




COVER: A bond ol 
humanoid diplomats 
sets off on on Important 
mission. Humanoid 
dlplomots?I? As you 
con tell from lhe tone of 
Jim Holloway's cover 
pointing for "Ronk 
Amoleurs." no one tokes 
lhe Idec too serlously. 

A Few Words on Ethic 
Ounn.: the mt- Wl'l'k thut I prtK>{r.:ud Jim W11rd' " An.,'l") Mvthl'l"f 
Front U1-c:J. •. for lb.~U!! , 154 or DRAr.ON. M11.inz1ne. I rL'C~IVt>d II INtl'r 
in rt"<poniw tu to) pll'd for lhouirht·ptu,ok1n11 t'dtlt.1r1nl 1deu Jim 
ururh· dt•nl \\Ith ho" TSR mnkt'• d1-c1~1on• uooul "h"t tt>ptc:> arv 
ncc.-pu1hlt• in ~R :1 gem..- product" hv t'l11111nnttn1t whuu·ver would 
1111.:u ti nonnnll~· calm ond cnrlnt: ruothl·r 111r fo1lwr. fnr thl\l m11w•rt 
Tht· JWT-'111 who wrot« to me hod nut vt•t l't•ud Jim·~ urt1cll', but ht• 
1ncl1•f11•ndf'f1tly 11ugi;l'i<ted that I Uli(> my 1·d1t1m11l lo dnlim· thl· 1•th1cnl 
~tundurdil th11l 11'{i111 for 8uhm111111onM 111 Ol'Nfi~ON' Adventurl'i.<. 

Tht1n· 111 o p<1ru1,'T11ph l>ur1<.<il in our wrlt11r '• Kt11d.,ltne>1 thlll not nil 
r1•odl'I mny <'t· "''I'd hke tn rl'l)l•11t It hl'rf• nnd "1v11 you my own 
thou11hu on whnl pt"rM>nally turn• m~ off 

7h. trlrunl' .~ 11h1111ld br •tricth lll'CJllfl"(/ Do !WI u:r1tc' adtrn 
tun~ 1111.ilt m~ th•• 1f,.t1tr1u·1u111 •If f'l11ltlr1•fl ur hrlpJ. "'p<'r•lf•~. 
,. .. , f'Hlt'(' ,....,,." ur l '"'•'n<'t', dncripl1nM of Snton or Satan um. 
uf' f//JllU 1 rr•wn11 t1f 11111J1>t r1•l16Wll~ fillt•rt" F.ipl1t11 u•.r thl' 

1 "'~•UNJ~nnt•nt uf ulmlwl 1t1r tlrr11> ""''"' ••f/1:11111~ • /1111{411118'· 
and bathroom humor cannot tu- 1m•d 

f'll 11dn11t rtl(hl OOW tbnt gTlllUllOU~ l·t\Jl•ll)' nnd \'IOlt'OCtl' bother ml' II 
Int mun• thttn 1•x. 11nd I gfll pcJ llt\l•I)' t•nr11~wd 11!x1u1l!Ubatanct•11bull(• 
1th11111nC'lud1·1111tnrun11 CVl'ry adv('nlUn• wtlh tht' PC's 11wilhng dov. n 
111u111t ol 11IP 111 n Wt.\'"' nl. I al!!(J pr<>(4•r hunnr11bh1, hc•rme goul!l nnd 
d111hk,. 11dv1•nturl!!< in whu:h pun• l(rl~'<i 111 lh\l vr1m11ry mOU\'llt1on I'll 
turn nwny 11nn•nd on~ mC)(ful11 thnt r1·qum•1o lht< UM' or 1>val PCs. If l 
wt-r11 tu puhh11h 'IUch 11Jv.,n1ures. 1'111{1"4• oll ca clib1ht) an chummg 
lh11t roh• pluymi: !-lllme~ ~hov. thl' morul ~u~·nimty nr ituod tr1umplun" 
, ... ,.r 1•\·11 nnd """ th11n·fon• not 100111 nf lhr• d1•v1l 

On Utl' nth1:r hand, r dun ~ \X'l1t•\•t· thut mett mt nuun nr t;0methtnlf 
"mdon1· llf IU{• I( lh1!1 \\t·n· ..o, \·ou c:uuld •llY lh•l l'ndr Thm' Cabin 
c:11nd11n•·' •lll\'1•rv, or that Tl,, D111rt of \ flflr fi'M"li C()ndont.'1! raKlbm 
Wht·n -..t· dt.'pu:I <;<cn11s o( \•1h·n l'v;I. th11y'r" n(lt ml'tlnt to condo!ll' 
the·~ 11c:~ hut to me>t 1Vnt.<• the hl'rt1<·, f( no om• l'\'\•r thrt•ntenl'<I t.o 
1'<.1crinct• 1h1• b1•uu11rul pnncl'ss, 1_1n1lnH• thv hord wc>rking v1lhtift>r,., or 
opt•t111 i,:11tc• to lht• Aby~~. whnl m.1· \\UUld v.1• h11vl' for h11r0i.!11'> 
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LETIERS ........ . 2 

THE DARK FOREST 
1AD&O levels 2·3l The nlch<!nnst 
would like some fungus a nd spore~. 
but no one wunts to gel t.hem. 
Perhaps you could help. . . . . . . 4 

THE LEOPARD MEN 
!AO&D levels 8-10) The wicked 
Leopal'd Men might have loads of 
lrcai;urc- bul no one has t:ver mcl 
one and lived t.o Lalk about it. ... J;J 

TOMB IT MAY CONCERN 
(AD&O paladin. levels 4-GJ You 
wake up in a dungeon. Bui how did 
you ~el there, and why? . . . . . . . 28 

UNCHAINED! 
IAO&D DRAGONLANCE• 
adventure, levels 6-10> " We gnomt.'5 
built th1~ wonderful dragon but now 
the durn thing seems to be out of 
conlrol." . . . . . . . . . . . . . . . . . . 36 

RANK AMATEURS 
CD&D humttnoids. levels 1-3) You 
and your rcllow humanoids a re 
~oing lo be diplomats! Can you soy 
·'disaster"? I knew you could. 50 

Candalrs eyt.~ nushed, und hus br ows stuck UUl hkl' 
hri11tlus 

" )1r. F'rodo, sir!" med Sum. quaking " Don't let him hun 
me. inr, don't let htm lurn me into anything unnatural! My 
old dnd would Lake o n so" 

?'lit' Fr/lnu hrp ufth1• R1fll(, J R R 'fulk11m 



LETTERS 
Ship lip 

1 recenlly purchaJ>cd issue no or 
DUNGEON' Mag1Uine and found il 
quite enjoytible. My only problem is 
thut in Wolfgang Bour's adventure, 
"The Ship of Ni1tht;• thl.'r'e I!'! nC\ dc~11p· 
t ion for \he 111011d nf pt•trifir;c1111111 thttt 
Madame Narcosa uses. It'11 not in lhl• 
Dungoon Mo.~tt·r·.~ (;1m/1• ur U11••<1r1hnl 
Art•a1ia. Could you give me nn occu1·111eo 
dt.•scr1pt11m (If th1.11 item? 

JefTre\' Willrnm~ 
L"" Vc~~s. New1du 

Madame N(lrroaa 'li wnnd of 1wtrilicu· 
lion c•11ut11 t1 40'./cmg clurll gnH' bt•um 
whiclr the t idim 111<0· cwoul t111th n ''" · 
rt'if,,(111 ."ulllllH 1ltruu; 1•1< 1,..•tri{it·11tw11 If 
tht i.at'l' 1111101 i;ucu·~i;f11/, th1• t•1t•l1m 111 

lurtu•tl lo 1</unt• and 1110)' bl! rl!Morl!tl (lfl/,Y 

bv u 8l00t.' lO ne .. h 11pl!ll Dnmn}lt' lll/S• 

la11ll'tl w/1111• 111 stunt> /urm 111 rttul anti 
mav lull lht• rltcm1rtrr 

The wurtd i11 made of 1h111, mstv 1rnr1 
with o hrttt•y. 2 ' -lung fr1·'·"'' ~hurk'~ t1x1f/i 
Hl!I al t/rt• trp. It h(ll, 17 'lrarRt'1o /,•fl <1111/ 
mny m1i br r1•1·liarl(ed Tiu.~ u·untl ""'.\ 
bt• usl!d 011/v bv 11•1wrt1 .... 14•hll Jln111 :i,000 
XP fur 11.~ ~'11' • 
Nol~ that .Wcufoml' Nt1rrn.~a·11 wanJ uf 

petrification d0t!11 1101 telcport 11~ l'IC'trm.• 
in 1h1• way that Wll iNltrrs j, u·t111d tlm·~ 
fDUNGE.ON '"''"tt 121 . pn11t·:l21 

Krynn Missing 
I om 14 \'enrs uld and have b<!en iul 

avid AD&b· playl•r for Lhnw yenl"l'I nuw 
1 have ri~lln quickly throu~h thl! local 
ranks to r <1il!,rn as Dungron MnsLer· uf n 
world known 111t Krynn. ;ind am u well 
respected advM1turcr or the Fur~uttl'n 
Realms 

One thing that has r,'feally disturbed 
me 10 my two Yl'Or'4 of reading 
DUNGF.Oi\ Adventure 1s the lack ttf 
any DRAGONLANC~ adventures. I 
can adapt. a few of lhe adventures pre· 
sented, but I have not seen one ad\•t•n 
Lure d"-'ti>IE.'Md for a DRAGON LANCE 
cumpnrgn. Thal r('olly hurts. I makt;,> my 
own Hdventures. hul I'm Justo kid ond 
thl'y JUBl don't stack up with lhl' one in 
thil' mngazrnl!. f know you must gH 
.~ur>1<' DRAGONL.ANl'E advt'ntures 

Sandy Hu nter 
Florenc~v1llo, Nt'\\ Brunswit'k 

lit- r1•r1·11•1• t't'f'.' fr11 DRAGOSLA.\'CE 
utl1•w1turt·~ a11d tulllf rwMtl\• had nM 
{i111r1cl nnr /hot 11•1• l1kt•tl •'llflll#lr 111 p11h· 
/nil Our (rr.~t DRAGONl.-J\NCE arl1•rn 
luri "Uru·lim111•11!." uppl'tJ1'1J 111 tl11s 
is11ui• 

If )Ort n•m/ tilt' puruj:ruµlr ul tltt! stw·t 
oft'<l<'h JJ UNGEON nc/1rntur1•, -'"'"'II 
tJ1,.tu1 t•r thul mall_\ 11{ our <'011tr1hutor~ 
arr a/110 ''111~1 J11rl.~ " lnr th111k thwv 11r1•1. 

Too Jtuch! 
I lnvet.I issue 120 except for one thtn~ . 

In thl' ad\•t>nlurl' " Ancient Bl1x>d," 
which t'»JIS ror 4.g t'hl.IJ"OClf!r"I of levels 
3.5, you h{lve th~ PClol fii,:hl Mok· 
Turuknin'it opparntit>n, o 16-HD mon 
~ter with nu THACO That's too much 
for 3rd to 5th·level PCs! Please don't do 
thut in thl' fulute. 

Danny Bmko 
ROt'kville. Morvltind 

.~foll· T11111lm111 \ uppar111011 1l111•t1 ''"I 
phv11u1ll.' attnc·k, tJt,.ri•/tJr•· 11 hu"' 11tJ 

7'1-/ACn Thi• mm1~t1•r kill~ h\ .~UflJll'" 

'""' I/ 1/u• µftnl!l/o lh111k tlWIJ:t< tltN1URh. 

tlll!ir d1aractl!rt! should never hot'I! lo 
{t~hl 1h1• t1ppur11w11. 

Exoticity 
We Venezuelan role· players just 

W1lnll'<i lo send a big "thnnk you" to 
DUNGEON Mul{aa1ne Thu~ role· 
player:; a.ni hard Ivery'> Lo find here In 
facl, all <>f us d1sc;c)\1ered F'R P games 
through a friend who hrou.chL the game 
from the U.S. tthere are no role·ploy1ng 
hobby shops here!. The (Inly wuy to i.tel 
our hands on AD&D mmeriul 1i.. wh<'n 
someone we know got>S to tho United 
St11le11. Lasl year I subscribed to your 
muguzinc !through a friend who li\•cs 10 

Mio mil. 
It's truly tn"8tifyin~ to rl'ce1ve, each 

month, a rnug~ln11 puckt•d wllh ndVl'n· 
tU1'e1>. I would like lo thank you snd ull 
of your l4tulT ror the· wnndrou11 mitgttt.lnc 
you hove ht!en 111nd will ~I putltnl( Out 
Stephen Bonarm's letler in 1s!jue 120 
sum5 it up· "An excellent pr<>duct." I 
don't thi nk r could add 11not her good 
foalure lo tho:;e lw mcnt1on11d 

A chnracu:ri11t1c trail of DUNGEON 
Mogoz1ne over the lru;t two years ha-. 
b('(!n exotic adventures. By ··ex(lLic'' l 
nU!ltf\ e\1erythrng from strunge t "Cha· 
dranther's Bane" 1118), "The Elcphuol'~ 
Gravt!vard'' [# 15), "Olll of lhe Nhes" 
(11711 to enticing1"Ves1cant" (ll6). 
"The Wererats or Relfren'' 11 14 )l, pnss­
ing through haunting I" House of 
Carda" 1119), "The Gl:.iss Hou5e" l 115)1. 

Brwny, DUNGEON Magazine has 
published a lan.;e repertcure of' adven· 
lures. o 1goodl sign of it!> wide criteria in 
choosing them Nl'\'el'tht'less. I ask 
my11elf how exotic is too cxollc for you? 
How much "exuucity" will you tolerate? 
Whul would you think of an ndvt111tun• 
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with blue elves tntooed on 1lw face, that 
live on is les made up or debris, nlgae, 
and mud. and Cight against four-armed 
sahuagm? 

Do not m1:>unders tand nw 1 nm not 
talking ofcusmet1c changes in appear· 
anct:. ~t·tthl'r um l a~ktng you ln accept 
a submission snlely on the ba~is of "ex­
ot ic1ty." Suppost> you rt•ct•t\•cd a :;uhm1s· 
s ion with a solid plot. ~trong a nd 
consistent backgr.,un<l and NP 's. and 
ch~a r oullmt:!s, hut th'· sellltlf: w11~ fur 
from the swndard AD&D ~cttini;. 
Would you acr1•pt ii? 

In the last issue tl20J you talked 
about h1gh·IC\1e l adventure~. Of llll 
high-level adventures 1 huvc seen tn 
Dll~CEOX Magazine, most of them 
rely hl•t1v1ly on cn1wls either through 
dungl'ons ot• wilderness Ca 100 mile b\ 
100 mile dungt:onl. They an~ nlso quite 
l<mJ.: . ! liked "Of ~ests und ).:utions .. 
Ji 13) \•e ry much, mainly beca\tse 1t was 
a city setting with a mystery plot. Will 
101· could1 yc;u pubhsh more 1.11h'enlurl'1< 
thnt keep \\'Ith l111s ltnf' ()f thought 
<high-level adwnture:. diff~ri:nt from 
st!ek-antl-des trny 1n u dungeon popu· 
lated with high-level monsten;1'> Then:• 
1s nlsu the matter of ~pnce . Huw much 
a re you ready tn ~ 1ve to 11 high level 
adventure'> 

Lustl v, whut will y11u dp with subm1s 
sions d~nhn~ with pswn1ci;. given the 
fact that the AD&D inu Ed1ttvn game 
h11~ dropped thl•m? 

If you decide lo print thit< letter. could 
Y(lU please print my (i11l 11ddress Tha nk 
)'011 , 

Al:;11, keep those t.'l·eat cflvers and 
prn1,_e Paul J aquaya for his interior 
lliustrntion!l. 

WHliani Vernon 
Av~ SoJo. Res. El Esconal. 112, 

Urb. El Rosal. Car-acas 1060 
Venez.ul'IH 

It'.~ tmt• lliut w1• ltlw to p11bl1 .~h tmu· 
s11til udt•t'nturrs. but u·r ltl:e Jn thmk lltot 
1•urh I.~ 11/.~" <in 1-.rrrting .~fury 111 wl111•h 
th·· /)1\!f and PCs can port1t•1pnte. I dm1 't 
k11uu· hnw 11111d1 "1•xut11:1t.v" I w1ll tuler­
nt!'. r:nrh atlt1t'll tr1r(' prnpe>so/ IS JIU/Jli!rl 

u11 tis 011.•11 11a•r1t, , If tlw blut' eltirs were 
m1·oll'1•tl ir1 n lwck n( an a<l111•n/11r''. tl11•1r 
1.'<,for wo11ldn 't buthl.'r m,' , If. ltnwct't'r. too 
mcmy u( tlll' gnrm•s' r11l1•11ur1• 11trc11m•cl to 
prn1•1tlv not'1•/t.\ . wr'<I lrn11· 10 <lrnw lht 
/111t , 

Psronm;, hewing been wrillrn out of 
the AD& D 2nd Ecl1twn gam(', will pr"b 
ablv 1101 appe<Jr 111 DUNGEON Atlt•('Jl· 
tur1•11 . .Vat many pt•oplt• usPd p.~mnit'N ftir 
1111.!tr player clwroctcrs. and those ml)fl· 
sters f1111d1 till 1111: m111tl fTu11•r1 tl1at relwd 
11n psw111r.~ hnt•t• bf't•n r1•wrrltN1 so thnt 
th•·tr 1><111Jt•r.<1 are attnbuted t tJ lip i:l/.likt' 
ubi/1t1es. You t·cin du tl1v ~tma• u·1th a11y 
p1wm1c pnurer vo11 want tn prr~1·rt•1• '" a 
l'ft'tJ/url' or NPC. but o 's 111treulistl(· tu 
rt•q111rv pswnn·all\ 1•nd1Jwt•d PCN for cm 
udt1t!11l11re. 

\\'!•art• alu •a_v~ fookmg for mor1• h1ph 
lt•t•1•/ adt•rr1ture.<~ (a11 rl lo11>·fot"r{ rinr•i.. for 
that 1110/ter/ Ur1fur/11t1uldy. u•r t•u11 'I 
111port! holf tin· 111a,gc1.z111t• for 1n11• odve11· 
l11r•'. TJ1ut u·u11lrl h1• l1k1• pub/1,\hi'T1g a 
"full" mndulr (lilt! wr111/1/ tlrfrnt tl1r 
p11rpcm: fur wl11d1 DUNGEON A1lt•t>n· 
t11r1•s INI.~ ril!IH/lfll!(/ W(' try In /1m1/ nur 
"fl!ullir1•" udt•f!11turi: to arou11d 20 paf:l!il. 

Too Few Pla!1ers .. . 
Personally, I prefer hoxed descriptions 

becau!it', as Shado Hart put H. they 
allow " the OM to ensily read a descrip 
t1on for cnch room." As I am a fairly 
inexperienced OM, I need th1~ extrn 
help. 

On the other lrnnd, I rt!alize the need 
for \•anety ahd the feelihgs of those 
ohs tinaLe pE•ople who doo·l like heing 
told what to say So. 1 believe that there 
c;hould be more boxed descriptions, hut 
not all adventures should have them . 

l h,1ve a hard t ime lind1hg anyone Ul 
play with. What can I do? How cnn I 
find desperate AD&D game-starved 
swashbucklers ond get in iouch with 
thl'm? 

At1 1·on Hig~tiM 
1-"hnt . Michigan 

Anron. ytm dirln ·11-opPc1fically i;m• that 
W t' t'<Juld prmf wwr full addres:,. so I 
t/"11 't ft• l'l I hu1•1• th,• right lf1 tlo thtLI )'<iu 
m1Jtht ft>ok fnr 1YJmpnt1bl1• 11omers at a 
ltwnl ~um111J: nr hnhby 11/wp. Such slnrt'.~ 
w;uallv ltnrr l>1il/ct111 boards wl1t•r <> )'1>11 

ca11 fXJSI 11ot1c·es of gatrti' · <111tl playe;1> 
wnT1tetl. You tvmlcl nlsr1 promtrH'11tly 
corn · arnu11cl ylJtlr c·opv of DU.VGEON 
Adt •t>11lurt'11u11cl 111•e who .~Jwu·s 011 1nt<'r· 
('$(, \.r, {_> dnfl 't m11ul lh1• frrr atl1•rr1111111g, 
e1th(!r. 

LETTERS 

Tu start off. I would like to thank you 
l;'UYS for publishfog S\1ch a great maga 
zine. I love t.o play AD&D games but 
unfortunately. I only have three or four 
people to play with. Several times I 
have turned to your magazine for help 
becnu:;e not all of'your mini·modules 
require n large group of players. 

