend of the family, helped 
Croneneth purchase the trading s tation 
over a decade ago a nd aided him finan· 
c1ally for some time. The captain's hope 
was tha t the sedentary life of a mer. 
chant would ease Croneneth's cruelty. 

Bul Croneneth's savage nature was 
beyond help or cure. A blow to the head 
from a frightened mare demented him 
1n his youth, making h im into a mali­
cious being. Gossip and rumor c:luimed 
that he had even taken the life of his 
own mother. 

Through the years at Strathern Poi nt, 
Crooeneth had taken three wives. He 
abused them lerribly, and Lhe first two 



d11~d as a r~sult of his ra~es. But the 
Lhird, Vals ino, was able to escapu. 

One day the r ich and adventuromc son 
of n fallen noble family nrrived aboard a 
r iver vessel to do business with Croncn· 
eth. His name was I<ulc Seybeok. and 
h..- came from Adakk11n Strold. Becnuse 
of inclement weather. Ka le was forced 
tu Ktuy at Strnthem Point for several 
duys. During th is t imt'. h<· witnes!*!d 
the severe treatment Cont!neth deall his 
wife and found he could not t-0leralt• 
such behavior. His ouract ion to Valsina 
and sympathy for her plii:ht no doubt 
inOuenced h is Judgment. 

Being an honorable man, he chal· 
lcnf(ed Cronl'rwth lo I\ duel. But the fair 
duel soon becume nn honnrless b41ule. 
nnd I< ale was forced t~ u11e magical 
mcun11 to ddeut Croncnct h . On one of 
his many Journeys. Kale hod discovered 
n u•1•1/ of many wcrld.~ I~ the 2nd Edi· 
lion DMG. page 181}. He e nded the du!!l 
und sent Croneneth to thu Abyss by 
knocking him bnckword rnt.o thC' 1JJ{'/I. 
Kale then returned to Adakkan Strold. 
t.akrng Valliinu with him. 

Bui. Croneneth had not b<.-cn defNit(-d. 
While wandtmng lhe Abyss planmn.,: 
his r~venge, he exchanged his humon 
fo rm for that of a bodak He gathered 
forct"s behind ham nncl now, v.dth tht' 
help of a powl'rful ond loyol magc in the 
Abyss. plans to return to finish hui duel 
with Kale Seylx.-.ok. 

Bt!a ting a Dead Horst> 

The first encounter of the udvcnturc 
occurs along u road only n few mill's 
from Stratem Point. Tht> road run11 ncnr 
the river and eventually reaches thl' 
l r11dmg post. H's up l~> Llw OM tu pro· 
duce: o moti\lotlon for the party lo he 
traveling on this road. The re8J!On 
should not l~ ""ry pre1Q11ng. 1\s curiosity 
1s 1.hc main fnctor for drowing the PCti 
llllt> the adventure. ff tho PCs have 
stronger inclinutioniJ lo other punm1t.s, 
they may bypa811 Straihern Point. 

Rt•itd or pnraphrase tht• followmi; . 

AA you trnvcl along. you come acro88 
two hort1t•s in the middle of the roud. 
One 1s quite dead, and lhe other 
nibbles at the grass. heedless of 1ta 
prmner's condit ion . Two humans 11rl.' 

Jtttempung to pull the dead horse orT 
the road . They see you upproaching 
JUSl as yo-u SC4! them, ond I ht."y rc•dou 
bl(' their cffons but ore unoble t <> 
lfluve the Cil re ass. 

Drawing closer, you c:1Ul make out 
more details. One oft.ht> humans is a 
woman who wears clothes far more 
colorful than the common peasant , 
Her light brown hair i11 d.rawo back 
into a ponytail. Except fo r her 
hooked nose. she is quite attractive. 
The other person is an equally at 
tractive man, tall and 80lid, hiR black 
hnir also 111 u shor t. ponytt1il. The 
couple sc1•m very t ired, and i t is 
quit~ clear that thuir health is not 
the best The woman has several 
bundages on her limbs, 11ncl t he 
man's ten arm is in a s ling. 

The pair are polite and thnn.kful yet 
appear ashamed to need help if the 
party s t.ops t.o move the dead st.Ced. 
Through conversation, lhc PCs con 
l~arn that the woman's name is Cytara 
nnd the man's name is Morzar. 

At this point. ask each PC t.o make an 
1nt..illigencc: check. Those who are llUC· 

ccssful re me mber th11 t Cy111ra is a fo. 
mo\Js bard and the leader of a well· 
known performing troupe CMorzar i11 oae 
of the performers). If confronted with 
t his focl , Cytara will not deny it, but 
s h1: will WSCU,SS the !IUbJect no rurthC'r 

Cytara's t roupe hns iwe n some diffi 
cult lltne!I oflate . On th(• previous dn_v, 
~ht' led her hand 1.co the now-abandom•d 
trading po.<1t at Strathem Point. Her 
reat!Ons for going t here were personol 
rather than professional. Cyt.ara wont('<i 
U> n -cover sonic items len behind by her 
girlhood friend Vulsina t1nd lo fi nd in· 
i;pirat ion for n ballad ba11ed 0 1\ her 
fr iend·s Ifft, What t he gToup found there 
instead wa11 u band of hordlings stra ight 
from the Abyss. Althouich badly 
wou nded. Cyta rn and Mnn.nr managed 
w escape from the monsters. They were 
t ht> only ones of the troupe or seven who 
1mrvived the encountar Ito their know). 
Lodge) and have been flc:-etng since then. 
Now one of their exhl1ustt•d mounts hus 
suddenly djed 

Cytara i!! very suspicious of stranf:ers 
and reveals ht tie to the PCs about what 
happened a t Stratbem PoinL lnstcud. 
she tells the pnrty that she and Mon.ar 
hti''l' just returned from the trading 
11t-at10n , where they had t rouble with a 
fc>w aailors who did not. like their per· 
formance. She does not trus t th ti party 
lcffpt.'Cially if it includes a wizard). OC-.. 
lieving them to be connected lo lhe 
hordlings at Strathern Point. Cytara 
hM little rl't;pt.><:t for those who carry 

INCIDENT AT STRATHERN POINT 

weopons and make t ht'ir li\•ings from 
killing, but s he keeps h4!r dis tas te to 
herself. 

Cyta ra reJCCLS off en: of help and to. 
tolly refuses to have any spells cast on 
her or Mortar. She is \•cry relucta11t to 
answer any question11. Cytora poht<'ly 
bids th e purty farewell nt the first good 
opportunity, guiding htlr one 11,•e mount 
uwoy with Morzar follow1nl{ hehmd, 
s ill'11t. and weok. 

If the party uttempt.s lo ~retly follow 
them, Cytnro and Morzar head d1r('('tly 
for the nean-st town and find lo<lginj{. 
Spells such as ESP muy l>t! used to lenrn 
more of what happened at Strothern 
Point. Wh1h• 11 '11 up to the DM to dec:1d1• 
Just how m uch to rcvco.l. the party 
should reallie Lhat C.vtara 1s not bt'1ng 
entirely truthful. If no one· 1n lhl' pnrty 
draws this conclu.~1on. the OM mny 
huvc to drop hmt~. 

Cyt ara Thrace: AC G: MV 12; 06. hp 
4 <28 ir<:urc:d r, IAT l ; Tll ACO 18; Omg 
by ispell or weapon l.yJ){': $ 13, 0 Hl. C 13. 
t 15. \~· 13, C h 16; C W 80'L DN 301!, 
PP l O'l, RL 3fifl, ~f l. 12, AL N: lcnth r 
ormor: spells: rnui mog1<'. fighl. fcuthtr 
fall. atrenKlh , tn•b: nonweapon prol'icien· 
c;1es: musical inKtrum1.mt, singing. dnnc:· 
ing. gaming. 

Mon.ar Broodox: AC 7, MV 9; F4; 
hp 5 <29 1f('Un'd>: / AT l ; 1'1tACO 17: 
Dmg by weapon type: S 17. 0 12, C 14, 
1 7, W 10. C h 16; ML 12; AL N; studded 
leRther armor, war hommt>r: nonweapon 
proficiencies: singing. cookm.:, anim1tl 
lrnndling, garmng. 

Stutbe ro P oint 

If the PCs contrnue a Ion~ the road. th~y 
l'vcntuully conw upQn Strnthern Point. 
The doubll'·lowered s~ruc:turl;' 1s built 
along the edg{' of a steep, rocky r iver· 
bunk where the road hm~ wandered 
cloM.> to the water. One tower was built 
level with the road while the second 111 

ut the bottom or the elope n~o.r t.he edge 
of the r iver. The towers arl' )Oined by a 
Ion.: s t-0ne causeway that provides ac 
cc&!:! between the two levels , 

Strothem Point was built to pro\'ide a 
woy for Wlll{onloads of c11rl(<l to ht• trons. 
ferred from the road ohovt to the river 
boaui bt'low Through the• years. the 
vnrwus owners of t hc st.at ion have mode 
comfortable livings by charging for this 
service. a nd by buying and selling mer· 
ch11nd1se theml'<!lves, But as the porty 
will l!OOn discovt:r. all trading activititls 
lwre hnvc> corne to a hull. 
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l . Unloading Bay. 

Read or paraphrase the rotlowing. i(the 
PCs approach Slralhern Point from the 
appropriate direction. 

An obvious wagon path departs from 
the main road and passes beneath an 
nrchway, entering into the structure. 
Another archway of the same propor· 
tions ia set in lhe east wall; the trail 
emerges from it and joins up with the 
main road once again. The archways' 
large, rusted hinges suggest that 
doors once bung in the openings. 
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In the southwest corner or the 
unloading bay stands a stomoch·high 
platform of stone capped by a wooden 
top. A trio of barrels stands to the 
side, and a 10\ square hole in the 
south wall opens just behind the 
platform. A flatbed wagon sits beside 
tbe platform. The ceiling here is over 
15' high. A door set in the west wall 
seems t-0 lead into the main tower. 

This place has been abandoned for 
several weeks. Those PCs who are keen 
observers can deduce this by various 

clues. The deep w11gon rut.sin the now· 
dried mud show that the wagon' has not 
been moved from this spot in quite son1e 
time. The barrels nre empty and clean 
but are marked to belong to a Krahgor 
Valdora ofUparden. The opening in the 
soulh wall leads to the chute described 
further at area 4. Anyone listening al 
the opening may he1u· th~ activities of 
lho inhabitants or area 5 below. On a 
successful list-ening check <as by a 
N.)KIJe), the PCs hear the loud sound or 
shattering wood. 

2. Croneneth's Ch ambers. These 
chambers were the ones most fre· 
quented by t he proprietor. Di neon 
CToneneth. The largest room was his 
personal study, where he was most 
likely to be found musing over money or 
docttments. A brood fireplace is set into 
lhe west wall. 'l'wo lanterns sit on the 
mantle. and logs oa·e slacked w the ten 
side. The place is furnis hed with t>e\•eral 
plush chairs of red velvet and a very 
tall writing table. No one will be en· 
countered here, and the only thing that 
the party can find of real interest is a 
small oaken cudgel standing in the 
southwest comer. Careful examination 
shows that this stick Is battered and haa 
old bloodstains on it. 

Most official business was conducted 
in area 2A. This small room i11 fur­
nished very simply. having only a large 
desk with spaces for chairs on bot h 
sides. The desk drawers contain only 
records of business trao.sactions, the 
lasl or which took place ab-Out a month 
ago. Apart from qullla and other writing 
supplies, there is litUe of interest to be 
found here. 

Area 28 Is a closet with which 
Croneneth took gpeeinl care. A lock or 
superior quality Csee page 36 oft.be 2nd 
Edition DMGJ secures tJ1e door. 
Croneneth set up a trap here that is 
sprung by anyone passing the threshold 
and stepping on the pressure plat-e jusL 
inside the door. A thick plate as long 
and as wide as the small room shoots 
out wilh great speed (see Closet Trap 
diagram>. The plate is set aboul s· from 
the ground and strikes in the shins any 
person in the chamber, tripping him 
forward onto a bed of spikes mounted on 
top of the plate (for 3d8 hp damage). A 
potentiaJ victim may avoid being im· 
paled by making a dexterity check t~ 
support himself with the doorjamb, a 
fellow party member, or some other 
protrusion. 



A row of draweni is mounted into the 
woll 11t the fur end of the closet. Each 
drawer is seeur~ with a loc.·k of excel­
lent quality. lnside the drawers, aepa· 
rated and sorted by wooden dividen1. is 
Cronencth's wealth. There are 2.117 sp, 
1,910 J>f)), 164 ep, 34 pp, and thrt.'t! sllv~r 
bars worth 250 gp each. 

S. Be dcha mbe r. 

Rt>ad or paraphra84'l the following if the 
PCs climb the atatr~ LO arQll 3. 

Moving up the stairs. you find your· 
selves 1n the middle of a spuc1ous 
bedchamber /\ railing separates t.hc 
stair-well from the rest of the room. 
Ahhough the chamber is richly deco 
roted, not.bing in the room seems to 
mutch, being n hodgepodge of what 
seem to be acquired bargains. 

This chamber is where Valsina, 
Croneneth's third wife, spent her time . 
Its many windows ovl!rlook the yard 
and the road that stretches pa.st.. The 
heavy shut ten can be closed in bod 
weather. Thi! r0<1m 16' furnished with 1t 

bed. wardrobe, vani ty, and wruih baBin, 
Gowns are drnped over the l*<i 11nd thu 
vonit.y, und a pc11r of open, empty lrunk11 
seem to Indicate t hot the former inhab· 
it.ant left in a hurry. 

U lhe PCs search the place for vnlu · 
ables rand they most likely will1. they 
find several item,11 or worth and interest 
There orc.i three gold and silver rings 
worth 100 gp each and n pair of leatlter 
shoe." with fancy silvei- bucklea worth 
350 gp. A Oat. UJllocked chest beneath 
lhc bed cont~ins a motheaten wedding 
gown and a jeweled veil worth 500 gp. A 
letter. never delivered. can be found 
tucked away in a small Jewelery box \n 
the chest. The lett-0r readN: 

Dearest Kate. 
I 4m writing 10 you lo keep m.y~lf from 
going Insane. 1hls room Is haW1tcd and I 
fear for my li(e. \bu must belleue 1rw 
They came lo me. demanding that I 
remoue my m frror and slluer brush. They 
begged me lo leaue Dlneon before he 
killed me. Now I cuish lhnt I had listened 
I haue grown uery fond of you ill these 
f cw short days. Please be care/ul. If 
Dlnoon should el.H!r find this leUer. I'm 
sure he wilt kill both of~. 

Wilh a desperate lleatt. 
Vctlslna 

D1sturbing anything in the chamber 
spurs t he appearance ofCroneneth's 
two former wives. Delaina end Janel. 

CLOSET 
TRAP I 
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The PCs have probably not yet learned 
t hat Crooeneth had a very nasty per­
sonality that grew more intense wit h 
time_ Dehuno ond Janel were both 
killed. vict im!! ofCroneneth's murder· 
ous rnges. Hi& harsh treat.mc•m of them 
transformed their gentle natures to 
ninllce and cruelty; the pnir have oo 
come apparitions. Delnina attempts to 
s urprise lhe party by appearing from 
the southeost corner, nnd Janel cuts the 
party olT by coming up lhe stairs. They 
huvu a prejudice: uguinf!t lorge mtile 
fighter types and will use their strangu· 
lation attacks on such chnracu~rs lirsL 
They will not nttuck femal1: chart1cters 
unlt'88 aUacked by them. 

Apparitions <2l: AC O; MV 24: HD 8, 
hp 40, 37: /AT l ; THACO 13: Omg by 
suggestion: SD silver or magical 
weapon to hat: ML 20; AL CE; FF l~ 

4. Corgo C hute. What mny first ap-. 
pear to be 11 corridor 1s actually a chute 
ustld to get cargo from the road to river 
boats docked below. Kep or barrels were 
taken from the wagons in the unloadinl( 
bay Careo l land tossed or rolll!d down 
the chute. A large net of t h1c_k rope 
stretdll'd uer()S!I the bottom of the chute 
caught. the barrels Csec area 51. The 
chute ts made uf ttmooth worn ston1:--so 
smooth that the PCs will htwe a very 
dtfficult. t ime climbing or moving on it. 
Refer to pages 122-123 of the 2nd Edihon 
Playf'r's Handbook If the PCs attempt to 
move up or down the chut~. The condi· 
don of the surface is smooth, cracked, 
and slightly slippery, reducing move. 
mt>nt to one·thlrd the normal rate. Have 
the PCs make dexterity checks for any 
events tbat may cause them to lose their 
footing and tumble down the chute. A 
fall results in 2·8 hp damage, Md the PC 
finding h!rruielf tangled in the net below. 
requiring one round to be freed. 
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15. • to re h ou se. Al 1.he bottom of the 
stair!! that run pnrutltil with the cnrico 
ch111.e tills the rh•er.1t1vel wnrehouse 
There 11> another waist-high platform 1n 

the n<irtheast cor"'.'r at the bo~tom or 
the chute. Here tht' barrels and casks 
are caught In a lu_rKe net and moved 
into .11tor1.1ge or lolldt•d ubourd riv •r 
boats An archway to thl' south lead!> 
outside to the dock. This openmg pro 
vides the only 11luminat1on (or thl' 
chamber. Several barrels ond tEJ.ljk.s 
conuuning fish oil ho.ve been &-t.qrt>d 
near the plnl form. 

In the center of the chamber. a pair of 
horrific, disfi.iurcd being!\ noisily shut· 
ter kep and casks and devour their 
cont~nts. The party automat1colly hl!ors 
lbis commotion before entering the 
chamber. These creotures art! two uf a 
trio of hordHngs loyal t,o Chroneneth 
who have recently orrtved bere from the 
Aby11s.. These twc> are rt'lut lvely unint.:l· 
ligent and rely on the third ond most 
powerful hordling for guidance. Yet , ot 
the sighl of thtJ pany. lhey will know 
thnt intruders i1re l<> be dealt a swirl 
death and will attack immediately 

Tlw first crettlUtt', Shelitargus. is or 
hum.on height. The &onl of its <liscoid 
head sport~ a single horn. It has one 
~mall, sunken eye and tiny sht.s for nasal 
passages. Drool falls from 1ttr snw·tootbed 
mouth. A bristJ("d maot' runs down the 
length of Its bock, ending nt a swi11hing, 
barbed tail. It methodically 5mashes 
craw with its short, thick arma and 
taloned handi>.. The second creature, 
Sz.a.2.Sgus. has a bald. wedge-shaped head 
resti ng on the end of a long neck. It.s 
large, round, blank-wh11.e eye$ open 
abo\•e u mouth containing many :1mall 
fang . It hunches over, supported <1n 
short bowed leg~. but its arms are long 
and thick. ending l ith pinc~red hand.a. 

In combot, Sh£•IU.1Lrgus uses 1ts acidk 
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1:1p1tll\• until tht• p<1rty closes the gap for 
melee. AL close quarters. the pair uses 
their cht\\ ttnd bita combinations to 
nltnck 'l'hl'y have m11ny 11pccinl abili 
t1ei- thnt art! foited below: the DM 
;ihoultl review t hese as well rus pnges 75 
76 in Mollster Mm1ual II before running 
any combat involving the bordlings. If n 
lmttle erupts, th1• ll•nder hordhni: nL 
OT(.>D 50 will b<:coml' 11w11n· o(the par­
ty'& presence and acL at-cordingly. 

Though the M1.>n.~1rr Manual II notes 
that only a hrinsrr l)f r/()(Jm ct1 n 11mn­
mon more thon one hordling to the 
Prune Mutt'r iul pl11n<1, t h11< i~ not <m· 
t 1rcly true. Ltm1tcd numbers or hord­
llnHH can be sent to one place on the 
Prune ~fotcr111I pl.inc• 1f tht' !lpell-cnsh:r 
himselfis on an outer plone and is ~nd 
ing them to 1t ,,~\tic location. 

S he litu r gu Chordlingl: 1\C 2; M\' 9; 
HD 7 +2: hp 37. IAT 3, T H ACO 13; Dmg 
1-6/ l 61 1 :!; SA nc1d1c !!p1ttle 12-8 hp 
dm~. 10' range, one~ per tur n>: SD 5'l 
tllfil:tC tcsi..'ll~nce. + l or better weapon 
lo hit, immune· to illusions and mcnLal 
paraly~iB Ccharm. haldJ: ~L 16; AL NE; 
MM2175. 

:iuzsgus (horclhngJ; AC 2. MV 12: 
HD 8+ t: hp ·19: 11'\f 3: TllACO 13; Omg 
l-lfl-.t rl.8; SA double 11unck~ for on~ 
round once JX!r turn; SU 15~ magic 
rcil1t1l1H\Ce, + 1 or better weapon to h1l , 
unmun1• lo lirl' nnd 11c1d; ML 16: AL 
NE;MM275 

Tu tl1c wei;t are t hree small chnmben; 
Hoom 5A holds e1ghl cols thut huve nil 
been knocked over by the hordlmg:o. 
Hert•, vuotort> could 81eep for o'·ern1ght 
!lluys (~his i& where Knie Seybeok Wf\S 

lodged>. There is nothing of value htm~. 
Room 511 hos olf!O be-en ransacked hy 

t he hordlings It wa11 filled with crates of 
prt-l'lervOO foodstuffs lhut wer~ quickly 
gobhkd 11p. The rnom 1g now ltlt.cr~.-d 
with wooden debns and what.e,•er has 
spilled froll'I the hordling:.' moutht.. 

Room 5C contmnl' 20 lnirrels of cheese 
thnt have nul yet been dis turbed by the 
hordhng lf thc bnrreli.- ure e~umined, 
the PCt. see that they are marked us 
properly of the Seybeok family of 
Adukkun Strold. Only onl' C>r the barrels 
dO<!:J not contain chee1m. Instead. it 
hold~ n woundt'CI dwarf who is hiding 
from t.he hordlings. Hls name is Ballo 
Cormar. and he 1s an acrobat in Cy. 
taro's troupe. He hos only l hp n•mutn• 
ing and will greatly upprcciote rescue. 
He believes thnt all lhe others in his 
troupe were t>lum nnd eaten lhe heurd 
:i()O\(! or them die). and he knows noth· 
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1ng of the escape of Cytnra and Murzar. 
BaJto Corma r ldwarO: AC 9; MV 6; 

T l ; hp l C5 if healed>; THACO 20: I AT 1; 
Dmg by weapon L)'JW (unarmed!; S 13, 
D l6. C 12. I 15. W 14. Ch 15, PP 15'l, 
OL lOCV. FT 10~ . MS :lO'f, HS 25ct>, ON 
15'.t, CW 75'.l, RL 10'1\: nonweapon 
proficiencies: j~1ggling. t 1ghlrope walk 
mg, tumbling; ML 10; AL N. 

Through tbe single door to the east 
lies area 50 . u Je,•el Sl()ne plutrC1rm only 
a fow yards above the level of the rivtr. 
A rough at.airway has been cut from the 
rock and leads \IP and sway from the 
landing to the road above, ending just 
east of the loudin8 bay. Since the stair· 
way is quit.e narrow, only one person 
may move up or down it at. a t ime. 
There are few (lthe:r alternatives for 
leaving the platform other thnnJump. 
1ng mlo the river or climbing up the 
steep, rocky t1lopc. Again, use check:1 
against dexUlrity 1f the PCs at.tempt 
moving about on the rocky slope or 
performing dangerou11 muncm•en on 
lhe slam>. A tumble will re1:1ult In 2dG 
hp damage. 

Venrs lhayde. the lender of lhe hord· 
hngs. is waiting here unless i i has been 
olertcd lo the presence orthc parLy. If 1t 
is nwnre of u ,e PCs. it moves lo the 
tower wnll nt thl• north sid~ of the door 
and enters 1t.s ncor-1nv1sible 11tat.e. woH· 
ing for the PCs to enter (only 25% 
chance to be seen by par ty membel"!I 
coming through the door or down the 
s tairs!. 

Venrnthnyde i1I JUSt over 10' t..ull. Its 
large, conical head sports three horns; 
point~ ears: huge, protruding metallic 
eyes: a narrow n<>tM?: and saw-shaped 
teeth. The hordling's men_acing body 1s 
s tout und wide, while its four legs are 
long and splay·hoofed. It has a clubbed 
tail and s;hort, thick atrns with equally 
lhick fingers. Armorlike pla tes of deco­
rated metal are shaped to fit its russet· 
red torso. Venra thnyde moves very 
much like ll centaur and wields n me· 
dium lance that It will use l O optimum 
effect if the situation a nd room present 
themselves. The metnl plot.es are noth 
rng more than common steel and serve 
only to protect the hordling's hidt>. 

Venrathaydc ltl1lds t.he hordlings until 
Cronen4·Lh's nrrtval fiwe area Gt It is the 
most intelligent of the hordlings and 1s, 
tn n wtw, nblc tu communicate with its 
two companions. l t.s dut.y is l() clear the 
e ntire struet.Ure of Ul\WOntCd visit.ors 
and make sure that Crone neth's return 
is kept 0 SCCr<.'t . At the time or th~· PCs' 

arrival. Venrathaydc i& contcmploong 
what act 10n to take about those of Cy 
tara's troupe who escaped. But 1t will 
drop all concern with the ent-0n ninors 
""hen confronted by Lhc party 

Vcnrath oyd t' 1hordhng1: AC 0; MV 
15; HD 9; hp 67: IAT 4 12 fists and 2 
hooves) or l ; TH A CO 11 ; Omg l -3 + 5 
for 18199 :,trengt.h 1 >< 4) or by weapon 
type; SA charge c + 2 1.0 hit and double 
d'tm11ge with lflnct1>. ti l111k1ng doud v~. 
one opponent m 3' radius; SD • I or 
better weapon to hit: immune to cold. 
gns, poison; ML 18: AL NE, MM2f15: 
medium lanco. 

6. Observato r y. 

Read or paraphrase the following if the 
PC~ climb tht.' slalr~ l-O this Mell. 

Al tht' top of tho s tuirwny. you find a 
chnmber with muny lnrt:t.' windows 
lhnt npJ>(!nrB to IX' an observatory. 
The winduw11 ore i1hUll('red , a.nd a 
circvlar hardwood t~ble :it.ands be· 
side a largC' bronze bra21er in the 
center of lhe room. A very large bo!t 
holds firewood for tht.' bra7.icr. Maps 
and charts hang on the walls be· 
tween Lhe windows. Numerou!I 
scrolls and pieces of parchment litter 
tht' tabk 

The PCs will most likely wonl l<l 
search the writum matennl for clues 
The maps and charts deal wit h the 
information nece888ry for momw1ning 
the stOrt'huu~, us doe!l most of the ma 
tenal on the tuble. There are culendl•rs 
and shipmC'nt logs along with refor1mcc 
material for conducting Lrudc. The :.tulT 
does not appeor to hovt> heen ui;tid 
much. Th~ PCs al!K> find that several of 
the parchnu.•nt.S have wen lorn in half. 
These papers nil document n recent 
m1d1: agr~mcnt with Kale SeylX'ok of 
Adnkkan S\.rold. dntt-d only 1 month 
ogo Croneneth tore them up short.ly 
before his duel with Kale. 

Thr brazier is u:>t>d to s1gn11l nwr 
boats. indicating the location of the 
trt1de house during the night hours It 1£< 

rarely used since there is poor venlila· 
tron itt this rwm The PCs can find 
Oint. steel. o.nd three Orusks of oil in n 
wooden box beneath the brat.1er. 

Ao Unexpected Guest 

The moment the PCJS leave this chnm· 
ber ond i;tart. back down the st.airs. lht•y 
are st.nnled by a noiseless explosion or 



hetll ood hKht behind th ·m lfthi:y tum 
around and look bock into the chamber. 
tht>y ll('e o mU1CulaC', human !U~cd. gray 
figun boldrng a sword, it.I back turned 
toward them. The cttnlure-. tands JUSt. 
in front. of lhe tnbl ' in lbe m1dat or" 
hellish, violent fire. 

Thl11111 Cruncnt>th, n•LUrned from his 
npplll'cnt dcnuso in the Abys.s in lhc 
form ofa bodak . HI• purpose is toJOtn 
h111 hurdling rollowcr• und hegln search· 
ing for Kale Seybeok. ll it1 mtent is 
revenge, t1nd he w1ll lx• 1mu afied only 
when he holds the hcod of his enemy. 

lft.he PC" 11Llly nround long enough to 
wut~h. they mny find them!lelves v1c 
ti.Jrul of Cronencth '11 death gnu ~fer lo 
poge 64 in th<' 2nd Edition DMC before 
runmng nny combat involving 
Croneneth. His glWl is effective up to 
30' He will not purt\IC nt'1:ing chnnlC• 
ters but will wait to join up with hi 
roll<>were ond moke 1rn intelll.:ent, con· 
cened ottock. 

CroMneth acquired his 11word in the 
AbySlt ond wields 1t llA o back•UP dt•· 
fense. It ts a bcutord 11u.;tmJ of toou11dtn.Jl. 

Crooeneth !boduk): AC 5; MV 6: HD 
9 +9; hp 63; l ;'(f l : THACO 11, Dmg by 
weapon ty~. SA death gaie; SO + l or 
cold wrought w ·ttpon to hit; immune to 
~horm. hold. 1/erp, a/ow. apclls ond poi· 
!IOn; ML 18 (Jk'e below I; AL CE: M.M.2119. 

Before nioning I hit ttdv nt11rt', the 
OM should pion just what !ION or 
action11 Ctoncmcth will U\k~ once he 
realiwt1 that the pnrty et.ands bet.ween 
him and his rc.>venge. His JX'r110n.01ity 
bc(oru becoming a bodt1k wos very vlo. 
lent and far from normol. Yet he has 
Jl"Clll cunning nd will not attempt 
suicidal nt.tacks Cront'ntlth knows the 
station very well and will use this infor· 
m.ouon clf'verly. Ht> will n~ and re. 
group ir he finda thnt h11 gazc ottt1ck ta 
not effective oga1nat th1.1 party. and will 
turn int1tc:nd to other l1t~1cs, using the 
steep suuns and the bnrreh1 to his ad· 
vantAKl' Cmn\•n •th 11hould bt.' ployed 
not n.a ll mmdlou k1llor b\1t o& u cun. 
n1ng and intelligent foe. 

7. Rivttr Boat. Dockc.'<l ht>re 1s o ri\'el' 
boat.. a merchant'• ,. I called the 
umn Uron 'l'hie v I 1a the equivalent 
of a cog <see pnge 70 of the 2nd Echl1on 
Ploylrr'• Honclboo}tJ (or llllllitrucal pur· 
poeea. Thl' ship'• ~pt.om hod frequent 
deallngs with CronencLh, but the rela· 
tion:thip cndl'<I tibruplly when he dock1..-d 
hero and found Cron ncth's unworldly 
henchmen wn1l1ng to eliminate un· 

INCIDENT AT STRATHERN POINT 

STRATHERN POINT 
Side View From 
East 

wanted trespassers. \'enrothtlyde mad11 
certain thnt no one ei.caped to revcoJ tho 
hordlings· presence at Slrothern Point. 
nnd ordered his henchmen to d1SJ>C* of 
the bodies in the river. 

The PCs may be obit' to dNerrnlnt­
thnt this incident took ploc.o only 3 few 
days ago by investigating the boat. A 
~llngle gangplank pr0Vldr1 the only 
obvious means ofboardang the vca..ttel 
Venrathayde left the boat lookmii rui 

normal u pos.sible to uJI vinw t1ul!'p1c1on 
from those trovehng along lhe road or 
the river. A vtcious baLtle wrui fought 
between the hordhngs and the t1h1p'a1 
crew, yet the vc!lsel rcrna1ns lotally 
operational, ond no ev1denct• or lht 
battle remams. 

The Lorrn Uror1's cargo-small crnte11 
of salt. ond bundles or wool- i• still 
stored on the lower middle deck or lhe 
ship. 1\''0 morr crol.4.'8 off lo on• 11ldt• 
hold Oedd, a flaky aubstnncc that is 
brewed and drunk hot llkl.! ten. Thi.' 
whole cargo together tll worth only S50 
gp. There is Huie el8'! of greol intere11t 
to be found here on the cnri;u deck . 
Nanow s~ps lead up to the (ore· und 
sterncastle, and dool'fl lend to the cham 
hers below tht:Mi dtoektc. 

Area 7A is the copt~un'a chomber. A 
simple hard bed 1$ mountt'd to the noor. 
and a writing table ext~ndt from the 
waJI on the south 1tde of the room. The 
party can find Lhe ship's log on th~ shelf 
obove tbe table. The la1ot •ntry 11 doted 
two days ago and mentions onl) the 
weather and the crew's re11tle!!sness, 
nothing about Croneneth or hordlinge. 
From the other documen1.-s etored here 
the po.rty can deduct• thot thti wpt.um 
wanted to get rid of lus current cargo 
before taking on mort- good• in lht• 
south, and looked to Croncnt>Lh to help 
him out. 

The door in the stern wall ts locked: 
th C'loset beyond conttdns the cupt<1un'1 
clothes olong with n ceramic jar holding 
162 JtJ> and 216 p. H1ddt>n 1n tht- coins 
tB o scrnp of parchment thnt lisui the 
names of three "(ences" in the port city 
whett the 11hip't1 carl(o wus purchll.tt'd 

The cttw• quartert are located ~ 
n Ath lhe forecastle, 3t area 78 The, 
two long roorru are uninteresting, bemg 
filled only with hammock.a and chnirll. 
Nolhrng or real volue can bC' found hc-ro 
The small chamber in the bow is a Lor· 
age roorn ond holds barrels of g()C)d 
wutcr and socks of com meal nnd nour 

Concludlng the Adventure 

At some time aft.er the party hll.9 de­
fontt•d Croneneth or .retTeated lx.'CllullO 
of 11uur1es, they once agrun encounl.Cr 
Cytara and Mon.er, who orE< returning 
tu the •1J1tion to see if tht.> hordlings urc 
still obout. lf Bal to is wnh the PCs. 
CyUtra is \•ery surprised t-0 tiee him n. 
ehc Mlicv1.'CI him to be deud. Aft.er o 
~arful r~umon with the dworf, Cytarn 
begm. to truiit the patty rr lhe PCft 
preSi the- 1ssu1?. she tells lhem whot she 
k oowa. Cyla.ra can relate mueh of tht-
1nrormllt1on found in ''For the Dunsieon 
Mll!lter:· wh1c.h she knows from correa· 
pooding with her fncnd VnU.lnll. She 
knowa all o(what happened to Volsm8, 
Kale. and Croneneth but nothing about 
Cronl•neth's return. 

((the porty IS not oble to dcfonL 
Croneneth, the OM may decide to con 
t!nue th1 t1d\·~nture into other ' IOIUI 

Croneneth and any remaining bordhng 
followC'r. will i.et out to tind Kale Se-y 
lx-ok. th1nty for vengenee The OM 
could crcaLe several adventuroWI cp1 
lt<>dric hull<'d on this conflict. n 
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Crar.;: Burr1•tt ts a (r1!1•- la11rr writl!r urho 
ltt•1•!J nnd tt'tJrk.<; in a small mot1nta1n 
tutNI in Culoradu A r~qu~nt ea11trib11tor 
111 DRAGO.V" M<w~tnt'. ht• 1s also o 
j (t1de11t of md1tury lu~fory. compuraltt•t• 
r.>b#ltm, m_vthnlc1~. afl({ Chr1.Wan Zrn 
Cra1{l lirnds Rr<'rtrnss to all htb (r1t!11ds 
1r1 A l/h111m 

"The Che11t of the A loe1d11" 1s un 
AD&D' odvcnturt' fo r 6 8 ployer char 
ncters of 6th·8th level Cabout 48 t.0t.nl 
levels /. The puny should include a 
ranger or druid, ond a threfw1th a hil(h 
open·IO\:ks skill The PCs' l'quipment 
should include lw\ a, atronK shields, und 
enough rai;h lo buy ~lUpplies for Rl l"'mll 
10 days. It would be befit 1f ~tne of the 
PCs worship deit ies in th<• C:rc.'<!k pan· 
th<.•on, e~p<.>c1alty Alhena or Hermes 
Sine~ the mode of travt.!l Lu and from tlw 
scene of the 1.1ct1on ilJ mcluded in the 
module. t his adventure cr,1n t:asily be 
employt.'d m uny onMoing campaign . 'l'he 
weather 1~ sunny and fair throughout 
the adventure. 

During rh"' cou r-w of 1h1s advcm1.ure, 
the PCs are goin~ to meet a number of 
de1t1ell 11t1d other cxrcplionnlly powt.<rf\il 
beings. The majority of these e11coun­
ters may bt' hundlcd without ha\•rng the 
PCs gel m10 dJrect combat with these 
bemgtt, Lind the OM is cttcournged lo 
think carefully 11bout wuy5 l.o role·play 
such \'ery powerful chnrncters. Deit1e 
:.-hould be forcefully played: they tire 
immortal ond o ll·powcrfol. ond they 
kMw it. But they ha,•e a kinship with 
mortnlR, too, and uct much hkt> mortals 
do. only on n much "1'&nder !!Cnle. And 
mortals Jo have tht:ir uses .... 

For the Plover Characters 
Read or paraphrase the followina. to the 
pl uyera: 

lt is midmorning, and }'t)~1 are truvcl · 
ing in the foret<tc<l foothills of a high 
rnountam rang.:. 1h the east, the 
mountains i11t like hunched-over 
gionts. keeping pace with your hne 
of march. You pa.i>s through a KT<We 
of trees. then see n nosh of move· 
ment in the center of Lhe clanrlng 
before you· A winged serpent bursts 
out of al\ abandoned beehiYe! As the 
sections of the hive are scatiered, 
they glilt.er like fragm<'nts of bronze 
in the shafts of sunlight thnt tilter 
t hrough the trees. In 11 moment- loo 
quickly for you lo react- the win1oted 
serl)(!nl disappear11 among the trees 



"An t1men of the gods!" 
'T'h\" voict' comes from I he trt;<'b cm 

your l~n . where an old womtm 1s 
1<etll.-d nn o lorge rock in the "hodl• 
She wears a rough. brown, hooded 
chmk thul cowr:t ull c.•xcl.'pl ht!r facv 
nnd .mdnh-d rc•t•l In her hnnJ. I tl 

tong. "Ohd ~Piking 11t111T \\ 'hilt• hn 
fuc~ is wnnkled lbul noL uoaltrut'· 
tivt•I .md w1:.p:> of wh1tt· hu1r t.''<C&~ 
from under lhe cloak'& hood. her frtt 
11r1• !<ltm llnd yuuthful land unuc· 
countnbly clc~nnl. showing no tllt(O" of 
age. 

'J'h1• Wllrnun sLands without u1ung 
t ht• eii11fl' for support As n ich.1(\ ol 
li~h t touchus her fnce. you l>t'c lhot 
hl'r ~·y1«1 nn· ~rit) 

'Ynu nr(• uniqut>ly fovan·d ch1,,.c.•n 
b~ the 1:od11. t-0 undenuke u fateful 
QUeil" Shr point:; ncro~ th1• clcor 
ing " In I.hat d1rectton you will find 
tht• r~ncwnt tt'mple of n lut1t orncll•, 
ll•ndl•d nu" by 11 nt:" und luyul 
pm•i;t 'CCII thol pnesl whnl yO\I hBv1· 
St.'en hure und t111k the mt>aning of the 
onwn N<'1<1...>el nt>l lo offt<r o su1t11hlt> 
gin for lhu !lhrine, ond h1· •d w~ll 
what you urt.> told. W1Ae llft' tho!I<! 
who tiitc•nd thl! om1•n11 of tht• god"' 
f'oohtth ure those who incur d1\inc: 
wroth lhrough '"lllUI du.rt•gu1 J1" 

Abruptly, tht' old womnn tumi. "'"a> 
and wulki> into the fvre~t 

------' 
tr the PCs try to follo" or cti tch Lhf' 

wumun, th1•y can't mntch her pnce 
Cwh1ch op1w1u11 unhurried I t•vcn 1f th1•y 
run. One<: th~ PCs lose :nght of her. they 
c.un' l find the wornan ogain 

For the Dungeon Moster 
Th(• aid womun is the goddc-.s Atht!nli, 
"ho hn cho....en ~he PC~ to .. >IVl• o prob 
l1•m 111 tlw !"Pmotc• age wht•n 01,>mpu!I 
hod only t'levcn mt)Jor JlOOl4. 'flw l wf•lf\h 
mllJOr trud will be Hem1e11, who t LO ht' 
7-4•u 'ti nwti1wnger, the protector of tro\· 
elcri., luckbnnger, and tht• polrClJl or 
m1.•rchl\lll:' t.tnd thwvcs. At the ume of 
1\t hcnn'tl conc(·rn, howe\'er, H1'rmrlf hna 
not ye\. been acknowledged by Zcu11 ond 
hru only bi;lfUn h111 cru-~r-by tcU~olin~ 
thl! ct1ttl of his haJf.broth('r, the• 1tod 
Apollo Although Apollo bru.11 archrd 
w1dt•ly. lw hM f1uled to rind tht- lu11t 
h()rd nnd hn offered n rt.'word for thl! 
ettllll''• rl'turn and for the capture of the 
thl('f 

AccordtnK to mythology, 1L 1& Apolh> 
hlmM•lfwho dteco,•ers the tdt>ntity r1f 

lho thrnr. find" I lt•rmc.11 ,1t th11 cave on 
Mt. Cyllenl· where Hormell had been 
horn. and haul11 H •rmr- an fur Judg· 
mom before Z1.:1us Hermes confcsscs t-o 
th" then nnd uff1.:1r!I to r<.'t urt\ tho hortl, 
bul 1n lhe end he trodt•.i h1 nt•wly 1n 
ven~d lyr e to Apollo in eicchonge for 
the CUlllf> IWhtch nU\~ lll>ell hidden for 
from Mt. Cyll nH Tlw two ~ocl:. hecoml' 
frnmds. and Hcrme tak1>11 h1 rightful 
pluco w; tht• lwt•lnh 01 mp1an. 

But hi11tory ho11 l>t· •n lompcred with. 
Ens, the unpredictabll• Goddes!l of Dis­
cord, 1s currently rurlnu!I t hot the Olym 
piuns huvc ncglrctt'<l to inv1lc her too 
divmo festh•ol nnd hn?; ttNH her innu 
ence into tht• pn11t lo m11ki; t rouble• for 
Hermes 1Appnrl'ntly lhl· Olymp111n­
don' t ll•arn tuo w1·IL Long UHO lht!y 
forgot ta tnVlll' ~;ru1 l,, th1· wedding Pr 

King Pelcu and th • •o l{oddt>'l.S Thlll · , 
and out of 'PIU· F.rs !IU1rwd the Tro1an 
Wor.1 Eri. h.a u.S<?d 11 dn·rne wnh 
gront-ed by Zeus htm elf lgront.cd with· 
om his know1n.i It." u1-e1 t-0 cause Hor­
mes to lw kidnopprd. u~•r t he theft of 
the can le ond beforl• hu1 meeting wilh 
Apollo. 

If Hermes fnil11 to rl.'turn lo h1!tCQ\'l' 
on Ml. Cyllenv und tnwm his lyre be­
forP he mCJct.tl Ap<11lo. ht' w 111 not ~am~· 
the twl'lfth Olymp1un ~od. nnd thnt. will 
du.t()rt lht- h1'lt<>ry or all lhe Olympians 
- for the wor~. "met· Ht•rmt':.11! i.1tol lo 

lheir panth1.'<ln h '"ta lfl\'f' Hermes tbJs 
chon«> tu mvt!nl thi." I.> rt.'-a crtucul tool 
in making pl'UC'tt betw ·en Ht•rmt>s and 
Apollo-that AtJwna enl1so; the PCs in 

this advent.ur11 ~he• h11.11 d-.:l~tc·d Eris'ci 
tampering by divine nwum; nnd is a t­
u•mptinK to undo the dnma~e before the 
currents of h11U>ry C'MI!;{.• th1• present 
time o.nd nil that thf.' Olymp1ong hov 
ncc<.11nphsh11d 

fo'or k1dnnppn11, Er1• cho Otus nnd 
Eph1alte:1 lcull<'d the Aloo1c!B ufter thc!\r 
tepfullwr K1nw Aloc.•u111, who art• ba..~ 

tard son11 or POM?tdon. lh1• 11od of the :.ea. 
The Al0t:1d.a htltc the Olymprnn:. bt:•­
cnu!<C Poseidon r1•fu eo1 rn urknowledg" 
t hem ns his ofT11prin~ Thl!y actually 
saw Herme11 herding lhe c1mle aw~ 
from ML Olympu11, whcm· Apollo hod 
pastured them, but being 90mcwhat 
'llOw·mlndl.'d they thought nothing or ft . 
Once Apollo' rl word wna ofl'tm.>d. 1t was 
er.u.·y for Er1 '& dll utl' U'l4h to cause 
them to reah.7.t· thto truth Md lo kidnap 
Herme:i in the hope 1>f l(t•tting the cattle 
for themselvt"h 

The Aloe1d111mpnM>nrd Hermes in a 
bronze ch1:st and dcmandl'd the herd of 
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cuttle"' thr price of his l'reeciom lier· 
mc11 cxerc11wd his cxlrnvagnnt twruie of 
h\linor hy ly1nl( th11L lhe cnttlt1 wen • 
hidden ln the Stymphalian Marsh 
Hc·rmt•• hof>\.od lo fn-e hln~lf while Lhl• 
Alt:M.•1d11 wt•r•· tramping throul(h foul 
muck and lighung off the Oc!th e11un.: 
81rtf~ of ttw 1narsh 

Alh1•n11 11n thc> PC:.' pres.1>nt t1m • l hn~ 

lcnrn ~ m().'llt of lh1s through her powcN 
of div1nat1011 nnd know:i that Hcrulc" 
ltn thP p11 ti w 111 fi11l to eS<'llp!' Tht! 
Alcw1ds will senrch for th callli' until 
Lht•y ltrt'. Lht•n nngrily retltrn to whl'rl' 
they've left Hermes in the chr!!t Her· 
mo1' ntU!ll be freud before thl..'y rt•turn, 
ond At lwnu mu1U nrrnngt.' 1L :11..'<'rt•tly. ff 
En lindl. out that Athena hrui tnlcr 
vent:!d. It wilJ only mdle lhti Godde ol 
01"Cflrd to rl\u~ fun.her tmublr 

Nor can Athena oppeal to Zeus, ''ho 
would be furious at her for t.t•ll1n~ him 
hl• h d mndc an error 10 iunntlnl( llw 
c/w1111.• n iah lo Ens. Athena's plan ls to 
upset. Er1a'11 plot by " naturul mt•nnl<," 
know1n.c thot Eris will probably lo~ 
int rcRl and turn to some other pt'OJC•ct. 
The Pett ore the " nulurnl uwa n." thut 
At.hcnu intt•nd!I LO ui;c. 