However, I €ind that games with 6·8 
players are more enjoyable. so I've come 
up with an idea that I don' t belie,•e has 
been t ried before How about a D&D' or 
AD&D game by mail. If any readers ou t 
there would like lo hear more about 1l. 
please \\Tile me 

Jeff Bobb 
332 Parker <rear l 

Toledo. Ohi<> •13605 

Or 1bo Jlany? 
I have been a Dungeon Master for 

several years now, und I JUSt got a new 
shipment of players for my pany. I now 
have 10-15 novice players !that's about 
17 churaclersl at each meeting, a nd l 
can't find an advenlure t.hat fits thal 
size of a party. If I put them up against 
a lot or ca~1er monsters 'Jet's say 25 
goblins!, the party clobbers them and 
hardly take.s u hit point of darnoge. If I 
put them up against harder monsters 
tlike two shambling mounds!, they gel o 
s lightly greater challenge, bul if one of 
the monsters hits even once. 1t almost 
olwtiys kills the charucter 

I was wondenng 1f you could try to 
publish an ad\•enlure that could work an 
this silualion. Also, iryou have any 
su1::gest1on s. please lel me know. 

If you should decide lo puhl ish this 
le tter, please print my full address so 
thut uthers can write to me. 

R1churd Williams 
1985 Palace A\•e. 

St. Paul. M annesola 55105 

Wl'il! Thu; 1s ('vrtu1T1I)' a tl1{ft·reT1t prob· 
ll'm from the "n11 one to plav with " rry of 
mtrny DMs. \\l>'l'e been ncutdy au·art' of 
kflrping party s1~r.'> small. brrausr man.v 
rif r>ur readf'rs liaue u difficult t ime gath­
ering morl! thaT1 four cir fin• playt•rs pu 
game. m•'re Sllf(' you 'II Rt'I mcm.v letters 
fr11m readers a.~kmg wl1t•n• .>'<IU grt your 
"sh 1pml!nts" of player.<; 

DUNGEON 3 



THE DARK 
FOREST 

BY DAN SALAS 

Troubles simply 
mushroom in the 
Underdark. 

AttwO<Jr by torn 8oxa 
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Du11 1.s sttfl wnrkini: on h1~ barhclllr'N 
tJ,•Jlrt!f' 111 brQ/ri/.(\' '''h1/., 1rywg f() sup 
pr1•t,. his urg1• rn u •rlfv fantaHv fltJl'<'h 

1n11frad fl/ :1tucly 1n11 flt' ttn,-011ro.ges nfl 
lwp\'[ul AD& o· adt't'l1turc wr1tus tu u111• 
lht•ir- 111tugrnut111r1i,1, pa,v attrntlnn tn 
tll'tu1/\, ln1r11 (mm th1•1r m1stok1•s. and 
n1•t•i•r gut' 11p 

"The Onrk Forest" HI an AD&D adven 
lure lor 4·6 player characters of levels 
2 ;! 1ahou1 12 to~ul luvelsJ. Good·ahbrned 
1'('11 are rt!comml!nded. und warriors 
may lw moM s111t11d to dl'al with tht• 
encountl'rs Undt•rground prolic1enries 
"ti! ht' u~ful. and the PCs should be 
equipped for u Journey ac1·0S!I mountains 
and through cnvermt The nd\'enture 
can be !>el 1n I he nnrt hern moun1nins of 
any temperate wildt.•mess 

The ustilagor!> encountered in tht· 
Dark Forest are psionic. If p111onicli arc 
not ui-ed . .:1mtlnr m11gical powers ur a 
Sllntfur type of fUOJitU!I monBter may be 
subst1tuto?d The 'ltarvntiun rule!! in lhc 
W1ltlt'rnr•11H S11r1•11·<zl 01ud1• are ulso 
rcfcrcnct:d, but th<'Y may not be needed. 

Adventure Background 

Read or pt1raphru;;e tlw following to Lht· 
plnyers 

r Your travels have taken vou to the 
mountains of the nnrth ;rhifi mom· 
11\JC you pai;.~d u ,i,<lone tortrei;s nnd 
entcn4<1 .1 pusc; between ruK~ed 
pn1ks. Ai< you have made your way 
northwa1 d along thi'< pas~. ynu have 
he~·n c11rt·ful to watch for hand1ts and 
orc11. 

The tra1l 1s 100' wide, w11h roc;ky 
slopes n sing shnrply up to the moun· 
tains on eithl'r side. The truil det()urs 
around numerow; houldt1r::1 nnd 
~crnwny tree!!. and the mountain 
walll'i art• pucked with niches. The 
pnth nt your fuet 16 scnrr1>d with 
hoofprints and whet•! trucks. 

Lnu· rn 1he nf\crnoon. you Ree a 
caravan on lhc truil ahead, traveltnu 
1r1 1 he dirl.'Ct10n you urt- going You 
count four wagons. each pulled by 
two hori;e;;, plus almost 100 other 
horses rtddt>n by armored warriors 
The force is 150 yards ahead of you 

The PCs have cnct!Untered a mor 
ch,mt carovan. Roll for surprise. buc 
nute lhuL the carava1\ guard~ are ant1ci· 
pat rnJ? on attack from a third party, ai. 
yet UMeen by the PCs I + 2 bonus to 
guard-.' rnltl. The J,.'Uard11 appear un<'on 



cerned They are lrttvelin~ et n move· 
ment rate of 12, us fast us the caravan's 
draft horses can walk. 

The guards are nll human merce­
nancs equipped with chain mail. long 
.swords, dagger:>, and i1hort bow:. with 20 
arrows in each men's quiver. They ride 
medium warhorses. Each men has a 
belt pouch con~ining l · 10 gp per level. 

Mercenar y cup tain: AC 5: MV 9, F8· 
hp 65; THACO 13: IAT 3 2: Omg hy 
wenpon type; ML 15: AL LN 

Lieute nant: AC 5; MV 9: F7. hp 5 ; 
TH ACO 14; IAT 3.2: Omg by weapon 
type: ML 14 ~ AL LG 

Elite gu a.rds 1121: AC 5: MV 9: F2: hp 
1 leach; TH ACO 19: IA1' 1: Dmg by 
weapon typt>; ML 12. Al. uny lawful. 

Normal guards <65): AC.: 5. M \ ' ~l; Ft , 
hp 7: T HACO 20: IAT 1: Dmg by 
weapon type; ML 11 : AL any 

Me dium warhorse 179>: AC 7. MV 
18, HD 2+2; THACO 19; IAT 3: Drn~ 
1·6' 1-6 '1·3; ML 11: AL N. 

Each wagon 1!J pulled by two drat\ 
horses driven b.) n hired lithorcr. Driv 
t!rs wear leather armor and u.'*' club~ 
and daggers m their defense. 

Wogon drh•ers <41: AC 8; MV 12; 
zcro·lcwl human$; hp 3 eoch: T HACO 
20: IA'f l ; Omg by weapon type. ML 9. 
ALN 

Droft h o rses 181: AC 7. MV 12: H O 3: 
TH ACO l7; IAT l , Umg 1-3; ML f;; AL N. 

Jn t he first. wagon rides a priest 
named Devin. a brown.robed follower of 
Dwncechl. Celtic god of physicians 
l[,,.•Ri!ncl1s & L1>r.:, page 271. His wagon l!I 

fillt•d with old furniture, as he is mov· 
mg to o new home 

Devin: AC 10, MV 12; C9: hp 4 . 
T HACO 16: IAT l. Omg by weapon 
type. W ll. other abilities average. ML 
12, AL l.iG; q1111rler!!tu'1; ~pell!!: bles~. 

<.'IJrt• ltghf u.'ou11d8' x 3!. dl'tect ei•il, .<im1c:-­
t1111ry. bar)u;Jw1, r1:!lt~t fire, 11fuw po1s<m. 
w11!1dra1v, d1spl!I mngu·, N'mow c11r.~c<. 
remm•e paralysis, cure ser111tu• wo1111cls. 
nr11trol1ze {><11,:;<111, n1r1• ''rlfwal tL'lnwdi$. 

The second wagon belongs LO a skmny 
elvt?n merchant, Prentice t he Art 
Dealer. His wagon carries 23 µa1nt1ngs 
by humam, and elves. with subjl'CtS thut 
mcludo dragons. w11rriors, castles. and 
landscapes. These pamtings ere worLh 
ioo.2.0001100d20J gp coch. Jf a PC buy~ 
u painting 11nd later sells 1t to an up~r 
cla~ NPC. he can make a 10-40~ profi t 
on the investment. 

Pr-entice the Art Deale r : AC 10; M\' 
12: ?.C!ro·level elf: hp 2: T HACO 20. 'AT 

I , Dmg by weapon type: ML 11 ; AL CG; 
two Jugi;ers. 

In the third wagon is a fAl merchant. 
Byl'on the Book$eller His wagon hllld!' 
many lype!i of unu11ual leather·bound 
books, including a small tome of dwar· 
ven drinking !!Onfr5 lworth 25 gpl, a tcKt 
un fungus 1dent1ficallun I worth 35 gpl, 
an Elvi h ·Orcish d1cLiom1ry I worth 150 
t;'P>. a thick c0t1kbook wrilli.>n by half 
Im~ Cworth 50 l{PI. and a l(lltllnish book 
of practical jokes (worth 25 gµt Nearly 
nll of the books were prinled on crude 
printing presses. 

Byron the Bookse ller: AC 10: MV 9, 
7.ero-level human. hp ·I: THACO 20; ;AT 
l ~ Omg hy wenpon tyJX"; ML 9; Al. N; 
dagger. 

An old, wh1t~ ·bcardL'<l merchant, 
Randel t he Alchemist , l rll\'els tn tht.> 
fourth vehiclt-. His wagon ca rries a 
t1ingle chest conuuning 30 ceramic \'1Nli. 
decorated wllh symbols und lelt~rs. 
Wuol 1s stuffed in lwtwt:en th~ vials fol' 
padding There ar • 01gh1 POiiom: of 
t•:ctra hea/111g (wo1·th 900 gp eachl. eight 
1•foc1r.-: <If health !worth 2.300 In> t•achl, 
one potion o( animal m11tml (wort h 500 
~'l>>. five potions of het1IWR !worth 500 
gp each I, one potion o( {iri• ri>s1.~tarwt' 
I worth 500 gpl, four pot ions of ll'alrr 
br1·atl11ng I worth 900 gp eoch•. and 
three philtl'r of lrwr I worth 400 ~rp 
each!. He also has a wane/ 11( mt•tul and 
minrra/ drtertw11 conccalt'd 1n the 
wajton. though this is his secn•t 

Randa l th e Al<-hemist.: AC 10; MV 9. 
zero.level humn~ hp 3; Tll i\CO 20; IAT 
1: Dmg by weapon type: ML 12: AL LG: 
unarmed. 

The Attack 

If the PC ·· are spotted or draw attention 
Lo Lhemsel\•ei.. thu rear guards immcdi 
atcly slow their hor!\Cs. turnin~ Lo look 
at them. WamlnJo? shout~ are cnllrd ta 
t he t-r.st oft he cars van, and short bo" a 
.ip~ar 10 Lhe warriors' bands. 

Before the PCs have llml' tc> get clotie 
to the caravan. however, they ht.<or loud 
growls from the s lope on the. le(\ Charg· 
ing down frt>m the rocky mountainside 
are 30 fiinds wielding clubs and wear· 
ing thick studded leather armor padded 
with wolr fur 

Ont: flind leitding .1 squad of live at 
t.acks the party, while the remaining 
creatures attack the caravan. While tht.­
PCs fight for their lives. the caravun 
guards fire arrows into the charging 
Oinds. then surround them und cut 
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them down The mercenaries luse nme 
I lst·levell men in t he proces11. and the 
battle betw~n mercenarie11 ond flinds 
lasL" 10 rounds. If lhtf PCs are s t ill 
fighting afler that time. the men:ennry 
lu:uu•nant and four 2nd lewl warriors 
ride over to assist them If the PCs ht1\•e 
killed or drtven off all their attacker~. 
these five N PCs ride nv1•r ut a sl<m trot 
If thf' advt'nturers finillh their port nf 
the fi~ht beforl! the mt>r<'ennrrns. the 
PCs arc free to takt' whate\!et uctiOll!I 
they desire 

F'l ind lie utenant: AC 5: MV 12, HD 
3 +,'l; hp 25, T HACO 17; IAT 1or2, 
Dmg bv wenpon type; Si\ ditiarm with 
n1ndbnr. + 1 lo l'nt nnd damng<' dut• Ul 
'>trt-ngth; ~!l. 12; AL LE: MC fl( nollsl; 
wields Olndbar. has dub on bt>ll. belt 
pouch with lour uncut blood.;tones 
Cworth 40 gp ('BChl unrl 60 gp 

F'Hntl squad lea d e rs 12>. AC 5; MV 
12, HD 2 +3; hp 19' x 2>; i H ACO 19; 
IAT l or 2: Orng by weapon type: SA 
dnmrm with Omdbnr. +I tu hit and 
domoF:" duf' 10 11trength: Ml, 12. AL I.I•:. 
MC 1gnollsl: 1.•ad1 wields flindbar, hat­
cluh on belt; l'Uch hu!i bt•ll pouch with 
three uncut bloodsl0m·11 c wor~h •tO ~'P 
euchl and 50 b'P· 

Flind wurrio rs 1271: hp 12 each, t AT 
1, Dmg by weapon type; .M L 11 . t.>ach 
hai. one club and om• belt puuch "ilh 
2-20 gp; all oihcr slattsl1cs as per 0111ci 
!!quad leaders ,1bo\tc. 

After th e Battle 

When t he lighting 1s dune. the lteutcll· 
om hails t he PCs. "Good afiemoon1" ht· 
Rays. " The dugface~ hud b(o.cn 1<tulkinl! 
us for three hours We didn't count on 
your group gl•tting caught in the fillht .. 
The lieute111int nppears friendly and 
ot1ks what t he PCR are doan1ot tn the 
tnountains He infonns them lhat hii> 
group l& escorting some merchants ttJ 
the town of Ellenburg. ut the northern 
end ufthe paSll, and ht> offers to allnw 
\hem to trove I with the co.ravan <t hu11f(h 
the mercenaries will keep n clo!lt' watch 
on t ht• adventurers>. 

If any oft he PCs went 1ruur1:d in the 
figh t against the flinds, Devin casts his 
healm~ spells on them, using the most 
powerful spell tll heal the character who 
Look the most damitge. Ncme <if t he 
mercenaries were seriously inJured 
(except thoi<e who died!>, and Devin is 
~specially grateful to the PCs for help 
mg to protect htm. Thl• dead merre· 
nar1es aru wrapp1>d 111 cloth and loaded 
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onto wagons before the caravnn sets off 
again. 

When the sun beJ,rirui U> set,. reod the 
(ollowmg to the plQyers: 

From ahead in the line ofmareh, the 
captain shouts, " Let 's make CAmp for 
the night!" and everyone climbs 
down from horses nnd w11gons. 'rhe 
drivers feed lhe wagon horses while 
the mercenaries gatht;r wood from 
the slopes. (eed their horse with 
gro.in from the1r ~ddlebags, and ltiy 
the cnmpfire . Soon. everyone 111 si t · 
t ing around a hinting fire, Nlting 
$tnle bread nnd ch~. dr111k1n~ 
cheap ale. bragging about lhti fight 
with the Oinds, nnd mourning thei r 
fallen comrades. 

T~n guard& 1mne lst·level and one 
2nd level worr1orsl a re sent u c1u11rter 
mile north along the trail. and nn equal 
number are potited w the south. These 
guorcls are changed ev •ry thrN hours. 
but the n ight passes without incident. 

Before everyone sellll·!i down to ~leep, 
the PCs are approached by the nrt 
deAlet and the booksellor. The.se mer· 
chnnt.s are polite and friendly They 
greet the PCs, compliment t hem on 
their battle prowess. and de~noo the 
itcms they have for 8tll(' If th\~ PCs 
reJu e to buy, t he merchants lhonk 
them for th •ir time and r •turn l ll their 
wa_aons for the night 

When the.st! two have gone, Rando.I 
thti Alchemist appears He sill; down a s 
if to stay for 11 while and 11uys. " I hnve 
an olTer to make that you might find of 
interest:· lf the P<'s express (lny inter· 
est, he continues. 

"'IWo days ago. l WttS cumped ouuudc 
the rort that guards the southern end 
of this pass. At thM t imc a dwarf 
W m <! to me 11nd described a mlll:4? of 
tunnels lhal he had diBCo\•ered : he 
lUHd the tniut> ended in ft lnrg •• 
empty cavern. Beyond t his ploce was 
a second cavurn containing 11 forest or 
g1nnl mu11hrooms. wllh some 11trange 
r<!d fungus as well. The dwarf smd 
thnt he wau chased out ur the cavern 
by ll band of fungus men. 

" l am intA?rested in the dworfs 
tor)' bcdlu e I would like to obtuin 

aome of the fungi that he descnbed. 
l '11 pay you 125 gp for coch ho ndfu I 
of red fun guJJ you can collect . ln 
addition, J will gwo your group o. 
potion of iatra heal 111/J and tut c-/ u ir 
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of health for your trouble, before you 
set off. The e moy help ogahlst the 
worlil sorts of fungi When you re· 
turn. follow this pass north to Ellen· 
burg. I' ll be staying thl' rC! for the 
next Lwo months. 

"1bmorrow morning we should 
come• t.o a narrow 1de-pnss that th~ 
dworf cl11imed would leuo to a door· 
way. Beyond thl< door you'll find the 
mt1l'4:. Rememlwr that the true pnth 
ts the one that always slopes down· 
word. Follow lt LO reach your goal. 

"there 1s one other thing I would 
also like to obuun somt- mycomd 
spores for my .11Lud1es. I'll pny you 
300 gold pieces for each ht1ndful of 
myconid spores that you bring back. 
But remember this: The spores d1sin 
tegrate when the mycon1d" die, so 
you can't obtain lhem by force. You' ll 
have to convinC{' the funlflJS men to 
glVe up their 1<pores willingly I will 
not be a party to needlt-s& :ilaught.cr" 

tr 11Jiked why he doe.""n' t h ire the earn· 
van guord~. the ulchem1sL AAys. " l'w 
t ried. These men are simple merce· 
narie~. They don't hnvc th1• heart for 
underground exJ>(!dition11, und lhey hove 
their uwn Jobs to do." If the PCs a k 
why he wants tht' rt'<l fungus. Randal 
says. ' 'I'm studying iLS abili ty to curl' 
diseases." 

If the PCs try to. quee1.e u better denl 
out of Randal, roll a reaction check . At 
worilt, he gets nngry and refuses to 
change hi11 ofTer; I.IL best , hc rnises t he 
gold piece aword.s by 50~ 

At duwn , Lhc cara\•an prcpareti to 
leave Randal encourages the PCtt to S(lt 
out now to retrieve the fungi samples he 
w1 heii to study. By Randal'. d~llons, 
1t should take only a few boors to ttoch 
the oJ>(!nlnl( inw the tunnrls li-ee " Into 
Oeop<.>orth"J 

For the Dungeon Moster 

Randal t he Alch11m1:>t doosn' t know thl' 
compl~t.: !ltory of the dw11rfs adventure, 
thou(lh ht' knows more thon he has $1\1d. 
When the dwarf entered ~pearlh. he 
fought II !SCOUtlnl{ party of nsnds who 
were (•xploring th•· so me areo. Thou1eh 
gravely woundl>d in the battle. the 
dwarf obtOtned from th(' Oindr; lh(' U' Olld 

of mrlol (I/Id mrnuof dct~ctwn thot the 
akhemist now owns. 'fhe dwarf crawled 
oul or the tunnel n.nd to the rortre•"I lO 
the south, where he told his story to 
Randnl. The dwnrf gave JWndnl l hl' 

\\'Und before dying of his inft'<'ted 
wounds 

The alchem1st 1s unaware that the 
dwr1rf fough t only it 1<mall port of u 
large Oind don. The ninds who ot· 
tacked the coravnn were sent ofter the 
dwarf end the wand, nnd had truckt.>d 
t hl' dwarf to th(! southern fort Tht>y 
correctly gue~ed thot the wand was In 
tht- CllJ'avnn, bl1t th1•y hod o puor grasp 
of the power of mounted and bow.armed 
mL•rcennr1\!,., ThouJ.(h it is as.sumt>d that 
nil ninds who ettuckl'd the cnravan 
were slam. three fli nd worriou fh p 12 
cnchl remi\lncd behind at the top of the 
slope overlooking the curnvnn These 
i<urvivors Oed when they saw their 
companions die. heading back to their 
trioo to inform their chief of the defeat. 

Rand.ol 1i; ii trut' scn•nt1i-t. nnd l'H "> 

desire to get 11amplc of the red fungus 
nnd myco111d spores u1 ~· · nuinl• Htl ho11 
no int('ntlon of luunc'hlng a mmrng 
expedit ion but planll lO toke the wand 
~lsewhere, to anve the myconids from 
the greed of surface dwellen1. He d~s 
not know of the flind don in Dcepeol'th, 
nor dC>e11 he realm"! the rcason for lh1· 
atwck on the caravan. 

ltisto ry of the C avf'rns 

Tht> tunnel-. '.\nd ca,·ern!I acce !Ohle from 
this pass wen: oraf(molly cut by moun· 
toin dwarve11 who mine-d for pr('cious 
gcm11 1b d1~gu1&! t lu: nune. Llw • hid llii 
entrence with secret doon1 <ore41 1 on 
The Durk Forust mapl and excavated a 
m111,c farcu 21 to confuse lntruder11. They 
altKl dug c'IUl nrens 3. 4 , and 5 J\n<-r 
mony year?>, the mineral veins were 
depleted nnd the dwnrve~ ubundoni·d 
th iB place. 