Athena, t.rreoter goddeSlf of the CrC't..•k 
pnntheon: AC -2; ~lV 15, Fl 2·1; CHJ 
014 F20 M l2-'ll2'B12; hp 329, Tt~\CO 
10~-c1al. I AT 2, Omg 5<1 10+ 11. SA may 
C<t11L 11ny pt•ll ;tllowed by cltt.o nnd lt•v1·I 
oncP ~r round. ·ha~ rhcin11e nt w-111 
p.•tr1/ict1/1u11 from shield. never mu~ ...... ·f! 
Wrl(N : so anlr mOl(IC $hell rrom h1•lm 
ldoos not .. lop hor own spellsJ, Ubl' blink 
l\l will lunllmltN.I durnt ton), 8{)'f n111itie 
r<'!ll11luncc. 11uving throw of 2 on ld20; 
S 23 c + 5, + 11 ), D 22, C 23. I 25, W 25. 
Ch 21; MI~ 20, AL LG~ Cl...EIO Athnnu 
u1moll)· oppunn ns n bcnuuful woman 
but nl\\ A)'Jll retnins her J:l'l:I) ~Y"'· n<i 
mnllc.-r whnt form she ""'~unw 
At hena'a 11ymbol 1s the owl: he: ofien 
ui.t· nn owl Ut hl•r messenger und to 
ob'l(!rvr ond report to her. Ath ·na 1 thl" 
mo L mcltipc•ndent of all tht! Gre\•k s:od 
desst.•11 11nd oelJI. on her ow.n ln1t 11\hVI' tn 
most things Note thut 10 addaion tu 
the abov\' power:1. Athena pus11e11 es 1111 
11tnndnrd divml' uhililies common to 
gronkr d<'lllC& (OS per ugenda & UJrt . 
page 81. and ahe may reveal any utht:r 
powc.•r nt.oeci,snry to l·nsure her ,.1.1r11ty 
ond the SUi.'t'l'!I~ of her plnns. "1th1n th • 
OM'• d1i;cretion 

Should lh PC~ attempt lt> ut1.t1c:k qr 
subdue Athena. the OM may bri\·t.• one 
brot\d hint thrll this might not 11(.• 11 A:OCld 
1d~n lf thlly pcrstst. lhe PCs WlJl 1(1.'l 
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lhorOuKhly tra11hed-end tht•y'll dt·se~vi: 
cvory bit of lt. ln this CB.8(!. Athona wall 
nral U!W lht' mcdusa head Bel In her 
shield C&t't t.!11rnd~ & Lorr. puge 611 to 
turn th<- lreacher<>us mortals to stont'. 
Surn\·or11 will be• dc-struyt'<l in pcMIOnnl 
l.'ombnt. no holdlll burred. unleM they 
111o·i-rt• noL tnvolved rn tlw aLtJ1ck ur tried 
lo atop their Mlows 

Erl!. leuer goddess of the Gre-ek 
pontlu-on'. AC -2; MV 15. Fl 24: M 12' 
112. hp289: 11iACO 17. IAT 1: Dmgby 
wt•upcm lypc, SO 75<t mag1c rcs1s l.11nc<': 
S 18 c + 1, +2 1, D 20, C 22, l :?5, W 10, 
Ch 8. ML l·S: AL CE. Eris can ahape 
r'hanR,. to uny farm tll w11l tind 11eldom 
uppcara tn her natural form ta tall 
woman 1n u dark robe>, hc•r fl\"'4' h1ddrn 
by the robe's hood> In hl'r c~poc1ty IU! 
Godde.a of 01~ord and Sirtfe. Em hll 
•pec1nl knowledge of what wtll cnu~ 
discord bet.\\een any two or mo~ people 
or iiroup .. or people. ancludmw d1vinr 
OOJOR'ft Eris has 0 hm1t-Od apan or All<m 
uon howt>ver. and w1ll nol follow up (IO 

(I pl~l 1( IUI first efTorU foil £r111 PO'I 

M!S&t!ll nil of the standard divine nbiJi 
twll common to lesser deittc11 ftUI per 
V.1tt11r/~ & /,,(Irr, page 8), tu1 w1•ll Olf Clny 
oth<lr power the OM wishl?$ lO granl her 
F.r11111huuld n 'Vl•r ttclunlly oppcur m 
th1 dventuro. Hor stnti!'tics arc f(tvcn 
oalv to danl}' the ruot1v11t1ons behind 
the• nd\•t•nturt· 

A dH wt IA.'tsli 1s an extremely potent 
\ ' \'!l'lltOn of a U!ltt/i !!Jrell, ~1b)e on)) W 
th1• rulinK 1iod ornny llJX.'Clfic: mytho3 It 
niters ruolity in on extremc way, with 
uh~lut-t' ct>rtainty end without nny 
d1•tnm •ntal rfT('CtR to the gO<I who 
grnnts it or to Lhe person who ul\Cs It 
81•COlllli' of IU~ polt!nCy, how •vcr, the 
dll'tn~ wtah mw.t be worded \\-llh 11sx>e1nl 
car~ LO 1.1vo1d unwn.nted side t1fTt'<'lll. 
Hultni: god,.. are gent!rally rr·h1clnnt W 
uac 11uch powPr even for them!Cl;ea, let 
l\lt>nl.' grant 1L lo someone- t'I~ No mor 
t I wlll t'Vl•r ri.'<lttive n dw1nr u·1Rh Jr on 
immortal has n lcgmmate l"t'lll1<•11 lo ntk 
for n d1t·rnr t~·uh. there is only n llmnll 
chn.ncl.! that it ";11 be gronlt'd Thll 
1/w111,· w1tth Lnkes the form of o Rimple 
tnktin 111 pl11in rmg. for ~xnmplt» t hnl 
vunit1hes when \he wuh i6 \lS('d 

AthcnA hM 1uch u token, g1vt!n to her 
1n llfrttlludl" for the rescue o(Zngl'4'u11. 
u.nother of Zellll' Mins. But not only l!I 
hl• n•luctnnt to expend the tok\rnJU t 

now. 11hC' olso knows th.al unpred.1ct~b1'.! 
compl1ca11on.s ean re ult if onl' d1111ru• 
11•1.-.h is prlted Oftai11~l another Erts, who 
rccc1Ycd h('r dlt'lnc wt•h for helping 
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Zeus to revt1rsc th• l11wa of nature 
<when Zeus wanwd to arrange for 
Atreus to become king or Mycenae}, hes 
far fewer scruples concerning the Wlpre· 
d1ctabilily of divint wi1hca. The unfore­
seen co~ut-ntc!I of Erie'• dn•mtt w~h 
are eictnime. including the eventuaJ fall 
of mo t of the C!'ffk atod• through inter· 
nnl discord 

The OracuJa r Tem pt.-

If the PCs go m the direction Athena 
indicat.ed, they llQOn Ond aif{ns or an old 
rood, long unused and much overgrown. 
The road brings thc•m to o small valley 
bet.ween two h1J(h hill&, with a high cliff 
closing the far end. On either side of the 
..,eJley, bu hes and trees musk the re­
mains of fallen structures. Near lhe far 
end of the valltiy 1 f) large building in 
opparently good cond1hon. The road 
takes the party directly to the front of 
this building. where live steps lead up 
LO great bronze double doors. /u the PCs 
approach. one of thc.1 door swmgs alowly 
open and o i.all , bearded mon of indeter· 
minat~ age steps out. He 1& dressed 10 

pin in dothus und c•irr iu1 ti broom. When 
the man secs the PC11. he amiles io 
grc:eting, then 11.'AM the broom against 
the door und comes«> the edge of lh~ 
top step. Thia ia Vrrunoa, the new praest 
of whom Athc•nn •poke 

Vrn.ino • pncllt o( Athena· AC 10: M V 
12i C15; hp l, THACO 12: I AT l ; Dmg 
by spell or weupcm ty~; S 10, D 15, C 
18 l J 2, W 18. Cb 16; ML 18; AL LC. 

When che PCs nrat meet Vrainoll, he 
wuurs no 11rmor or wcaponi', and hi$ 
only magical item is on amul~t of s:;m· 
bo/$ hung from ti 111lvt•r chcatn around 
his neck. The amulet cont.am.a 10 
charges of the soventh-le\'el prlctat spell 
symbol<cast Ol Vrnino '• level). Treat 
this amulet os u rinfl of 1prll 1tcmng 
fAD&O 2nd Ediuon Dunflt.'On Maatu'8 
Guide, page lSOt Vrom0t has ~n 
tramed to serve on oroculor s.hrme l!\lch 
r1. this one., he has put !\pi..'Clal emphasis 
on studying the spheres of divination. 
prot~ction. lleallng, necromancy, and 
guardianship. 

Vrainos ~'Te •t.a th PC11 courteously 
and asks their busi ness. He welcomes 
Lhcm lO Chol~·vot Turnple, once o very 
important shrlnc vml.c!d by generals 
and princes.. But the people of the land 
l0&t thcar fu1th, nd ~he goda took awl\)· 
thcU" ability to undcrstand the oncles. 
A nc:w dtl}' ·ha~ dft" ntd, however, and 
Vramos Wll8 summoned here to rec1nim 

the obnndoned ~hrme. 
Here the priest pauses. wnu.lng for the 

Pea to moke tu\ offenng to the shl"inc 80 
thot be moy carry it with him when be 
enuirs. Any offering Is auflic1ent. If the 
PCt neglect this sunple court~$)'. 
Vrain0t gently reminds c.bem of It.a 
importA.Oce. . 
~ tht ipl\. is given. Vroinoe mv1~ 

the PC~ lnto the temple. He wlla them 
to wn1t m the outer hall while ht' o.rr1,ys 
himself, and he leaves through a aide 
door. Th out4)r hall is a large, bare, dim 
room 1t.e roof eupported by four gretH 
pilln.:S intricately decoroted with carv. 
inWt to r1'tord thnt the templc'3 ~rnclc itJ 
favored by Alhena and her aen•Jlortl. 
The door• to the mner sanctuary l\re 
mi88ing, but it's too dark 1naide t.o ~ee 
anything lf the PCs approach the Inner 
shrine, lht·y f~l lhe effects or fl praestly 
vennon or the f"tfth ·le\•el wizard ~11 
culf>1tlantt that has been cast over tJw 
entranet-

After a ahon lime Yrainos r •turrvi, 
urrflyt'<I in white robes with gold trim 
and wearing a golden circlet with a 
clf'lU' stone !Wt ln the frontpiece !thiit iit 
n circ:ltt <1f d1t.•11uJtion. th al oper11lc11 for 
divination In a manner sim1lar ton 
h~lm of comprrhMding lanlJU'1/l<'I: II~ 
th~ 2nd Edition DMG, page 171> 
Yra.ino 11ays nol}ung but gestW'es for 
the PC11 to fnllow ham into the inn r 
!l&DCluary. He begins 8 son chant. and 
now Lile PCs find they can paM tht­
docm1 without difficulty 

The walls of the inner snnctunry now 
llppea.r t.c be tiJX-ckled with tiny dots of 
Jighl Uiot. grow in !nt.ensity us lh.e PCs 
ent~r until the t>ntare sanctuary 111 

l1ghted n!f 1f by titorlight. The do.med 
room ta supported by six great p11lar11 
Tue> thirds of the way into the sanctu· 
Ory I f n (Z'rt'l\l V3Cl\nl pedrst.31 3' hljlh. 
Th the right of the pedestol u a stone 

at. 
Vrainos sculJI bimselfherl' nod 1oy1 lO 

the PCs, "Now, before the eyes of the 
Goddl'~. ltll me what you w11h to 
know" 

The PCs should descl'ibc the omPn in 
dl'Wll. Whl•n they finish . V1'fitn(}8 closes 
his eyes nnd repeat.a a phraa;c tn barely 
audible tones. He nod& twiet:; then, eye 
still closed, he says: 

"Wings h<>re symboliz.e mobility. You 
must move with dispat.ch upon your 
mwion. Do tlOt let yourselves be 
deluyt."Cf or d111tracted under !lny 



circumstances. You ha,•e onl) days to 
st1cceed. H£>rc. the symbolism of the 
abandoned hive is crucinl : Your quest 
must be compl~u·d berore the 'bees' 
rel.urn t.o clo1m th~ 'bronze have' once 
more." 

Vraancis pauses. then continues: 

"Your quest begins at a lost shrine in 
the land of Arcadia in ancient 
Greece, t.he original land of Zeus and 
th<.' Olympian gods. Seek a bronze 
container and l'rlle the one within n. 
he \\hose symbol is ll metiting or 
wings nhd serpents. Thit! is your 
gonl." 

Once again the priest pauses, then 
contanues: 

" ln the realm of thl.l Spirit, there 1s 
neither ttme nor space. Know, then; 
Wlwn you 11.!aw this temple. as you 
ael foot on thl· up1>er step to descend, 
by the power of the Spirit and the 
µuwcr of the goddess who sends you, 
It will not be th~ 111.eps oftbts temple 
you descend but. those of a lost and 
nbondoned shrine in Arcndio, many 
Cl'nturies ago. Fr-0m there, fulfill 
your mission by seek int: I.he 1>lace or 
Lha bees-always follow the bees! Bt1t 
Lake warmng: Though you may 
speak o( your m1.ss1on t.O fullill the 
omen, 11uy l.O no one thal n goddeb.S 
has sent you. When your mission is 
completed. rt1lurn t.o the abandoned 
Arcad ian temple. R('slore it and lay a 
isuiwble olTarmg upon lhf' uhhr. AA 
you leave that t£>mplc. it will be the 
slcps of this temple that you descend. 
nnd you will have returned to your 
own t ime and place. Here the re· 
wards of the goddess will await you." 

Vraioos wearily reals his focc in h1s 
hands. If the PCs press hirn t.O kno" 
which immortal has sent them on lh111 
mission. he mutters, ''The gray.eyed 
goddess, she of the owls. Now go." 

If the PCs heed his odvu:e, they dis· 
cover that somelhing mcredible hap· 
pens us they leave the templt>. 

Oracular Temples: Temples that 
house Clrades of tha gods and goddesses 
of wisdom oflhe various pantheons are 
of o unique type. becaUBe all such Wm· 
ples are linked l()gether in the realm or 
the Spirit and are. in fact, the same 
t.emple-though it appears in different 

t1hni><1s m difY'0rent lands. Only thl• 
rulers or tllc vnrioub pantheon and the 
primary god of wisdom in c•nch pnn• 
theon can transport boinRs between 
orucular temples. Such transporLUllon 
cun go nnywhcn~ in space and time and 
is instantaneous. Alhena uses this fact, 
without the 1l11nctw11 of Zeus, w get t.he 
PCs tn the right place and time in an· 
c1ent Greece. The moment eoch PC 
lenveit the temple, he seems lo vani$h 
from the eyes of his companions i;till 
inside the building. Each such PC sud­
denly finds himself nn the steps of a 
temple in an entirely new land-with 
entirely new equipment and skills. loo! 

Transitiou: \Vh<'n lhe PCs arc trans­
port('(} U> uncil"nl Gr11ew. the ma~ric or 
the temple makes certain changes an 
th~1r l'<1u1pmcnt. Irtht• OM wl\nt.s t-0 
run 11 "pure" Greek mythology odven· 
tun'. refer to page 35 of lhf" 2nd Edition 
DMG for :i sample of weapons und 
~quipmcnt that might be available In 
the anc1t>nl world. Then see nny good 
referenc~ work on curly Greek history 
for specific details. Weapons and equjp. 
ment not 11v11ilablc in lhe ancient wc>rld 
should be magically stripped away from 
the PC& lto remain al Chnlevot 1Pmple 
until the PC11 return). However, many 
items and weapons thnt the PCs carry 
are instantlv convcrU:d t.o their anci(lnt.. 
world equwalents . For example. a PC's 
lance is replaced with a thrusting spear. 
ti two.handed sword becomes u Celtic 
"barbarian" long sword, etc. Magical 
enhoocements are ret.nined. and all 
chnoged equipment revcna to normal 
when the PCs return lo Chalevot Tern 
pltt. lfthe proficiency ~stem is in use. 
proftcicocies can oJi;o be magically ad· 
JUmed ft() that PCs have full URe or 
weapon equivalents 

If the OM wants to run a modified 
Greek mythology adventur~ . the PCs 
can be ollowed to keep moat of their 
original equipment. Aft.er all, some 
scholn.rs beltl.'ve thot Homer's Heroic 
Age was much more advanced lhan 
Homer implies. Only items that are 
blatantly out or pluce (arquebuses. 
heavy crossbows, plate mail armor, 
m11gnify1ng glasses, etc.> should be 
stripped uway and left behind. 

Since mounts will not be admitted t.o 
Chali.>vot 'Thmple (out of simple courtesy, 
the PCs shouldn't even atwmpt to take 
mount.s into the temple), the PCs will 
not be able to take such ammals with 
them. Also, Arcadia in ancient times 
wiu too poor in ridmg animals to makl! 
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the pu~hase or rental of them possible 
during the short span or this udvcntun:. 
The mosl thnl the DM should ollow 111 
the purchase Cnol rental > of a mule ltl 
carry supplit!S. 

Elves. dwarves, and other demi· 
humans arc assumed t-0 have been on 
Etlrth longer lhan mtin. so they are 
fomiliar lo the residen1.t1 of ancient 
Greece nod arouse no special inter-est. 

The Common language should be 
considered interchangeable with the 
an<'ient Lcvanune travel tongue !known 
in tht- Middle Ages as the lrnR11a frrmco) 
nod is unde1'2itood by t•veryooe the Pea 
meet. The PCs' co1n11ge, of couTSe, 
chongcl' to m11tch the 110rt u8e<I in Arca· 
dia dunng this tame period . 

Hermes 1s dcscrllwd 111 rnythology as 
the mventor of the lyrl'. so m n strict 
campaign there cnn be no lyres until 
uf\.er he's invented nni• HQwever, if 3 
PC wants t-0 take a lyrt! or other 
strm.:ed instrUm<.'nl ulong on the ad¥cm· 
ture, o lenien~ OM might rule th8l 
Hermes isn't going t-0 invent the l)'l'e as 
a generic instrumt>nt.. He will merely 
c:rcok that part1culur l)'l'e listed on 
page 60 of uwtrtd8 & Lore as eventu· 
ally belong10i.: to A Pollo. 

'fhc wholc point of'Iransition is U> 
hovL the PCs fit lnto their new sur­
rnundings with th~ lenst difficult.y. lf 
tbe OM is concerned about keep1og the 
at mo.sphere of ancient Gret.'<:e, ti quick 
r~reading of the Iliad or tho Odyucy 
Cand a few tales of Greek myt11ology) 111 
well nd¥1sed. 

Into Arcadia 

1. The Lost Tumpte. When the PCs 
leave ChaJevoL, they find them~lves on 
tht· rront 111eps of a Greek·stylc t.tmple 
on Lhc top ndge of Mt. Chelydorea in 
ancient Greece <this mountain cnn be 
found in the center of the srcn map 
provided in this module). North of ML. 
Chelydorea-beyond the tree line thnl 
crosses the map from east to west-ta 
the e-0aslal plain or Achaea, o moder­
ately rarmed land whose fortified ~owns 
are ruled by petty kings. The temple 
faces east and is high enough for the 
PCs t.o ~something of t he lond beyond 
the trees. including the town of Pellene 
a litt le over five miles away. On foot, 
this country can be crossed at. a rate of 
three hexes !about 2*h mileal per hour 
at human speed (half tlpcL'<i for dwurves. 
ctc.l. The coastal road is little more 
than a roughed-out t.rock and provides 
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no speed oonef'll. lt crO~<'!> rl\er by 
ford , not by bridg1• 

South of tht> lree hnP 111 lhl' heavily 
wooded country of Arcadia. where thick 
pane forcsl.8 chmb ulmo t to t he um· 
mu.a oftl\e mountaina Tha" n lrnck· 
less, 11hl\dowy wildt"rnt>Jl.'<, wtld and 
unclauned. Travel an tho; counLry ill 
slowed to one hex f l ,&00 yards) per 
hour, or onl' lwx ._.,,ery two hourt 011 n 
mountain.s1ctc. 

The 11wampy o.rt>n south of Mt Chely· 
donm is lhc Stymphohon Mo~h lf lh<' 
PC• enter the mar11h, their mMching 
rllW 18 ~lowed lO <1111' IH'X l'Vi'lj' three 
hours, not includ ing the ·fTi:ct~ of nnu· 
sen from lhe 11t111k1ng 1wamp or attacks 
by the m1lNlh'11 B!rdJt. 

'fhu temple sit.a at.op four >ilont: ht-rs. 
each 1.rnallt•r than the one belov., so that 
foor hiah lllt'pl! ll·od down rrom lhl• 
temple level. The roof of the.> wmple is 
1upporwd by lorwc cnlurnn. 11p1tct.'<i 
around tho cdaic of the top 11cr, forming 
unwalk-d cullonadcs lnttmor walls 
create front llnd bock porch. n small 
outer nct.uory, nnd n don, windowless 
innel' aanctun.ry with a plotn aton'-' 
oltnr Thl' tc-mpli• h1L• bt• •n nbnndcmed 
for a conB1dcroblc ti me bul rcmo1n11 in 
good r~pnlr. The wnll11 ond floora ar~ 
dtrty, nnd t!Ome ktnd or nmmnl OOCl' 

made ita hur in the out r sanctunry 
Thl•re llt't! leave, n.nd brunc.-h~~ tre" rt 

obout , ond o co1.1plc ofbtrd"' n~tt1 is1 t 
among Lhe carvings Ol the front of tho 
roof. IWp111ri111hm1ld bt• PW•y hut wd1oull. 

It jg curly momtnll of n bnght eprmg 
day. The temple ta ui a wide clearing in 
I hr forcltl, with 11 11m11ll 1tprmg of swert 
water to lhc right or the cnlrunce. As 
th~ PC11 dt!1'Ctmd, they hcur the 110und of 
on ox• on wood ol'I' to th •1r ra51ht. tr they 
follow the 110und. lhcy come upon on old 
woodcutter choppin.i up u dead tree 
Ncurby, tl mulfl 1• ti d tu unothn lrt•c. 
Beside I\ are t WO bundlCfl or wood, tted 
find ready for luad1ng. Beyond the mule 
is o s moll camp, with unlldy blunht:o 
besidl." 11 d£>nd flrc 

Arkilan, human woodcutter • .\C 10; 
MV 12; iero-lovel humon. hp 5: THACO 
20, IAT 1. Dmg b) weapon t.yp<'. S 16. 
0 10, C 12. 18 , W 10. Ch • ML 10. AL 
NG; bnttfo n.xc 

Ark.Han 1a n short, wh1le-h.rured man an 
11 roufth·v.-ov«n ~h1rt nd lt•Atht'r punts. 
He.> ts pow •rful lookinK dcMp1te hie obvi· 
ou.s )'~ll.r9. and hi.' carries n latg~ woocls­
man '11 u.xo. On tht· KJ"OUnd 11 rc•w y1trds to 
his lei\ ill n belt whh 11 ehc.>Gthcd k nife. 
Arkilan ta suspiciou11, unfriendly, nod 

tact turn but very\\ illing to share his 
opUllOns once he uuu c.alk1og 

Arkilan asks 1r the ~11 arc 1n S1•1u·c.h 
of Apollo's eatL1e All Greett l.!l crawhng 
\\1th such hunters afl<-r Apolt(l an 
nounced his extrnvc~ont rewnrd, Ark1· 
Ian clru~. " Who believc..11 lhot the god 
will really give lhrl• • proph1•t1c 11n11wcni 
and three of bl!' ma1t1cn I nrrowa ju at to 
g£>t back a re~ cows?" l hc old wood11m11n 
ush Arcadfo hn too mnny pc"Opl • ol 
reody, in his opinion. If the PC11 uak for 
the !i.torv of th1• divint• c.attlt'. Ark1lnn 
tell. them to Mk d'll!whcre. No honest 
man meddles in the affairs or l he gods. 

rr the PCs ask ohout b<•,•s, Arkll ttn 
waves generally southward and tells 
them Lhat a beekeeper lwes on Mt. 
Cyllene, but he knowA little ohout th<• 
man For a silver com he' ll think about 
it. then tell th~· PC9 that the pt~plt• tn 
Arclyd villugc Coren 2), to th • ~uthw<'st 
at Chelydorea's foot. know more ubout 
the beekeeper thfln h1• d<1t• . And yc-11 , 
the villagers will sell t hem supplies lf 
the PCs have hard tMh But don't eic 
peel to get inside tht• 1Ct1ll' • for tht· An: 
lydons are upp1t). lfUindoffieh folk 
About brorut- chei;~ he know11 nothing. 

lf the PCs ofTcr to h1.1y Ark1loo' mull', 
the woodcutter refU-"tls the deal If lhe 
PCs examine th!.' nnimol. lht-y find at lo 
be middlt-·agcd and nol. in thl' beat of 
health. 

Mule: AC 7; MV 12; Ito 3; hp JO, 
THACO 17: #AT 1 or2. Oma 1 2' 1·6, ML 
7: AL N: MC Chorwl. 

2. Arelyd Forming ViJJagc. It wilJ 
take the PCs 2-2 lb hours to come down 
Chelydoreu's i;outhwu11tcrn flunk nnd 
reach Arelyd VIiiage ~they opp.ronch, 
they see glimJ>SCll of t ho villill{e when 
the lrtts oogin to thin Whon tht•y c:omt• 
lo the gr£>ot clear ing thut't1 been cul out 
of the forest , th~y hQM tht- rin.r1ng of M 

alarm bell. 
Art!lyd is set on a 11mall rise and ls 

surrounded by a Ing p1tli11t1dt- · h11<h 
with a rampart on the m11id . The PC1 
can $ce arcbel"d looking over the wall 
The gate IE> on th1• north :1o1dt' or the­
\1illoge and is nankcd by 12' high 
watchtowers Liu.le! of the \11lloge it If 
is vjl:i1ble beyond the fetlte. only h>R roof 
and the 20' bell tower wht!rc !lt!nt.rit's 
are industriously rmgrni; the alarnl 
Beyond the v1lloge to the' Wl'llt ond 
south, farmers frorn all the fielda hnvc 
gathered into tight group!!, oxen held 
close. w1uting to sec th<' r1·u~n ror th 
alarm. 
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When the PCs approach the front 
.r4le, tht' alarm bell st0ps ringing nnd u 
mnn on the ewitern watcbto\\ ef cal111t o 
chnllenge down to them. uking who 
th1•y ri- nd what they want tr I ht> PC 
r •ply tht1t they're hunters (or travelerir;I 
and that A.rltiJn.n the woodcutti'r told 
th••m thry could get supplies nnd mfor 
mnt1on he«!. the man on the wat~h · 
tower tells them to wait and dlfulp~ara 
tnto t ht< tower. The gnu- promptly o~ns. 
ond three men come oul wtule a half· 
dozen archers watch from the towers 

l<~ilt'On. village elder: AC 8: MV 12; 
z.ero·l£>vcl human: hp 8; THACO 20: IAT 
l : Omg by wt•opon type, S 10, D 9. C" 9, 
114, W 16. Ch 15; ML 12; AL LN, 
leather armor, thrusting spear, short 
~word Dour nnd strict Keilcon 18 lhe 
man who challenged th PCs from the 
tower. He is suspicious of't!trttngcri\ bul 
wilting to deal 1f the village can profit 
Once he's cenam the v11lnge i s !ltlfe, ht.'•t 
willing to sell adv1ce, t.oo. 

181.orcon, b1Ack.8m.ilh: AC 8, MV 12: 
T.ero-lcvel human; hp 7. IBACO :!O. MT 
l ; Dmg by weapon type; 17, D 12. C lO. 
110, W 12. Ch 8: ML 13: AL CG; leather 
armor. botL1e ruce; lstareon know whnt 
tlUpplle.!J the village can spoN ond 
what'a kept m the storehouse conven· 
1t'ntly placed near the gnte 1th1• VII· 
lo"~rtl hnvo deall with travelers before> 
He's content to let Keileon do the talk· 
ini; while he sizes up the PC11. 

T hcndas. hrewmastcr: AC 10; MV 12: 
zero-level human; hp 5; THACO 20; IAT 
1: Omg by weapon type: S 8, D 10, C 10. 
I 13, W 18, Ch 12: ML 11; ALU:; 
ahenth knlfc (on his bell!. ThendtlS car 
n ee tl wineskin filled with very ordi­
nury wme that he intends to share wllh 
the PCs in hopes of loosening their 
pu~ strings when Lhe bargaining 
11tart8. He's a talkative man. wtlling co 
share gossip of any kind. but he uses 
Ou11 rocode t.o get all the informnt1on 
and wealth he can from the PCs. 

Archers 161: AC 8; MV 12: ~ro.h:vt-1 
h1.1mant1, hp 4 7: THACO 20; IAT 1: Dmg 
by wenpon type, ML 10; AL NG: leather 
nr mor, short bows. These viUagers OJ'f' 

lho&c.' whose dut1ea keep them inside th 
waJl..s dunng the day. They wouldn' t be 
much defense nga1nst a determined 
8lU1ck. 

ln a ddi t ion to the pT'Otection of the 
1lrchcrt1, the village nlso hM the $ervkicll 
of o h.Jgh·le,•el magic·u~r. Eklcus wu 
born tn Arelyd but could not stand lhl' 
'llow pace orhre here when he grew lQ 

monhood Al' len. b.is home to bt'como nn 
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od\·entur1•r. eventually sludying magic 
10 Egypt. nnd Pt>rsm. He WllB seriously 
tr\jured u1 o ttwgtcal batLle, receiving 
;>Cvor.: ond permun~nt focital scars. 
&cause of bis now.sinist r oppearnnce, 
Ekleu.'> found that t.heo only rmploycni 
ho could nod required him t-0 perform 
ncte ho considered evil Although bitter, 
h~ could not condonu titirh behavior und 
r tin.'<I t-0 his homa m Arelyd t.o dl'vote 
his life to magical research-when he is 
not. helping to d('f.•nd the vlllagen;, the 
only people who ILCC:<'Pl his company. 

Ekfous: AC 10: MV 12; M 13; hp 49: 
THACO 16; IAT l ; Omii by 11pcll or 
Wl'3pon type; S 10. D 12. C 16. J 16. 
W 10, Ch 6, ML 15, AL CN Ekleus U1 o 
•~1nl111L m alu•rntion m11g1c but. tllAo 
knowti apells i.n tho 11ebools or ~nchunt· 
mcnVcbann and tnvocnuon evocntton. 
Ht' postleR!ie8 n rrnl( of 11hootmg i tara. a 
rmR of spdl atonnJl. ond n wond of poly· 
morphing Eklew. will use hie magic t.o 
d!'fend thn v1llt11(r from the- east.om 
towor but. will not. interfcro 10 any way 
1n the PCa' baJ1!run1ng with Keileon He 
WC'Ors a brown mu11k and will not lt•1tve 
lhc t.owt!T or ·how himself u n lesti the 
village ia alLacked. 

Kt"ilL'On £?'eels tht> PCs and askl'I what 
tht'y nc.'Cd. lie d~s not invite them inlo 
the village. and It 'a clenr that thl' PCs 
nrM' t welcoml' tw,yond the· fronl pte. 
1'~or bard cnah the v11logc cnn 8<.'11 lhlo' 
PCs virt.uaJly all tho ale, bread, cl\~. 
•'f;l'f, fr<' h vegeU.blc:o. mo l , nuts, :lnd 
dry rnuon11 Lhey w nt, nt oppn>ximat.ely 
50Cf above the prices given on page 67 
or the 2nd Edition Plciyrr'I /Jandbnok. 
'The PCs CAO ruso get rough but durable 
clothes nnd &hl)(•lt, rope~. c1lnv~. sac:lui, 
und o qun.rter·pound or tmH Cnt l 0 times 
the listed cost.), but no oil Honey U1 

!lv111lablr ut tw1ct• ttw h~tt'<i pn~ If 
they wish. th• PCs moy a!BO purehnSt- a 
single mule. an average and unremark· 
tlble ammnl, ror 16 gp Chp 15; other 
nnlitntc:s tl& per Arkilan'a mule, lU"l'tl 1). 
In~ of l' ncounu.•ni with wild c:n r111 
vores, thcru 1s a 30IJ cbonw that th 
mule will panic: and boll The OM may 
make l'lthor ilertl.14 nvail"blo bul shauld 
remember thnt lhus u1 a backwood• 
village. Unlaual items should be cxpen· 
save, af thcy'rl.' ovalloble at ull. The 
,·11lagers will not sell weapons. 

Thendtu won't take offense if the PCs 
refu&e t.o drink whilfl the bargaining 111 

going on. When lhe bargain is sLrw:k. 
1111.areon rcc.>nters thit vilh1ge t.o get the 
t1upplies while Keah.-on 3nd Thendn11 
talk with the PCs. Keileon answers 
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qucsltons grudgingly 1t f'irst. but 1( the 
PCs offer to pay for direction.a <he aslul 
for 60 !rP bul will settle for 10 J.'J)). 
Keileon toop<>rutes onc1.> the mon~y 1& 
paid over. 

"Ye&," Ketlcon uy • "thcr ' " o bee· 
keeper on Ml. Cyllene. [{you're 
going that way, you can travt•I di· 
rectly over lht• mount.tun, hue 1L' ll 
Lake you two nnd n bolf dny11, Md Lhe 
hazards are great. Alba. Lhero'• the 
m11tw or getting past the bees that 
live on lhe mountain for miles 
aro1md lhe tw keeper's placu If you 
circlt> we-St mstead. followinl( the 
Aruanius River around the w~tern 
nnnk of thu 1nounU\ln, the trip will 
t.nlut you ll?'AA thnn two dnya. The 
trail-only a hunter's track. rcolly­
is:n'l hard to follow. lta end ia n cairn 
ohlMl!.~ showing the OOtjlnninit of 
th mountain track that leadfl up to 
tht> bet>keep1u'11 homt .. Thu; lrndc , 
too. 111 clear- if you know where il 
staru. IL's the route we toke when 
we 11to to trade fo r hnney, and oot1t of 
all, it uvo1d11 the swnch nf the Stym. 
phohon Manh that covers the moW\ 
l.Ain" 

Thondtu1 hr nks in ot thu1 poml 
"Yes," lte say11, ''suiy clear of the 
Stymphol1t\n MnnJh. The swnch of 
1t 'll turn your 11t.omoch maidc out. lf 
that '11 not bad enough. Lhere are the 
St.ympht1l1un Birds. ll't1 ~.11d, ond J 
hove lhi6 on good outhor1ly. Lhnt u 
plague of wolves w the south fright· 
enlld the Birds into the marsh. Those 
must be mean wolves, ror the Birds 
nre ugly, smelly kiltenr with bron~ 
bcnlo1 ttnd c:luws h 's tmid they also 
have bronze wing1i that they use like 
sh1.-lda Thfly'r., tht.' !ll()Ul'Ce of the 
stench. which il'I M h:HI it 'll even 
driven t1 chm of cyclo~s out of lhc 
c:1tndd they built. on the e&.'ftfrn pa.rt 
or CyllC'M! 'l\1ke my \I/Ord. you wnn' 
no part of lhc mlll'Rh or its BtrdB.'' 

If the PCs don't ask. Kealeon will not 
return to bis detailed 1.hrcctiona con· 
ce-mini;r the Wt>Klt>m route lo lhr· bee­
keeper. If the PC& do r11miod ham of the 
directions, Keiloon wits them thLS: 

''If you follow the Arouruua. you will 
reach n stretch where the rtver t urM 
almost. due ti0ulh When 1t turns 
southwest ngoin. with the foothills 
only !Ox hundrl'ds of paceJI awa.) on 
your lrf\, you ore Lht•n fort.;•~1tcht 

hundreds of pnces north of tbu cairn 
Here. th(• line ofCyllent··~ footh1lh11~ 
ulmost t1troiwhl north·sout.h You'lt 
flnd tho cairn on your len . by the 
at.ump of 8 pult> tro that. wtLI killt..-d 
by hghtninl(. Tht: hewnning or the 
trail up the mountain is due enst of 
the cairn, ht-tween lwo trmull bills. 
'l'ho tToil '" well mtltkl"<l So long att 
you tJtny on it, the bees won'L bothl!I' 
you Bul, for your li~ ... don't harm 
thl' oc-est" 

Tht> OM tthould make his description 
or thl' trek down th At~nius River 
suffic-1ently dtJt.nilt'd thn' the PCs can 
follow the~ ln11truction.a. 

If t.h.- PC" nsk itboul bronu C<>nt.oln· 
en, neither Kcilt>0n nor Tbendas can 
help them. The village UBea potwry 
contl\ancrs nnd woodt'n ch~UI. 

The t.wo v11l11.gert1 know the alory of 
ho~ Apollo's c:nttlf' were atol~n from the 
slope.a of Mt Olym1>wa and driven oway 
bv an unknown thief Th.ey've also 
hcurd rumor1' t.hnl Sllenus, the dem1iiod 
who commonds tho •utyrs, "' out hunt• 
ina for the cuttle And Silenua has let. il 
be known that he'll take i t runiSl! should 
nnyone bent hun lO Apollo's reward. 
The Arelydans ht1ve 11ecn &1tyrs in the 
nNghborhood. and they'rt> kffping clOM 
to home unt.11 thu mMt.er's &ett.led. 

1'hcndas brenks in ogain at. this point 
t-O tell of rumors about oll l'tlrta of 
tr11ni.e crcnture.s sci-o In the 11rea r" 

cently: grcot bonra, satyrs. centaurs. 
hydras, and evt'n the gods rooming 
about. Kealeoo mak<! it plain he dOOGO't 
believe a weird ofthi1t "Good men don't. 
inv<l1ve thl•nuselves an thu ufTulrsoflht' 
god6," he mt.ones l'llJ lstareon returns 
with the pArty'a supplies lw1tJ1 t.wo 
orchc~ tu hulp him, i! neede..<d). One • Lhe 
party pays for th~ good.s. the villagers 
makt> it ch•ar that they havt' work lO do 
und that they xpect tht PC ki go the.Hr 
own way. No further hospitality is of· 
fured, thou1<h Thendllfl wilt presa Lhc 
PCs for information 1f ginn o chance 

Koileon doe& ha"o one part.inf( pie<:o of 
t1dvicc!, though: " Wnt('.h your11elves. [f 
the gods nro nbout in the lnnd, it's no 
umt.> for good men to be careless.'' 

3. The C(.lota u,rs. Sk1p this encowu.~r 
1f the PC!I follow KNle-on•s advice and 
go Wl'lJt. from Arclyd U> t.ake Lhe 
hunters' ttnck along the hnc of lhe 
Aroan1us River. However, the PCs cun't 
be blam :d a( they d1~belaeve moirt or 



what they've heard at Arelyd and turn 
south to cross Mt. Cy Ilene directly. 

Two days ago. the giant AJoe1ds came 
u p lhe west side of the weslern branch 
of the Sythas River. Due south of Mt. 
Cbelydorea, they attempted to cross the 
river eastw ard nnd met a small band or 
centaurs. The c~ntaurs tried to invite 
Cor coerce) t he giants into a drinking 
bout, and the singleminded Alocida 
mauled them savagely. Now the cen· 
tauni have called in reinforcement& and 
have boiled out of their homeland be­
tween the two branches of the Sytbas 
River, looking for anyone they can har-
888 and attack . 

Centaurs C2d8+ 101: AC 6 (4): MV 18: 
HO 4; hp 18 each; THACO 17; JAT 3: 
Dmg 1·611-6 ond by weapon type; ML 
13: AL N; MC. Half these centaurs are 
armed with clubs (treat. as morning 
stars) and 25'* are armed with long 
bows (25 arrows each). The remaining 
25~ are leaders who carry shields {AC 
4) and light hortie lances. Three auocka 
are possible ln melee, one with a 
weapon a nd two with the forehooves. 
Each centaur carrie& 2·8 gp and has a 
50% chance of carrying 1-4 gems worth 
10-100 gp each. 

The centaurs h ide among the trees 
while t heir leaders challenge the PCs. 
demanding to know who the two giants 
are and where they came from. The 
centaurs have no resson to believe t.hat 
the PCs know anything about tho gt· 
ants, but. if the PCs can't answ11r the 
quest.ion. it'll give the centaurs an ex· 
CUM! to relieve lheir frustrations on the 
party. 

The centaurs fight fi ercely but. with· 
draw aJWr taking 20~ casualties. If the 
party is defeated. the centaurs attempt 
to take as maey PCs alive as possible, 
Intending to take them to Pellene and 
sell them as slaves. lfthe PCs prevail 
and turn west, the sur viving centaurs 
follow and harass them from t he tTee& 
for half an hour before leaving. 

If the PCa persist in going south. 
however, the OM has two options. The 
centaurs can be given sufficienL rein· 
forcement& lo renew the attack and turn 
the PCs westward. or the PCs may be 
allowed to pass south" beyond Lhe cen· 
taurs and alt.empt to cross Mt. Cyllene. 
In this case, the PCs rate of march is 
reduced t.o two hours per hex as soon as 
they start up the mountain, and there is 
a 30~ chance per hour (minus 1 % per 
level or any ranger or dr uid with the 
party) that the PCs will get lost (see the 

2nd Edition DMG, page 127). Also, the 
DM should check for encounters on the 
Arcadia Random .Encounters table. 

The Stench 

If the PCsdimb high enough on Ml. 
Cy Ilene (witbjn one hex of the highest 
contour line), they may encounter the 
stench from the Stymphalian Marsh. 
The DM may rule that s wirling winds 
have brought the stench even lower on 
the northern and western slopes nf Mt 
Cy Ilene. 

The moment the party encounters the 
stench. each PC must unmediately 
make a constitution cheek to avoid 
nau~a and must repeat tMs check 
every half hour. Aey PC who fails a 
check becomes sick and loses 1 hp every 
tum thereafter; affiieted PCs can die or 
nau.sea if the sickness isn't r elieved. 
Any spell, potion, or effect that can cur~ 
wound& will provide temporary relief, 
restor ing rut points lost to Lhis illness 
and ending the nausea. However, the 
constitut ion checkJI begin agam just a 
half-hour aft.er the spell or potion is 
administered. 

Holding a cloth lo the face (even a 
perfumed cloth) will not protect against 
th"' stench. If a PC can create a breeze 
to blow the stench away, the party can 
gain temporary relief, but the only 
enduring relief is to get out of range of 
the ste nch. 

The Giant &es 

If Lhe PCs come within t hree hexes or 
the beekeeper 's compound tarea 6>. they 
begin to see giant bees hovering among 
the t.rees. Giant hives are visible in Lhe 
forest , never closer to each other than 
100 yard!I. When the forest opens up, 
the PCs glimpse great fielrui of huge red 
flowers 5' high, with blossoms 6* in 
diameter. Worker bees swarm in the 
fields. and a change in the breeze brings 
the thick. cloying scent of the great 
nowers to the PCs. Any PC with ti COD· 
stitution of less than 10 begins w cough 
lightly, though suffering no penalties to 
combat. 

If the PCs continue toward the bee 
keepe.,-'s compound, giant soldier bees 
will notice them in 1-20 minu~11 . The 
~s " bu.ii" them but won' t alt"'1ck 
unless the PCs harm a bee or come 
within 10' of one of the giant hive.a 
(there is a 15% chance every hnlf hour 
that. one PC will stumble oo a half· 
hidden hive}. If provoked. six soldier 
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bees attack immediately. and sue mor • 
arrive to reinforce them every minute 
The attacks st.op only if the PCs retr.iut 
from the zone of the Ji ant bees: ofT the 
mountain or more than three hexes 
oway from the beekeeper's compound. 

If the PCs later ascend by the trail 
that starts at the cairn rareu 5), the bee 
ignore them fthe bel!s don' t. carry a 
grudge; t hey don't remember t.hot they 
once had trouble with this particular 
group of intruders}. lf the PCs get pust 
the bees. go to area 6. 

Giant bees, soldiers: AC 5; MV 12, 
Oying 30 CC>; HD 4 +2; THACO 17; IKJ.' 
l sting: Dmg 1-1 plus poison: ML 13: AL 
N: MM2/17. 

Giant b ees . worke rs: AC 6; MV 9, 
flying 30 CO>: HD 3 + l : THACO 17: /AT 
1 sting; Dmg 1·3 plus poison; Ml, 10; AL 
N: MM.2117. 

4. SUenus end the ·11tyrs. lf the PCs 
turn west from Arelyd lO follow the 
track along the Aroamus River, they 
encounter Silenus und his satyrs hel"C 
Silenus appears to be a cheerful. (at 
humAn riding a mule LOword the PCs. 
On ly two satyrs accompany him. If the 
PCs st.and a.side to let him pas.'!, he stops 
t.o talk with them. 

SiJenw; UI dreSSC?d in rich country garb 
and drinks freely from A wineskin thot 
he doesn't offer to 11hare. He readily 
identifies himself and questions the PCSi 
about their idf'nl1ties und purposes. H 
frankly tells the PCs that he's after 
Apollo's cattle and wants no competi· 
t ion. lft.he PCs ask him about bees or 
bronu conlainers. he 81l}'s he knows 
nothing. Silenu~ wfLrns the PCs in th(' 
friendliest. fashion not lo go anywhere 
near the Stymphalian Marsh and offl!rs 
to send one of h is satyrs to guide them 
safely as far as the place where the 
foothills uf Mt. Cyllcne come closest to 
the waters of Lake Pbeneus. 

If the PCs accept Silenus 's otTer, a 
satyr named Phoruus loyally guldes 
them as far along tho hunters' track as 
they choose to go. He keeps them from 
straying and hast\ lO'J. chance of untici· 
pating aey random encounter in Lime c.o 
warn the PCs. Phoniu11 doesn't know 
about the cairn and can't help the pan.y 
find it . When the PCs send him back , he 
makes cert.oin of the direction they' re 
going before reporting to Silenus's 
scouts. 

lfthe PCs refuse the guide or do not 
give w~ to let Silenus pass, the demi· 
Kod does not appear to care. But i.s soon 
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1u1 the pe,. 11rc out of :.iRht. ht summon.-. 
Lht.' r t"11t nf his 11olyr I\\ ho havi: been 
h1ding m lhe lrcesl and follows WhNl 
the PC mnkc crunp. S1len~ hrus on of 
h1 satyr' USt' h1 pipe~ w lull the PCR 
mlo magi.cal R(r1•p (snvc vs spella m GO' 
rad1Ut1I. If thui ucceedli. the . atvn. t.alu~ 
ovt>r lht c mp nnd rob tht• PC"~( all 
gold and Jcwel11. rnking on<' it<m> of 
purtlcul11r mU.•rt--.t frvm each PC Mt•l'ln 
"'hile. S1lenus 1nterrogntes the pBrty·,. 
l1.1adcr to learn ho\\ much the PCs know 
11hout th1• then of Apollo's calllto Oncl' 
h~'s cl'rtmn th<> PCs knO\i. Mthmg. ht• 
h1u1 th~·m buund nnd !coves w1th h lJl 
r.t1tyr11 If the PC dt-fcnd their comp, 
howewr, SJlenus won't ollo" hiJJ Ratyri;. 
to get lOO bodly hurt. H<''s m Arcadia tn 
hunt Apollo's cnttle, not to WU8te h111 

power against wondermg odvt'nluren 
flhough he will cmainly hara.!I them 1f 
h1.1 feels they've oarne<l 1tl. 

In every c:L.-. • Silenwi keep t.rnck of 
t ht• PC" 11 throu~h his sutyr S(:Out!I. lf tt 
appeal'!il that the PCs have found n clue 
l(l the lac::1t1on or Apollo':- cnttl t', SilenUI~ 
ITIOVe.'i l.O tnltc 1t UWO.) frfl m th1•m The 
PC1s hnv(' o 10"; chance to nc1lt<'l' the 
1111tyrtJ M•· follo~qng thtirn + l"'f per 
level or t\ny ranRer or druid with the 
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party lmll nnc..: J~'r hour• 
Sile nus. le8&<'r itod or thc Grn1.1k pon· 

tht-on: AC -2, MV 18, Fl21015, hp 350, 
THACO 9, IA1' '12 Omit 3 30; SA vmcc• 
con crC'ntc fear und bC'11ullmg. cnn use 
uny druid spell once per round. S D 801{ 

mnf(ic rt>.;istance; S 251+7, ,..14 1, 0 23 , 
C 25. I 16, W 16 '8 if drunk>. Ch 20. ML 
16 <4 ifcirunk1; AL CN Althoul(h Sile• 
nw. oppeare old. he's ve11 limber !tis 
\H!1tpons urt.• hu, fh.ts, but ln cumbnt hl• 
pn•fcrs tu use has 111pells l<> clcur t ho wny 
for h l5 . 11l)n. to uttttck A ~n 1)flbt' 
ru.rth l(odde&S G11t 11 , he Ill the prtmt 
leader or the satyn1, even more inn \.wn 
tull than Pan Ht' h~ all lhl' powl'rs of a 
1~ er dt.>lt). ll6 per ugrndi & /~rt. 
pnge8 

1-lc>wevl!r, S1lenus 1.s froquently as 
drunk a~ he ap1wars lo be and trnds to 
tlr1nk more when he's excited. If roused 
t () It high pitch of exch.cmcnt (such as 
anhc1poting findmw an 1mportnnt cluf• 
ta Apollo'io cattle!, he rap1dl)' cmpt1e. 
h1& wiM11k1n and thereaJ\er will be 
t'll"tly fooled by illusion:o1. m1sd1rct"llon. 
·t.c. In th11' cond1uon hl' is ca.">1h' star 
tied inlo r1•tre11t No mutter how rnuch 
S1lenua clr-lnkB. he alwava has \\.Q,:.'IJ to 
lind more wme and lu~ vdm•sktn 

hnuld ht- C01181dl'tl'd full dl lhl! SUlrt of 
any connu:t This 1$ thl' ri:nsun \\.hy. 
dusp1tc h1io pow~l"'I. he's not ver~ 11 11c:· 
cessful und hru. fo"" worahiperfi. 

Of all tht> deities met hi:.rc1n, Slll•nus 
1s probably the mc-sl combntl\'c and 
dnn)(erou8 LO thi! PC Unlc .. :4 th1> PCi; 
are tmusuolly powerful, tlu.! DM «hould 
huve Silt>nus avoid fightinw the PCs 
dir<"Ctly unless be himself 1!< ottt1rk1•d 
1und cv1m t hen hc hns a fair chan<'e 
Ot.•l.'mg In fright ond confw11on if ht• 18 

wry drunk I He will instead havl' his 
sawrs do t he lighting. dtrt.-cung the 
ttcl1on from o 1mfe pince Lo the reor of 
the uction lf the J:Otyrs rt>trnat from 
UpJlU 1t1on. S1lenu.c1 wtll retreat ns well 
but will hurass the PCs lalf'r 

S ile nutl's muJe: AC 7, hp 24 , other 
:st<Jtll1ttt:- :ii. per Arkilan's mule lores 11. 
Silenus's mule 111 Vl'ry b l 1blt!; 1t always 
obeys S1lenus and will ne~·er paruc or 
buck, no matter "httt tht- :utuauon 

a ty r C2dl0+ 101: AC 5; MY 18; 110 
5, THACO Ill; IAT l head butt or 
weapon; Omg 2-8 ur by weapon type; SA 
special; SO special. ML 13, AL N: MC. 

Morl'hallcd by Sihmu~. tht' satyrs ar~ 
mor~ det.crmmed than usunl. They ar~ 
armed with 11peani <normal 11llack nnd 



dun·u1~~1. unt.1 om• i.olyr has plf.X' tlmt, 
when pluy<•d, c1rn cast C'l1nrm, 11l1•1•p, or 
ra11Bt' {rar spells on ull within a 60' 
rMhus !SO\'C' vs spt•lls to avoit.l l'ffc'Ct81. 
In clo~c combat, th~ normal utyr ntt.nck 
11; u butt with the head '1t ~hnrp horni;. 
Agaan,.t 11 wt'ak defen~. lhl• 1111tynr. nrr 
mercllc•1<..'l, but they retreat from d ter· 
mtnt-d opp<Hltion and \Hill for Stll•nu to 
dl•Ur the Wily (or thl!m \\ llh h1'- •pt'll'l, 

They ntl' tntoll) demornhwd 1f S1lenu<i 
'" d1.•f1·11lt-J 1n 1nnglc.- or 1.·orub;it. F.uch 
satyr currit· coins or gem" 1.•qu1.1J to 60 
l{P 1 DM'a choic1.•I nnd one du.•t: t•uch 1>f 
two patwn11 lh1•oling and t11lalrtyJ. 