As time wc•nt on, water M!cpt'd 1n10 

the caves from the soil above. form in~ 
the lunnel that leads south from area 6 
Th111 pOSJHlgeway eventually c:onn(lcted 
to covern!I in Deepenrth, and 1t w1\~ not 
long before the den1z.cns of the Under· 
dork venturt•d up mtQ the old mines. 

First came the ducrgor, the evil groy 
dw11.rves . Thc.>y digcovered a new pocket 
of itt.'mstoneii and immediately hegnn 
m111111g operations m area 6. Howe,•er. 
they fooli11hly made few precautions 
81(.ltn it mvaders from the surface Tht>y 
''erto discovered by a t1moll group of 
udVl'nturt>n who decided to raid the 
dwnrven nune · for gems. To prepure 
tlrnir escape route. the adventurers 
carried mnn)' bushe!I und small t rees 
mt-0 the large t uf the caverns. They 



then emered Deepeul'lh and ,Htnckt·d 
t hl' d\\ at Vi!S. 1'leulin~ nl•ll\\ bags of 
uncut gems. 

A · the p.lrty fled thrtiugh dreu 5, one 
of the ndventurer~-an dven prsc~t­
caRt a plant ~rou,tli lipt-11 on the bushe~ 
nnd tree~ 1n thc CUVl!I n, filling it with a 
tangl<·d. thorny l111r1·1er that only 11 ft•\\/ 
oft he dwnrvl''l l."Ot1ld force thl'1r woy 
thruui:h In the baule that followed. 
rnnny gemi. w1·re scattered The ad\'cn 
nn·cri.; ll'fi with what trl'asure they !l t rll 
hl!ld und nevt.>r returm•d to the domain 
of the gray dwarvc·s 

O\'(•r the ,Yl!ars. the d\\arvt.>i.' shoveli; 
1·c:1hnpcd the mine. creating arcn i nnd 
thP tunnel li!11drn1ot northwest from 
tht•rc . Evl!ntuull). the dwarv1'1o ul.>irn· 
duned th1 in-t:tron of Ocepeurth for 
ncher vc1m1. The bushel'\ and trees could 
nut live without !iUnhJ.(ht and began tu 
rot Luter, a 1troup of myc(m1ds wan 
dcred into the a1·eu ond claim,·d ll 08 
thl'tl' own. :.prendint: the sport!!\ of many 
fungi in the lan~le ofthl' d ... ad forest 
The lungu!I folt''ll th1n·~d. fed bv thl' 
r<ltllll~ wood. vld lu11~1. and wutur thal 
dripped lrom 1 ht• n 11llnaz 

'rhe Flind" 

Tlw powt•rful d11ef uf tht' nitiu clun I ll 

nt1nwd A1.ed-Puisha. r\ ft!\\ years Ul{O he 
forml'd" nind tl'ibl' from vnnou-. !'Cllt· 
t1·rt'<I b1111d1> rn th<.> forests ... outh of the 
mount111n!\ He ond h11> wnrnors became 
succes:;ful ra1den1 rn l ht: "'ood1>. One <lay 
thev arnhushl>d some 11dvenlurer;, und 
acq.u1red 11 1N1ntl •>f ml'tal a11d 1111m•ri1/ 

t/1•/1•t·ifor1 .rl' well ai; several do7.en OW1k1> 
of I.imp oil Oecidinl{ lQ lest the wand. 
A:it:d·Pasha led hii. tribe north mto th<! 
mountains, wh1•1't· they found thl• old 
dworven mme 

In Deepearlh th~ flrnds met the fun 
gus men, who fou.:ht the invaders The 
Oind<i retreated. but fl" thev continued 
to ~·xplorl' the tunn1·ls, lht!y found the 
du<.>rgnr',.; alternate· entro11<"e into the 
Durk Fort-st llhrout:h nrea i i. lu ,1reR 5 
they di:.covercd 11 :imall PVCkt:l or uncul 
gl'm!ltcmci;. though three Oinds d1 ... d m u 
fj~ht ugawst n bosidirond 

Soon Az.cd Pnsha -;ct up camp m nrea 
i l,u ·en :i wai;. too small for hii< ll'tbcl. 
Ju:;t as he was planntnt; a return expe­
dit ion Ullo thP Dark Forccit, hit' ~ou1" 
were ettat:ked by the lone dwnrl who 
i;lole lht- mag1t wnnd A1.~d Poshu ~enl 
33 nmd,_ lO rl'CO.plU!"C tht' wand-but 
m1f\· thl"l!t- J1urvivor'I ret urned tu tell 
him oftlw d1t1al'trous ullack agamst the 

coruvan t::nraged bv the.- l o~!'! of so mony 
tomrode:-. Azt>d·Pa:-.1h11 mudt.> plans to 
' '''nl his ungt'r land nc:hwvt· h1:-i i::ro· 
nomic ~ouli11 by ~ettin1ot firl' t1> lht- Dnrk 
Fori;:tt and clcnrmi; 11 wny tor the gnth 
ermg of the gems. 

A7.ed ·P ash a : AC 5. MV 12. HO 5 +3 
hp 30; THACO 15 11 4 du<• to "llrcngthl; 
'AT l or 2, Dmg by weapon tvpe. SA 
d1?<arm with Omdbar, +I to hit und ,.. 3 
to dumagc du1: to strength. hurl oil: ML 
l<I. AL LE. ~tc 1gnol1!11. Wlt>lds n1ndbar. 
hn!I club helt 011 l'wlt; b1•lt pourh ha." (j,.,. 
uncut bloodstonc11 tworlh 40 KP each> 
und 15 EfP 

With Azed-Pusha m Dcepenrth \\1:rc­
h1s lll'utenunt. two t.~uad lctu.ll'n,, and 
67 warrwri; Ith~ ltculcnant, lead1:n •. und 
30 (If th!! wurrior!-1 were :.ent 11ll-Ove to 
altnck lhe cur11vunl. Azt.>d Pasho 11uw 
hos onlv :li warl'ion. lef'l lhp 12. fiee 
' 'The A.Hack" for their :.un111tics1 1\ s 
this 1~ n tribe anti not mert•I) an out 
post . the group·~ accompanied by 40 
noncombatant female nindt. lAC i H O 
1 "t"2, hp 7 each ; /AT nil I and 12 young 
flinds tAC IO. MY 10; HO 1 •: hp 3 each: 
~ATntl 1 

In nd1ltt1on Ill l11s <llht•r po,.,..e~ion!>, 
tht: ch1£:f corru.•s thr('C leather flask :; or 
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lump otl on (I ~houlder strap .Each or h11> 
37 wurr1orii hu:. two n1111k~. und 20 of 
thl' female:. now curry one Om1k t'UCh. 
The n1nd!; tntend to U~I.' thi~ 011 to burn 
the Durk Fores t nf'lcr thL'}' kill the my 
contd,. t\11 of th~ Omd11 in the cavern" 
u..e torches, us thl• tunm:I Ooot·s are 
, cry rnu"h nnd uneven throughout: 
et1ch adult Oind will h11vt- 1 ·3 torehc1> 
tone fill. 

Th ht:· u!lt'd 1n com bot , a Oa>1k of 011 

must IX' lit m hand lwi th n 2 w 6 chunce 
or thl' ml hurnllljt uncontrolluhly for l ff 
hp darnttl((' to tlw holder I. lh<•n thrown 
ot u tu1get ltu hit r•oll ncct-ssnr)', 60 
range1 Durr'ltn•~ orl cnuiw,. 2 12 hp dam· 
age on t he first round and 1·6 hp dam 
u~~ on th!:' second. third, nnd fout·th 
rounds. wllh l!plashes cou~tnlo: 1·3 hp 
dnmllJ(l' tu chaructc•rs w1tlu11 ~ ol thu 
... pot where the oil l\I rut'k 

The D.M muv rulu t hat an uil nn11k 1.­

destroyed in a fight. releus1n.: its con· 
tents onto the flind or PC who c~rnes It 
The IUl'it.' eh1uu..:e for th1~ lo occur IS or t 

with the follmnng cumulHt1vc modi 
fierli' +5"r ~t hit by a bludgeoning 
weapon, + 5(" J>i'r lt1t by n piercing 
weapon • ..- 1 Ofl per htl b) u slash mg 
weapon Noll' thut oil -.pilled 011 11 ch11r 
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act.er can be lit by a torch Ito hit roll 
necessary I fr>r normnl burning damnl{c 

1'he Myconids 

Area 4 111 mhob1wd hy 21 funguR ml!n, 
one circl~ uf 20 led by n 12'· tall kmg 
named Armillaria. 

Armillariu: AC 10; M\ ' 9: HD 6. hp 
38 TH ACO 5; M1' I : Omg 6-24; SA 
~re clouds: ML 13: AL LN: MC 

The rest of the group consist~ of four 
IO'·Lall rnycooid8 1HO 5: hp ~j2, 30, 28. 
27: THACO 15, Omg 5-20: ML 12 1. four 
8'-tall m yconid s IHO 4: hp 25, 24, 22. 
20; TIIACO 17; Omg 4-16; ML 121, four 
6'·taU m yconids1 H03; hp l .17.15, 
13: THACO 17; Omg :i 12; ML 121. four 
4 '·tall myconjd CHO 2; hp l l. 9, 9. 8: 
T HACO 19; Dmg 2·8: ML 12>. and four 
2'-tnll myconids IHD l ; hp 6, 5. 4, 4; 
Tll ACO 19: Omg 1-4 ; ML 121. 

All myco111ds con shoot cloudt1 of si><; 
cial spores from the undersides of lht!ir 
mushroom·cap heads, where the 1:Sporei. 
grow al a nuc of one "packet" per day. 
ERch packet can creaLc one -.pore cloud, 
ancl a mycon1d hA!I a maximum of live 
packets t1f eitch specific spore type at 
.my one lime. AP. t1 myt·onid grows to 
the neiu si>:t- lt-v!!l,1t becomes nblc rn 
spray an add1tlonal type of spore Th(' 
numher uft1mes tt day that each type of 
IJJ)Orc can be spruyc:d equali,; tht• my 
conid's hit dice. 

The urdPr in Which lht.' type:- of :>pore~ 
nr~ s:amed by the growinit myconid ib 
listt!d below· 

HD 1: Distress spores. al~rl othtir 
mvconids to dungcr 

HO 2. Reproducer spores: released by a 
dym~ mycomd to creaLe n new myc-0nid. 

11 0 3: Rapport spores: w.ed in thu 
myconid melding ritual Rnd W nllu\\ 
telepnth1c communication with other 
in telligent beings. 

HD 4: Pacifier spores: 1mmolnhxt­
nllockers. 

HD 5: Hallucurntor spore:>: used in the 

FungaJ lnte roal Infection IRoll lcHOl 

melding ntual and to give enemws 
frighLenin~ halluunutions. . 

HD 6: Animai.or spores: nm mole dead 
creaturt's to fight for the myconids (u<;ed 
l>v the niyronid k1n1t only1. 
· Direct sunhght affects mycnnids by 

drying their mou;t skin. causing l hp 
damage per round S11n1lorly, myconids 
take double dumoge from lire For this 
reru;on, thl' fungus men urc terrified of 
the surface world and the sun. Other 
fungi are alllO afft:cted in this wny, in· 
duding red fungt1s and blue mushrooms. 

Arm1lluria 1s an alchemist und can 
create potions at the rate of one per 
week, He knows how ta make potions Qf 
t•llalth·. IJOllons of 11xtra-l1ealtng, and 
1•/ixir; of J1eallh <in odd111u11 to those 
potions listed in the Mnrtstrous Crm1prn 
dwml Any nonfungut> bt>ing who 
drinks om.- or th(·~ potions must roll 
ld 10 nnd <'Onsuh the F'ungal lntcrnal 
Infections table below. 1'reat the syinp· 
toms as a skin infecllon <see "Conclucl. 
ing the Advemure" 1, thou~h the 
character may lose: one point of consl1Lu 
tton rather thnn chor1sma. 

The melding ritual is moru thun JU9t a 
form of entertninmenl for the fungw; 
men. It .ser\•es to bring their minds 
together m unny. lo mcri!ast' their 
awareness or themselves und other 
fungi, and to heal them at a rate of I hp 
per hour Unique to their cultur~. m~·ld 
ing 1s too well adapted to mycomds to ht• 
und!'rstood or f\111)' exptmenced by othe1 
crt•nt ure". 

Mvconid lifo begins as a dyinit mv 
con;d f'jects repr1xJucer ~-porec::. which 
are gathered by other fungui;o men and 
corefullv cultivated. Sometinws a mv· 
contd k;ng adds: }us own reproducer 
sporet. t-0 create an 1mprnwd hyh~1d 
individual There are no gender1.1 m 
mycon1d physiology 

(''or the fir:ot year of o ne"' 1nd1vidunl'.; 
life the mvcon1cl" are vt>r> car~ful to 
pm~1de th~ riJtht t1m(1unt nf nutn~·nL., 
and water 10 the 1,rrowing spore!!, which 

Chane<' to 
ldlO Severity 
1·3 severe 
5·8 mtld 
9, 10 non~· 

Modifieri<. 
+1- co11st1tut1tm h1l·po1t1l bonuK 
-2 per pot inn drunk afler Lhe first 
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lor<e CON Move rote 'lb-hit. p e nalty 
25' 1 1 2 -2 
10~ 3,14 -1 

none full ncme 

they eagerly defend 11gmnst hostile crou· 
tu1·ei. and sunlight. finally, the spores 
grow together to form a new myconid. 
who grows at I) ratl! nf s· per ycur 

The myconids have no !ZOO ls excl!pt LO 

cure for the fungus cavern nnd gath~·r 
blue mushroom<; to eot. Tht>y refer to 
their fnrm a.:; the "Durk Forest" be 
cause of the ohs.encc or hght, but rith~1r 
creatures may lenm t(I call it "dork" fo1 
mnre gr11n reason:.. 

Into Deepeorth 

Refer to The Durk Forei-t mop for tht:' 
locallon!> of the followi nt; ure11&. Thi! 
mRZe tnren 21 is dusty and dry, hut thl' 
c11vcros and oth~·r tunnels arc damp. 
Ru111full ul.xivf! 1s not abundlint tonoui;'h 
lo create str<.>tlm!I or no\\ 1ng wuter b1•lnw 
ground hut IR i<ufficit>nt to keep tht.• 
cuves moist ennugh sot hat fungi, 11 
chenb. and mold J.'l'OW pro(uSf'I}' 

V~nt-Jlat.rnn (If nir thrOUj.!h t he 1111\ll:' I!> 

slnw but adt!t1uate to mu1nt.oin fr<· <h 111r 
1n the cit''l'rl\s. A mllJor source of ctrcu· 
lut11.m 1s the geothermal hC'nt ri~ing 
from volcamc lava muny m1lei. below 
the ~ur(uce. As the warm air rise!l to 
wnrd the surface, 11 1s rt•pluced by air 
from other wurces IO Oet'iwttrth 

The entire underirround area i!> p1td1 
block unless art1ficwlly illuminutcd , 
eitlwr bv plover charnctors 01' nmds 
C'h1•ck the ru'le!> for lii.;'hl '<OUrc<.•s in the 
AD&D :lnd &11llon />/cJVl'r 's lln111/h""1h 
page 118 

I. The 1'uonel Entra nce. 

In a \'Cl't 1cal slab of rock 1$ un open 
doorway. 3 ' wide and 6' t.all Ov"r thl' 
~·nl ranct:, a large rune 18 carved 1nw 
the rock. Broken n1hbl•· 1s p1h'CI l,, 
the .. ideb of tht: entronct: A foml 
brt!c1.t• blows 11\ll lrolll the cutrywn> 

The rubbh! Ji> tht> rem1.um1 oft he ~l'CH•t. 
d(J(lrs thut uncc guarded thtli 01wning. 
Abiwe the doorwt\y 1i; n gl\plr nf ttnrd 
1r1g ploccd bv an onci~nl dwarvl•n cll.'rir. 
wh1rh served to keep out wild onimuli< 
and tre..-pnsc;ers Tht> glyph·,. name hol> 
Ion!( been lust. anyom• who va-<,es hy . 
the ~lyph must i;n\·e vi> :;p1>lls or tlet• m 
foo1 for 2·5 rounds. Repea1ed allcmpt!' 
u1 entl.'r m11y he mode. 

2. The Maze. The litngle ' wiJl', 8 
tull tunn<'I hr~nchei- nlmot1t immedi 
utely in t\\O d11'tlCllOllS. both sloping 
downward. Fmm thl'te the wa~· becomPs. 
•1 tnngled net oftunneh:;, ,,1de tunnels, 
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11t1llrwny • and lung dead .t>nd11~all con• 
ccivtd by the dwarveg who curved out 
the mines as o pnsswe dercnJ1e against 
intruders. 

The maze slopes steeply down from 
ureas I t~ 3. putting area 3 l\bout. 
U>OO' below the surface Oncl' th\' PCs 
<.1nter the maze. they find that mnny 
paths incline down inU> the Cl\Tth, 
though many of them wind upward 
again, turn in cirtlt!S, or end at l<Olid 
wall& of rock Mopping quickly becomes 
tedious. then 1mpo~ble. 

llowcvt:r, thctre nre three wnys to 
ahorten this journey. Randal the Alche· 
mi11L offered th<' simple advice to follow 
only 1 he paths that. continue to lead 
downward. This will involve some back· 
trneking nnd ce)nfui;ion. but it will stilt 
8hortcn tr3vel time considerably 

Any dwarfm the party Wlll lhink co 
luuk for smull runic inscriptions on the 
right 111de or the tunnel wolls. pieced al 
t!ye level Cfor dwni"'es, of course). Such 
1nscnptions are known t.o be used by 
dwarves in this area U> guide them 
through subterrantian areas previously 
(!Xplored by dwarves; the wrat1ng is in 
Dwarven and u$uolly consi L5 of one or 
two words t.haL gwde or warn the reader. 

Indeed. such inscr1pt1ons 1.11'(.> present. 
and the dwarf who entert>d these tunnels 
nnd stol(! tht wand from the flinds used 
them l.o find his wa,>• obout. 

Dwnn•e11. gnomes. and characters 
vnth mining proficiencieR will not~ that 
the ceiling i covered by flOOt trails ld'\ 
by Oinds and ad,•enturcn; who used 
t0rches to light the dorkness. A particu· 
lorly thick llOOt trail marks the main 
path down to area 3. However, an inLl.'I 
l1g1m~ check is required (or nnyone 
besides the above PCs to think of u1>1ng 
this method. 

'f he shoTtl>st possible wny through urea 
2 is still 6,000' long. Half of the time 
'{pent traveling l.hrough tbas area must 
be S~Ol in l'eSt despit.C the lock or lJ'Llpll 

and encounters. as the fooung is very 
rough <nnd, of counc. the PCs won't 
know of the lack of trap and encounters, 
!IO they will move cuuliouslyl. Al n move· 
ment rate of 12. PCs will make >l 
through the shortest route in 1 ~ houra; 
ot o ratJ:> of6. they will ne4.'d 3 1J.i hours. If 
the dwarven markings nnd soot trails 
are used, thett.e times 1m.• unmodified; 
use of Randal's ad\•ice adds 1·2 houl'!I w 
Lhe total If none of the above methndt. 
are remembered. a hit-or-mw method 
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must be used. 
To determine the number of day spent. 

by unguided PCic 111 thP maw, roll ld•S 
sod Rdd the rollowing modifiers: +3 tf 
all the PCs are elves, + 2 ir the PCs foil 
U> UM' markings or tnng lo glllclc 1he1r 
ways throuf(h the maze. - I for each PC 
who makes a successful dircction·sense 
proficiency check (one roll aJlow€!d pel' 
pel"80n). At the end of the prescribed 
number of doys. lhc PCs finally 1$lumbl(J 
out of the maze and into area 3. 

For e.ach day pent in the IT\3U, dt'­
plete the PCs' supph s by a_s much food. 
water. t4rches. and other upphes as 
nece.. ... -;11ry. Rules for starvation ond don)" 
dration can be borrowed from the W1ldu · 
tt~s• uro1t•al CuuJ~. pages 50 rind 62. 

All survwing Omd in this oreo re­
main below ground as the PC!\ apprunch 
area 3. The Oinds huve their own con· 
cems and are unaware of the PCs' 
arrival. 

3. T he Dwa rven Hall. 

Thi!; rectangular cho.mber is 100' 
long. 50' wide. and 10' high. Its walls 
and floor are smooth , though t.-hc 
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ceiling is roughly cul. In the ccnt.ur 
of the room i@ a long table of solid 
rock A large wooden ~hei;t with a 
broken lock 1ut.s m the chamber's 
northeast corner. 

This place was once the f.'\Jarcl chum. 
bor, meeting room. and feast hall of the 
rnouni.uin dwnrvt•s. Now it 1s abttndon· 
ed. and !IOunds echo loudly through 1l 

Tha table ls 75' long and 8' wide It 
WUS Cl'*!ated when the n()()r W8l> flu~ 
oway uround iL. so II is n permanent 
part of the room. Th~ table hat. nmny 
scratches and chipi; on 1t-c; polished sur· 
face Ly1ng on it art> a 7'-long h~avy 
chtun. nn ompty hone ~1·ull Cl\St', und 11 

pnir of worn lrllthcr boots for dwarf·tuzc 
characters. 

In the chei>t am two wnx rnndl('s, un 
empty glus~ bottle. nnd ~1x rusty metal 
spikes. Leaning against the wall nc:oct tu 
tht• ch11.!ll. is n pick axe, which cun he 
ui;ed ll8 u weapon for 1-6 hp dama~e. 

The westf>m tunrwl is 10' w1d!.' and 6 ' 
hiJ?h. ft :; non ... ; t\r(' smooth. but wheel 
t racks run the whole lenl,'lh from Art>a 3 
lo urea 4. The stdo pall!! to orea 7 u; 
more roughly cut . has no wheel track'!, 
and appenrs w bf> a crudt• add111on to 
the moin tunnel. Dam or11nge light i 
\•ii;ible in the <iide po~~. coming from 
ar~a 7. nnd I he PCi; may alJIQ smell the 
f11inl odor of smoke. 

4. Lnir of the Myconi d s. 

This chamber 1s circular. with 11 

diamett<r t·an.:rnK from AO' lcl 80'. 
The noor 1 evenly cut. but the walls 
and 20'·hiith domed ceiling ore 
rouuh You not ice a nu moor of largt­
mushrooms as wt'll-and some of 
tht!m are mo,•ing! 

This cavern was once a mining site. 
and the walls he11r thl' scars of many 
heavy tools . Paled ut the northern end 
ore some remnants of the mine: a rusted 
J)1ck·axe head, ti .:1mall iron shovel. a 
dozen iron spikes. a cham·mall gauntlet 
for a dwarf.size hund, and the broken 
renuuns of a wooden cnrt with four 
wooden wheels. 

All 21 of thr mycomds are here for 16 
hour'!\ each da)'. either resung or meld· 
ing Otherwii:;e, 10 of them arc in Lhe 
Dark Forest Carea fi>. making 11ure the 
fungi haw plenty or water, lrimm1ng 
overgi-awn ureus. ond gothermJ: crops or 
blue mushrooms. Dunng this work 

10 Issue No. 22 

period, there is a 25r, chance that the 
myconid king 1.:: in tho Dtlrk Forest 
rather thun in the lair. When the PCs 
l!nter. 11 ld6 roll nf 1-4 indicates thttl All 
myconids are present, and they will 
rem:un m the area for the next l · 12 
hnurs. On n roll of 5.6, the missin~ 10 
myconidii •and their king. if he ii; gone 
as well> wall return an 1 6 hours. 

Guarding the wc.<1tern entrance are 
t hreC' animated dead ninds. The:.e are 
' '•Cllms nf un earlier encounter hetween 
the Oinds and the mycon1ds; they no'' 
light to Lhl! death against anyon11 who 
allempts to enu.-1 the chumhcr Pf's mny 
l'Oll intelli~ence checks to notice purple 
rungus nn the n1ndl4' boditts.. Only Ar 
n11llann can stop the dead nmds from 
attacking inu·ude1·s, 

Anim a ted dea d nincls t:Jt. AC 10, 
~ I \' 9: H O 1. hp 4 each. THACO :9: lAT 
2; Dmg 1-3 1·3 !bony claw:.:1: SA ,llways 
strikes ta~t in a ro\mtl , SD cnnno1 hC' 
turnl!d. MC 1myconid1. 

Whon the PCs enter the ch11mb1·r, th1• 
nearht fun.,rus men relea.-;e du;tre&. 
spores to alen the others. If the !-'l'OUp l!l 

melding, 1\m111lnria rt>l('asei. lhe die; 
tress spores Immediately. the king and 
the 5·HO myconad11 approach tht· in· 

trudeni to surv,•y llw i11tualion The DM 
should describe thi" "wt:lcornin~ cum 
millec" ns one ii• tall nnd rnur 10 t 111 
fungus men approaching the PC!! 

Th!' PC!- may light the dead Oindfl. hut 
1r thev do not attack the mvronads. thti 
fungUB men make no hostiie move«. 
Howtiver, l\rmillaria shoot!' a cloud of 
rap!)(lrt spores at the PC>-, whc> mtty 
easily avoid the l.!Pol'e,.· effect by holding 
their breaths or rt>lreating. Thost- who 
inhale the cloud mu.st fail a iouv(t ,. ". 
poison to gain telepathic communication 
with the mycc:m1d~. Arimllar1e shoots 
more clouds of rapport spores rup to sax 
clouds I until on•· or the PCs' m1nds an· 
swers his telepathic que~tions: "Who on> 
you? What do you want here?' 

lf the PCs respund to the km~(s que · 
tions and do not attack. go to the CC· 

tion, " Exam Time.'' tr the party attacks 
Lhe peaceful myconids. run comhat with 
the titnti tlcs in "The Myconids." Any 
mycoruds in Urt'tt 5 arrive 2.5 rounds 
aner th(! start or 6 ban le 

5. The Durk Forest. 

This rhnmber is shaped liki: a cone 
lying on 1ts side, w1lh the narrow ond 
to the we:.<l lllld the widt- end a t the 

eU>tl The noor nnd ~ulh; urc rou)lhly 
cut. •llld nic:hes ur e dug out ul the 
walls 111 many plncf's. 

Before you stretch<."' o bizarre and 
somewhat rcpt•llent si~ht : u vast 
forest or 20' •tull mushrooms. pale 
irrny in color with splotch~ of whitt• 
Across the cnve noor Iii u thick 1;ur1wt 
of green molds und black fun~1 . wtth 
linger·B1~e blue 1,'l'owths appt•11rini; 
nmon~ the rest Thtt damp lltr it"o 
thick with th!! i>tmk of mold and rot. 
and yl)u feel as though v11u will suffo. 
cnlt! If you smell the Dir much lon~er 

The cl'1ling height varies from 10 in 

the we~l ttJ 50 in the cast tn the north 
MSt comer, a than layer of red funi,:u~ 
t 10 hnndfuls tntuh lavs hidd(·n uncl ·r 
th(· block fungu;... Ev.,n m the hest h~hl. 
th~ g111nt mu:ihroom~ 1·a1><t muny 
sh11dows tn the forei;t Thoui.rh the PC.:.; 
will hate the air. thev Dl'e in M 1mmeJ1 
l\lt' duni.:cr from the stench 

Wuter drips from the "tahH·tnes aho\'e 
and fallt~ i!Oundlcs~ly mlo the fu11.:1 
below. The now rote IS Ul'Clllnd 100 
drops per minute, .1ust enough to keep 
the fluor rno11>l 

For «mrh hour i-pcnl m th11; urea. roll 
ld20 nnd consult the Durk Forer,t 
F.rl<'ounters whl1• on pu~e I l tu dl•t1•r 
mmc what the PC8 face. 

6. Min ing Hole. 

This chnmbel' It' dug Into the :.1dc or 
t h1• Lunne l. Anklt-·d1•1•p m11d mak(!s 
I he noor i;t1cky, and thC' wnlll' 81'{' 

chopped at random as 1f b • d1soq~un 
11ed mmer~. The ceiling height 11> 

onl.Y 10 ' 

Thi:. hole was the fir~t nf cwo mlnlllf.! 
spots for the duergor. The Rout hem 
tunnel winds down 5,000' tnlo Deep. 
earth. where IL c1mnt1Cls to other p11s­
sagewavs into the darkness. 

Anyone who searches throuJ:h the 
mud hru; a 10'~ chance per round to find 
an uncut bloodi;tone worth .SO gp There 
nn• only six such gems to be found . 

7. La ir of the Flinds. 

This CO\•ern 1.s roughly cut , with 
unc\'l'n surfa<'es ult cu·<mnd The 
walls and floor are harkC'd as 1f by 
11ho\·el~ und p1rk axe~. 1rnd reSt>mblt• 
none of the careful dwarven work· 
manship ,,f the upper rhamhet·l>. Thi• 
ceiling height ii: nbout 25' 



Thi! seeond mtntng pit of the duergar. 
lhis cavE.- is now the l<.>mporary comp of 
ALed·Pasha and his clan. The entire 
chamber is lit by slow.burning torches 
on pole11 that are apaced 20' aparl ulon~ 
the walls. Though the area smelli. 
i:imoky. most r>f the smoke lenves bi,. wray 
of the west.em tunnel. 

Deerskins ure s lacked as mnllresscs 
everywhere. and a t the northern end of 
the chamber an: two medium·siz.c tcnta 
built of wU()(}en frames covered with 
bear hides. The bones or mRny small 
animals are scattered among the mat· 
t resscs. but there art< nu signs of a cook 
ing fire anywhere 

Five Oind warriors st.and ot the w~·tlt 
ern mot . and five ~ard the essLt>rn exit 
isee ''The Flinds" for their atatistice1 
Atf!d.Poshu 11nd tlw 27 rem:untni; 01nd 
warriors will be found arguing omon1i1 
lht:mselves ur with tht- female fl111dA 
and children. All of th~·m are under 
grout s tress with the loss of <10 many of 
the11· kind. as well at\ the wand. 

If attacked here. the fliods fiJtht fero­
ciounly and do not retreat unless all 
adult mule flinds are slain. Fe-males 
carrying oil 031iks will use them uaamst 
the PCs, us will moles who cannot t;et 
close enough l<> lnke in hand·t<>-ht1ncl 
combat. 

Exam Time 

Wlwn the Pei. nu empt lQ ncl(Oll8lt:> for 

thl· red fungus. the myconid king sny:., 
"Though we huve evolved far beyond 
yljur kmd. -.w .,.,•ill not yet JUdi;t• you 
barbarians )'Ou will be allowl'd lo prov1· 
that you are worthy lo walk as equals 
~mong us." 

The kmg plans two tests fo1 the PCs: 
sur vival 111 Lht- Dark Fottst und part1c1 
pat1on in a mt.>lding ritual 

ln the first test, the PCs nre 1n· 
structed to spend !lix hours 1n thl• Dork 
Forest The myconids will be watching 
them from the we11tcrn end. Before the 
PCs go. Armillarin says. " Let mt.> sug 
gest thst you avoid fighting the creo 
turcs you may encounter Your goal IS 

surv1vol, not success m combat ." 
Por each hour the PCs spend m area 

5, roll ld20 and consult the Durk Forest 
Encounters table. 

When the PCs return from the Dark 
Forest, 1\rrmllana explains that the rny 
conids will have n melding ritual The 
PCs Ill"\' 1nglJ'ucted to :>ll in a cirt:lt> with 
all the fungus men except the king, who 
remains outside the ntuol As soon ru. the 

PCs JOIO the circle, the 6 ·tall myconids 
shoot clouds of rapport spores throughout 
the circle>. Once the sporeti take effect, the 
PCs hear a steady hummmg rui if from 
human mouths, though the ll(mncl comes 
from inside the myconidb. 
~ext, the '. tall mycomds :1ht1ot paci· 

fier spores at the PCs. Each PC must 
save vs. poison at +4 or become com 
pletely relaxed ancl c:aJm, unahlt: to 
move Thoiw who r«.>sist the spores moy 
move norm11lly 

.Moments Inter, the lO -tall myconids 
<1hoot hollucinator spore!i Each PC seei; a 
cloud ofrainoow colors swirling In front or 
hun. and each must pass a wisdom check 
or be hypnotized as 1f by a lty1mJJt1e put 
tern spell. Characters who relwn their 
wits may notit-:e that the myronids are 
~w»yini;" back and forth. waving their 
urms hke seaw'-"\"<l 1n an ocenn current. 
and humming continuously. 

Though only :i ft.w minutes ,wems t-0 
pass. the ritual octually lasts eight 
hours. ~ear tht• Plltl of tha t tune. cnrh 
PC mu.<1t save vs. po1S<ln or be overcoml' 
with wild hallucinauons. The exact 
effect l!i determmed by rolling ld6· 

l The PC belie\'es Lhlll his hair i.s 011 

lire, und he slaps him&clf to pul il out. 
i . The PC watches 11n 1mnginnry corn 

edy show by elves and gnom~. and he 
laugh!> hysterically. 

3. The PC imagines lh;at he has 
lurned into a Oind He harks like a 
h\•aena. then lnvs on hu. sidl." and tr1e:1 
l~ !'.Crl\lch beh1n"d ont> enr with a foot 

4. The PC bclie\'cs that his nose has 
fallen off, ancl he crowls on the floor on 
his hands and k.nees to find 1t 

5 The PC imagines that his eyl't> have 
rolled buck In view his brain, und he 
.stares blankly at swirl in~ colors and 
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mingnlficant sparks. 
6 Thi• PC beht1ves !hat he has turm•d 

into an ore, nnd hi: pick.-< his nose and 
ears \'igorously. 

At thl' 1•n<l of the mt-ld1ng nlual, all 
th<.> PC!' who failed nny of the pre\' toui; 
saving throws durin.: the meld linclud 
iog elves• foll nsleep. Each musl pass a 
system·shock check or lapse into a 
coma. Only fln .:l1x1r uf ht!alth. « n<'utral 
tu> pm11on s-pell , or the rever'le or a ,,/rl'/> 
spell con nwiJken n comato!'e chara<"ter, 
Tho~e not comatose 11wflken 1n 7 I 0 
lld4 +61 hour11. 

If oil the PC:1 go inw c:ormu.. thl• OM 
has three options: 

I. fudge th(' du:e ru11s so that one PC 
lch<>st!n rundomly1 awaken.~ in 1-4 hour~. 

2 Let the P ' 11 dtl' ond be cnMumed by 
Lhe funJ;U~ forest . 

3. Have Rand~tl the 1\ lchcm1st !i<:nd n 
&-cond expedlli<JO into Oecpearth Thi.'~ 
NPC adventurers find the PCs comatose 
ond naked fall equipment m1a..-ting1, as 
wt•ll us 21 dead mvconids (fill of them I, 
13 dt•ad mole nincis \all Oinds excepL 
Azed.Pasha. the females, and thl' 
young-all of whom have Ocdl, a burnt•d 
DLlrk rOl'Nil, und •1.ll of the caverns com· 
plet<>ly cleaned out of gcmi. The advcn 
turers U\kc lhe PCs back to Randal. who 
11w11ken::. them und t>.JX'(."t~ M'.lme form of 
payment for l'nYini; their lives fperhnps 
:another m1ss1on, which should involve 
treruiure loot ml( for the PCsl. 

1b PCs who tlwakcn or are revived 
111\er the melding ntuul, Arm1llur111 stiys. 
' 'No other intelhgent bemg hwo rt'COY· 

eroo from sleep nfit-r a meld. )'Ou are 
more lughly evolved than we expect('(! 
'\'Ou may wllt!Ct the red fungu;. a!!- you 
wish. It hes at the nnrthelli'tern 1•dge of 
tht• Dark Fore<1t " 

Dark Fores t Encounter !Roll 1d20 per game houi· I 

1.2. Basidirond: AC 4; MV 6; HO 5+ f> ; THACO 15; IAT l: Dmg 2 8; SA smother· 
1ng spore~ tsnve \'S. poison or die tn 2·5 rounds unlei-s c11re dt'iease spell ts ell.Bl 
i.,r nn .-lu1r nf ht•alth 1s drunk 1: SA hallucinatory spores; SO immune tu nwntnl 
ntt.uckt'. cold·ba..,ed attacks do no damage but l'ilow the creature to 50'< normal 
tno.,·ement and prevent spore t1ttacks1; ML 14: AL N<E1: MM2!l5. 

3-5; Phycomid: AC 5: M\' 3: HD 5; THACO 15. #AT 2, Omg 3-613·6: SA infecuon 
1sa,·e vs. poi6on or te.ke 5.s hp additiunal damage; death in 5-8 turns unless u 
l'Ur<' cl1sl!a,w.> spell is cast or an t!l1x1r <1{ health 1s drunk1; SD immune to mental 
attack.~. +4 on saves vs. firf!-ba~d alt..tcks. for half nnrmaJ or nu damage; ML 
l•t: AL N<E1: MC. 

6·10: U!nilagur: AC 5, ~l\' 9, HD :l + :J: TH A CO 17; IAT 1: Dmg Z·.5; SA po111cm 
tsave vs. poison or tnkc 2·5 hp additional damugei, psionics: SD immun~ to 
mental attacks. ML 13: AL ~rE1; MM2 122. 

l 1·20: No e n counter. 
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Tbe BottJe 

When the PCs reLurn wtth the red fun­
gus, Armillaria say11, ''Some evil crea· 
lures have been sneaking around these 
t\tnnels for the last few weeks. They arc 
the same type as the ones that 1 ani· 
mated t<l guard the c:avem when you 
firal met us. However. J sus~t that 
there are many more in the lower Cl\• 

"erns. ond that they plan t-0 attack us." 
The myconid king believes this bccaUS(! 
of the nind1$' travels back and forth 
through the tunnels and their scouts 
spying on the myconid lair. Armillarit1 
continues, " We may need your help in 
fighting them. If you stay for the battle, 
l offer you whatever reasonable gifts 
you mny ask." 

Myconid spores are on tht· king's list 
of " reasonable g11\s." The limit 1s four 
handfuls of spores. lf Lhe PCs agTee to 
stay for the fight., Armillaria gives each 
of them a potion of ~tru htaling of his 
own mnking; anyone who drinks one· of 
Armillaria's potions must roll ldlO and 
con.~ult the Fungal Internal Infect ions 
toblc on page 8 . 

Unless the PCs have already encoun­
tered und destroyed the nindtt, Ared· 
Pasha gathers his remaining n1nd 
warriors six hours nner the rneldinl!{ 
and marches from area 7 lo area 4. He 
has no plan except to rush int.o the 
myconid ltur and kill a& many fungus 
men na possible A~d·Pasha heads the 
attllek. The myconu.h.l meet the attack 
with surprising energy, and n vicious 
battle quickly ensues. Flaming oil 
bombs are generously used by nmcL<: 

lf the PCs join the fight. generate a 
round·by·round mclee hattle between 
them and llle1r immediate opponents 
Cone nind w~rrior Ctlchl. Also roll ld4 
a nd coruiult The frnal Bottle lable for 
the outc011ie of the entire battle. Add 1 
to lhe roll I( the PCs 11ss1st the my 
cooids. Be prepared l-0 improvise if Lhe> 
PCa use unique tactiOJ. 

Fungal S kin Infections CRoll ldl OI 

After the battle. reduce the hit points 
of ull surviving flinds and myconids t.o 
half maximum t.o simulate damage 
taken in lhe fight. 

T h e F inaJ Ba tUe <Roll ld4 > 

l . Azed.Pashn and 2d4+ 10 ilind 
warriors survive. No myoonida 
survi,•e. 

2. Azed-Pasha and 2-8 Olnd wurioi·s 
survwe. No myconids survive. 

3. Azed.Pasha and ArnullllJ'ia sur· 
vive, but all other Oinda and my· 
con1ds a¥ti slain 

4 Armillarin and l4 myconids sur­
Vl\'e No fl1ncL. survive. 

5. Arm11lnria o.nd 5 8 myconids sur­
vive. No flinds s ur\•1ve. 

Modifier: + l if PCs hl'lp myconids. 

Conc luding the Adventure 
lf the PCs leave Deepearth before tbe 
last battle. Lh<ly hav(! a routine journey 
to Ellenburg, whure Rnnd11I poys them 
t he ngrec.-d-upon amount of gold for 
bringing him the red funKU8· 

I ( t.he PCs join the battle. the flinds 
fight t.o the death. lf Azed·Pasha wins 
the buttle, be tries«> kill the PCs or at 
least drive them back into the maze. 

[ f Armlllnria survives, he honors his 
promise to give the PCs a gift. If the 
PCs ask for spores, he gives them a 
handful of each of the following types: 
rapport spores, pacifier i;pores. hallu· 
c111a«>r spores, and animator s pores Ca 
handrul is equnl «>one packet of 
spores). He can spare no more than that. 

The lung then aays to the PCs. "The 
evil one1:1 soughl the rocks that lay in 
the southwest corner of the Dark For· 
el:lt. You mav take these rocks so that no 
other in,•ader!\ will bother us for them:• 
If the PCs dig through the bluck fungus 
in the place that Armillaria desuiood, 
t hey find 2!l uncut bloodst.ones. each 

Chilnce to Move To-b.it 
ld lO everity lose C HA rate penalty 
1-2 severe 25<.t 112 -2 
3.5 mild 10~ 3'4 -1 
6·10 none none full none 

Modificrl': 
-+-/ -constitution hit point bonus 
-1 per day spent in area 4 Or 5 
- l per 3 hp lost from cont.act with fungus creatures 
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wort h 40 gp. Roll Jd20 and consult the 
Dark Forest Encounters table for an 
encounter as the party gathers gems. 