Phontu , 11utyr guide hp 28. otlwr 
:.l1llhlllC'4 ''" ubuve Phon1u cur11c:o u 
11pMr but prefor::- to get an cln 1 11nd butt 
II\ rombat llf' alo-o wears a r1111t 11/ r1· 
/[f'no•rot11m and ,1n n11111l1•t of innrupablc• 
lt>t.almn to id Silcnu~ in 1d1•nlif) in)? h1 
po.~1t1C1n 

5. T he Cairn . If the PCs flOt the dl'· 
t.uk.J dci,eription of th\1 cturn' l<X.'ullcm 
from Ke1lt'fm tares 21, thl') hnvt, no 
trouhl~· tdl'ntifying the t r:ul up thr­
mountmn. Tht! puth is well marked : 1f 
th•· PC" 11t11y on 11, thl! giant l'H!l'!i ll(nnrt• 
them When the PCs ha\•e g!lne I 00 
yords up th1: mountain, tlwy lwtitlll t<• 
!lt.-c the l>t'<'t> and their hi\ l''lll, Ltnd thl! 
trft!l'll field l)f r<.'C.I no"er-- l!it.'C "The 
Guu\l Bt'<''" I. h w 1JI tukc Ill 11•11.ct l hn•1• 
hour11 10 ~o from lht.> cmrn to th(' bo'f· 
k<wpl'r's compound. d pcnJmg on tht 
ttnw of dny .md th1· PCs' cond1tmn nt 
this stuf(f' of the nd,·enturC' l\\Oundl'd. 
L'Xhutl°'ill'd, t!LC.I. If the PCinlldn't ~t'l 
thl' full directions from Kt•ilcon, th1•re 111 
a 50'l chunc-e thnt they mi11" th1• cnirn 
l111111u11 I<; pt•r level of tiny run~11r or 
druid with tht> purtyl lfthl• PC m1 .. s 
the co1rn but decidt• to SA>arch 111 th1• 
twnl!rnl 11rt'.1 their chancl.! to hnd th1• 
cn1rn or the trail improve~ by J'r l'or 
en•ry I 0 m1nuh"' thl·y 1·arc:h 

lftht' PC's try to chmh thl' mount.um 
\\ lthuut ui.tng tht· trail, they huw u 
2o'< chlll1CI' nr gelt i ng lo:;t ( - I') per 
level of uny runger or dru1d1, check 
e11t11)' hnlf hour on this part of tho 
mounlllm In add111on, thc: gmnt 11(1ld11•r 
b1.oe~ hnru11a the PC.:::. w; soon ni; ' hey 
11t11rt to cltn1b 

6. The Beekeeper ' Compound. Thl• 
comf,Xlund r11ccs \~est in a lnri:c clc..r1n~ 
n1•or th<• ere t o( the mountmn ., Vl·tnl 
lret:!I hovl' bt•en cut down m•ur llu.- wa.lll 
und 10~1dc tht: cnmpound to d1•pr1\'l th1• 
monh Bird~ of cover for ombu,.hc· .. l-' 1,·c 

THE CHEST OF THE ALOEIDS 

Arcadin Ra ndom Encounter 
i\JIA: r lh1: PC hun 111wount1•rod th•• Cl 11tttuni 111r1•11 31 nr S1h•11u~ llnd htB ~il!Vf'o rnrl•rt t 1, lh11 
O~I 11houtd ~·arm rh1..:ktnlf for random 1•ncountt•r• 1\ mil of ld8 hould lie m111!.• unn• 1·\ .. n 
hour dUJ'lnli tht• d.iy 1111d l)llC1· cwry SIA hnu1 • .11 11111h1. tho11iih I h1· OM m11) rt'<iuri thtt 
fr1-qurn~· a lht· 1tu11Uot1 n•1iutrl'~ Stop dwclc111i: tor Nltt•Untl't" when th\ f>C,. ~ntn tlu 
:.ont- o{ th" a111n1 bt·t•• l""sthin thrt-e hl'X<.,, of 1r<•.1 d \ roll of I 1nd1c .. t•• "" 1•11cou1111 r, 
wh ttUp!ln u t>ltl n( ldM '" ldl:l IJ 1?14\dll- •m lhJ~ tnh11 

S:lme 1•ncounlrra hould ht• U.'-'.J 1101) onci • 11~ 1od1cal4:d rht•IYlln.-.r, Lnut lhot roll 11• ' M 
t!ncount.t-r: U :in\ l'Ot<iunt.cr 111 rolll.'Ci twtt•· m 11 ml\, trt•Al lh•• oeond roll u ''na t"lltllUlllerft 
hut .1ll<iv. th~ tn~unt4·r 1n f111un• roll~ 
2 Thi' PC cunu· upno o rncr i;od-<ir thl• nv ~ t:nd (utnct upon aJ11.m11lh1~ t•ncount•·r rl•"'' 

not hM ... to l.'.llu• pln~t• n1•i\r n nvf.'rl. On th~.,,, ,i.•rn 11ld1• ()I th1· rn•1p. the rt\\•r J°'."d '" 
l,.;,d1;n "ht> " uvvr 1t1f th• ~nmt• 00Jne111• aw11y tu th•• "•·~t "''' ond th1• t-dtit• of tht nwp 
On lht• t•tv•tl:'rn ~tdt•, th1• r1v1•r 11od 1s A"'1pu~ . v. ho•t' rivc•r Ill'"- fur ln lhe 1•11.,l. Thi• tw1o 
~ud!> haw 1dl·t1tk41l ~t..111i.t1c11 !River god: AC I , MV 16, hp 271'l, T llACO 6 ( 11 1'1th k1<'l 
014h11•1I, I Ar 1. l>rn11 hv r1dl or "'t•11po11 t}'p.•, !'A 1~>eu1I. SO •Jl\•cu1I, Ml. HI. \l C~1 
Tht: rt\·t•r >:•id npJX .t" .u 11 h1111v1ly rnu..cll!d 1\1 tall humun with lon1< blond h.11r anrl 
bi:.1rd Once p.·r di_\ , lht> r1wr sod cun hurl .. l111Jitn111g bolt for J0.110 hp dam1111··· Cll•I 
II' nthr•r •lltnttltJhlll/:, p11 dt<-11• l"Olh"r. mntnil ,..,,,,/,., .ind 111/l /tJlhlrunf, llh t l,,.11! for 
1Od10 hp d.!1011111• f'uch! 'JI,. 1rr pl"r d.a), he c.atn ell I I"'"'" ll'Olf'f'. Cf'1·alt' u ai.·r. t1rn 11 utrr, 
/tJtn r ii ntf'r, I'""" ut..r, ind In llott' 15,000 lbt. plu h111Cl'I\11 "''''"ht I Th .. i:ucf h11 unhm 
l\t-d cap<1cily 10 hr'1'11th~ undt•r" ntt·l' und C$n moH• unhilmp('rcd unde,,..111•-r ln :111y 
depth In ht• O'l\D n\'f•r hr'°''" Cl"l'Ut~ a bolt of 'l\8kr t"IWll m f'IT>'Ct to a lOdlO hp l1tthl 
111•111 f>.,lt, ICI Lim•·~ prr ""} Ht· c:nrr11 ... • bntd1• """ thn"' tsm. ~human ~jur lhAt 1lu1!11 'Jdi! 
hp dnm11~!' 1l1 • tl\'f't .:1.d t• .H• ll) r.mm 1'11,. rs Hr l• U'ii h" h !>< 11rcht111t lnr ,\p"llo'a 
mUh• lfthl' JIC tr1•nl him with lht.' r•••pt-Cl dut.' ltl ron1h\• he etmd••"(t?nd• to wnm th• m 
about 1h1•1r nt•\t 1·0~-ount•.or 175~ prob11b1hty ili1· "llrntni; I• uccurulA.'l i\f\~r .1!!.ktni: 11 th1 
l'C• k11t.1"' un)'thtnJ: 11! tlw c-nttl1• lhl.'11. tJ11• mrr R'id dt·pMlll. II tht: PCll tfl•nt l11m v.llh 
1 .... th1in royul r1•11pt'Cl, ht• 11niv1b cnmniunrl llll'rn u1 Kll hnck the way lhl.'y 'v., l'<lnll' It 
tht•y r<'fu-.•, ht• •ummon1> 11 ~torrn 11nd attuck• with lt"htntnlf. l.iul rttreo1.~ :111d rt•lurn1 l•i 
111 .. uwn rt\f'f .1f11•r r1·111w1 na 100 hp do111ni:1· F.cu·h 1111cl cnrr11• four ~ems t2i'ill ICJ• volui 
t'ttl'hl and c1jlhl pot lt>n• I UM'• cbo1tc'I. 1\ lthoui:h thf' rtvt·r ll•Kb c1.re cllll ·tlil.J <l 'II ·r 
110011" of th•· Gr, 1·k P•'nthr-on. th~>- do not hnvt• tht• fl'!l"' 111':1! tl111t I..·1:f't1cl1 ,\ r~1r1 llfll:• i. 
(nr h .,., .i•ld· th1 ~ "'" mnn• like sup;•r·po'\\o tt•d tt•nn Jl1•1ntt1 tr th1 • ll<:'<•Ulllt•r "11<'1!! 
Cot l..11don .1nd one:• for A!.npu"'- "' .ipprriprtalt' 

3 Dirt• wulvl'' •ld6 • 5, AC" 6, \tV 18. llO I• 1, THACO 17: 1,\T l ; Dmi: 2 ll ~II . IO; .\L N. 
\'fC Thi Y.•Jh • IU• hunm .and se.uthtnl( for pr1·v If thr\ 1outnumber dw Pf'.-, th•) 
1ttack at onr1• II n11t lh• )' fnll1>v. lh1 PC11 h1111•n•; tu c1.1t dnwo 11 tr11gi;J.>r 

" Mlno111u,... lld l t Jt. ,\CG. MV 12. HDt>+3, TllACO 15. 1,\'I :t, Omt;. 2 .!~ t•r I 1 hy 
"t•upon l)'pt• SA lfl'· pplr, churjl1', so • 2 bon11 Ull -urpru.; rnll, Ml I a plu >1p;•m1I \ I. 
l'E. M(' Th• n11nn1uur• nr1 Urlrll'd With niul I .. :t lo du11111i;t> • 'fhll\ Clln 11llJck un nppo­
n~nl who 1 nt lt•o"l 6 tnll w 1th 11bull12 8 hp dam1111~•111r !I ,horlc•r opponN1l with 11 bilt• 
114 hp d1111101w• Th" m1notnul'l' mul the PC11, hnp1na Ul p1C'k oO o !!Cntg~lrr 1'h"Y woo't 
~l\'l' up unlt•'Wf .1lloC'k1•d und dtifl.'utcd tu HOOD n' on~ 1111not~ur h11> rt:'<'ctvrd i6f'C Joni· 
ngl" h1• w1thdrt1'1\ ~ 11nd 1h1• uth<'n. follov. h1111 ~;11.:-h minouaur hu~ 11 pouch C'llnt.mntn).! 100 
~p plu• thrn• 111·m1111<1lrlh IO 1()0 t?P t?uth 

:; . bedu: AC' I M\ l:l , ll) in..- :Z·I HD fl+'!, hp 611. llfA<'ll ll . IAT :?: 011111 I 6 l t;, .:->A 
~JX<tul. SU J>1-c1nl. Ml. 14, Al. 1.C..; ~IM I i Thto h1·du cun b1-n•m<' • thl'tral nl v.11l 11nd 
~1ln tnl\1·1 lh,.. ,\ lfnl md F:lhl'l"('AI plant'~ Th• h1 Ju Ct1mmun1cntt·~ \111 u/rfxitlt\ •1th 
lo\\ful i.:wd Pt• tn•lt·tnmtn•• lhc purty' , purJIO' • 10 Arco.din It lh••n oJfcr nd\IC~ 11nd 
d1""'t101U11C ~·bl·· lfth .. p:trt)' cnnt.un ... Ot> )1111. n.11 .;ood PC. lhl' -hL-dU •tenure. thl' 
udwntUn•n 11011<'"\;>t lftht J.1rknl~t•n• l 'OC'\tUOh f 20i &a 'l\tlh thr pl!Tl\', lh1• h tfU 111 
W1l)'11 olt•rl~ lht: PC• lo lht- juckalwcrt•·~ naturt ond hdpe to dl'flll't.I.\ 1l If tto· 11lyr l'h«>­
ntU• lnr1•11~ I1 "1th thl' p11rt\. tht· 11hedu "'"l"M thl• f"C• that an umut•·/ of 1111•••Uf10bf•· 

/1,.'<l.111111 Ill Jlr!•• o•nt Thi' •h1·du knnv. .i illiout thl• th1•n of Apollo's c.•tt lt• ~l'\J obout tht1 
btr th ol H11rm1·•. hut nul tlw c:unnccl1on tw1w1:11n th1· I W() Tht ·hedu citn 111 0 \\ 11rn or 
d111114en1111th1•1mrz11·d1111t• vmnlt)' llh1· OM ~hould f(IW lh11 PC,, ~uffic1t•nl wnrn111i; of th11 
r1cxt 1i,·1• runcli.irn 111C'o11nt..•t11 I'll thut thr\ cnn 1111mp1 tfl n\·01d thrm 1 UM th•~ ••ntuuntor 
onl~ onn 

6 Luck t'nb•n AC i; M\' 16. llD I, hp 26. TllACO nil , IA1 ml Umt; ntl, SA •fll.'Ctnl. SD 
•J"'('hll '.\ti 10, Al '..: \l\t;.?.~0 Thi. gnlcit:n fum-d c-.11 •~ \\ 111111• uo thf trntl und Jiurr 
u- lht• PC p11111> ti\ t::ncb PC w1lhtn JO n1u•t -4\t' \ • •J>l!ll ur be 11ttr1:1ctl'Cf lo lhl' cJtt •nit 
w11nl lo pick 1t up Th" c .. t n•m>ltn• with tht• p.1rl\ for t Ii hnur-. purnoii nll thci v. hil~. 

II Pl Wllhln 3(1 nf Uu C•U los;e I~ 4-:ll11n 111 n,•1n111hru11<11. d. moi: roll&. nd 
ch11o<<:•· '" hll AJ lung 11 thl" PGll nn.• AC'C'Clntpan11'd b) 1tu• lud1 t'llh'r, thr v are- unilhlt' to 
A\'01d nn\· toncount~·r \ 11"· th11. •·ncc.untt•r onh· rmCI· 
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ContlllWld Crom Piii* &3 
7· Bhu~k bear fld3 + t ~ AC 7; MV 12. HO 3 • 3 THACO l7, I AT 3, 1>rna l ·3t1 -311-6, SA hup 

for 2-8 bp d&m•ge, ML 9; AL N, MC lf the beara an surpriMd f60'l chonc•l. l.hty Mt.tcJc 
the PC. at one• Othc""1H, lhey lumber off into the wood.I in l· lO roundt If lhc PC1 
N'm1un 1ttll and mllkfl no thrl."AU'n1ng moves. 

Mountaln Uon 12>. AC 6 . MV 12. HD 3• l. hp 25. 2~ TRACO 17. IAT J: Dmir 1·3•1-311-0. 
SA r-ur clav. .. for 1-4 1"'4, upward apn111 15', forward apnog 20'; SD surpr1~ only on• 
I , ML. U>. AL N; MC •utAI. tr 1urpru1ed, t.he eau otuiclt 11t once. Thor• It" 604 chance 
lhnl tho c~ll• a.re ttaod1n1i ov11r ~ht> CM(A!il of an aruroaJ 10 the ceni.er ot lht trail 11nd 
refu..• to movti. dofl!nd1ng lh1m kill t.enac1ously. Oth~rwille, the cata move ofT after a 
11hort atur1na mMch t2d4 •2 round ), bu1 thoy anaek iflhe PC1 do anythinti thr@a~runa 

9: Wolvu C2d6+6l' AC 7; MV 18; HO 2 + 2: THACO 19: IAT 1. DmR 2·5. ML 10; AL N; MC 
Th111 pack of wolvca hM corncrf'd n nag and 1s just gelling ready to molte lhe kill. If the 
PCe attempt w cont inue dlonic the trail, lhe wolves et1.ack t.o defend I.heir pr!U Option· 
Ally, lhe llllff mny bmllk clear 11nd n~ through the PC party In 11n att~mpl l.O lllCJlpt' 

rt om thtt wolvC!il, who follow tht1r prey and lltl.4'ck i.he PCe if they u1tervtne. 
JO Olant elcunk: AC 7. MV 9, HO 5. hp 30; THACO 15; IAT l : Omg 1-6; SA, SD 9<1u1rt 

mU11k, ML 9, AL N; MC. Thtrc 1111 '7611 chance that both lhe party find lho •kunk are 
11urpr1M.'Cl. lo tln• tuc, the tkunk 11 d1ecoveted only 3' &way, aQd 1t imnwdJa.c..ly auack• 
Wllh 11 tqulrt ormuek (vlctlma reln'ot and •ufTer nnwe11 for 2·8 turn•: aave ,.._ pooon or 
be blindtd ror l ..S hour. Tho odor rcm1un• on clothing. fO nctnns (U'l' llhunnttd unul tht'y 
change t'lothUJi ond b11th11. Sec! the Mon1trou1 <AmJW11d1um (or other pouible eJrt!Ct.11 
Othcrw1'4', tht' PC11 dt11COver the skunk while 11.1119' awoy lo this CAie!, lhe •kuok isn't 
.urpru1od and ambl •way altt'r ldlO t I> rounds 

11 Wild doee 12dl0 +;t )' AC 7; MV 16. HD l + l . THACO 19, IAT I. Omg 1-4 . ML 6; AL N. 
MC Th11 amttll pock of wild dop u more cuno11.1 than danacrous. They follow lhc PC1, 
11111J\01, ai lJ\01r tnul &nd barlung every few mt0utes. lf lhe PCs make c:4U1.p. the doi,;e 
attempt t.o raid then paclu for food 11 tho Pea bunt or make a lull. lhe clop I.I')' to take a 
portion Tht dofPI ltav1 if t.hey fail t.o get Ally Cood from tho PCs alU!r ldll • 6 houn They 
won't 011ht lhe PC1 unleu attacked but w1U try l.O loll aey .,..ounde!d l\ro.gglen. 

12 Giant owl: AC 8; MV 3, Fl 1811-~r. HD4; hp 32; TUACO 17; I AT 3; Dmll2MM.5; SA 
- G on 1urpri.c roll . Mt 12, At. LG; MC. Th11 It Ath-0na'a bird. lll'nt l.O ob rvf' lho PC• It 
w1 II not help or hinder lhll PCe m any w11y but will follow thetn the ren of the da,y, keep­
'"lr t.rnck or them movtmtnUI It Will not i'nt.er the hunung groundt of lhc Stymphnllnn 
Qardt 1nd w11l 1gnon1 tho ,Unt bC'11t1 Ir the PCs""' aceompumed by a lu~lt ret.or, tho owl 
f\t~c.kt th• cot ~nd eiwmp~ w klll or cury it ofr but will not harm ··1ntoc~" PC• evtn 
Jr they ti')' to harm th~ O\\' I. U~ lh1J Ollcounlcr only once I day. 

13: Orynd11l-6)· AC9; MV 1 2~ H02; hp l4;1'HACO 19. I AT l : Omg 1-4 ld&lllltrt.SA 
rharm. SD •pt!ciul; ML 12; AL N Each dryad cun use d1m«na1on tloor to icot to hu own 
ti'(' • They CAn c11eh C#t't charm /H'r-a11 thr0t- times per day, wiLh - 3 on lht victim'• 
"'n' ing lhrow tr ftny mAJe ot the party hu a chariem• ebove 12, the drt•da attempt t.o 
k1dnnp h im Thi! dry11dl of Arc.11d1a llrtl c11pric110W1 and will no\ help the PCa tn llll)' wny. 
F.1ch dry11d h 12()().800 gp •nd 1040 gcmall0-100 gp valut- each! UMt th1• encounlN' 
only once 11 day 

14 · Nereid1 fH l: AC 10, MV 12, Sw 12: HD 4. hp 30; THACO 17 (tptt only): I AT ni l; Omir 
ntl, SA spit, control w11ttr In lotr;SO kt~. m~menr.e men, ML ll , Al.,CC.CN·CF.; MC. 
A nt1rt'1d'• pit lit' frangti 20't wilt blind o 1.arget for 2-J2 rounds. caut1ni a -4 ptnolt)' to 
all Lo h1l roll•. uvina lhroww, and armor clasaes. Arcadi•n nereid.i arc u copnc1ou.1 u 
dryodti •nd anompl 1.o k1dnop any human male with a chanmno h11h@r than 12 EArh 
ni:rdd bd two potions IL)'J>t!I o( OM'• cho1ct1> U!it! lhia encountl'r no mort' than once• 
day If lho ~ncounwr doe"• not occur near water, lreat u " DO encounu-r" 

16· Soldlen t2410• 10l AC 6. MV 9. F2. hr> 10.12. THACO 19; IAT l , Dm11 by Wftipon L)-pt', 

Ml. 13: AL CN; atuddt'd lulh~ 11rmor, 1h1t-ld! These told1ers att armed ond hoe proli· 
cicnc1" w11h lone thru-i1n1 sprort, ahort .words. and daggers Tht>tr INtdcr 11 dlaltn· 
gullhed by rtd 11t11pH on the 1houldeni ofhu armor but it otherwtee unrernark1blo 
Th<'tc ~ndertng mtrccn.vlt-1 attempt LO utort a toll from lhe PCs. belflorung •l 1 l(p 
~r penon but coming down U> 3 8J> 1( t.he PC11rgue weU and don' t look too Prottl>f'roue 
11 the PC1 appear extremdy pro.pl'l'Owi or 1f lhey refuse to P-lY Ail)' l.A)ll, the toldm·• ml)' 
uUAck ll'J chan~ per 10ld1ar pre:r.entl They do not alt.empt LO kill lha PC1 but only 
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beehives occupy the ground immedi· 
at~ly west of the compound. and many 
more hives can be seen spread acroSl! 
th1a port or the mount.ain.. 

Whon the PCs reach the top of Lhe 
l roil. the beekeeper (warned of their 
opprooth by the bees) is waitmg for 
them with a giant soldier bee- hovering 
over h1s lef\ shoulder. A d<tzen other 
soldier bffs bovCT nearby, and several 
human figures st.and behind the bee· 
keeper with weePQns a t t-he ready. 

That the PCs are confronting humnn1 
mt1y not be obvious M first. The bee· 
keeper and his people are all wearing 
strange masks when the PCs first set> 
them, presenting the appearance or 
some unknown kind of insecllike hu· 
mano1d creature with whom the PCs 
must deal. <See area G later in the text 
for details on these special masks.> 

lf the PCs have harmed any bees on 
their way up the mount.run, tbc bee· 
keeper know• ofit., a nd the PCs wtll 
hovi: t.o be very persU8sive t.o get any 
cooperation from him. He ia not im· 
plecable, however; he understands tht' 
el"T'Oni or Strltngen; and has sympathy 
for advenumin trying t.o rulntl an 
oml'n. If the PCs are very good ot X· 

pleinmg lhemselves-especially u they 
have not harmed anv bees-the bee· 
k(,-e~r e~m't.11 them.past the h1vea and 
into his compound. 
Beek~eper: AC 5 (special armor>; MV 

12; R20; hp 136; THACO 1; IAT 2; Om~ 
by weapon type: SA special; SD special; 
S 16, 0 14, C 16, I 12, W 15, Ch 14; ML 
18; AL CG. The beekeeper is o mon of 
medium height and very powerful ap· 
pearnncc. with block hair and beurd. He 
ha. weapon proficiencies in long bow, 
short bow. javelin, long sword, and 
dJlg.icr, among others. H e also ho" the 
obllity to use clerical sc:rolls. The be~· 
keeper frequently sells honey and royal 
Jelly l~ clerics of Demewr (Grc4'k god 
dess of agnculiure) in exchange for 
purrficaJlon scrolls l<I elinunate the 
marsh's •tenth from the bee·a honey, 
and for curtt wound• scrolls U> cure hia 
bees or his own people who've been 
!'lltkencd by t he ,tench. He also h3S a 
scroll with div1nalion spells. two acrolla 
with n'ulroliH poi$0n spells. and two 
with lt.t'al spells. His ranger's animal 
empathy includes a special affinity for 
the giant bees. whose language he un· 
dcral.ands In emergencies, he can sum· 
mon bees to defend his compound, and 
he wall defend their hives against ut. 
t.acke by predators. He never gives hit 



numc lo onyoM, and nont: of hH• fom1ly 
havl' ever been heard to any tl oloud 
H1k nrmor i• of a special clcs11(n thnt ht• 
created lo proLect from the Stympholinn 
Birct~. 

lolc, the beekeepers wife; AC 10; MV 
12. Fll ; hp 60; THACO 7, IAT2. Omg 
by weupon type; S 12, 0 18, C 13. 1 15. 
W 14. Ch 16; ML 17; AL NG. lolc 111 a. 
.. hm. uracllve woman wit.h brown h1ur 
and 1•yc11. <tnd pal~ slon Shl· hnt 
\\eupon profic1cnc1es 1n . hon bow. jave 
Im. ond do1ti:er. wit.h ?;pt_-ciolii-ation in 
the hort. bcJ..., She usually goes "ilhout 
nrmor, hut in un emergency cnn clun 
armor like her husband's CAC 1). She 
w1111 n .. uct"c•K!Jful ad"enlurer und flikl' 
cvt•ryonc clbC in this art-al ho" roul(ht 
the Stymphallon Birds many t.1mes 

1i•reus, the bet:k~per'11 eld1•r Nm. AC 
6 (11pt.>cu1l nrmor1: MV 12: RIO hp 77, 
THA\0 11, IAT Jrl; Dmg by wt•opon 
ty]>(': S 18, 0 15. C 16. l 12. W 15. Ch 
10. Ml. 15, AL CC. Threw. loou much 
likt1 hie fntht>r. H(• has wcnpon proncien 
cll!s in long bow, short bow, Jnvvlin, long 
11word nnd daJ(ger, among olh •rt1. His 
rnng1.•r'" tinimol em1>alhy extcnd11 to th1• 
"11\nl bN•R He does not. however. have 
lht! obih~y to llt\C clerical scrolls. 