Anni Ilaria and the surviving my. 
conids have much work to do. They 
must tend to their reproducer sport•A so 
that new fungus men may grow Mean· 
while. the king animates two dozen 
dead Olnds to guard the cavern.s from 
further intrusions. For th<' next. week, 
the myconids drtig the remaining flind 
bodies 1nl<1 area 7 und dump tjll Oind 
equipment In area 6. 

The ttdventurers mny receive one last 
"gin'' from the Durk Forest. Roll ld t 0 
for each PC and consult the Fungal 
Skin Infections table b low Mild infec­
l ions last 1-3 weeks. while severe infec· 
tHms last 1-2 weeks in the severe stage 
and 1·2 weeks m the mild slage. Each 
infected cha.reel.er has the percentage 
chance shown on ~he table l.-0 lo...~ one 
point of charisma. and also has penal 
ties to his movement rate and lo·h1t 
rolls beca0&e of pain. 

The Experience Point Awards tables 
suggest ways for the OM t.o gwe uut 
eicpericnce point uwords to the PCs. 
Group experience awards are divided 
among all PCs who part icipat.ed t11 each 
victory, while individual awards are 
given 'as shown Lo euch PC. 

Experience Point Awards 

Group Experience 

Oppc>m·nt Dcf11oli?d 
Animated dead Oind 
Fhnd young 
Fltnd female (unarmed> 
Fl ind female (armed! 
Flind warrior 
Fhnd squad lead~r 
Flind lieutenant 
Azed. Pasha 
Basidirond 
Ph.yco1nld 
Ustllagor 

Individual Awards 

XPAward 
15 
0 
0 

35 
65 
120 
175 
270 
650 
975 
2 10 

Actt<1n XP A1»ard 
P3rt1cipated in meldinl{ 

ntunl 100 
Part icipated in final 
bn~tle 200 

Each bloodstone claimed 40 
n 



THE LEOPARD 
MEN 
BY DAVID HOWERY 

A deadly rumble in 
the jungle. 

Artwor~ bv tuev Svnlt 

Ont•,,/ hash • ...,, 111r1t111~ fnr DHA GO.\" 
,\JuRf111r1" <11ul DL'.V(;EOt1r A c/r11•nt11r•"' 
ofl t111t/ rm /11r {t1ur wars Thi~ /x l11s 
thtrtf /) (',V(;F,O.\' Adi w1t11m~ mnd11fr. 

/fr "tdl /111>,v 111 Dil/1111. M <mlanu. om/ 
11 ill turn :min Jfoy t "Jww rl<'pr11.1;s111if," 
liO\"~ /)1111J 1 "Tllo• IA·npnrci f.fr11'' ii; vnrt 
•1{11 wn1•v 11/ 111r1~/1•· b11~•·cl 1u/t11•nt11r1•«< 
fr1111111111· 11{ /)11111d\ 11/d <nmpaiRllS 111 tl11• 
ll'ORU1 OF GFUffllAWK' i.t•tt111g. Fw 
tl1111th 1•r n( /,,, 1u11xl1• t11fr1•11tur1•.~. """ 
.. .,.h,• /'.'/1•plw11I• • Grw n<1n/" 111 
/)( ',\'(;£(J,\' 1:."'"' 'JS 

" Thi· Ll'npm•d Mrn" ts an AD&D' ad 
v1•ntur"' for !l i cluir11cters of level:. ·10 
111huut 54 total ll!vcls1 .\t letHll two 
fi~h11•t"' an<l on" dcr1<.' tir druid art' 
l'•·rnntnwntll·tl lnfnrmalmn from th1• 
W1/1fr.r111 'M• 811r1·11•11I G111rir 1s freq11en1 I) 
rt•f1·r•·nc1•<l, .ts are 'ilalii'>t1c'I on ne~ 
\fn<'nn moni.ten: prcsi>nwd m " Oul nf 
Alrn~a" :i11d "Gamm~ the 0Eirk Conti 
rll'lll ," t w<111rlu:le~ 1n 1~uc- I 122 of 
DH/\CiOr\ ~h1~117.mr-

Tlw 11d\•t>nture m1w hl' set tn the Amt'· 
din .Juni,:lt> nr Hi>pm1~nalirn<l 111 thr 
WOHLO OF Gl{f:YHAWK ~dt1n,::, 
Chuh rn tlw FORGOTTE:'\ REALMS-• 
-.1•t l rn).!. r1r •Ill) JUn):lf' neur a lari;:l• trad· 
1n~ JX•'-l Th1i- u<l\'1•ntun.• muy all\O he 
wwd a,. 1.1 Sl'4Ucl tu "The Ell'phnnts' 
Cin1n•q1rd" ilJl 1 ~(;l~O;\ t~Sllf• ll5l, us 
huth mudull'" u-.l' thl' ,..anw-;;ettlflg The 
pli1n·r d111r11t·t~·1·-. c11uld ~tart thii< atlvt•n 
rnn· rn fo'ori Thundn .10er the conclu 
-;11111111 th<' µ1t.'VtuU:< module 

'l'lwn· .in· many :'Ii PC' monk~ rn tht~ 
,,d,·t•ntu1·1· ·rhe-...• use th{· rut"" fr1>rn the 
l '<t F.tl1t u1n /'/uYl'r~ lfomll•o(lk. not those 
from Orr1•ntnl Ade l'f1t11re.~ Some harhor· 
l:llli. ulso nwke an appl'nran<.'<' hcrl' und 
.1rt· II!- OP«rribetl 1n Uncartltrtl Ar<:a11a. 
\\ hrch will hrlp m running them 

For the Player Characters 

Tlw 0~1 ~hou Id .u•ranl{l' for the P s to 
hei.:111 lh1,.. ;11l\'l'nl11n• ,11 Fort Thundv1·. a 
".illt•d tr;1dln~ fl""' ut dw i·d~t> of thf' 
\·~1 ... 1 1ungll'~ tu thl· .;outh of the usual 
(' ttmp 1111!n ;in>u , Tht> PCs may hnvt' ht!1•n 
dru" n lwn hy u pnw1ou~ udvt'ntur<' 
1,. 1;. 'Th<' Ell•plmnt~· Grnv1•vurd." 
DL'~C;E01' l"~ll<' '1 51 or hv rnmor .. 
111·111111 ~1111-: enc1111\UL11< wi>ulth from ven 
tun·,, into th!:" ,.avn-.:e wildei-nt.•ss Om:t' 
tht• c1dvl•ntu1 er:; hn\'C' arn\'<!d 111 Forr 
ThundN· and sell led in. rend or parn· 
phr11s1· t hl• follnwinJ! to thr play1m;: 

Th.., I rud111~ post cnllc<l Fort Thunder h 
1ht•111~ 1 nutpn.;1 11f t•1\'1hrntion m th1• 
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south. Beyond tl lies hundreds of mile& 
of untamed jungle. Although the south· 
ern jungle 18 a dangerouK ploct:, mhah 
ited by savage and beasts, il is nlso a 
place of wealth. Its herd11 of elephonls 
yield ivory tusks, gold nuggetll arc 
washed up in the rivers. and rare 1>p1ces 
can be gathered from the underbrwh. 
Leopard skins and exotic int'ense round 
out the Jungle's bounty All of these 
product.s are brought to 1-'ort T hunder. 
which is a wealthy town in spite of its 
iBOlation. Carovans t hen carry the 
goods to northern market.'I. 

The peoplll of the fort are a diver~ lol 
Native lradors in barbarit' regalia mix 
with scheming merchanu. and bold 
olophanl hunt.era. Trappers and gold 
pnnners, lhievf'B and nsaa.ssrn11. mcrcc· 
nnries and criminals, sorcerers and holy 
men-nil can be found on the streets of 
Forl Tl1undcr. Even a group as powerful 
a& your own party goe11 n I motn u n no· 
t1ct'<I 1n th11i town 

Your group now stands Ln front of lht• 
mansion of Am Galwr. une of the weal· 
th1eKt merchant.s in Fort 'J'hunder. A 
short time ago. one of his llCrvnnl.tl deh,·· 
ered a mes.<1nge to your inn. The note 
osked for your assist-Once. nnd bnl'r 
mention was ma.de of a r11Jky journey 
nnd gTeot rewards. Wh1lt.> you are 
pfe_ru!(!d that this influential man ch~ 
your group, you can't help but wondC'r 
why he needs ouL.c1ide help. 

F1nnlly you are admmed into Galwr's 
study Orthl• two men in111de, one 111 

obviously Gaiter- a large man who 
wears a :1,ign('I ring ond plush silk 
robes. The other is e tall. proud. elderly 
native d<.>cked out 1n a zebra skm and 
fenthers. Tht> h avy-sct men i;hakes 
your hands nnd laughs. "Galt.er. Arn 
Gr1lter. Clad you could come, and wel· 
come! Th come right to the point, I wish 
to hire yuu to do 11 job for me-a danger­
ous job that will require your unique 
skllls and experience. This mon is 
Nanga, the highest ahamM of the \Va. 
tangas. One of my hunting parties re· 
crently mode contact with his tribe, 
which lives t.o the southeast. In spite of 
their harsh hves, th!! WatnnglUI are a 
good people. If I could open a trade 
route wtth them, it would greatly bcme 
fit both myselt ond the tribetHnen. But 
there is one tumbling block. "hich 
Nanga will explcun." 

The native shaman stands quietly and 
looks a t you with a hopeful expression. 
. penking tn halting Common, Kanga 
says· 
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·'My people ~u!Ter from the fear or n 
tribe of evil men. This moo is a cult of 
those who wor11hip the wicked leopard 
god and call them.selve ' the Leopard 
Men. Thev arc sorcerers ond murderers 
who st.alk. al nighl, looking for men t-0 
kill. They demand tribute of all tribes, 
and none dare oppose them They take 
everything of value from us No one 
knows exactly where th,•ir tt'ntplt! ts, 
although it is said that they hvo on rm 
i land in the Leopard Swamp. which 1s 
fart() the 110uthwest of this v1ltogc. 

"When Galt.er'i; men came t.o us. we 
glndly welcomed thctn Our people want 
very much lO trade You make the Klee! 
spears, copper pots, and cloth that we 
csnnol. We gather the ivory, spices, ond 
gems that would cost you mony lwea to 
gather youNielveg. Tradt• would be good 
for both P<'Oples , But the L<..-opard Ml'n 
stand in the w11y. We have nothing Jen 
of vulue to t rode llftcr Lh(•y uike their 
tribute lt i~ impossible to hide any­
thing from them. They hove 1nv1s1bl~· 
spies, and even the wild animals i.alk to 
tht•m. Soon they will tome for nu . ., since 
l hove comt> to you for help.' ' 

N:u1ga shudders, then sayll, ''I will be 
wu1ting for your dec1~itln" He shtlkt."fl 
hands with Gaiter. lhen quietly kaves. 

Cnltc.tr r1uses a hand as. if t.o stop your 
questiont1 nnd say .. "You've prob,1bly 
gueSM.'<i by now that I wont you t.o find 
the templl' of the Lt:!opard ~ten and 
deslroy them . l can't hire l~ol:s be<'out1<: 
they ore all too frightenl•d o( the cult tO 
be of any Utle, I could send my own !)('O­

pie, but they all have knowledge ond 
experitmce in my bu~im•ss; losing t ht-m 
would Ix! a financml blow. Besides. ir 11 
becume known that 1 h11d gtuned the 
treasure of the Leopard Men. every 
rwnl merchant m town would send 
thieves and llsstlssms after me. I 
wouldn 't have a moment'.; peac~' I'd 
r11thcr hav\• an exclusive trude agree­
ment with the Wa1,anga!I: not much 
money nt first, but it's helter bu.sines:; 
over the long term 

" But adventurers like yourselves are 
a different mattt>r. You moke A 11\·ing 
nsking your li,•es for wealth aod leg­
endary (ortunes. And believe me, the 
~opa.rd Men hove a fortune! Think of 
it: they have been extorting wealth for 
centurie'l Gold nuggett', ivory, maym' 
even gems from the hills. ince you are 
connected with no mt-rchant ho~'l'C. you 
threat.en no one 1f the treasure falls into 
your hand11. You will he JUSt one more 
independent group or adventurerit who 

acqu1rtd 11 fortune. \ ou wouldn't l!<! the 
first to do llO in this fort ' ' 

Adopt mg a businesslike t0nc. Galtl'r 
ctintinue11 .. ff you llgTI:l' to tukl' th1~ Jnb. 
I will provide supplies and conO<'s for 
trnvd in tht• swamp, and guide to tilkt> 
you to th edge of the mursh Your rt­
w11rd ii> LO be the entire trCSBUre of the 
Lt>opnrd Ml'n On ycmr return. I will pay 
for any clerical services required. Well. 
what IU\y you?" 

Allow tlw PC!! llmt• to con.,1dcr Gal 
wr's propoiml. The chanC<' to root (lut 
and destroy a forcl' of evil snd gain 11 

ll!gend11ry trea11ure horde in Lh<.' procoss, 
u well as the t"hallenge ofpming them· 
JK•lvei; ngt1inst t he .,,...im wildernc!IS, 
should con\•1nt't! thP PCi! to ncccpt Gal 
U!r's propoisa I. 

For the Dungeon Moster 
1'he PC11 cnn buy uny standnrd it1 .. me< 111 

lhc forfs many inn~. shtlp!', nnd mar 
kets. About 1.500 c1v1lrans 011d 500 
soldiN'" live in lo'or1 Thunder, and th1• 
OM may design the t.own to fit h11> own 
campmgn'"' n.:('Cl&. 

Southwest ofForl Thundt>r lieii a vMt 
marsh callc'Cl the Lt.-<1pard Swamp by 
local nnt1ves,. !Wr the Leopard Men 
cult that hve11 ther<'. The Leopard Mcn 
iB nn orgoniwtum <lf monks, ulthouwh 
some have training os assa8sins. clertct'. 
u.nd w11.0trd . They uM! their power to 
t>Xtort 1..ribuh: from th(• nat1v1• tribe•.- rn 
th<-' ar-ea-even from headhunter and 
cannibals. 

Ajtents of thl' cult hve in many vil­
lal{eS, but they keep their 1dcnt1t1es 
secret . No one oiwnly speaks or net:. 
agnin11t the Leopard M~n. srnee a Sl)\' l'l 

sure to report such hehuv1or All who 
have ever tried l-O throw ofTthf' cult' 
hold huve been found murdered 111 th1• 
mght. usually with their throu~ 
~IOBhed by claws. Few local nott\'Os 
w11lmgly trnvel at night, for th1•1r folk · 
lore tells many tales of Leopard Men 
who ~tnlk the JUnglo, lookini; for pcuplL• 
to ritually kill with their clawed glov('-A. 
Th~ home of the Leopard Men is an 

island deep in 1..he center of the ~opnrd 
Swamp. where they have a v1llt1J;c and 
a t1•mple. Zatmec. the cult's curr{•nt 
high pries t., is a man complN ·ly dt'dl· 
cntt-d to evil . .l:• 'H' re h111 predeceS!>Or!I. 
But Zutmec is nlt!O \!ery umh1t1011e nnd 
de~ire:i to :ipread ha:. tyranny farther 
into the jungle 1b this end, he hull h1rt•d 
several mercenary t'rcatures into h1i. 
service 



The ancestors of the Leopard Men 
came from the mysterious regions to ~he 
south of the jungle. They worship 
Kazhak, a lawful-evil god of power, 
wesltb, and secrecy (very s1milnr to 
Tezcatlipoca. fr1>m ugeritl~ & UU'P, page 
351. whose holy animal and perliOnnl 
symbol is a spotted leopard. 

Many of the Leopard Men are monks 
who wear clawed glovei; tipped Wllh 
steel claws. These ''leopard claws .. ndd 
damage to the monks' open.hand at. 
tacks at the rate of I hp per two experi· 
().nee levels. Like ot.hcr non·Onenwl 
monks. the Leopard Mon do a set 
nmount of damage per attack /\ccordrng 
to tht>ir levels Ost Edition Pfo)•tw1 
1-fnndbook, page 311, but the giov<" ut 
tack is a &laslting one, not a !ilrik& 
Therefore, Leopard Men cannot stun or 
instantly slay opponents, but thev do 
have all other monk special abilities: 
- Monks attack using the clerics' 
(pr1ests'l lo·hit tables nnd mnkc nil 
saving throws using the lltieves' tables. 
-All nb1hty t1eores for monks herein are 
assumed lo be: S 15, D 15, Cl t, l 11, 
W 15, Ch 11. N() bonuses to armor clasi. 
are gained for dexterity, and no bonuiwi> 
t.O LO hit rolls or damage are ~umcd 
from s trength. 
-Monks cannot wear armor, use 
sluelds, or USC' flnming oil or po1110n. The 
Lcopatd Men usually refuse to use any 
weapons other than their steel "leopard 
claws," though 1f deprived of these they 
will readily pick up clubs, dugitcrs. 
hand axes. Javelins, spear:s, st.aves. et.c .. 
a11 permiued to their class. They also 
gain l hp damage per two levels L<l 
attacks made with weapons. 
-Nonmagical missiles may he dt>flected 
or dodged by monkt1 if the mnnks make 
t heir 11aving throwll vs. petrification for 
each potential hit. If u monk makes n 
11aving throw vs. an attack form that 
allows reduced damoge for u succes.-.ful 
save. t he monk takes half damage with 
a failed save and tak11s no damage with 
a successful :iave. 
-Thief abilities granted to monks are 
given as per the Is l F.d1t1on Player11 
Handbook. and lhes(.' Cas wt>ll os nil 
other special abilities granted per level I 
are noted with each N PC de.scribed. The 
"leopard claws" do not hamper the use 
of any thieving skills. 

A PC monk cnnnot use "leopard 
claws" as a weapon of proficiency. since 
t hese require special training not avail· 
able to the PC. Also, the Leopard Men 
monks are a special order, separate from 

other ordt:'rs of monk~ in the DM·s enm­
paign worltl A PC monk who defeats 
one of tho cul~'s musters cannot claim 
this ' 'lct.on• for level advancement 

Gnlt-er 1s basically tellin11 the truth. 
ah hough the Leopard Men are almost 
unknown in Fort Thunder. Their ru· 
mored wealth is JUSl one of dozens of 
t reasure lcKends. Goiter may 8eem to ht-! 
altruistic, but he i& far from 1t In his 
,rjew. the PCs are an cxpenduble group 
who can be used to 1·emove n dangerou 
obstacle to trade with the Watanl{as IL 
would cost him time, live&, and money 
to do the JOb h1msE-lf 

The fong·terrn goals of a tradt:' ai.rree· 
ment appeal to Gaiter's merchant soul 
more than a rumor cir treasur t' that muy 
or mny not he true. lf the PC!> d<> HC• 

quire o treasure. hl' won't hove to pay 
them anything' lfthc PCs a~ree to thf' 
terms. Gaiter will keep his end of ~he 
agreement. H1- provides food. canot•:-. 
and any nonmagical llN•r reqtt<1sted hy 
the PC ... But the adventurer: cannot 
tulk him into 11herin1: ,my or tht· tl'rms 
of the ugreement. 

Arn Gaite r : AC 5; M\' 12: FIO. 60 hµ; 
TH ACO I l ; I.AT 3t2: Dmg by weupon 
type: S 17. 0 12. C 15, 1 14. W 13, Ch 
14 ~ ML 14; AL C"G: hrarmi nf d1•/rt11w 
ACS. /tJnR 1>u•ord +2 dagger. 

The J ourney out h 

The edg<' C)fthe L<topttrd Swamp,,. 
abou~ :33 miles southwest of Fort Thun· 
der; tht! trip there takes thn.' (I dny11 by 
foot The shallow, (oi;t.flowing Tiger 
River must be crossed before the swamp 
is reuched. but lh1s 1.11 eus1lv done as 
there are mnny fords. The deni;t! rain 
forest 1s broken hy many small .,;rns~y 
clearings. The climate is hot and humid 
Thousands of colorful bll'ds. sCl'eaminc 
monkeys, and smnll antelope may be 
seen 1n the Jungle 

The OM 9hould use an\' sutndord 
encounter table for thitt terrtun ond 
climate 1fhc wishes to play out the PCs' 
Journey to the swamp m detail. Check 
for encounters tn the rain forest six 
times pt:r day, at roughly four-hour 
intervals start.in~ at midnight. An 
encounter occurs on a roll of 1 1m ld 12. 

Pack animal~. porters, and guides or\! 
all supplied by Arn Gaiter. the\' may be 
detailed as Lhe OM hkes, hut lh1:0 mov 
nol be nec.essary. Calter'g guideR taki 
t he p11rty ns fttr a.s the hex marked A on 
the DM's map, along the banks of lhe 
Tiger Ri\•er. Porters carry the canoes to 
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this point . but from here 011, lhe PCs are 
un lhr·ir own 

The Leo par d w nmp 

The Leopard Swamp is a dismal place. 
Water 11tands over most of 1t, from a fow 
rncht!t> to sevt!rnl feet deep. Tull ~'l'llSll 
and gnMled ll·ees grow in the shallows. 
Flat water plants covt.>r the surfac.e in 
l he deeper uraa.s. Thero are !K'vernl 
t.tr~m• of !lpim \\Iller Ill the !lwamp. The 
ht•ttt 1s oppresswe. and lhe hum1d1tv 1s 
hi~h ~fosq111t-0s, biting n1ell, and gt;llt~ 
cu·t• constunt 1rrit11tions. Manv water· 
fowl and cranes are present. Loud rop· 
ttlian hello\\ s and .,ttunts cnn be heard 
in th<' di.stance. 

Ther<" are mony islands or firm 
~rounci in tht• <.wamp. ranging from a 
fow fot>t to mile,. in sm_. Each island hnfi 
a Iring<· of wll reed1>, well over 7 ' hixh. 
a Ion~ ilt> shorc1> The Leopard Swamp 
hes Wt•st of L11k1· ~yuko. The swamp 
i:1ves way abruptly lo the lake, with the 
waler dt·pt h 1ncren.s1nK sharply Ir the 
PC" jump or foll into the '"''amp, roll 
ld8 lo dete1•rnine t he watt.>r depth in fee t 
hmlc>l<S d1•pth 1~ specifically l\Ullt"d in 
thl' te>.ll Water depth cun change drru1· 
ticull) 1n only 11 f.-w feet 

Move ment 

The OM'i1 map showi; the entire Leopard 
Swamp ot a scale of three m1lt'!I per hex. 
Due lo the dense vegetation. shollow 
water areas. and sandbars, the PCs cnn 
mnvt• only twe'> ht:xes per day in the 
i;w:imp Assume that there ts nt lenll't 
unc small 111lnnd of !il'm ground in every 
hex, 1>0 fhl· P(\; will have a place to 
mak<• camp at ni~ht. Only the lnrgelll 
islands rm.> marked on the DM' mop. 

C a n oe !" 

Thl' canoes pro\'ided by Gaiter nre equal 
tu the small canoe dL'ller1bed on page 44 
of the \\'SG Th~se nrt> the onlv waler· 
craft a\•allablc in Fort Thunder. Lorger 
hoots ctrnnot mo"l' through the marshy 
~hallows. Each canoo i11 10 long and 3' 
w1dt-, with two hull point~. A canoe ~n 
hold three pt:aple. or two people plus 
250 lh~ ofsuppliei.. Gaiter assumes thnt 
the PCs will travel by twos. so hci pro­
vides one canoe per two party membe.rs. 
11fut1 nne e~tra canoe If there 111 an odd 
number of PCs. Each canoe w<nghs 70 
lbs. and must be portaged over dry 
areus. 1'htt canoes must be paddled in 

the swamp: the wmd is negligible for 
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sails, and ther • is no real current in the 
water. The OM should be sure to ket>p ti 
t\oi;e record o( who and whut IS Carri •d 
m each canoe. 

Jungle Fever 

0 1tk'IUI£' lurks '" the waler and a1r or 
tht.> swamp , and insects carry many 
get<m&. Those who are not native to thf' 
j ungle run the r isk Q( COllllng down Wit h 
;1111glr fti,er. a viru lent dis~t1se Monks 
ab<we 4lh level and all pnlnd1ns a re 
immune. as usual Ther t- 11111 1 0~ non· 
cumulat i,•e chance every dny for each 
pnrly member to catch Lhc disease. A n)' 
PC who swallows or swims rn the 
11\\ Utnp waler ha.c; 3 75"t chance or catch· 
ing the disease Boiled water 1s safe to 
drink. 

'!'hose who colch Jungle fever lose two 
poinui each of s trength and ronstitulton 

every day. F iglncra wuh I 0 1 or better 
strength nre reduc~d to stren~hs of 1 i 
on the f'irst day of illness Th1<J loss of 
sirenJrth becomes noticeable only when 
the PC attempts somet hing i;trenuous, 
such ill! heavy hl\.1ng or combnt. When 
one of these two nbihtlel> drops oolow 
three, th11 PC mu~t mu.kc o svstem­
shock 11Urvl\'al roll I based on. hn. orig1. 
nal consut ut1on. not the reduced score>. 
lf the roll ls succe5.1ful, the fever 1s 
broken If t he roll fails. t he PC slips into 
a coniCI (with effect1vdy 1 hpl and dies 
m 1-4 dtJ)':>- A hral or r 11re dtscrw! spell 
will break the fev<' r at any time Once 
the fc\•er 111 broken. t he PC regu1ns two 
points each of Btrength nod constitution 
for ev~ry full day uf complete tl' "L Any 
one who recovers from Jungle fovt·r 
wi t hout the nid of magic is forcv<'r im· 
mune to the w~•·aw; mag1caJ curt'a iciw 
only one month's unmunity 

Leopard wamp Encounters •Roll Id IOOJ 

01 02 Ascomoid !l-41 AC 3, MV 12. HD 6+6, T HACll 13. I AT I. Drn11 ~pcc1al SA por{• 
)"t, SO immune to mind 111tncltJ1 and blunt v.eu&pons, l'<lg1:d wt-upon. cause only l hp 
damage. """' v11 mf•ilC•'' i\tU1ck .. at ~4. ML 15: AL N1F.t, Mt"' 

00.0• . Ba.sidi~nd 0 4t AC I. MV 6, HO 5 • 5. THACO 15. •AT I. Om11 2-13. SA llf11t11lwr1n.: 
lfporH (18\'1: V• J)OlliQn or die an 2-5 round~ unle~ r ur,. tlu "a.t" 11pt'll 1• l"nl<l or 11n ,.f111r 11( 
h1·olth 1.8 dru nk >. ht1 tl ue1r111\ory li(lOl'M, SD immune• w mental ntu1ck1i told-ha."l' d uttoc:ks 
do no damage but 1low lhl' cr.ioturt' to 50,. normnl muvt1ment llnd prevl'nl t1pc>N' nt 
t.'c:k.sl: :'-l l l-t , AL :-.:1E t; MM2i 15 

06 ()6, Bloodlhorn H-41 AC 4 rwndril111 :Htrunk •: M\' nil. HO > 16. Tll<\ Cth1111"hl•· . 1AT 
5 12. Omg 11pecu1I. A tvndnls. ML µt"Crnl. AL N. MM2 l 

07 08. Chept>k wr 1 I 2 1· AC 6, MY 12; I IO I 0, T HACO 11 , I AT :.! 11 horn. I lrnmplt.- J; DmR 
2 16 2-16. SA ch11rg1•, ML 13. Al .N; l•1k11n from "'Out o( Afr1cn" 11nd " Cnmani( the• Onrk 
Conuncml," in DRAGON 1Mue I 122 'ln11 o.:irre~mi. 11wom~v.l.'t11ni: herb1\'CJrt• luoka 
like a &ml\ll rlrphnnt Wllh 11 rh1noct-l'OI' horn abovt' 11.s lrunk. It c:nn trl)mplc ond l(Utl' 

opponent" 1•vory round Ont t• per turn. tt rnn chttrjl1• nt nn 111 m1111,.m1?nt rnt" 11nd do 
double d11rn11f.lt! with lht! horn Only rnun -1ow ur 11mollcr \'rMtun•M 1111\y lw tnunpletl h 1~ 
u creoturt> dorl\'cd from i-\ fr1cu.n leg1mds 

09 10 Cranc, l(iont t l ·31 AC 5: MV 9. fly t81C >, HD 3, THACO 17. 11\1' I , Omtc I IV. Ml, o. 
AL N, MM2.'26 

II 20. Crocodilt> 11-8~ M ' I\, .\t\' G, swim J:! , 11 0 3, THAC'O 16. IAT ".!· Dm.: 2-8 l 12. SA 
-2 penalty II) opponent°• "urpr111(' roll. ML 9. AL N. MC' 

21 23 DraironOy. glont 11 31. AC 3; M\' I . Oy 36 16 . hover >. HO 8 -t 1. TllA ·o 13. 1Nr I. 
Omg 4 -16; SA • 2 on 1nit1nt1vP, ML 6; AL N. MM.2159 

24 2il F'rog. ltinnll 141 AC 7, M\' 3. 5Wlm 9. HO 3. T HAt"'O 16, 1,\T l Omir 2-8 , SA t4nitu\l, 
•walloW!i "holt. JUmp ML 8 . AL. nil , MC 

29 33. FYog. poi11onouJ1 <l t A S. MV 3 •1' 1m 9. H () I. TllACO 19. I Xf 1. Omit I. SA 
Po~n t&ll\'U Ill ••I ur drnl; ~IL 6. Al. rut, MC 

3.138: I.et-ch. l(tnnt ll-41 AC 9, MV 3.•wim 3, HO l-.1 , 'l'HACO 19 17. IAT I. DmN I-ii. SA 
blood drll1n, dtl!Clll't', ML 7, AL nil: MC 

39-43 U:uird. ltiant 11 ~1 1· AC 5. MV 15. HO 3 ~ l , THACO l~ . • AT I. Dmi: I . A de>uhl• 
dnmniir on natural 20; ML 9 AL N. MC 

44·41'1. Llurd me n 12 > AC 5, MV 6. ' "'m 12. HO 2 +I . TllACO l!il , #AT 3; Omit l 2 I 2 
1 6. ML M, ALN. MC 

49 50· Mantrap 11-41· AC 6; MV ml: HO •I 9. THACO nal. #AT 2·5 ll•llH•11. Urow 111>«1nl. ML 
12. AL nil , MC' 

61 -53 Nt.efu-lol ll4 1 AC G. M\' 9, HD 11. THACO 9 11.:r l hit~ ot I ttttltlple. Dmw 2-11 or 
<l 24, ML 10, AL~; tnkt!n from ""Gammt; lhe O&rk ·onllnt<nt." in UKAGON ll>-~Ui! I l:l:l 
Thu larg~. wnter-dwclhnjl herb1\'oro hn11 thr body of 11 hippo, n Joni: 111rafTelike> n<•ck nnd 
face, nnd 111 hursehkc hairy l~il It c:..111 hit<• ur 1rornph'. hut not bo1h ur once Th1it crN1rnre 
1• denved from African lr11end... ron11nu<oJ "" p.11t 17 
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T h e n 'iltfrrn~111t Sur vi 11nl G11id(• 

~vernl parts of this bot>k are lwlpful 1n 
runmnj( th1!> adventun• 

lleal8tr-rikt• lpage 2 l Due to t ht! h1•m 
nnd h111111d1ty, the followini: lYI*~ of 
armor cnnnol be worn· plot.e ormor. 
plnt.e mu1l. 'tudded leather. chain mail . 
padded nrmnr After nnt· hour, the ht•rtl 
bl'comes unb('arablc to any person 1n 
:>uch nrmttr If fl PC per11ists in wenr111g 
urmor of t his type, then: 1s a 20~ cumu 
lauvt chance per hour afterward of 
!tUfTermg heutslrokl· 

Mo111t11r•• anti l'q111pmt'llt lpngc 2 2!ll 
The extrt•me hum idity CIHIM!S the pn.1•tv 
to spend e t kae<t one hour per dny dry 
ing mewl and waterproofing leothc•r 
Otherwu.t·. tlus gear sufft11"1' thl' t•f1t'C'b 
noted in lh\! WSG 

S1r1mm111Jl fpoge11 ·11 "131. The!W r uleb 
will be \'t•ry cnt.1c11I rluring rombol in 

the swamp l <ice belnwl 
H11ntin}: and foruging <paJtt.'S s:J-57 ). 

Th~ termin 1~ l rop1cal swamp und the: 
senson 111 summe-r. Only im1oll garm~ will 
be encountered. 
Fi~h111R t png~ 5i1. Due to the 11tagnum 

wnter, fo1l11ni; in the"'"' ump ii. 11hq1y ... 

fair. 
V1s1b1/1h' lpui;teH 12.1:11. Due to tht' 

(lense trt!l' 11ncl grnss co,·~·r. nothin~ cun 
be ~en from lhe air. l 'he few arc.as or 
npcn wau•r ort- bare QI CO\'\lt, Tht•i-e 
orees are .ill noted m dw cncounwr 
nreo del<Criplions. A!'sumc that a ll other 
ureas a re ~hallow hul c1m be lr11wl\'d by 
conoo:. 

F11:htlfl>t 111 u •afu Cpage 851. The DM 
should review tht}&.' rules, s1nct: 11 111 

ltkcly Lhnl the PCs will~ an the wot(lr 
ut soml' pmnl lt'spee111llv al arCll!'l r . G. 
nnd li1 

Random f:n('ou.nt t>r11 

Roll for random encoum1us once for 
t•nch ht>'( lJ'f\vclcd t hrough cind ttnce •H 

night A roll or 1 on l d12 mdicHl~h an 
encounter. Rull ld!OO and check the 
Leopnrci Sw11mp Enco11nll•r-< tahlt•. In 
addit ion, an immcd1o te chc·ck 11hould he 
made on t ht• Water Eru:ounters tubll· 
when u perMJn falls into t.he swomp Ito 
see 1f anything il> lurktn,.; nenrbyl The 
Leapard Swamp is filh·d \\ 1lh 11ni11111I 

hfe. but moqt or it w1ll 1~nore canoe. or 
course. u per:.011 thra~h1ng about "' l hl' 
water II' nnnthn mnttc-r 



The Leopard Swamp 
A. Fringe or the Swamp. 

AB the .sun r1Ses on your camp. you 
con seti the edge of the Leopard 
Swamp just a hundred yards nway 
across the Tiger River. Alread) you 
can hear a loud chorus of ammal 
noises: cranes. waterfowl, frog$ , 
crocodiles. and unknown things. 
Even as you watch, a small crocodile 
malks along the water's ed~e. Sev 
eral yards away, n mottled yellow 
viper slides out of a tuft of grass and 
into the water. Obviously. the swamp 
it1 a haven for reptilian life. It is a 
fitting home for s uch evil as the 
U.>opard Men. As you break camp 
llnd prepare the canoes, Lhe port.er11 
who have carried your belongings 
this far retreat several hundred 
yards awuy from the s hore. There 
they establish a new camp lo await 
your return. You are on your own 

The porters <four per canoe) cannot be 
pe1•su.aded lo join tl1e party by prom uses 
or threat'\ , In ony ca.'le, it would he 
fooli1!il1 for the PCs to do so, since they 
bardy have enough room for tht!m· 
selves and their supplic:s in thl' canoes 

Porters: AC 10: !\-tv 12; iero-level 
huma115; hp 4 each~ IAT l: Omg by 
wc11pon Lype: ML 12; AL any: daggers. 

As noted e11rlicr, other NPC members 
or this expedition should be crea~ by 
tht! DM as needed. 

B. The Holy Beast. This lai-ge island 
stands n mere 200 yards from the 
swamp's edge. lt ts tbe home or a huge 
mnle kamadnn with seven snake heads. 
Due l-O it.s leopardlikc· form ond destruc· 
tive nature. the Leopard Men regard 
thi!I hea.st as a sacred crt!nlure sent bv 
the god Kazhnk to help the spread of 
evil. Occai;ionall>·· the Leopard Men 
offer sacrifices to It. 

Recently, the kamadan encountered a 
female di!iplacer beast 1n the jungle. As 
the two species sre related, these two 
creatures ha\'e mated and produced a 
litter of seven hybrid cubs. 

The hur of this odd pack is on the 
southe11st part of the island tn a s hallow 
depreMion left hy the roots of a fallen 
tree. All the monsters are in or nl!ar the 
lair, and all CI1n swirn well. 

K amadan: AC 4: MV 18; HD 4 ~ 2; hp 
30:THACO 17, •AT 10: Dmg 1·311·3 1-6 
I ·4 ( x 7); A sleep breath weapon; ML 

15: AL N: FF155 
Dis placer b east: AC 4. MV 15, HD 6: 

hp 30: THACO 15: IAT 2; Dmg 2-8'2-8; 
SD -2 on opponent's atl4lck roll, saves 
as 12th l~vel fighter ; ML 14; AL N; ~tC 

Three of the cubs look exactly like 
kemadans and ha\•e four snake heads 
each. but each cub hes part of the dis· 
placement ability of its mother. Oppo· 
nems have a - 1 penalty lo hiL them. 
and lhey save as Sth·level fighters. 
Their sleep breath weapon is a 15' cone 
wit h u base diameter of 10', afTecting up 
to 2 H D creaturl!s with no saving t hrow; 
others must save vs dragon breath to 
avoid the effects. 

Komad an c ubs <3>: AC 4; MV 18: HD 
2 +I : hp 11; 1'HACO 19. JAT 7; Dmg 1·2 
1·211-411·31x 4!; ML 8 ; AL N: FF 55. 

Three of the cubs look like displacer 
beasts. bul they have part or the breuth 
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weapon of their sire. The breat h weap· 
on·- cone 1s l O' long and affect!! up to 
1-HD creatures with no saving throw; 
oth!'rs save vs. drngon breath at + 2 to 
avoid the effect Their displacement 
abili ty 1. the :-amens that of their 
mother; opponenus receive u -2 penalt) 
to hi t tht!m, and they save us 12th.level 
fighters . 

Displace r beast cubs <31: AC 4: MV 
15: HD 3; hp 15; T H ACO 17: I AT 2; 
Omg 2·51'2-5; ML 12; AL N: MC 

The last cub is a huge hybrid, comh1n 
ing the fu.11 abHities of both its parenu;, 
Its 81etp breath weapon is a 30' cone 
w1lh a 10' diameter that a.fl'ects l!retl· 
lures of up lo 4 H O with no sa,'ing 
throw: other:. must save v!\. dragon 
brenth to ovoid the effect. This cub hus 
six snake heads •from It$ father> and 
two tentaclt!S !from 11.s mother I. The cub 

54·56 Phycomld ct -11. AC:\, MV :l, 11 0 6. THACO 15: I AT 2; Dml( 3·6"J-6, SA 1nf~t1un 
lsovl:' vs ~1"<111 or lllkl' Ci ·ll hp odd1t1onuJ d11mage. death In 6-8 turno1 unle~ u <urt• du 
<'ll.<t' hpell tb Cll!ll or an""-'"'' of htalth .,, drunk I, SO Immune to montol tltUlcks . +4 on 
'l.ftYI! V'I tirt--ba.~d 01rnck11. for hl'llf norm11I or no dnnlllgl'; ML 14: Al,.. NIE>. MC 

56·57· Pudding, bro w n Iii' AC 5, MV 6. HO 11 . THACO 9. I AT 1, Om~ :'i 20, "A d111solves 
li!ather and wood. SO immune lO nc1d, cold. pou1on, Ml. specinl, Al, nil, MC 

08-69· Retch plnnt 11-4 1: AC 8, MV nil: HD 6; THACO 15, I AT I. Dmt; pec1ul, SA1SO fruit . 
ML llJ>l.'<'1111 , AL~. MM2106 

60·64· cum creeper 12..S1 AC 8, MV 3. HD I : THACO 19. #Al l. Dm" 1. SA fai;teM to 
prey. :>fL 1pec1ol; AL N. MM21107 

65-87 S hnmhllng mound l1 ·8r AC O; MV 6, HO S.11 . T llACO 13·9 I AT 2; Dm.R 2·16•216, 
SA suffoc1u1on. SU 1rn111une to lire. "'l'llp<)nH do hnlr dumuGu. lightning odd~ I HD. ML 
17: ALN. MC 

68-77: S nnkc, constrlc tor ll ·2>: AC 6, MV 9. HO 3+2; THACO 17; I AT 2., Drng I 1 3: SA 
constriction. ML 8: AL N; MC 

iS.87 ~ nuke . polsonou&0 -61 t\ C 6, MV 15; HD 2+ l ; THACO 19: •AT 1, Dm.: 1: A poi· 
'<On; ML 8; AL ="1 ; MC 

88·90 1'rl-n ower frond 11 10» AC 9 , MV nil, HO 2 +8. THACO 16; IAT 28; Dmg t1pcc:1ol. 
ML 10: AL nil; MC 

91 ·93: Twilight bloom (l.61· AC t!o; MV nil. HD 3 +8: T llACO 17. I AT 11pt~1al , Omg 11pec1nl, 
SA poison; ML spec1nl; AL N, M 12'122. 

94-97· UstllogoT 11-21: AC 5. M\' 9 . HO 3 +3. THACO 17, • AT 1; Om(!: :l 5. SA po1110n ''<ll"t' 

~is. poL'IOn or take 2 5 hp 1tdd111onal dam11gc1, psionicK; SD immunl' to mc-n1-0l ottacks. ML 
13, AL NIE;; MMZ 122 

98-99: YcUow mus k c ree per II ~11: AC 7. MV ml: HO 3; THACO 17; I AT 2 12, Omg special 
SA pollen; SO 1mmunr li> mrnd-olTectrn.11 t1pell11; ML 20: AL nil; ~IC 

00: Zygom 11·3)' ACS. MV I or host: HD 3 or h11st . THACO 17 or ho~t. /AT by hosl type; 
l>mg by hot>t , SA nulk)' l(lue;SO immune w mind :tltuck11. Ml. "l>l'C'lll) , AL NIE>. MMZI 
132. 