Ocneu.8, the beekeeper's younger aon· 
/\CS b1pc'<11tl armoi-); MY 12; R7, hp 91, 
THACO 14; IAT 312: Dmg by wenpon 
t)pt.'.S 13, D 13,C 18.115. W JG.Ch 12: 
ML 14. ,\ L :-:G. Ocneus 1s a 11mnll4:r 
v~l'81on of hl.11 elder brother He hm1 
wenpon proflcienc:1es in long lwtw, whorl 
bow. jo\•clin. long sword, and dogJ( r 
l11ft rt111"l•r'11 on.imal empathy does not 
cxlt1nd In tht: giant beeA, but he cnn Ujjt• 

clerical scroll11. 
Lyc·u , tht• beekticper's brothrr 1n 

law· AC 4 (t1hell·studdcd t~thrr armor 
+3J, MV 12: 014; hp 87; THACO 12; 
I AT I , OmM by spell or "' npcm ty~·: SA 
pec1uJ. SD immune to woodland c:rcn· 

tur1·!4' charm 'i>"llR; S 13, 0 12, C 16, 
113. W 17, Ch 15; ML 16; A.LNG l.y 
cu" •~ u tall. ltght·haircd mnn "ho ii> a 
druid nr Ot•met.er ralher than ArtcmL. 
\\ho is the polron of most Greek druids 
I ,.,, I A'l(t>ndl!i & Lore, pBJ:tes GO and 63; 
uccord 1 ng lo the design(-\rs of th•• AO& 0 
2nd Edition game, druid.11 moy be of nny 
nl'utrul componc-nt nhgnml.'nt, llO long 
aa lh<'y hov<> lhl' 11t1me nlignmenlt. 011 

th,•ir dl•ltli• .. l Ht- dnus not live at tht-
bt kc pcr's compourtd, but he v11111s 
lh~uently and is the beekecper·a pn 
rnnrv conwc:t with Otmeter'ti cull. H1 
wcui>on proficiencies are in the !1hnt1. 
~1tr11tnr. daggi>t, 11pellr, and dort He hrui 

the standard dn.11d powers t.o 1denllfy 
plants, pass through overgrown areas. 
lenrn woodlond lt1nicu9gei., and $hope 
chang~ three limos per day. He knows 
this p&rt.. or Arcadin almost ru; well as 
the beekeeper, but he ho~ no i;pecin.I 
affinity for the giant bee 

Male servant or tla· bttkeepe.r (5): 
AC 10. MV 12; icro- lovrl humans; hp 
3·7; THACO 20. IAT 1; Dmg by weapon 
tyJ)(•; ML 13; AL N Thre<- servants are 
srmed with short bows nnd two wit b 
javelins. 

Fe ma.le servants oft he beekeeper (5). 
AC 10: MV 12: iero-lcvol humans: hp 
2-6; THACO 20: IAT 1; Omg by weapon 
type: ML 13: AL N, k.nlfo. 

The compound 11 aul"l'oundcd by a 5" 
high ~ne fenc • ond conwins the fol 
lowing structuro11: 

12A. Cntekeeper·11 house. This 
building holds n 11insrlc choir and one 

Conunuf.'d from P•tlt' &<& 
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cot 1'herc t6 no gatekeeper, SlDCe the 
gnl.o ls useless agninst t.he Sty1nphnllo11 
l31rd11. Onct• of tht• beekeeper's mule 
servant.I can servt> ru: gaLekt'cpcr nt 
nl'<!d. 

128, 12C. crvant.s' Quarter . Mat~ 
llrf' houw'tf 1n tht' V.4'. t building. rerun.le 
in thl" Ptt~t . £och room hnll 1iv1· ~. 
five low chesta. a table, and three 
ch1ur . 

120. M ai n H ouse. Tht- n\11111 roon~ 

(oreo 01) conl./llns u hir~e wooden table 
w11 h six chairs. a chest. in ooch c:ornor of 
tht· Wl':d woll. 11nd t1 w11rdrohc cnnlt11n 
ing cold wcmthcr cloaks on the south· 
t!B.lt wnl I. 

·rn" bedroom of the be keeper ond h111 
wife fnron D2t ha1t a larMI.' twd. a wood n 
wblt· with lwn ch1ura, undo 11mall doc:1r· 
lcsa closet cont.tuning five long und five 
hort bow inc~ nncl llrrow in bu-.. 

•ubchw lht'm nnd aw11I their vnlunblu. lf the PC11 pny lh1• loll , thl" N!ldil'r pMll cm 
leavinu th• party unJiarmcd Th M! merconarlet hav •n'L ~'' va1d for eomt.! Uml! a.nd 
CArTY only 10 60 •Peach; lhl' lendllr alllO hu four lll'ntS worth 1001.1' cnch. Un thL. 
oncounk•r on~ 

16· WUd boars II >: AC: 7; MV 15: HD J +3, 1'H.ACO 17, #AT l. Om.i 3 12. Ml. 9, AL N. 
MC If lhl' PC.a hrar tltP boars rootinir An>und m lhl' hrubbt-ry Won- thr 11n1m:il• d1 
coHr lhttm 130'\ ~hanOlll. tht> part.y inay 111emp1 i.o d1·1~11r If nol, th' •1njlltt jlrC>wo mall' 
"'ho l~ds lh11 pad attac.lc.11 u soon u lht' PC1 or~ dl.wH!rt.-d. with 11 chan;I! lhrou.ih th• 
undrrhrm1h 01mt'd nl I.hi' nCllrctn PC's legs Thi' bonr Otrht.11 lo thc- d :u.h No othrr bMrt 
wllt 11U.AC'k 

17 Harpl~ lld6-+ 21- AC 7, MV 6. Fl 15 <C>; HO 7, TH.ACO 13. •AT 3, Om~ J 3 1 3 l 6 or 
l -311..:llby Wl'npon lYIJ''. SA 11nging nnd cha.rm. ML 13; AL CE; ~IC. Thr hnrpll'• l\lk•mpl 
l(l chof'm .tnd destroy tlt(.I Pee. lfthe PC• re•l•t. Ult> litflt harpy to l.tlkt' more thnn 10 h11 
dnmu1ec 011t1•, ond lite othcrv follow. Then, for 1·6 houri!, the hnrpir• follow lhl' rt'11, 
hnrBSllinf( nnd mock Ina them nnd au.cmptinl( to pick off nny lltrn£1(1l'l"l 

18: Giant poreuplnt-• 121 AC 6; MV 6, HO 6, hJ) 38. 3i, THACO 16, IAT I ; Dini;: ~-8; SA 
11hoo1 quilt.; SD qu1llt, ML 6. AL N; MC Thl'rt' i111 30'\ chnno· that bolh I.ht' pttrl,)' 1ind 

tht' porcup11\ • nr eurprii,00, in which caae Lhl' porcuplnr• ntlllc:k immf'duU.l'ly 0\..h(ll" 
wise. lite porcuplnl'I (AUii@ no trouble unle.u the PCll int rfore "'llh thett1 cftu ln.i.: 1b11n1 
to dt'ft'nd tlt11lnl"h~ fil'Ttt'ly If no attack occuni, lh~ purcupin" ignott lht Pea and 
block the tMll for ld I 0 • 5 Mund• 

19- Owlbcon 12.S• AC 5: MV 12; HO 5 +2: "l'HACO 16: IA1 3; Urog 161~·12; SA hu#. 
~1.L 12 <fear le~ in combilt>0 AL N; MC. ThC' owlbca,ra •ltt.ack with t.ht'1r cln"'• und •nus> 
ping beak.a, th n bu1t 011d baw A claw h1t lfrom rttht>r foft'hmbl on roll (If IS or OO\lf'r 
meanll lhat thll owlbear ho dr~o-ged 1ta v1c-t1m clOllC t'noul(h to hu11 for 2·16 hp 11ddttu1nul 
dl\mn1i., Th111d11m1'(ff'1a lllk1>n int.he nm round oft.hr hug nnd ev1•11· aucct'l'Ciln~ rC1und 
until lh~ o'-•lbc.>11r or , ... v1cUm 1s killed The owlbf.nr• nttnek the PCs on 1111rht 1't1d n1thl 
to the dllt1l.h Uw t.hUI encounter only onttl. 

20. Jockalwcm•: AC •I , MV 12; HO 4 ; hp 28; TliACO 17: I AT I, Omg 2 8; SA lf!Ull tllU"'' 

1111.Mlp 1n UMWlpc<linJ: \'IC:Um•: $0 hu only by 1mn nnd +I or b<-UN' wrnpon11, ML 11, Al. 
CE, MC. Th" Jllckol\I. ere Jll't!~ndil to be •n adventurer and u)c, t.o .iom the Pei. IL Ito!>( 
to ~pi.rnU'" PC from th,, pnrty w kill 11nd eat him. tr lh~ PC1 rc·fu..e to lrt tho J11tk11l • 
Wt'l"e jO>D tho pw'L). ll follows them lt'Cl'etly (or th~ rt!~l of t.h d. Y ID hON't nf COlth1nl( • 
at.raggleor. I! At.ht"nn'• g1an1 owl as clooe w the por&.y, lht btrd altaclu th«! jaclull"\\-ue 
whl'n tho man l.t'r Ont nppeani. I( t.ht' j11ckal"'1·r1· nCC'Ompnn1\·• th<- PC• lO th4• lx-e 
keepi!r'a. compound 111.rea 6>. t.h ~ a\>01d tl and th11 bcelr.. •J>t!t bt.'COl'li 111.ll!Jlit'JOll.!l af 
lhe tnttrt' party 

Nou: If \}1.- PC• 111'1'1 w&rn Kl ebout en encounter llnd otu•mpt lO 11Void 1&.., thry han " ~O'+ 
chance of 11uctt!A 1•1 .,. p11r level of any raniicr or druid With tht1 pa.rt,yl. liowt<\'t'r, tht1y 11IM1 
havl.' 11 30ti chanc" of l!t'lling 1Mt dunng the nll{'mpt ( -1 'l Jl('r level uf any rangt!r or dru1di 
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kct.s. Six swords m 11heaths hang 011 thl.' 
north wall of the closet, each with a 
dagger and ahield beside it. Against the 
south wall of the room are two large 
wooden chests containing the personal 
possessions of the beekeeper and Joie. 

Tereus's bedroom (area 0 3) contains a 
bed, a chest, and a table. H is weapons 
and shield are hung on the west wall. 
T he bedroom of Oeneus (area 04> bolds 
the same sort of furniture. More weap· 
ons decorate the west wall. A \vorkroom 
(IU'ea 05) is furn ished with a long toble 
against the south well. Beneath the 
table are three low chests. Assorted 
household utensils hang on the wall11 

12£. Cookhouse. There is a large 
table in the center of the kitchen Carea 
ElJ. Bins are stacked against the north 
wall. and kttcben utensils hang on the 
east waJI A stone ftrepl.ace is set 
against the south wall. Area E2 iB gen• 
eral storage, and area E3 is a pantry 
st-Ocked with food and addit ional 
IU~hen equipment. 

12 F. Wo rkhouse. Here honey and 
royal jelly are processed. Bows and 
arrows are also made here. and weapons 
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a nd equipment repaired. The single 
room has no doors, but each doorway is 
str u.ng \\;th web netting to g-ive proLee 
t1on against the marsh Bird$ while 
allowing good ventilation. h takes one 
round for a n experienced person t-0 
string or remove the webbmg from one 
doorway ftwo rounds for the inexperi· 
enced). The ceiling 18 supported by two 
plain wooden pillars. Against each well 
is a short workb<>nch with tools hung on 
the wall above. 

J2G. Salehouse. The honey, roynl 
jelly. and other valuables or the com· 
pound ar e stored here. The door is al· 
ways securely locked, and only the 
beekeeper has the key Cit hangs on o 
chatn around his neck ). The honey and 
royal jelly are 3tored m secut"ely sealed 
jars set m biM against. i.,he west wall. 
The jars ares• high and 31,.,,• in diame­
ter, each contain ing 20 ounces or honey 
or unprepared jelly. CTwenty ounces of 
royal jelly reduce to fi ve ounces when 
prepar«I. Each ounce equals one potion 
of atro.-healing with curq disease side 
effects. Prepared royal jelty is worth 
2,000·3.000 gp per ounc.e. and one ounce 
can be made in to a youth·preserving 

unguent worth 3,000·8,000 gp. See the 
Monster Man1,ol II. poge 17.) 

Also stored in the safehouse • re 
masks that Joie makes by "spinning" 
honeycombs. The masks are an anlidote 
LO the terrible stench of the marsh 
(though they are ineffective within the 
mnrsh 1tsel0 and are particularly valu­
able non magical de\tices, proof ngai nst 
nonmagical smoke, dust.. and airborne 
poisons of all kinda aa long aa the masks 
ate kept clean; they are also very dµ ra· 
ble. Each member of the beekeeper's 
household hru> his own mask; only the 
spares art stored here, in a bin m the 
northeast corner of the safehouae. The 
beekeeper keeps his magical scrolls in a 
chest in the southeast comer. 

All windows in the beekeeper's com· 
pound are heavily barrec;I, with extra 
bars for lhe sa!ehouse. At every coroer 
of every building is an oblong container 
thal looks decorative but contai ns six 
javelins. Opening a container takes one 
round. All members of the beekeeper 's 
household wear knives and keep their 
masks with them at all times. The bee­
keeper, Threus, Oeneus. and Lycus al· 
ways carry two javelins ea~h (strapped 
to their backs> unless armed with a bow 



and qui ''CT of 20 nrrow• 
The atench of tht mal'llh has been an 

th nn· l\t th compound for the pnst two 
houn and ia just leaving aa tbl! PCs 
uri.,.e. The PCt notice the 11tenc:h, and 
its remnont. mnk lolkintc difficult ror 
them. reduce cba.MBmo by one point 
~mpc1nu·1ly for 611 Pea In ldl0+6 
rounds. t he 1tc1nch clcnrw 1uffic1 •ntly ror 
lhe PCa' ch1msrruis to return lO normal. 

While the b..•j>keeJ)('r I• t'ntert11ln1ng 
the PCs-n 11mnll meul or breod nnd 
rtu1t 1s offered if it's befor<> noon, more 
substantiol fare if lt..'11 luttir in the.I day­
he t.ell& 1.hem eometMng ubout. his situa­
tion. The compuund hllll lx.~n under 
loos siege by th ml\reh Bi rdtl f()r M>v 
eral years. Tho Stymphahnn MMah, 
while never exactly a pfoo&ant place. 
wns once ul l1:aet hosp1tt1blc to tho~· 
who undernood it Tiw beekeeper fre· 
quc:ntly xplortid at in the compony of 
lhe bees, 1n search of herhl and other 
voluable ~tural producte \Vlwn th~ 
Stymphnhon Bird,. ml5(tlltt.'CS north, 
everythmg changed. The Birda u.re 
deadly ml.'at·eater• and Olthy crcutures 
beaidr from the ~ainnin8, th~1t t-x· 
crement made the marsh a mulodorou.s. 
unheolthy ph1ct". M<>1l of th(' inht1b1t 
&.r1ta of St.ympbuha lo\\ n fll'<i or wen? 
lulled. Th lhe eta.It, above a high pb on 
Mt. Cy Ilene, a bnnd or cyclope11 even 
abandoned their clladel, driven away by 
tht• •tench. Only tht• bt.-ekeept>r nnd hJ~ 
family and servunt.tl hove mod n su.nd 
here, determined not lo bi! dtwen away. 
The Blrd8 art' not nt wnr with thu Kinnt 
be<le, whom they don't consider proy, 
but they frequl!ntly attempt to raid lhe 
compound ror tnl!ty humt1n nc~h . md 
the beekooper deponda on the power or 
the bees lO defend him and his people. 

As for the PCi!' qut'Mt, thc bc;ekc per 
can tell them lit tit! that U1 helpful "Tha 
c:;crt4rnly 111 the pl1Lcc to come If you 
were told to follow th bc~11." he sny11. 
" But there are no abandont>G beehives 
in th immcdiot.t' v1cin1t)' And ~for t.t 
large bronze container. neitheT l oor my 
family knov. of nny:· Nor doe the com· 
bnmhon of winj(ll and rJ)l•nts ml.'An 
much to him. 
"Ther~ ts thta, though," the lx>ekeeper 

cootlnu . " ln my grendfoc.her·~ doy, 
long befoni lhe coming of the Birds or 
the cyc:lope.'\, wt• lived on tht! "astC!rn 
slope of Ml . Cyllene. 1'ho.t 111 whl•rc th(• 
great bloeoms were. When tho flowers 
died 0'-''1Y llnd the OOl'll cam~ t-0 this 
part of the mountain. we ct1ma u well 
but over on the eutern slopes there 

rtimain 8 rew :lbandoned hive p 1rh Pl 
you should look ther " 

Lycus adds. "P~rhaps It'• 11 matter or 
qmbols What do booa aymbohio? ln· 
dustry. Creativity. Wenllh. And what do 
those thin~ cnll to mind?" 

If the PC don't know the answer to 
thlS, the DM can have lhe beekeeper 
answer, "CycloJM:,,.!" 

While the PCs are with the beeke per. 
the compound as attacked by a strong 
force of Birds. The uttuck I• " !IUrpri1< • 
and the beekeeper h8.11 no chunce to 
summon :>oldier bees for n.s.11iatance 
(although those from the nl.'ttrc11t h1vna 
automatical!y c-0mc to counternttack 
the Birds). The OM should tin1e th111 
attuck for when the Pee nro Ci ~ling 
most comfortable and secure. perhaps 
when they hov~ iWptmlled ITer('Ull mny 
offer to show the work11hop "° u PC with 
bov.-yer prolicu~ney. for ex.amp!"' 

The Birds give out rnoe-ou.11 crrnit JWll 
momt:nt.s before they dwe mto the com· 
pound. The PC will hav(· lht- 1mpn•. 
s1on that largti. copper·metnl tor'°' 
have appeared all over t11e ania-and 
these creatures ttlinlt.! 

When the au.nck comet1, lhe male and 
femnle sel"\•ants 1mnwd1ately lock tht!m· 
!'elves inmde their own quort.l!ra or th• 
kitchen building The OM should give 
the PCs an opportunity to m M~rrnlly 
aid the beekee~r durinf( th1t1 nu.nck· A 
servanL lS caught oul.81de the compound, 
halfway between the upcn l(tlt • nnd th• 
nearest beehlve. and the PCs must 
ll.SSist in Cightint( ofT' th<• B1td11 und ~·+ 
t ing t.he servtlnt into lhe mom hou11e 
Once everyone is under shelter, the 
doors are securt>ly clo!ted and tho bQw. 
men fire from the windows to help the 
bees dnve off the Birda. 

Stympbalian 8ird '10 01: AC 6; 
MV 9, Fl 18 CCI; HD 3: THACO 17: IAT 
2; Omg 2-20; SA specwl. SD •~l I: ML 
16; AL NE. The Stympholiun 'Bird• 
have beaks. claw . and w111g feathel'!I of 
bronie. They usuully otU\ck wtth Lhcur 
claws, but they may nt110 mt1ke divin~ 
attacks in an attempt to impale prey 
Wlt.h the11 beaks l +4 to hat, Z.12 hp 
damage> ln flight, a Bird bu s 35~ 
chance per round to use 1ts wing t.o 
deflect any missile aimNl rH at. Th• 
Birds are very aggreuive ttnd fre· 
quenLly attack e\'en if they're outnum· 
bered, relying on their mobility to h~lp 
them disable their prey 1'he Birds alao 
have A terrible odor tllat CAuses all 
victims within 10 ' ofthom to suffer n 
-2 penalty on lo·hit rolls. saving 
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t.hrowa. nd armor-eta values <the 
ufTttt.a of lhe st.ench are \•ery pro· 
nou~ nt close range1. V1ct1mR mU1t 
oliro make consi1tuuon checks ever) 
round pent within 10' oflh~ Btrd." or 
el~ tiuffer the loss or l hp per round 
thercaf\er from nause.a, until the Bird~ 
leave or are destroyed. or until curauv" 
wpella (~"The Stench"> or frc11h 1lir 

urc nv111l3blt'. 
lf the PCs have been of excepuonol 

help to the beekeeper, hl• rcwurds thflm 
generously. He gives each of them one of 
the honeycomb masks and a amnll Otu1k 
conltllnmg rich giant bee hontJy !worth 
600 RP per Oask>. Th thtt enurt:> party he 
1(1\·e11 a \\mall OB.!lk of prllpar<:d royAI 
J lly <worth 6,000.9,000 gp or more, 
depending on how good a bargain lhey 
mnke when !!t!lllng ill. He 1, li;o usc:i hus 
l!Croll of d1umcmon to ask what the PCa 
~hould do to complete tht>ir qut-~t 

The nnswer LS, "Seek the place oftbe 
a1ngle e)'e.' ' 

Once ognm. if th.t> PC don't undt-r 
stand tht meaning of the resporuie. the 
beekttpe1' certainly should. Tht> "plac~ 
or thi: s ingle eye" is the cyclope~· c1t.ndet 
lan•a 9> on the ea.stern slopes of Mt 
Cytlt<ne. The beekeeper odv1i<es tht1 PC 
t.o 11tart for the c1t.adel at once to take 
ad van Lage of the lull in Bitd ocuvity 
thut's bound to folio" the crcaturt' ' 
defeat today 

LycWI offers to guide tJu~ PCs part way 
If t hcy'll help him in r •turn. H11lf" 1\y 

belwccn the beekeeper's compound nnd 
the citadel 18 a forest glen <areu 8> 
whor a 11pcciul herb grows, nn Arou· 
dian variant of the herb moly. chat is 
proor usu inst pnlym,,rph apellll. NC>r· 
molly. lhas glen is ID&CC(!ssiblc dutt to 
the Birds, but Lycus want::> w t~kc ad· 
vnntnge of the expected lull to v1~1t t.h 
glen and gather some herbs Gnthcrmg 
requires a half hour of deep meditation 
to on11ure the moly isn 't spo1l<'d when 
irs picked. and Lycus wants the PCs to 
KU"1rd him during thi penod or vuln«'r• 
ubihty lfthey a,gree, he'll tell them bow 
be t to roach the citadel. 

7. Tbe Pool Ca ve . lftbe PCs agree t.o 
go with L)'CUB, he gu1des them down lhc 
mounuun to the forest lands between 
Mt. Cy Ilene and the Stymphahan 
Ma.rah. Three hours' travel t~kes tht'n'I 
lo tht t-'<fge of the foothills. where Lycua 
knows a convenient cave with a pool or 
fresh water LO drink from. His plan i11 to 
shelter there until down or the nexl. doy, 
safe from the Birds and the 11tench. lf 
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the gToup st.art.ti ot dnwn, they should 
rl'ach the glen early in the day. nnd the 
PCs will have ume to reach the citadel 
before dark - which will be better thtin 
having to camp in the forest at night. 

Tht> Arcndi11 Randorn E11count.ers 
toblc should not be utw:d south of Mt. 
Cy Ilene. However, if the encountel' with 
th1· nere1di> hruin't yN lwcn uiwd , Lycus 
nnd the PCs moy di~ovt"r tha t. these 
creat\l rcs have taken posoession of lhe 
p<>ol cave. 

'the PCs sp ·nd the oi'lhl In the cave 
and at dawn Lycus guide~ the PCs east 
nlonF: the wuthern footh11IJ! of Mt. Cyl· 
l<!nc. This 111 wooded country. and Lycu 
kl.lcp!l W the thick\!st part of the trees 
for prol~tmn again.<il tht· Birds. Any PC 
who lacks a wilderne% aptitude (ranger, 
druul, tracki ng proficiency, etc.> runs a 
20'l n•li or ht .. oeominJ( S.:pllr8t<.'d from 
the main party Roll onct> for each such 
PC Ntch thrw thl' pnrty l!nt~rfl b new 
h 'l( 

Each PC ulso runs a lO'ii risk C\'ery 
huur nf occidentally dislodging his 
mMk If a mask 11; dislodged. make n 
constitut io1t check fo r nawica. A PC 
sufforini: nous4't1 must muke u dt!xtcrily 
check lo sec 1( he con remove his mosk 
lwforl' he fouls it. A foul£'<1 mask must 
be washl•d with frl.'ish w11tt·r bcforl' 1t 
cnn be used agam, Lycwi, due to his 
t!xperwnc~. t:bn propt:rly clean o fou led 
mosk 111 five mmutci;, but it will take a 
PC 10 minuws ~o clean n mask . 