Wate r Encou n ters <Roll ld20> 
01 .10. Crocodile: See 11 ·20 nbow• 
11 Dl'1tgo nfisb: AC 4. M\' :<wim 6. HO :l: 1'HACO 19. I AT 1, Om11 I 6. SA poison !iprnt'a: SO 

nntunil camouflagt.>: ML 5: Al. nil, MC 
1213 Leech , ,Oa nt:See 34 -38above 
H ·l9· nnke, poisonous: See 78.Si Above 
20: Thro1u leecb fl ·20r AC 10; MV 1. Swim 1, I hp, TllACO 20; IAT 1, Omg 1·3; SA chok<', 

ML 6; AL rul; MC Clet.>ehl 
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appeara to be oll blnck, but lc.o.opard 
spots cun be -Wtln on its coal in bright 
liaht 

Hybrid cu b: AC 4; MV 18; HD 5 +I: 
hp 28; THACO 15: lt\T 11. Dmg 1 3 l.J 
l -612-S.2-8 1-4 I x61; ML 14; AL N: FF 
55 and .MC ld1splnccr beast.I. 

Ir the pwty Intrudes cm Lhu lu1r, ull 
these creatures fight savngely lf they 
take ;;evere los!'leS llhrt'e cub!! ur on«> 
purentl, the rest scntter alj if punicked. 
Thtiy thrn silently :italk the pnn.y from 
l'OVl•r, trying to pick ofT tit rugglt!rs, und 
do not retreat unul all are sin in. 

The treasure of t he benats hes under n 
pile of bonell ond ll-nve;i Ht the hou.om of 
tht"lr pit lair 60 gold nugget.S !Worth 5 
gp each•. 16 uncut !(ems <worth 10 KP 
cnch1. l wo piece of native jewelry 
!worth 500 gp eac:hl, a potion of 1w1i>rt 

wat1'r. u large .•hicld + 2. and n /llrtfl" of 
mun_v pouch1•1t 

. Cnnnlbnls Afloa t. 

This port of the 1SWamp 1s a night· 
mare of tangled weeds. i;andbar .... nnd 
tall grass punctunled hy many itmall 
111lands of firm !(round You've 
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hacked \•our wa'' for hours now, o(\en 
~toppm~ to 11hde the C'lln~·?> over 
~hallc>Y. t1l>i1Lade•• .. Finull)• yuu break 
free or thl' .MhOllCIWS, 11nd your CllOC>e!\ 

ghde into o stretch of de •p. open 
wnter. Another island standli oul of 
the water ~ht:ad ofyr>u A you l!top 
to cut~h your breuth, th(' c11uoe~· 
momC'ntum curries thc•m nlon.:~1de 
the li1land .Ju11t ns you dip your pad· 
dies tn thr· water to rnnllnue, splash 
in~ sounds to your rcur uttruct your 
.1th•nt1on 

Several can~ nr<- rounding thl· 
1~lund behind you unJ ht"oding in 
,·our d1r(.'t't1on The canoes Rre crud1• 
dugouts. and thC' men in them ure 
dresS(d 1n lo1ncloths and r(Jugh 
leather armor. Bright 1·ed reinhers 
are t.ied 111 their hu1r und un their 
spears. Th(' pro\\ or coch c1,noe ti. 

decorated a bundle of human skull£ 

The~ men ar • o group of young 
Ranakre cllnnibl•ls. Thi!> e\'il Ltilw ill 
huted by olher natl\'t.~. but e\'en tlw 
Kanttktt!S pay tribute to lhl' Leopard 
Men rulthrmgh grud)C1n~ly1 This war 
part.> 1s made \JP or mrn "ho cannot 

bear the insult uny longer und h1we 
dl'<'ldl-d to find the Lcopurd Men', tem 
pie and kill them. This happens pt'riod1· 
cally nmong th~ nat1v~. Inst they hav,• 
been defonted every um\!. These men 
nre bravt- but foolish Onlv the leadl'r. 
Kalumbtm , hu!; uny rt!al eombnt ex1wri 
l!nce, Due to their tradiuonal hatred of 
rill non-Kunakri:~. lht· nali\•t•s regard 
the PC n!I enemies 10 be destroyed 

Th .. Knnakrt:s appear 50 away from 
tlw PCs Since this encounter u1 sudd«n. 
rull for ~urpnse on ench side 11 in 10 for 
the l\annkresl. Tht• n11t1vcs' small co. 
noe:. ure ubou1 l'qu.il lo theise or the 
PCs. There are 45 cunnibals travelin~ 
thrt•r• men per cunOt! I 15 cu noes total t 
The cunoo:o o.r£- travt•hng roughly fiv1· 
ubnmst, With ll nuntmUtn Uf 10' between 
c11n1x-11. Knhunbari rides 1n the cent rol 
from cnnoe 

Ruwa.rdlei.s oC t he PCs' ucuons, tht 
Kanakr('11 nllnck Since cuch Kanakre 
ha21 bol.ltani.: proficiency ( WSG. pag1; 45•, 
thl"y will cutch the PCs' c11n0<'8 unit'~., 
the PC 1tll 11li.o huvc boating profi. 
cumt.v. :\s the Kunakres t)\'ertcikt• u PC 
canoo. (10<.' of them leups abonrd to mf' 
lee. This net ion htb. u 45'l- cht111ce w 
up11et the canOC' Jumped into. bill ull the 
Kannkre!> cnn swim ond are htthtly 
cncumbt>rcid I WSC, p1tl(e 111 Tht· Kana· 
kre-. will not break off the attack until 
25 or l hem llrl' kill ed. 
Th1~ ar"u ofthl' -,wump 111 one nf th1• 

lcw that 1s n ltrritc opt.•n stretch of water. 
It tlf also u favorite pluC'e t1f cr<>Ct>dllt•" 
l hp 15 eaeh, s~ Leopard Swamp 
Encounters table for 11tallsticsl. Theiw 
crl:!utures arnv~ two rounds afier a 
canOf' cap!<lzes and attack anyone in thi: 
wotc:r. whether PC or J<1111okre 1 l-3 
crocodilfl1 per person I 

Thi· Knnukre$ are burlwruln:i. 11.~ p<>r 
Un1•urthrd A rC'ana. page11 18-21 Tht•1r 
tt•rt1ury. kills are an per burbnrion& 
from thC' Amed10 Jungle or Hepmnnu· 
land 1UrH!orth~d Arcana page 20J. Bo 
nu~t·s lo ~ovin)C throws. mr>vemcnt. itnd 
armor cla'IS. 814 well as other Akills. rtnd 
cmnhut ab1li ti1>•., should b..., carefully 
t'ln'Cked tlnd nott!d AMurne eut'11 w11r­
rior has strength, constiwuon, nnd 
1lexh!rity :oeort.>i. of 15. with other char 
RC'll•ru;tict. t.>quul to 11 lunh.·ss nthcrw1H.­
notedl . 

EaC'h Knnskre hwi lcl4 - I gold nug 
gct1< 1wort.l1 5 gp each! Knlombnri hoK 
!ll.X 1tuld nuggets.. a lnuther pouch filled 
with 30 l!.'P worth of 1o1old du,,,t. ond un 
\11\CUl garnet lworth 5 gpl. 

K11lamhuri: AC 2, MV 15: Burb5, hp 



70, THACO l6; llAT I: Omg b)' weapon 
lypc: S 18180. D 17. C lS, 111 . W 9. Ch 
12: ML 16; AL CE: spear. knife. loather 
nrinor. 

Knnakl'eS £45): AC 6: MV 15. Barbl ; 
hp 8 each: THACO 20; NAT l ; Dmg by 
weapon type: ML 13; AL CE; each has a 
spear. knife, and leather armor. 

D. Ope n Wide! 

The swamp here suddenly gives way 
to t i large lskt!. Thu trees and grass 
sl.Op at a ragged line, defining the 
boundary between swamp and lake. 
You can see ~hat the bottom deepens 
abruptly here 

If t he PCs watch the lake for at least 
one round. they notice i;ome odd things. 
No fish jump in the vicinity, even 
though many others can be aeon out in 

the dii;t..ance. Even the water birds net 
!>lntngely: on~ or two dive close lo the 
wawr, only to suddenly turn up and 
aw11y sharply. 

1f the party continues om onto the 
lake, a monster rises up to i11tercept 
them. This huge rish, a verme, uutomllt• 
1cally dPsu·oys one canoe with its bite, 
throwir\g all occupants into the water 
Then Lhc crealun• tries to swallow lhe 
swimmers. There is a 50'{ chance that 
the P('s wiU see the fish rising and have 
one round lO react. 

Verme: AC ii (head\'5 <bodyl; MY 18, 
HD 18 + l : hp 105: THACO 3; IAT l ; 
Dmg i 28; SA swallows creatures 
whole: SD edged weapons do 1 hp darn 
age. fire does half damage unless it 
burns inte rnally: l\fL 19; AL N 

E. Giant Crocodiles. This pan of the 
swwnp seems no diflorent from the rest, 
but It is home to a pair of giant croco· 
diles. These huge reptiles have outlived 
itll tht-ir kin anti, like all reptilea, nevt-r 
11 topped grvwmg. If the PCs em.er this 
ht·x. th<' crocodiles nllack, gaining a -~ 
on surprise rolls. They either bite <for 
0·2 points hull damage I or ram <for 0· 1 
µoinl damage In rnndom canoe (equal 
chance for either attack•. An attack ht1s 
a 40'l chance of caps11.inti the canoe. 
The crocodiles attack people in the 
water in preference to al lacking o ca. 
noe. B(lth crocodiles fig hl to the death 
The larger one has 10 gold nuggets 
<worth 5 gp each I imbedded in its stom 
ach wall. 

Giant crocod lles 12): AC 4 ; MV 6, 
swim 12; HD i : hp 35, 32; T HACO 13; 

* A'J' 2: Dmg 3-1812·20; ML 11; AL N; 
MC. 

F. Lizard Folk. 

There is a low island of ground a head 
of you. The muddy island has been 
cleared of vegetation, and you can 
see an odd building on the shore. 
This round. beehivelike struclure 
appears lo be made of dr ied mud and 
i,'TSSS 

This buHding is home to a clan of 
lizard men. Zatmec. t he Leopard Men's 
hiKh priest, often tried to hire the hzard 
men as mercenar ies. But the reptiles. 
being Lruly neutral. were repulsed by 
the evil of t he leopard god Kazhak. so 
completely opposed to the ediclS of Se· 
muanya, the lizard men's dei ty ll.A!gl'nt/11 
& Lore. puge 96). They refused all of· 
fers. arld their lnrge numbeN< enabled 
them to enforce thei r refusal. 

Zatmec. crafty as ever, had hisser· 
vants capture a li7.ard king named 
Ssargo. The high priest used his magic 
to impres.q Ssargo (who is not bright by 
lixurd king standards), and the reptile 
gladly become a n ally of t he Leopard 
Men. Zatmcc t hen sent Ssargo to the 
lizard men's lair, where lhti lizard king's 
natural control gave h im domination. 
Afier killing the lizard men's chief and 
shaman. and smashing their ado! of 
Semua nya, S.CUJrgo became the dictator 
of the clan. Zatmec has ordered the 
lizard men to patrol some areas of the 
swamp, wtrn:h frees Leopard Meo a nd 
leopards for more lucrative tasks. 

The la7.ard men are unhappy with th,~ 
change in their hves. Among other 
indignities. Ssargo has ordered the 
female lizard meo lo produce three 
times as many eggs ns normal. Ssnrgo's 
future army is incubating an the mud 
t?anks of the island. 

There is no plant cover on t.he island 
If the party a pproaches openly, 30 liz. 
a rd m en <hp 11 each; see Leopard 
Swamp Encounters table for stausticsl 
leave the building and attack when the 
PCs are w1thin lOO yards. [fall t hese 
litard men are killed. Ssargo tries to 
defend the lair wath the remaining 25 
lizard men a nd 30 female lizard me n 
(hp 11 each: see the Leopard Swamp 
Encounters Tuble for stat istics I. They 
try to hold th~ door first. fall ing back to 
the throne room, then running out t he 
secret door tCJ make a last stand in the 
hatchery. 
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'rhe mud walls around the hatchery 
are 3' high. 1\' '0 giant c rocodiles lhp 
35 each; sec area E for statistics) stnnd 
guard inside and fi ght all intruders. 

l f Ssargo is k illed, tbe surviving lizard 
men st.op fighting and try to make peace 
with the party. The lizard men will lead 
t he PCs to the island of the Leopard 
Men larea II; 2.5 lizard men will serve 
as guides, if that many survive. 

There is no ~reasure among the lizard 
men. tf the PCs search Ssargo's body, 
they find around his neck a bronze 
medallion wnh t.he snarling leopard 
emblem of the Leopard Men. 

S a rgo lhzard king>: AC 3: MV 9, 
swim 15; HD 8; hp 43; 'l'HACO 13; I AT 
l ; Dmg 5.20; SA skewer : ML 16; AL CE: 
MC <lizard manl: trident. 

LiM rd man childre n 140): AC 7; MV 
6. swim 10: HD l; hp 5; noncombatant. 

G. Frogs. Another sm111l i11land lies m 
this area of the swamp. with a large 
area or opeo water around it. This is the 
camp of a troop of bullywug m1:rce· 
naries, hired by Zat mec to patrol this 
part of the swamp. There are 40 normal 
bullywugs !hp 51 armed with spears. 
fuur bullywu~ warriors lhp 8>. and o 
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ISLAND OF THE LEOPARD MEN 
Areal 

bullywug leader thp 131. They keep 15 
glunl fro gs \hp 24 l'Bch -;ec· Leopard 
Swamp Encounterii talile fo r ~toti!!lltlil 
oftht• largest sort for use a.s mounLs 
On11 of th(.' wnrnors has a pack of 20 
killer frogs under his cont rol. 

If tht· PC:.; lruvel through this htx. 
they encounter the bullvwugSJUSl after 
~he creatures hon~ broken camp. Thus. 
al.I are mounted: they ride four per frog. 
with the wan-1or:; and the leadt:r alone 
on their frogs 

Unless the party'l> canoes nre mv1111 
ble, thti liullywug s1mtr11.:s spot them 
moving through th t> open water Thi' 
whole group chor~es forward into bat· 
tl tt, :-itarlln~ 40' uwuy from tht! PC:1. The 
bullywugs use theii· spearli a!I lonce~ 
from the backs of their wc:ml mounts 
There 1s a 25<~ chance per canoo that a 
giant frog will try ltl dumber aboard. 
autonmtJC'lllty capsizing the canoe The 
killer frogs attack one canoo on com· 
mand from their trainer Whl'n 25 bully­
wugs. two warriors, and the leader are 
slain. the relit will nee 

Each hullywug hns J .4 sp. the war· 
noM1 ha"e 2 ·8 sp. and the leader has 25 
gp plus u bront.e m~11l11on or tht- Leup 
ard Men. 
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Bullywug 144 1: AC 6: MV 3, swim 
15; HD l ; hp 81x 41, 5 t x40); THACO 
19: o:r 3 or l : Dmg 1·2 1·212·5 or by 
weapon type, SA hop; S D camouOoge, 
~t L 10; AL CE: MC 

Bullywu g le ade r: AC 5; MV 3, swim 
15; HD 2; hp 13; THACO 19; IAT 3 or l , 
Omg 2·:l 2.313.5 or by wtmpon type + 1; 
SA hop; D camouflage, ML 10. AL CE. 
~tC. 

Kille r fro gs 1201· AC 8; MV 6. swim 
12; HD I +4 ; hp 6: THACO 19: IAT 3; 
Dmg l ·2 1·2 '2·5. ML 6. AL nil: ~tC 
tfroKI, 

H. Wate r n a ke. A giant anaconda 
lives in nn underl(tound cavern on the 
edge of an island in this hex lfthe PCs 
t!Olt'I' t hts area, the snake silently Khdes 
ou t of concealment und follows lhe lasL 
canoe. The snake tries to coil around a 
PC 1n the reur or the canm· <with a 4 1n 
6 chance to surpr1!!e). lf successful. thti 
snake drags 1ls victim to the bottom of 
the swamp 18' deep here I a nd holds the 
unfortunate person down until he 
drowns lsee WSG, page 43» If the snake 
1~ reduced to hp or less. 11 r elt-ase its 
v1ct1m and retreats lo its hur. It has no 
treasure. 

Giant constrictor s nake: AC 5; MV 
9 : H D 6 + l ; hp 3 1; THACO 15: I AT 2: 
Dmg 1-412·8: SA constriction; ML 9: AL 
N; MC <snake I. 

Island of the Leopard Men (Area I) 

This island, the largest in the swamp, is 
t he home of the Leopard Men. On t his 
firm and fert ile ground. the ~ops.rd 
Men have killed off all large animals 
and dominate all remaining life. 

Leopard Men always wear cloaks of 
leopard hide, with each leopard heod 
mounted on lop of the monk's heud, the 
animal's front legs t ied to the arms. and 
the rear legs tied to the monk's legs. 
The tail hangs free behind. Eo<'h monk 
also wears the s teel-clawed gloves of the 
cult and a loincloth 

If the PCs camp in any of the hexe11 
adjacent to the island, they aulomat1 
cally encounter a Leopard Man patrol 
consisting of 11 Leopard Men and live 
leopords (details follow ) The monks and 
their leopard pets fight to the death. 
However. one leopard will be told to run 
and warn the other monks at the t.cm· 
pie. Lf 1t escapes. there will be no chance 
to surpnse the other Leopard Men at 
then· village. A maximum of three s uch 
patrols may be encountered: if any 
patrol is s in in. ns absence will be noted 
at the village of the Leopard Men an 1.s 
hours 

Leopard Me n I 10>: AC 7: MV 18; 
Monk4: hp 15; TH ACO 18; IAT 6 '4: 
Dmg td6 + 2: ML M ; AL LE These 
monks may speak w lfh animals al will 
las per th~ pnesl spem, and ESP has 
only a 30~ chance of succe.ss against 
them. They may foll up to 20' without 
harm if within l' of a wall. Thev ere 
surprised only 28~ of Lhe time Using 
AD&D 1st Edition rules: give them a 
- 1 modifier to surprise using AD&D 
2nd Edi n on rules. Their thief skills are: 
OL 37<l-, F/RT 35"f. MS 33'J, HS 25<.f. 
HN 15'i'f. CW 88~. 

Leopard Mun leade r: AC 6, MV 20, 
Monk6: hp 21 : T HACO 18; IAT 312: 
Dmg 2d4 +3: ML 16; AL LE. This monk 
may speale with 0111mols at will (ru; per 
the pr1eiit spell>, and £SP has only a 
26~ chance of success against him. He 
may fall up to 30' without harm if 
within 4 ' of a wl\ll, is immune to disease 
of uny sort. 1s ne"er affected by hast<' or 
s low spells. may use self· induced caLa· 
lepsy to appear to be dead for 12 turns 
12 hoursl, and 1s surprised only 24'l of 
the time usi ng AD&D 1st Edition rules 



<give him a -1 modifier to surprise 
usi ng AD&D 2nd Edition rules!. His 
thief skills are: OL 47'l, FIRT 45".'f. MS 
47%, HS 37<f, H.'ll 20<;t, CW 92'f. 

Leopm·ds <5>: AC 6; MV 12: HD 3 + 2; 
hp 17: T HACO 17; IAT 31clow/cluw/ 
bite); Dmg 1-311·3/1·6: SA rear claw11 for 
l -4'1-4 if both frontclow11 hit, -3 on 
victim's surprise roll, lenp 20' up or 25' 
ahead, climb and .swim 991J-; SO sur 
prised only on n l ; ML 9; AL N: MC 
(c.nts. great). Use these s tat1st1cs for all 
leopards encountered in t his module. 

When t he PCs enter the hex marked I 
on the DM 's map, rend the followmi.: ll> 
the players: 

Aner you pai;s through u long stretch 
of open water, a large island comes 
into view. Judging from tlw stnndff nf 
reeds t hat stretch out of Night to 
either side, the island i& at least two 
miles long. 

While the PCs are on the t!lland, rull 
for n1ndom encounters for every hex 
they travel through. with a 1 m 6 
chnnce of an encounter. All encounters 
wil I be with a patrol of one Leopard 
Man lender a nd 10 ingogo. o new moo· 
11ter originally detailed m DRAGON 
Issue 1122. 