During this morch. there i!l n 15'\ 
chnnce every hour that the PCs are 
notiecd by 2·12 Birds lsce sullist.ics a t 
arf'a 6 1, who nunck immediately. These 
Birds do not summon reinforcement~ 
~bemg weedy and dl'sirmg all this nice 
Oesh for thc•msolve!.IJ unless they arc 
defeilh•d. In that c&1e, there 1s a 25'l 
chance that the Birds' cries summon 
5·10 tm1 •ti lhc1r number in reinforce­
ments unless the PC& kill them all. 

Thn•c houri\ of hard m rch1ng should 
take thl' party to the gll'n <nreo 8> where 
Lyc1111'll herbs !(row. 

8. The Gle.n. This glen i1r 11eL right 
against the foothills. with n clear. spat· 
kling stream running through it. It 1s 
well sbehered with lh1ck branched 
trel'B, but while these mny protect the 
PCs from observation by the Birds !ru· 
duce chance w be SC"en to 10"\'.l. the trees 
also provide the Birds with enough 
cover to gel in clo11e and ambush the 
PCs if they c:in uhscrve the pnrty <301\­
chonce the Birdti con !(Cl within striking 
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range before the PCs detect th •m). Th" 
woter in the s tream is sweet, ond if 3 

slight breeze is blowing from any direc· 
tion except t he south, Lycus can use a 
control wtnda spell to augment it and 
clear the air so that the PCs cnn eat and 
drink free of their masks, A specia l 
check (15<J chance) should be made to 
see if the 81.l'ds notice the wind alt.era· 
t ion and detect the porty because of 1t. 

It will take Lycus half an hour to 
meditate and another hnlfhour to har 
vest the moly while the PCs guard him. 
The OM should make an extra check for 
detection by the Birds during this t ime, 
smce lhe Birds know humtms come t-o 
t his glen (a total of thYee 15~ checks 
during this hour if the ctmtrol tv111d11 
spell h; u&ed). 

If one of the PCs is e druid. Lycua 
permits him L() hon•est suffici.:nL moly 
to prepare a resist polymorph potion for 
each PC. But remember, the PCs' part 
oft.he bf.l.r'gain is t () guard Lycu~. not to 
harvest herbs. 

Lvcus intends t.o harvest 10 doses or 
moiy, and while a s ingle sprig of moly i11 
sufficient for one dose. it's the process of 
harvesting t hnt is most important in 
retaining the magical value of the herb. 
It takes three minutes to properly hal'· 
vest one sprig or moly. nod the re druid 
must carefully watch Lycus harvest the 
firs t sprmg in order to see how it should 
be done, after which he cnn hMvest on.­
less sprig of moly than Lycus. The PC 
must also roll equal Lo or less than h is 
wisdom (with u + l penally) for crnch 
sprig or it will be ruined <unknown to 
the PC>. If the PC watches Lycus har­
ve.cit two sprigs. theri~ 1s no penalty to 
his wisdom rolls, bm he cannot improve 
his rolls beyond that and he will har­
vest two sprigs less thnn l.ycus. 

The OM may create his own formula 
for pre1lar1ng tht1potion1>r rnay simply 
require that the mo)y be boiled in holy 
water until a tJtick syrup is formed. 
Since moly is u very rare herb , a com· 
plex formu la i1m't necessary. 'l11e entire 
potion must be consumed to confer com· 
pleLe immunity to polymorph spells for 
ld 10 + 10 rounds. 

When Lycus' harvesting is finished, 
he instructs the PCs to continue east 
along th e flank of ML Cyllene until the 
foothills begin t.o turn 110ut.h. Al thut 
point they should climb due north 
ocross the crest of the mountnin. Thcrt!, 
they should be able to see the edge of 
the cyclopes' citadel to the northeast, on 
a great shelf that overlooks the pnss. 

Lycus then leaves t-0 make his own ~tt} 
back \-O the beekeeper's compound. 

It will take the PCs aL lenst 3tAi hours 
t() reach the ph1C(! where the foo thills 
t.urn south . The country through which 
they pass is t.h1ckly forested, 1t11d they 
will have to cross two fast str nms 
along t he way. Ha lfwa.,v between the 
two .tlreams, the Pell r t-ach a pluct> 
where they can look l>Outh tind Set! the 
abandoned town of St.ympholus. a lmost 
three miles away. During this march, 
the risk of being detected by the Birds is 
again 15'l, with one check every hour. 

The climb to Cyllune's crest takes 21,o1i. 
3 hourt1. lf the PCs len l,.ycus's cave ot 
dawn oo ~his doy, they'll be lucky to 
havt: reached the crest and come within 
sight of the cyclopes' citadel 101>.1 hourtt 
later. If tho PCs look south alter rench· 
ing th~ crest. th ey htwe a lS't. chonce nf 
se~i ng the t.wo l8 '·tall grnnl Alooids. 
still sel\rching throu.ih the nrnrsh for 
below. 

If the PCs decide to camp for the night 
on the northern ~ide (lfCyllcne'a cre~t 
tht•rc 1s o 50~ chtmcc· Lh1H lhe lltc nch 
will di(! down sufficiently for them to 
slet:p without their masks. If t hey havt! 
to s leep with their masks on . th · OM 
may rule thal each PC runs a 5~ 
chance every hour or dislodging h19 
mask while he's sleeping. with a re!fult· 
ing risk of nausea. 

9. Thl' Cycl e> pf'$' Citad td. tr the PCs 
find a vantage point and look south as 
they approach the citadel, they see thnt 
the Aloolds, hsviog golteo fed up w1lh 
the marsh, iw. !'\tench. and 1L'i Bird!!, are 
moving rapidly in the direct ion of the 
citadel. Though the PCs do not know 
who the Aloeida are. the gtunti; should 
be vi.Sible tmd th •1r u ppronch should be 
described in t-0rnl8 that make it seem 
ommuWl. The actual t iming of their 
nrnval M the ciwdel 1s left to the DM's 
d iscretion. since it should be adjust~d to 
the PCs' strength and spec.cl. The OM 
should not allow the Aloe1ds to arrive at 
the citadel so aoon that the PCs bave no 
chance of succeeding, unless he's pre 
pared to referee a confusing battle in· 
volv1ng ll1e PCs. Silenu!I, th~ 11atyrr;, the 
Aloo1ds, and the sphinx who guards the 
citadel, and feels that his playt>rs arc 
competent enough to plfiy one e11emy 
against another. The Aloeitbi nre formt· 
da ble foes, and the PCs should have a 
foir cha nce of winning . 

The citadel overlooks the puss OO· 
tween the main peak of Mt. Cyllene and 



the northeastern extension of the moun· 
loin. Tlw CitAdel lb difficult to 5ee from 
below, but when the PCs rettch 1t they 
find thnt it aits on o kind of shelf with ll 
clear vww of the pMS. the for\'t1t to th· 
north, und the mArah to the &0uth and 
eMt. There are few (reea around the 
<'itadel. so opproach10,g the front (lote or 
the eouth gate in uny a«ncy will be 
1m~iblc·. ttig.h bruah on the north 
side of the citadel allows ll(lme s«Tt-cy 
in appr1'Rching the garden gate. The 
back ga«i can be opproached through 
rubble that ha.a fallen from the peak 
betuod the cilAdel All four gote.s are 
invitingly ajar. 

Everything obout the citadel is thr~ 
umes normol humtin t1tze, a8 eitpected 
an eomethrng COMtruct.ed by cyclopes 
The cilnd<'I 119 an good condit ion, with all 
dooni intact, but w1U1 atripfHld when 
obandon•'<i U nll'a.4 otherwise noted, st ta 
l'ntirely empty. The doors an hNt.VY (AC 
6. hp 40 60), nntl wh ile they lack 
lotchee. they have str ong hondlea The 
outer gatet can be locked by cr0&11b1tr8 
th8t lie on the- ground nearby. The win· 
dows are oil open cnaomenta with un. 
ll\tched wooden shutters; the outer wall 
has no windows. The noon1 nre thick 
with dWlt, and the PCs may notioo that 
there ore g11tnl rot l.J'ttcks in every 
room. OthM tradt• are evid nt b\1t oru 
more difficult t.o rocognue. Since tht> 
Aloeids explor~ m0$t of the c1Utdel 
before hiding tho chHt, the PCs will 
find no coherent trolls to follow. 

The stench of the ma.r&h 111 Rn effechvt' 
deterrent to most would·be resldenta. 
The DM muRL rule whether or not cur· 
rent weather cond1uon11 fol'ct' the PCs to 
wear tht'1r muk8 all the time. A good 
north wind off the gulr CAn ~mporanly 
blow awny the stench, and mogic can 
help this. If the PCs ha\•e not obtained 
maakJI from the bock~per or have no 
magtc to help them. a &0uth wind will 
make 1t difficult for tl1em to operate 1n 
the citadel The OM should not rule for 
I\ lllOUth wind unle the PCs have a ftur 
c:honce of coun~nnJC it.a effect.a The 
nench will not inh1bit the actions of the 
Al~ids. ofS1lenus and his u ty111. or of 
ony current residenta of the c:1tadel. 

Silenus lost tnck of the PCs of\er 
they l(Jn the beekeeper's c.ompound, but 
hcaro about the Aloeids from the cen· 
taurs. Cunoua, S1lenu. led ha.a band to 
inve.stlg3t.c and 11 watching tht' citadel 
when the PC1 enter (the PCs have a 6~ 
chonce of glimpsing a satyr before they 
onu:r the c1u.del1 Silenus, who has 
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increased h la bond to 36 satyr s, may try 
to nmb~b the PCs before they ent~r the 
catndul. but he's more likely to pennit 
them w enter ahead of h im, the n follow 
thorn in tf he nnd h is BAtyn tomor the 
PCs before the party encounters the 
sphinx (guarding area T), Sllenua ha.. 
hu• saty" 8t~ck the nd\1enturcra. rr the 
PCa cncount~r the sphinx finJt. Silenus 
sUlye out.aide of urea T llnd 11wa1t.e the 
resulu or the eoC'Ounter. then enters the 
room and orden1 an attack on the 11u.rvi· 
vor11 lf the sphinx's r iddle is BOlved ond 
the sphinx rwhes from area T. there is 
a 50'l chance that the sAt.yn will be 

_.._ __ 

South Cat.-

surprised ond leap out of her way. lt 
they are not surpn.~. they ott.aclc. hel'. 
At th1s point, Silcnus tenaeA that th 
ll«l'"ilt of the t.hel\ of Apollo's caute ta 
very near ftnd put. forth every effort to 
defeat tho PCs The: satyrs, however, 
nee after laking &0% casualties, lhey 
will thM be beyond Silenua'a control, 
nod Silenus will not continue the at.rus· 
gle without them. AJ not.ed earlier, 
Silenus h1maclfw1ll Avoid combat ihl 
all possible. He will. of counae, be very 
drunk when he arrivos at the citadel , 

The catodel 'a courtyitrd (area A) is 
bare and dusty. the unpaved earth 
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packt>d hnrd Th(' pns&a~e from the 
ruurtyard tu the snutl1 ;tale is unrCJ<lfed 
and npen 1'he roof"A of the c1ladel's muin 
building and of tht' stables <area R• an• 
nal, covered Wll h } '.square Liles l htll 
nrr dirty and i-lick with ne.clecl. The 
roofs have narro". l ' -high walls around 
th\•1r out\•r p •nml't.er . wilb a drainage 
l!poUl at ttver) co1 r\C'r. 

Thl• gnrdcn hu·tota Al extendi. 1111 1h1• 
way ulonl( the north we t llide of 1 he 
main buildrni,: and around the corner to 
thr· ~uthl•oi.t, from the no11h gate to 
the back gate, and i'-l an overgrown 
tang It.- w1lh noth1111( Ilk~ u puth through 
it Much of the tungle consi~tll ofbushei. 
th1ll 11nt:1• bort· Oow1•rs but thot now 
show thorn11. If llw PC~ aLtempt to force 
the1r way throu1th the rnngle. they each 
,;ufier 1 hµ dam11ge from lhv thornic 
unfei;i; the lirst PC 1t1 capable> of cullinl( 
a path for the re~t . A huge spider has 
set up residence 1n the gordcn. There is 
o 76'l chnnre that 1t det~t.a and altac:ks 
11ny<u1t' cnterlllg lhc unrd<•n. 

ffotre !ipider : AC 6, MV 18. H D 2+2: 
hp 16: THACO 19; /AT l ; Dmg l 6; SA 
30' lcop. poison. snrpn1'C'; ML 8, Al. N; 
MC 

Thi· out.-.r hull lorea Cl 1.S two step~ up 
from the courtyord. Behind it is the 
111net hall lurea Dl. The greot hull lt.IJ'('U 

E l h,1~ fl)ur mrui.sive pillars ll) hold up 
the ceiling. ond a large fire pit m 1ls 
center. 'J'v.'<, large snake~ !dn1wn to the 
c1tadc•I in the hope offindinJC wtal nest 
in the pat. They will nat ugirre:.sl\•ely 
''ttuck the PCw hut will defend their 
home agoin11t interforen«' 

Constrict0r nakes !21: AC 6: MV 9; 
HO 3 +2: hp 22. 20: 1'HACO 17, fA'f 2: 
DtnK l '1-3, SA constm:uon. ML 8; AL 
N; MC The 11nakl.l~ hit<·, then coil 
a round their vict1~ SucccMful con 
stricllon indicates 1iutortu\l1c damagt· 
eoch !<\lcc--eed1ng round 

1b the north of tht.• courtvntd and the 
greM hnll are a guardroom 1ar~·o f1, 
thre1t storeroomi; l ar<.'85 01, and rhret! 
bedrtlOrnR turea!J HJ. 

Sprawled on the noor of the gnrden­
er'!j quarters !areu )) is the kelet-0n of 
an earlier visitor to lh1• cilndel This 
unfortunate fellow waa bitten by the 
i;pider tor, mort> likely, its pnrent 1 in the 
garden but escllped to this room before 
dying. The bones are grently diliturbed 
and some are missing. for the rats have 
C't\ll.!ll what tht.> spider hos nol. Shreds of 
clothing rt'mtun, nnd n cloth pouch and 
wnr hammer he near the body. In Lht! 
pouch urt> 8 gp, 12 .sp. 20 cp, three gems 
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lwoi·th 30 gp. 45 gp, and 75 i.'lJI, and two 
rings (a gold ring with n n1by, worth 
600 gp; and :\ ring of feather fallmg1. 

.Just olTthe garden is a lurge: bedn>C>m 
loreo J I with a plHtn pillar in 1t~ centr•r. 
There 111 nothing of intere!'t here. The 
fenullt• servants of the cyclopes liVl'd in 

u !<mull tfor gumtsl room o.t the back 
(area Kl. 1\\•u storl!rooms <areas LI to 
the southc•uJ; t st,und empty, wl11h.• gmnt 
raU. hove takc.>n ov('r 11 third storeroom 
hlrell Ml nnd resist any 1ntru·uon 

Gia nt r a t 1401: AC 7: MV 12. Sw 6; 
HD a."l.; hp l ··t: THACO 20, lt\T l ; Dmg 
l·!J; SA d1seu$e; ML 6: J\L !'1:11::1; M(;. 
\' ictim.11 of the rals have u 5~ chunce 
pttr bit-t< to C<lntrncl 11 serious d1seasti 
lsavm~ throw vs. poii«>n ne~ates this 
chancel. Th~ disease cause"' a lo!b of l 
hp J>er tum until the ' ' ltllm hu.11 z.cro hit 
point~ and collopses, unconsciou~; o 
system•ithock roll must be mtldt• 11t th1 1> 
point to avoid death Recovery occur!! at 
u rate uf 1 hp pt>r day th~reafttr. 
Tho\lgh now fully 11dnpted to lhe stl'nch 
from the man>h. these rata fear fire and 
will Oee from It Alnrmt.-d hy the 
J\loe1ds. the rnts hav.- retreated from 
the res t. of the citadtil. but 2·12 of them 
nrny bu enC(1untered in the kitchen lorr>n 
01. the pantry !area N I, und the 8-0uth· 
~·rnmnM areu L. 

The maJe scrv11nt11 slept tn area P. but 
the overseer had has own private nouk 
(area Q>. The lnri;e room nt th'-• north· 
eost corner of the complex lar~a R> ap­
pears to hove been u kmd of sUtble, but 
smc11 cyclopes know liule about horses, 
it's more likely to have OOt!n a kennul 
(M oversized hound!l. Thrc unadorned 
p11lar:J hold up t11e tt)Of. Three store 
rooms lorees St breuk up the large 
spaC"c One of thei;e areas may have 
been the grooms' quartcra. 

The m~ler bedroom <area T l 111 domi­
naLt!<l by two large. plain p11lars. Be· 
hmd th1• northt'rn pillur 111 the bron;r;<.· 
chest an which the Aloo1d<1ha,·c1mpr1s-
1.1m•d Hernws. Rl.-s-ting ht'r forep:iws cm 
the chest ii; n large gynosphinx. 

The chest is 4 long, 2' w1de, 1md 3' 
lugh. made of l " ·thick brOll7.t' ft W('iKh~ 
1,000 lbi4 1no1 counting Hermes'"' 150 
I~.\, TI\C~ met-0 I of tho che:.t wns once 
hrightly hurnished but 1s nuw htidly 
scuffed The side" are dented but solid: 
the top 1s curved. wilh two hinge~ IJ.\C 5t 
ot. the back end an exccllt.tnt quality 
hasp lock aL lhe front Howt<ver. whill! 
the lock can ustam 1)0 hp damag~. close 
exnmination shows that the left hinge 
wall brenk a.Iler receivan.: only 30 hp, 

and the right h inge will give way an • .,. 
only 20 hp damage The chest ts of 
greater cyclopes' manufaclurc. nnd 1m 
p~sc:d tm tlw top of the lid 1s the styJ. 
ized picturt.t of a beeohJ\'e. The chest is 
bound in 1.1 churn of 1wt-n1g!' quality that 
1-. fastene<l hy (I R'xxl qualtty lock Thl' 
lock 11; AC I and will take 60 hp damni;e. 
but the chum 18 onlv AC 6, and five 
minutl•s' exnmmotton show· that one 
link will take only 10 hp damnge before 
g1v1ni.: wuy lothi:r l111ks takc 20 hp). 

Ins ide the chest, Hermes is scrunched 
up with h1!'1 knees under luh chin Tht• 
chem has no 111r holei:. ond. whilt> Her­
mcl' (oom.: u ~udl us 1n no danger of 
~um)Col ing, lonft confiMment ha!i bc·on 
m111oroblu and hni. cost him 40 hp He is 
bound by a mpr 11/' 1•ntor1gh•mt•nl thot 
entangles upon the rommond ''<io11.c'' 
and ri!lea><el' upon the command 
"frt•~"-hoth lll'>Okt.•n in thl' Greek din­
lect of the greater cyclopes who made 
lhc roJX'. Horm4·s know~ both words but 
cannot speak them b('cause of the ri11g 
of !tilr111:e that 1!' huni,t around his neck 
on a salver chain 'rhc ring operul<.>t> like 
the !1-0COnd level priest 11pell of the IUltrl(' 
nllt\'h'. 1•xct•pt the ring's npt-r11t1on as 
continuous. The magical silence can be 
contain~ b~· eomµlt:tely enclosing the• 
ring an o hronze or silver contuiner-a 
mod1ficnuon apecifit.>d when the- rin~ 
wus first created in ordn lo t-nuhle 1~ to 
lw earned without sulforin(( il.3 effects. 
As soon ns the chest is opened, the 
nng's eITt<ets i.plll nut ant<1 the room, 
creating B zone of sih.mce wnh a 15' 
r11d1us. 

Hermes, soon·to-be greater god of the 
Greek pantheon: AC 4; M\' 18 (or lipe· 
c1ull; RlOTt5fB10fD10110. hp 1701130 
hp currentlyt; Tf-IACO 11; IAT 3 2: Dmg 
3 1 : SA may Ctlrit any ~1wll allowed hy 
closs <tnd level onct> ))C'r round: SO 25'l 
magic resistance; S 19 1 + 3, +7), 0 2fi, 
C" 24 , I 25, W 19. Ch 24: ML 20: AL N; 
LU66. Hermes rwhen he 1s free to do sol 
cnn run so fo11t that he l'Cenu; to ust­
h/ink and M~f>(Jrt al will. and h<! is 
ulwnys haRtcrL He hm1 maximum thiev­
ln" ob1lit1e& for h!!• levt>l nnd dexterity 
At the lime of this adventure, Herme11 
1s ll'ss than a inonth old und has nul y1•t 
r1•nchl.:'d h111 full gi-owth . but hec11u8e 
immortal children mature w1th extreme 
ru1nd1ty. hl• nppea_rs as o handsome 
tecna~er. He does not yet have the 
wint:cd sandals. )wlm t>f u1v i ... 1bil1ty, nr 
wh1W csduceu described in iA'l{ftrtds & 
/Jim•, puge 66. nor docs he have the 
powers "r a deity. 011 per the some hook , 



pu~c H I l l1rm1·• 1 mi~hll!\'O\l&, unpu 
dent, und dunn~ I It• " ill not .11111\\ nn\ 
ini;ult to ~u unpunt"ht'ti n(lr 1111y fo\'or 
UOTl.'\•Unlcd 

Thl· chl•l't 1s ~uord1•d b.\' ,, i,.')·no phm' 

"ho '"'1ir11 n cloth·of "''"''' pnnch in 
\\ h1d1 thl' rm~"' ,if,.,u·,• w11" plat:l.'d 
\\ h1•n th ... Alcie1d~ wnnt.:d tu t.1lk Lil 
llt·rme:.. Alro in th~ po\11:h ar•· •' IJ'hl 
mutch1'<1 ro:-t.• rx.•arl \\1Jnh 250 I(]> t:ad1: 
n 111•11rl 11/ {H1w1 ·r 1r1nh lc·wl1. 111"'1 rosi.· 
untl m.Hchcd to tht: othl.'r poarL und 
twn ui.-ms worth 250 .ind JOO ~I' 

Gy n o phi nx: AC - l. MV l.j, fl ~H 
cOI, 110 b , hp 5 . THACO 13, •AT~. 
Om~ :l . :l 8; St\ .. p1·c1.d. :\ll l i. AL ~ 
MC 1t1phanx1 Tl\I.' :.plum~ c:11n u~• th•. 
follo'' 111~ 'IJWll un\'1• pt•r day d1•11•t t 
malltt. rt'(J1/ mn11u. n·atl ltJllJ:llUJ:•'·'· 
rl··t•·ct Wt't•thlt'. lot·t1t•• tJb;1·d, ell µ,•/ 
mn1111 . rl'1lrm11/i('11rt', .-l111rl'•l\Unt" ri· 

uWl't' ""' I!, fi-1:,.,1d fort· Onct.• pn "l'l'k 
tht> splunx c:nn u ~· t•uch ol lht• s\·mbo/ll .• 

The 1\hwirl J)tiut thr "llhin>. 1w1th tlw 
~t·m .. 1 to wau:h th•• chl ; t dur111~ tht.'1r 
uh~·llCt•, 11nd · h1• will nut l11.• drawn uut 
of th1 11 rOClm h\ .u1y nni"''" th1· pr,,. 
muk" a' they ·t'xplon• thl' c1tad1•I. L1kt 
1111 Gre1•k Vl'rRlons vi heT 1iPf-'<ll'", tht• 
-.µhanx 111 proud .ind ' 'UIO Sht• •~ w1lhn1ot 
to tulk with thl' PCs 1111tl llM) 1DM\ 
upt1nn1 t•xph11n to tlwrn who .ind wh11L 
thl• Alflcld" arL•, 1hl'ir hnlred for the 
Olvrnp111n ~ud:-, and tht•1r capturt ot 
llermt•to 

Shl• "ill C1ffl!r tn 11.'t t ht.· pc .. op••n tht· 
dw~t 1f th(·\ c11n .in wt•r h1•r ratldlt· Th,; 
uffot 1:. lt-g1t1mnll.'. for tlw 111ph1nx" van 
1t\ \\Ill not 11.'l hl'r bel1l•\'l' thut the 
r1ddl,. CHn h<' .1n:-wrn'CI ur th.it tlw Pc ... 
cun ddt•IH her and th1 I'- hl'r wny n( 
t t1}'111.: with tht•m If th1: PC~ rl!fU&t! tlw 
chullt•nut• 11r tarl tu an Wt•r tht• rnldlt·. 
th1• flph1mc 1mmcd111tt•lv alluc:k to. tht•1r1 If 
Silt•nu ' ljtil\'rll t•nll'r tlw rt>0m. tlw 
,,ph1nx 11tt11ck"' th1·m !n$lantly, "h1•lh1•r 
brforl' th1: PC11 <1.rri\•1111>r whit the PC .. 
••re prt.•sent. hut .c .. cX>n 11-. thtc "ul\ ,.., 
,1rc 1.ll·lt!ut1•d, shr cnllli 11 1nic1· to m11k1 
hl'I offor lO thl' Pr ~ 

If lht• PC~ .;uc:c1•1-d 111 nni,w1•r11\1t tht 
raddlt•, the i.1>h10x becom1.><i !It> d1:om11y1•d 
lh11l >'ht> 'it'rl!nm11 1n aJ(vn~ 'lOt;t chant' 
pt•I' PC to sum•r l 10 hp tlttfllll)(E' ..ii:. .J 

rt·~uh ofth1<1 licrcc :,crl',1m111nd ru~ht"'I 
from the citudd to lh1 oY. lwri;df O\'cr 
th1• nt•arl.'i1l chfT l!IC>rnt.- ,,phinx1• .ire• 
umctn ohout th1•1r pnd~· I 

Tht: trndit iun11I rulllll· or tlw .,phanx 
from Gn:1•k mytholoizy- '"· " \\'h11t w11lk11 
un four fcl'l in thl• morn an~. on twn fcl'I 
al 110.m. and '"' thtl't' fi •l•l 111 lhl' <'\'l 

nrnic'1' Thl• .in wt•r 1!1. "Man. who 
er••" I" on 111 four ,,., ,, bah\ , \\ u I kto 
l'Yl '<l ni111n adult. .ind mu"t \l't: 11 cant 
wlu-n ho: 1.11 uld" l~ut , 111ct• 11 .trl•11l 1111ln) 
1woplt• arc fnm1hur with t h1-. riddlr. 
hen• are :J f1•w vthcl'll 

" \\.lwn 1 tht' h1.:ht:.l l~·m·•Hh thL· 
lnw1 .. ;t"" An.li"'f.'r ·• \t night wht•n th<• 
""" 111 l'k·neath the lt•ct of <'H•n • mun, 
wh111•vcr hi.' rs" 

" \\'hut hai. one l'W but cannot "h' 1 
ulwu\ ft•lt but 1u•vcr -....en, ll11H•h. but 
hu"' no lt!M . '" nt:\'t:r I hir-.t~ hut mu-.t 
ulwa\', drrnk"" J\ ru.wer " ,\ hur11c1rnl.' •• 
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" \\'hcn I romc. h.iht fn r I A J'Hlll11 
hhnk,, and \rtl•ml, fUfl.., Ill hi!> J>fUl'I' 
\\'ho uni I'>' i\111<wl'r: " Apollo IS llw " Ull 

i:rid Artc:mt" 1 I h1• moon goorl1"' '" .ind I 
nm ·'" 1'\"hJ)i:t- • 

Al\\ u\ P"-"·~.<nl , n .. , (!1· "•:(!n I urn riut 

n thick 11 blocxl, hut 1r I '''"''•" v11u \\ tll 
dll' farr lo\'l' ml• \\llt•·r rtd1n; m• \\1111 
.1111 1'' ' An!IWI r ' Air" 

rh~· OM mnr UM' IHW of th1 1'{' nddlt' 
0 1 c>nl! of hi",;,, n ch1.11Cl· I lu\\ .,,,,.,.., . 111 

t•Oort "hould h..· mud, tu J1\'t11d u .. ini; 
:.tl h• rictclll·-; Aftl·r ull t h1• i.phrn~ b o 
r~11:.un.1hh .. ub,.; 1 crl!alurt 
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TliE CHEST OF THE ALOEIOS 

Htirm.:s'a Revenge 

If th& PCt .11uoceed in opening the bronz.e 
ch ·at. the e!T~ ortht' rinJC around 
Hermes's oeck unmediotely spills out 
and spread 11/~nce ovt'r tt 15' n1d1ua. 
When the PCa look into the chcun, Her· 
mt' 11 mouthing at them animatedly. If 
lhey try LO ver t.he ro~ ofl'nt011Rl1-
mrn1, the young god ~hakes his ht!od 
v1olcntly Che wants to 53ve the rope) and 
tries to draw lheir attention to the 
chain around hi. neck ond to lhe rtn.g of 
siunce Hermes is mouthing at tho PCs 
in Common, and ony PC with proli· 
cioncy in reading lips cnn easily und r· 
stand that Hennes is aaying, '"lllke off 
the ring llnd g ·t it out of the room!" 
Otherwise, an intelligence roll is needed 
for o PC LO understAnd what Hermes ia 
o.y\ng. <The players, or cou~. may 

guess wh&t is needed without tho OM 
inwrpTeting for the PC~.) 

Ir the PCs find n wu.y lo neutrnfo.c the 
r ing Cl1' take It more than 15' sway, 
Hermes immediately t1peak$ the word to 
release the rope The moment he's (ree, 
Hermes stands up- painfully-and 
strvt.ches to gN out the kinks in hlll 
mUAClcs. "Thank you, good fntmd11!" he 
81\Yll to the PC!l. "l eongralulate you on 
defcnting m,v guardian But whul of the 
twin giant.a, the Aloelds. the Brothen 
Dim? Are th ·y upon UJJ? Did the marsh 
1wallow them up, or were they too much 
for 1•ven It to stomach?" 

Wbnt follows depends on wht1t has 
already happened in the citadel 1f Sile· 
nu• And h111 sstyrs haven't )'CL ~n 
defenWd. Hermes helps the PCs uga1nsl 
thcnl, but there la a 75~ chance that 
tho Alooid.t arr1v~ before Silenue and 
the satyr<I are defeated. tfSllenus has 
tilroudy been vanquished, Hennes's 
mo.in purpot14! 18 to get revenge uga1nRt 
the Aloeid.&-and t-0 exerciM his unuBWll 
i.e11~ of humor m thf' process. A11 soon 
as poasjble, he hurries to a vantage 
point from which he can see the Alooids. 
lr they are still far enough from t.he 
cit~del to allow tune for pl"eparations. 
Hermes rushes through the Ctt.Adel Chis 
rush j3 o little 11low; even a god is tnifT 
th>m the kind o( confinement he en· 
duredl. and once be has viewed the 
it.uotaon, he returns to the PC•. 
.. I om Hermt'S, &On of Zeus;· th young 

god t1lates when he return.s. " I've a debt 
to pBy to yonder brothers, and you'll 
pleruie me by staying t-0 help me pay it 
in full . But n11mc yourselves and your 
patron gods: We've always t ime for 
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politeness, and I've ft debt or a different 
sorL to pay to eoeh or you." 

When the ioY.oductions have been 
made, Hermes uys, "I've seen what the 
on~yed ones have wrought here, and 
I' ve 3 pl&n. Are you up to a small game 
of rude-ond·S(.-ek?" tr the PCs agree. 
Hermes tt>eplaina bis plan to them. Ht: 
mt.end.a to 1mpn10n the Aloeuh just a~ 
the Aloeids imprisoned him-with vari· 
ation.s.. While the Pea lure the Alooids 
throu~h the halls oft.he citadel, Hermes 
will herd all lhe giant rats into area N 
(it will lt\ke him tdG +-4 rounds to do 
this). Then. workina togelheT, Herme3 
and the PCs w11l mck the Aloeids into 
entering that room. throw tht- ring of 
1dltnc' In after them, and 1lam the door. 
The door will then be secured by tying 
the rofN of tn1011gltmt11t from the 
handle of ~a N's door to the handle or 
area M's eastern door. Even 1( the 
Alooids get the ring to the for end of 
urea N. they won't be able to itpe.l'lk 
through the door dinmet.ly enou1h to 
relea.e the rope, uauming they can 
figuJ'c out what's holding the door 
closed. " And let'uee if the a>ant.s C4J\ 

bt\t.~r lheu· way out or a cyclopes' dUl· 
dell" Hcrmc& laughs. 

The god stations one PC at the great 
double doors of ar~a C He in11truc1.11 the 
resl to remove any bodin from the 
cowtynrd, lest the Aloeica 1usp«t 
something ii wrong Cthere't t1 30'*1 
chance that the Aloeids won't not.ice 
anything 1& wrong or draw eonclwilon11 
from such evidenceJ The moment th~ 
Aloeid$ enter, Hermes <'Mta a 1low spell 
on them, then ht•od& for Are& N. Aft~r 
that, ii. is up to the PCs to run the 
Aloe1ds o merry chaae through the 
citadel until Herme reappears to per­
sonally lure the ilonts into the rats' 
o~t. Ju111t before the PCs slom lhe door. 
Hermes runs quickly out or tho room 

At the OM's option. on~ lhe Aloeida 
are lockl'd m, Hermca may decide to 
leave llOme other surprise for them, 
such at an illusion of a hydra 1n area O. 
CEven though Hermes is young. be wiU 
be a 15lh·level illusionist at full growth 
11.nd ht.._ nttnined t>nough o( hi~ powers 
to accomplish th1,t1 much.> 

Otus and EphJalt~•. the Aloeids 
(twins wilh identiC6l statistics): AC O; 
MV 16; HD 30; hp 190 each; THACO 5; 
IA'T' l : Omg 7-42; SA hurl boulders for 
3.30 hp; $0 ~ial, 901\t ma,gic: reSLst· 
11nce; ML 18; AL CE. Both brothers are 
unique 18'·tnll giontd. The Aloe1ds each 
have an antrinsk and automatic: aura of 

magical protection that opentes as a 
r11111 of protrct1on + 5. They also regcn· 
erate IS hp damage every round and are 
itnmune t.o poisonous and noxious •ub· 
stances Csueh u the fumet1 from the 
Stymphalian Morsb, though these cause 
them ~at dlacomfort). The Faws have 
decreed that th Aloeid11 cannot~ 
killed; if reduced to x.ero or fewer hit . 
point.\!'., an Aloe1d falls into o OQma until 
his natural regenerativo ability has 
reatored him to positive hit. point.8. 

'fheTe U1 8 Oaw in the decree Of the 
Fat.ell, as the goddess Artemis discovers 
severul yea.nt tif\cr this incident. when 
&be learns the decree's precise wordfog: 
'1'ht Aloeids c nnot bo lulled by any 
other person." During o wsr bet.ween 
the Alooids and the Olympians, Artemis 
tnck1 them into kilhng each other 

Each giant hau o. key on a chain 
around his neck. Otus.'t key unlock• the 
padlock of tho choin& tbot bound the> 
bronu chest, Ephialtes's key opens the 
lock o! the chetl. Both gin nt.s carT)' 

great clubs that clo twice the damage or 
the dubs list.ad on page 68 of the 2nd 
&lition PH8. but these clubs also hnvt' 
SO'l higher spet>d factoH. Esch giant 
olllO camea 10 gems worth 200 gp ( x 6). 
300 gp ( )( 3>. nnd 500 gp. Fortunet.cly. 
th AloeldB a.re not very bright and can 
euily be m1slt"d 

Conoludlng the Adventure 

Once tho A1oe1ds are disposed or, 
Hermes'• interest turns to hill own bWli· 
~. Wlul curious about what brought 
the PCs to his rescue. Herm~ pref en to 
d ~nd on hle own sources of inf()rtnatlon 
rather thnn t.ry to get knowledge oul or 
lhe PCs. After all. be owes the PCs o 
debt ond a r igorous interroption would 
be o~t. of character. In any cWIO, lttc di· 
vine ability or li"uc ltting (Ugenda & 
Lor~. pilge 8) haa told Hermes that the 
PCs are not ft'Oll'I Greece. or mdeed from 
thie Lirne period. Before leaving t he.rn, 
Hermes tells the Pea to expect a reward 
within 24 hours nft.er they have " re­
turned to tbeu own place and time.'' 

Tiit' PCs' reward takes the form of s 
2" ·long whit() CDduceus thot appears 
somewhere in each PC's belongings 
sometlme dunnic tht: 24 hours after th~ 
party returns lo Chalevot Thmple . 
<While Hermes doesn't have the cadu· 
oeus for a symbol at the tune the reward 
i.11 promiaed. he doe!I have i1.. at lhe lime 
the rewcud Is 1rivon.) Each PC recelvea 
empathic k.nowledge from the charm 



that, 1f ever he l'lnds h1m11elf m Mme 
deodly and othern•ise fatal trap, he can 
hold the chnrm and call cm Hermes. The 
charm will vanish and Hermes will 
come or ~nd someone to rescue tht- PC, 
JUSt as the PC helped to rescue Hermei;. 

If the PCs ask for directions. Hermes 
tells them that the be;;t Wa) to rt~turn lo 

Mt. Chclydoreo ts to follow thl' northt.'rn 
slopes of Mt. Cyllene east ward. leave 
the for~st fur the plum!; of Achuea, ttnd 
follow tbe tree hne norihwe11t to Mt. 
Chelydorea. Hn\llni; descnbt·d th1• ruutt•, 
Hermes leaves. 

If the PCs follow Hermes's advice. Lhc 
Arcadiu Rund1m1 Encounh:rs table 
should be u!l<'d only once per hex rather 
t hun once per huur. When the PCs dl'· 
sc:end ont-o th<- plums, tht- rundom 
encountl'l'S should end 

If the PC:1 decide lo circle west and 
north ulong Mt Cyllene'?> northern 
slope to reoch Mt. Chelydorca, randorn 
t'ncounwrs should be rolled every hour. 
and tn addition the.• PCs run a ;!5~ 
chance per hour of getting lost !minus 
l" sx•r levt'l of uny rnrlg<.' r or druid with 
th" pnrtyJ. 

When the PCs return to the uban· 
dcm~d Lernplc on Mt. Chelydoree, the 
woodcutter Arkilan ts gone. The PCs 
must clean and rc11wre the temple OB 
instructed before they cun muke llw 
trnnsitton to Chalevot Tumple, When 
the temple as ready, the PCs should ull 
enter. ttnd the leader of the party shC1uld 
place lite offering on the olt.ar. The 
nature of the offcr1ng will dept!nd on 
how well the PCs ha\1e done dunng the 
adventure. For eiC11mple, iflafter di11pos­
in.c of the Aloe1dsl the PCl:I climbed 
down below the citadel and rt>covcred 
the sphinx's pouch, they should lc1:1ve 
the bet ter o( the two gems on the alu1r 
ns an offering. lf lhey'vt! also rec:e1\1ed 
the benefit of tht! beekeeper's bounty, 
they can afford to lea\IC both gems lt in 
the DM'sJudgment, th~ o!Tt•ring is tn· 
sufficient, the PCs will not oo ablt! t<> 
make t he transition bock to Chalevot 
until a sufficient offering is left. 

After an occeptaolc om.~ring 1s lei\ ond 
the PCs leave th<> abandoned templ6, 
they find them:;ulws on tht- steps of 
Chalevot Tumplc. Vrnino5 ond the old 
gray.eyed woman are waiting for them 
()n the top step. lf the mission bn.s been 
a success. Athena t.olls ~he PCs that lhe 
goddcAf; 1s pleased with them trnd will 
r~ward ~hem with good ft>rl11n~ for the 
duration of their next 1tdl.'enture 

If the OM judges thot the PCtc ht.Wt' 

not returned from this adventure with 
cnouJ!h treasure to adequately rewnrd 
them, lhe f!0t1d /t1rtunr should be -t 25'1 
on all dil' rolls durin~ the next ndl.'cm· 
t ur\" mcludmg deternuntH1ons of 
-0ncount<m1. combats. resurrections, 
discovt:ry of treli.Sure and m&l,rtcal items, 
und the likelihood that magical items 
will not bear o ctmw or other disndvon· 
UIHeous quaht1e1J, tl.S well as an equal 
improvement in tht· experience point~ 
earned dunng that adventure. 

lfthe PCs have rt•tumed from ancwnt 
Grct'Ce with ad1:quat<! lreusures, the 
value of lite ~ood [tmunt! 11hould bt.• 
reduct-d Tht- runount af rt.'duction de 
pcndioon the DM'& Judgmenl ofwhnt 
constatutt!ll "ade4uate treasuN" in Im. 
ctimpllil{n. It as s uggested that the rt'· 
ducllons m ll!)(ld fortun+' be made in 5q 
111cr~menls. with + 10~ betng consid· 
ered on ubsolutc• minimum for the good 
fortu11r• 

Thl' nld won1nn then leave.11, ond 
Vrainos warns the PC11 thnt their Rood 
ft>rtune 111 not unalloyed. In true Greek 
faBh1on. lt Iii 0 lCSt o( th111r ChllrOC~r'l. If 
they ust1 this gnod fortune in u grvedy 
manner. engai,-ing in the most danicer· 
ous adventur1• they ain find in the be­
lief that the good fortu1w will prote('t 
them ::ii;nuull hnnn. thcy could find thm 
t ill' ~()(I{/ fnrtrtne has bt•1•n w1thdrown by 
un ongT>' goddess who 1s offended by 
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their arrogant greed-and probably 
w1thdrt1wn unexpectedly, at the most 
awkward momenL On the other hand. ir 
the PCs engugc 1n o minor odventure, 
expecting tl to be o wolk·through be­
cause of the good (ortuni•, the goddess 
may bi! e4ually angered a t. their squon· 
dering of her gin . Decidedly, Greek gods 
are not ea.;y lo please! The PCs will 
need very good judgint'nt ind~d l-0 
make proper use of their good fortune. 

One final note: Iftlw PCt1 were ot any 
t ime so careless as to m<mtaon to anyoM 
1n Arcadia that they were N1nt on thu~ 
mission b) A goddess for, wor~ yet :l;jy 
thnt tlw RoddeS>- wos i\thcoo hcrsclO, 
lhas fact will be 1.hi;covered by Athenu 
LhN!ugh her own divmat ion methods. 1I 
the PCti 11uccessfully c-0mpleted the mis· 
s1on to free Ht•rmc.'fl, the PCs will be 
stn1ck with a powt'rful curs.e Those PCs 
who talked too freely will suddenly loi>e 
all memory of their actions <and all expe· 
ricnce ftt:Uned) during the adventure, 
upon their return to Ch11l£>vot Thmple. 
Further, LhoSt PCs will lo:1e all~.· 
sions they took with them into the tern· 
pie and will not rc..ocoll having ever 
uwned such l(oods. This curse ts the will 
or Athena. who acts to keep such Ull· 
tru.slwurthy PCs from spreading furlht•r 
!!l-Or1es in thcir own place and time­
stories lhut might reach lhe ears of Eris 
and cause yet further probltin'Ul. a 
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THE BANE OF ELFSWOOD 

t-onllnued from P''P 28 

more like the cold beacon or a light 
h()Ullf!, 

• tandmg around the greal oak­
two within tbe purplish glow, two 
w1thout-11re four more hideous elf· 
things like the ones that greeted you 
flt. the Clanadyl settlement, They 
seem t.o hove been nw1ut.ing )•our 
group and are quite aware of your 
arrival. A!J one or Lhe undead eh•es 
begins Lo walk slowly forward. a 
sudden icy gust of wind sends a 
shower of leaves spiralling to the 
gTound and carnes to you the fright· 
ful voice of the i'\pproachinJf creature. 
Its words seem to be directed toward 
Druids. 

"Our fumily should have ten 
Elfswood when the druid told u.s to!" 
the rotllnl{ i:lf.corpse calls in 11 raspy 
voice. " Now we u.re cursed to walk 
the!IC woods for eternity! How foolish 
we were to think we oould mnl 
Irkthorn's forest from him! But now 
that l rkthorn hos returned to u1ke 
back whnt 111 risditfully his," the 
undend ulf hu;ses, breaking into ti 
repuls1vr dirt. and blood·8ttuned grin 
as he gestures toward the huge oak 
and il.S fierce purple glow. ''we huve 
seen the light." 

After the undcad elf thlll wu.s once 
Druida's father M>rrdelor gives his 
speech. the odic &nd its gTent.er wyr<l 
servanu; attack. 

Combat S t rntc gje 

The first thing the odu: doelt when it 
c:onfrnnL~ the PCs is to anzmalc 11ix more 
rharming lea,•es and 11end thern agairuit 
the party. Whenever one of th(• leaves as 
destroyed, the spirit. creates a replace­
men~ in the following round. l t can Ut4! 

this power in addition to a regular at· 
tack (physical blow or 11pelJ) each round 
but can never hn\'e more than sue leaveR 
anamared at one time 

As long as at. least one opponent is . 
within 30' of its possessed tree, the odu~ 
can atwck with a branch IDmg 1·12 
plus poison) and will do so. leaving out· 
of.range PCs for thi: greater wyrds und 
a111mnted leaves to engoge. If all PCs 
atl8.ck from a distance. however, the 
odic will use its spell·like powers­
especially finger of drath-ngainst the 
ndvl·nturers. The spirit ignores any 
c-hnrmrd v1ctimi:; within the area of 
purple light surrounding it. allowing its 
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continuous energy drain to leitJurely 
s teal the life out of such unforlunate 
individuals. 

Another option twailable to the odic IS 
its special animate dead abili ty. If any 
greater wyrds are defeated in combat. 
the od1c can animate them again lat 
one· half their prev1ou:1 hit po111l totals) 
if their CQrpses a re wit hin 60'. Simi· 
larty. 1f Dnuda or any PC elves are 
slain during thu.1 battle. the spirit cnn 
animate their d1:ad bodies as 111iyrds and 
send them agnin11t their former friends! 
The spmt 1s capable or animotrng up t-0 
16 H it Dice of undead elves I two greater 
wyrdsl per round. 

The odic has another trick up its 
sleevtt ss well. When the spirit's hit 
pc1int total be.,•i.m! to dwindle. It can 
direct its finger "f cl~alh power against 
itself. thus r11ring it.self or 3.30 hp dll.Jl'I 
age fas per t ht! raise dt•ad spell on pag~ 
12 of the O&D Pfayi:rs Cnmpantnn. Thi!> 
option ir. usable once per round insc.ead 
of an attack. 

If the odir: is 1\1rned by a deric. il is 
immed1awly banished to a random 
l~ation 1·6 miles away. Once 1t reacheM 
its new location. the spirit pos&eSAes 
another tree and then cure!! any dam· 
llgl' It hus suffered at the hands or the 
PCs. The following evening it return.11 to 
the site of the previous night's battle, 
animating any elr corpses it finds there. 

The spmt then resumes its tireless 
putrt>l of Elfswood, keeping a sharp 
Lookout for the PCs. 

Conc luding the Adventure 
Should the PCs fail to destroy the odic, 
t he s piri t simply continues Lo pl\trol 
Elfswood. Eventually, it kill11 the treant 
Sagebsrk, Old Man Hood. and countlel!ll 
ot her foregt c-reatures Its deadly pres· 
ence rnmains in the forest untll it ia 
de:ilrOyt!d. 

If the PCs succeed In defonttng the 
odic, Druidn 1mmedi11tely makes good 
on any promises she's made to them. 
UnleM she was mistreat.ed, the elf 
111.ates that she would glndly adventur" 
with the PCs sn t.he future . 

Ab a possibll' furiher adventure, 
Orutda nnd the other survivmg elve;, 
might decide to repopulate the settle· 
nient of Elf~wood. and any PC elves 
could be inv1t.ed lo build new homes 
U1ere or move into l.!llisting oTies. Such o 
see nano miRht ca II for a JOurney to the 
Glonadyls' old clan of Whispt'ring 
Gr1we to Ullruct new irettlers. The PCs 
may also be asked w obtain a sprig from 
the clan's Tree of Life to help repel any 
undt"ad mernuders t hat might trouble 
the settlement in the future and to 
en!4ure that u second SIJCh t ragedy never 
occurs 1n Etrswood 0 

SoMe tfJiNGS ane wonto 
toe wait .. . lil<e CJJilt>'s Play 

This module Is designed to give beginning 
Dungeon Masters and players a chance to 
leam the AD&o• game system. But don't be 
fooled by the title! 

High level characters and plenty of adventure 
make this module a thrlller for new and expe· 
rienced players alike. 

Available now at your local toy, book, or 
hobby store. 

ADM> GREYHAWK 11t1C1 tl'le TSR '°OD •re uao.""'~ ow...O by TSA 
Inc 
• 1089 TSA. Inc Al l\i9Mt Re.Mrv.a 



A <h·cntures can 
hunt for you, too. 
Su~ribe to 
OUN GEO 
Adventur s for 
the be tin 
AO&D and 
D&D modul 
delivered to your 
home. Be ready 
when advent ur 
calls. 

f'iU out and 
mall the suhscription 

card in lht~ U UC. 
If the card i.! nili mg, 

wntc to: 

ubscriptions 
0 'GE , Adventures 

PO Box 111 
Lake Geneva WI 63147 

--~ ____ __.l>U" OEON, AMO, OAJ), and 1'SB &N l.nlclo1narb ofTSR, Inc Cit l\I) TSR, lnc. AU JbahLa .rved. 
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