Leop ard Ma n leader i AC 6; MV 20, 
Monk6; hp 24: 1'HACO 18; IAT 312: 
Dmg 2d4 +3: Ml. 16: AL l.E: see the 
previous statistics on the Leop11rd M an 
leader of the o!T·1sland patrol for mort> 
in format ion on his powers and itkills. 

lngogo < 10): AC 6: MV 12: HD 1 + 3; 
hp 8; THACO 19: IAT 2 hand grasps. 1 
bite; Dmg 1·6 !bite); SD immune to llil 
cnchontroentJcbarm spells: ML 12; Al . 
NE. taken from "Gaming the Dark 
Continent:• in DRAGON isaue ~122 
The iogogo are a race of man·eauog 
cr eatur es that look like large bnboon11 
with humanhke faces. They are dirty, 
odorous. and foul in general. Zntmec 
recuntly enlisted a tribe of the baboon 
men into his service and uses them for 
patrolling the island, which frees Leop· 
ard Men for other duties. Each ingogu 
hru; two grasping <no damagel att-ackt:1 
and one bite ntt.ack. If ei t her gi-asping 
atlack hits, Lhe ingogo bites at + 4 to hit 
nnd + 1 to damage. These bonuses la.st 
until the ingogo i~ killed. This cr~atun: 

is derived from African legends. 

Key to t he b land 

For the following encounters. us~ the 
Island oflbe Leopurd Men !Area II map 

Several areas on the LSland hove their 
own detail maps. 

I I. Canoes. There are 20 . mall CO· 

noes drawn up on the beach here, each 
about the same size as the party's Cl\· 
noes. A small J 0 x l O' hut stands 
nearby. Inside the hut are thret~ Leap 
ard Men who keep tabs on the groups 
u11ing the canoes lf t hese guards 3~ 
attacked, one of them will try to csca~ 
and warn lhe temple !area 151. while Lhe 
other two fight savagely, smce the ca· 
noo~ are \•i tal to their ex1stencl'. None or 
them has any treasure. although lhe1r 
l~pard-skin cloaks coiald serve as tern 
pororv d1sgu1 es. 

Lec;;par d Me n l(unrds 131: AC 6: MV 
20; Monk6; hp 26, 25, 2~; THACO 18; 
IA'r 3/'2; Dmg 2d4 +3; ML 16; AL LE: 
see the pre\'lously gi\fcn sti;ti11t1cs on 
the Leopard Man leader of the ofT.1sland 
patrol for more information on their 
powers nod sk1lll!. 

12. ta ke . 

i\ lurgc wooden st~ke hos be.ten 
driven rnto the ground here. ''1th u 
pair of copper manacles set int<> the 
wood You can !1-0e many scrntche& 
nnd gouges in the wood, and old 
bloodstatns are splashed evnywhere. 
Many bones li~U?r the ground 

Anyone who examines the bones cnn 
see that they are human A PC with 
tracking or hunt ing alnlities wall notice 
many lnrge cut tracks in the dit-t. The 
st1tkl! is ulled to hold ,,c:timl' givrn to 
the leopards at nrca 13 

13. Leopard Ru ins. 

This part t1f the island nseEo into n 
circle oflow hills \\'ith 11 centrul howl 
shup •d volley At the center o( th1• 
valley, you can see o number of crum· 
bled stone buildings. There are a rew 
wnlls standing, along with one b\tild 
ing that is almost intact. Everything 
dsc 1s in ruins: t he buildings hav<" 
cnllopscd, and you Cl\n see where 11 

tower has fallen onto 11 lower build 
ing 

The map above shuws the luyout of 
the nibble, walls, and single stnnd1ng 
ouddtng. The people whose village stood 
here vanished ages ago when the 
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swamp advanced ond swi1ltowt•n lht> 
field~ nround the town Long aft.er thtse 
people moved away. a j.,"l'Clup r1f nat1w s 
who belonged to a h.-opard totem cult 
found the hsland. When the ttncei1tqrs or 
thC' LNlpnrd Men cnme to the island 
thr·y abl!Orbl'd these natives into their 
own culture 

[f the PCt< watch carefully, even from 
a distance. they can sel.! mnny spotted 
forms moving aboot in the rubble 
There arc 23 adult leopards <hp 15 181 
and many noncombatant cubb Ji\fin.i 
here. The Leopnrd Men feed them and 
take the largest ones to be guards anti 
pets. 
if the PCs wear the leopard skut 

cloaks ofihe Leopard Meo u.s d1SKU1R~i;. 
t ht' IMpards let them enter the r uin,;. 
Othurwise, all the big cats attack 12.a 
leopards arrive per round until nil 2:1 
are auac:kingl when the PC& come 
within 50 yards. 

Even if disguised, the PC& will hove 
severnl leopards near them ut till tames. 
Then• 1s H lO"'t curnulot1ve chunce pt1r 
round that n leopnrd will come within 
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LEOPARD MEN 
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60' to sniIT ut the party The dtsgu1ses 
will not hold up to the lec>purd's keen 
nose, and the ctn will ottock. In the 
following r-ound, 6-8 leopards att;1ck. 
rtnd 2-6 mor ·)<)in in ~och round tber~ 
a.fl.<.r until all 23 have attaeked 

The sole &tending building is liuert:d 
with bones. leav~" and hair Four 
wooden statues stBnd on round stun(' 
plbtforms. one in each comer of the 
building. A linh platform st.ands in the 
center of the roQm, but there is no slatue 
on 1t t.his statue was taken by the Leop­
ard Men and plnc.-.d m lhmr ~mple 

The statues an~ deity figure : an ug,.-1-
cultural goddess with n sjckle and n 
bough laden with graJ>(!s. a winged sky 
god holding bolt oflightnmg. and a 
war god holding a boar $J>e8r. All sl tnd 
about 7 ' high. 'T'he stotu tn the north· 
west corner depicts a god of healing 
holding a s,tatT covert.id with carved 
run~ The deity depicted by the statue 
placed a powerful spell on 1t. Th molit 
eyes, the runes on t he stntT are moan· 
ingle.as. But U> the eyes or a good· 
ahgned cleric, lh~ runes form a spell, 
ond lhe cleric will also ee that there is 
n cap on the end or the cnrvt!<l stnff. No 
onti else cnn see theS<> lhinf{S regordlt!8S 
or ID91fiC or levt"I. The cl'.lp hides a cnvily 
In tlte slaJT that holds a bott le or ink, a 
writing quill, tind a shl"tc'l ur pnrchmtonl 
U!ling these, thl' cleric cnn mak<.• ti per· 
mAnt'nt CGpy uf the runic poll. which 
co.o be used over and over 1gt11n 

The runic spell ls a counterspell elTec· 
t1vc tiff{\ inst tUY<'WCrns, n new typt' o( 
undcad found only in the 1.eopurd Men's 
temple Csee the description at the end of 
thl1 Adventur1•I. Tht- spell -renderil these 
undend monsters vulneruble to weup 
OM, but the clerk will know only that 
the spell is u!led to remove a special 
unknown enchantment from an un 
known type of undead. Th111 counter 
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spell a!Tects nll tuyeweras wnhm 20· or 
the dtmt" reading the R.Croll: its effect'"' 
in!ltantnneous. 

14. Village. 

The tall elephant grass gives wily 
here to o broad cleuring. A small 
gt"<>up o( thatched huts swnds 1n the 
center. with vegetuble ga_rdt>n& 
planted llt'ound the building:» The 
nutivett you can !:See ore dirty, hl!llcss, 
and dii1pirited. 

These v1llogers are the dregs or the 
island's sociciy. those who are not wor· 
lhy to be triuned as Leopard Men Tht>Se 
outcasl.8 make n me::iger living by farm· 
1ng and fishing. They 11upply food to the 
temple nnd r111se children. The monks 
keep a close watch on the village ond 
hs1vc lei\ five leopard~ lhp 17 t'ach I to 
hve he~ among the huts. Nalurally, the 
Villagers resent this treatment and 
have no desire to aid the Leopurd Men 

The vlllagl'rs will not hinder the PCs 
but meri:ly watch the party, ttnsw.:rlng 
question,; with surly ond vague an· 
swers. 'f'hpy point out the d1n'ct1on or 
the ~mple (area 15) if asked 

One hut stands by itself to the &0uth 
of the village. This u1 the homt- of Cate­
moc, a former Leopru·d Man pnost who 
was expelled for la~iness and 1ncorupe­
lt.<nce He 1s desperat.e to regain his 
posit ion and regards the PCs' anlval as 
an opportunity to prove his worthiness 

If the PCs e nter the village. Catemoc 
sends word lo the villagers to arm them· 
Mlves. One turn al\,er the PCs arrival, 
32 villagers half-hearte-cily annck them. 
C1nemoc i1tays 10 the roar lO command 
and cast spell He uses his pcreon· 
afft!Ct\ng pells lstlenct', rommund, eL<'.l 
to neutrttlit<' 11pell-eastmg PCs. When 
those r un out, Catemoc stnys at the 

back or lhc battle, hoping the other 
villageri; will ovt1rcome lhl" PC8. He 
won't JOtn the melett until five or more 
villagers are defeat-Od. 

Once 10 villager& are slain, the rest 
Oee. leaving Catemoc and the leopards 
to rac~ the PCs alone. ff the PCs give 
chase, th" v1llagen; fight only to protect 
thetr 13 noncombatant children Cnte· 
moc 111 n(,)l very brnve nnd will try lO 
'urrendrr If reduced to 10 hp or less. 
The leopards will fight to the death. 
except (or Ont! that runs to wnrn the 
monks at the ~mple. ff it escnpe~. thorc 
will be no chance to surprise the monks 

There 1s little treasure here Each hut 
holds 0-5 cp. Catemoc' hut ha!! a chest 
holding 14 gp, 20 11p. 30 cp, nnd tl i.pi:1ll 
scroll that Catemoc stole from Zot.mcc 
for his OWtl protOCllOll The scroll CO D• 

tain~ u countcrsp{\ll (or rrnd •rm(( t uy· 
eweras <deecr1bed al the end of this 
adventure I ,·ul11er11bl1• to weapons and 
'-' 1dent.ical t~ the runic spell found al 
the le-op.a.rd rums (nreu 13). 

VllJagers (321: AC 10: MV 12; iero­
level humans: hp 5·7: THACO 20: /AT l, 
Drng by weapon type: ML 8; AL any 
neutral or e\'il, dubs 

Cotem oc: AC i : MV 12, MonkllC7, 
hp 33: 'J'HACO 16; IAT 1: Dmg by s~ll . 
by weapon type, or I 3 Copen hand I: 
W 15: Mt 11 : AL LE: leather ormor. 
shield, club. spells· bltss. commofHJ 
f x 21, rurr l1aht wnunth Ix 2>. hold p1•r­
son ( x 2>. 6tltnct! 15' rad1ui. rontinuol 
light, d1tt~l magic. cure 1>tr1uwt wounda 

15. 1\!mple of th(' Leopard Ttle n . Tht• 
l~mple st.ands 300 ynrds isouthwest of 
lhe native village forea 14l. A trampled 
dirt path leads from the village through 
the elephant grass to the temple 

A lnrge 11wne bu1ld1ng l<.KlmJ> ahead 
of you. 'r hc Rtone is d11rk .rrsn1t-e. and 
the building stands about 20' high 
Three broad long steps lead up to the 
entrance. 

There are se\·erul opportun1t1es in the 
adventure for leopards to warn the 
monks 10 the temple of the PC9 nrrivol 
lfth1s hott occurred. the Leopard Men 
wtll be a lert and cannot be 11urpdsed. 
LeopardB thM gove the warning will 
woH on the step with the one leopard 
permanently stat toned ther tt <see aren l ). 

Unless noted otherwise, all room$ ore 
10' high All Leopord Men wear the 
tradit1onol leopard·8ktn cloak Also, ull 
of the monks wear stec1-clowed gloves. 
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t. cep&. 

The three steps leading up to t.he 
double-door en1.ronce are broad 1ilabs 
cif sulid grnnite. The doo~ and walls 
of the building are featureless. with 
no carvm1r.o or ornamentation 

One leopard fhp l '7> alwoys stayi; on 
thl! :1teps as a guard. If any leopurd13 
previously encountered escaped to give 
the warning here, they w11l be on the 
s teps w>th the lll'Signed guard leopard. 
If the PCs openly approach the building. 
or tf the l~pard detecls them, it growls 
a warmng that con lw c!en.rly heard by 
anyone in room 2. lfthe PCs walk onto 
lh1:: s teps or attack Crom a distance, the 
leopard leaps to the .itlack. 

2. hrin e. 

The room beyond t he doors i11 
70' x 60', Md io• high. A balcony 
!area 8 > set into the north wall over· 
looks the roorn. In the ccnter of the 
noor. a large wooden stalUe of 0 Sil· 

ting leopard iH elevated on a slab of 
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Second Floor 

stone. The animal's head 1s held low, 
its eyes glaring. TWo sets <if stairs 
lt:nd up to thr balcony. 

The double doors are closed but not 
locked. lf the temple has been warnt'<I of 
the PCs' approach. six guards from 
room 3 are stationed here, three in front 
of the nonh doorway, and three up on 
the balcony. Otherwise, there are only 
four guards here. two on ench level In 
either cal!e, the guards shout an alarm 
when the PCs enter. alerung room 3, 4, 
9. 10, and 11. The Leopard Men f'rom 
those rooms arrive three rounds later. 
While the monks melee, their lenders 
will not hesitate to u~ magic in the 
temple to defeat t he PCs. Six leopard s 
1bp 17 eachl are always stationed on the 
balcony. If an enemy approaches within 
10' of the balc:ony, the leopards leap 
down on them and attack. The LeQpard 
Men will t ry to keep the PCs in this 
room <ind off the balcony so tbal all 
attacks can be concentrated on them. 

A PC who exommes the statue must 
roll an intelligence check . II the check i 
successful, the PC notices t hat the base 
of lhe statue is set on rollinR wheels 
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The wheel'>. however, are locked dowrL 
A thief must makt! a Jtucc:e!lsful pick· 
locks roll to unlock them The tilatul' 
can then be rolled ruiide. although thi<~ 
requires a total of 100 tslrenf{th point!!. 
The trapdoor beneath the st.alu<' h~ods 
down int-0 the dungeon 'room 131. A 
ladder has been set into the side or th<' 
shafl and runs 50' straight down to thl! 
floor of the room below 

3. Barracks. 

There are mttny bundles of 11lceping 
blankets scattered about the floor, 
but there are no oth11r furnishings in 
thi11 room 

This room S(>rve11 as a barracks for the 
Leopard Men who serve as common 
soldier11. A total of 50 arc quortered 
here. but only 20 a re currently in the 
temple. t he other6 are on patrols. or th~ 
20 tbot are here, either four or 11ix are 
on guard duty in room 2. The rest are 
meditating in this room. There is also u 
t uyeweru lhp 30. seu l.'nd of module for 
statist ics>. placed here by Zatmec ti, 
keep an eye on things. The undead 
creature makes the monktt nl.'rvou1<. hut 
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they are forced to tolerate 1t If sur· 
prised in this room, the Leopard Men 
and tuyewera ha\1e no choict: but to 
fight to the death. Combat in here al· 
eris rooms 4 and 6 land vice ,·eraa). 

Leopard Men (20): AC 7: MV 18: 
Monk4: hp 17; THACO 18: /AT 514: 
Omg ld6 ~2: ML l 'l; AL LE: see the 
previously given st.atistiCl! on the 4th· 
level monk le<>pard Men in the off· 
ialand patrol for more informat ion on 
their powers and skills. Each monk 
carries 2-8 gp nnd nothing eh1e. There 1J1 

nothing among the blankets. 

4. Champion. 

This room has several meditation 
mat.a on the floor and bundles of 
sleeping blankuts stacked b)' the east 
wiall. A scarr d dummy !!Wndfl 1n 11 

corner. 

Adtunmuz. champion of the Leopard 
Men, hves in this room. Sine<> he trains 
the monks, the younger ones sta.v w1ch 
him until they reach 4th level. then 
they move to room 3. 

If the alarm is raised, these moo.k 
run t.o room 2 as noted previously. 0th· 
erwi8e, all are in here. Adammuz al· 
ways tdes to fight the strongest· look ing 
warrior. The 18 truinees fiiiht cnthusi· 
a.stically. if less sk1llfully. 

The lrainees each carry 1-6 gp. Adam· 
muz, us befits n monk , carric:s on ly a 
small pouch with 20 gp and 30 sp. He 
wears o pair of enchanted loop11rd·skin 
gloves with adamantme cltiwll; these do 
an extra 2 hp damage above the normal 
open·hand damage of +I JX'r two levtJls, 
and alti0 are +2 to hit. 

Adammus: AC 3; MV 2<1: MonklO: hp 
45; THACO 14: IAT 2: Dmg 2d6 +8; S 16. 
D 15, C 16, I 13, W 15, Ch 15. ML 18: 
AL LE. This monk may speak u•1th 
011imal.s at will (UB per the priest spe ll>. 
and ESP has only a 164 chance of sue· 
cess against him. He may fall u p lo 30' 
without harm 1f within 4 ' of a wall. is 
immw1e t.o disease of any sort. 1s never 
affected by haste or slow spells. may use 
self.Induced cntalep y tq oppcmr to be 
deod for 20 turns, may heal htmself for 
ld4 + 4 hp once per day. is 55~ re"5istant 
to cert.ain mind·affecting spells lbegu1l· 
ing. charm. hypnosUJ, a nd :sugRt'st1onJ. 
has an effeeh\•e Intelligence of 18 
against telepolh1c nnd pJJ1on1r blW1t 
attacks using 1st Edition ps1onics rules. 
and is surprised only 16~ of the time 
using AD&D ht Edition rules (give him 
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a - 2 modifier to :Surprise using AD&D 
2nd Edition rules• Hilt thief skil ls are· 
OL sn . F'/RT 65ti;. MS 78'l, HS 63";. 
HN 30~. C W 99~ . 

Novices CIOl: AC 10: M\' 15; Monk!: 
hp 5; TiiACO 20; IAT l ; Ding 1·3: ML 12 ; 
AL LE; thief skills: OL 25~, f'fRT 2~, 
MS 16'l, HS 10'.t, HNI~. CW 85~. 

Init iates 15>: AC 9: MV 16: Monk2: 
hp 7, THACO 20, IAT l : Dmg 1-4 + 1. 
ML 12; AL LE; thief skill5: OL 29~. f' 
RT 25<t, MS 2l'if. HS 1 5~. HN 10~. 
cw 86'}. 

Brothers (3): AC : ~fV 17: Monk3; 
hp 10 : THACO 20: ,AT 1: Dmg 1·6 + l : 
ML 12: AL LE; thief skills: 0 1. 33"t. 
f /RT 30~. MS 27'4. HS 20't. H~ 1 5~. 
CW 87~ These monks may ll/M1k with 
nnimn/,( 11l will !per the prieill iipell >. 

5. Garbage Dis posal. Th1!i r<)Qm 1s 
bare \?Xcept for a 15'·deep pit an the floor 
used for disposing of garbage. A black 
puddtng lies at the bottom of the p1l. 
The pudding has di!l~lvl>d e\'erythlng. 
so there is no tnaaurc hen.'. 

B lack pudding: AC 6; MV 6: HD 10: 
hp 50; THACO 11; MT 1: Dmi;t 3 ·~M : SA 
dissolves wood and metal; SO immune 
to acid , cold , and poison ; ML spt.'( ial: AL 
nil; MC rpuddings, deadly!. 

6. Forge. 

A wave uf hot air hits you as the door 
open3. The room inside has httn set 
up as a blacksmith's workshop. 
Thrre art- severnl anvils on the floor, 
and smith's t-001 11 hong on racks on 
the walls. A ln:rge forge and chimney 
sit in the northwest corner. 

Th1i; is where the ~pard Men forge 
their medallions. coms, and steel daw'l. 
The smith and hi.s apprentice are both 
here unleNS alerted to combat in room 2. 
Neither wears the i:;tee l·clawed gloves, 
since these interfere with their work. If 
cornered. both fight with their ht•ll\'Y 
hammers mmg 2·51. 

Smith: AC 10; MV 12; Monk l/F8; hp 
60; THACO 13: I A'f' 312 or 1: Omg by 
weapon type or 1·3 fopcn hand>: S l& 0. 
D 14. C 16, I 13, W 10, Ch 13: ML 18; 
AL LE: see area 4 for other statistics on 
thie\•ing skills for 1st.level monks. 

Apprentice: AC 10: MV 12; Monkll 
F2: hp 18: THACO 19: IAT l ; Dmg by 
weapon type: S 17, D 14 , C 17, l 12, W 
11. Ch 12: ML 12: AL LE: Se<! area 4 for 
other s latistics on t hieving skills for 
1s t-level monks. 

The room contains mony items for 
metal working. In addition to a com· 
plete set of f\nvil s a nd hnmmers, th~re 
ore moldll for medaJlions. coina. ond 
claws. Raw materrnlll include 10 bars of 
bronw stock rworth 2 gp, weigh 5 lbs 
eachl. 20 bars of iron stock (worth l gp. 
weigh 5 lbs. each I. (Ind five bars of s il· 
ver s tock fworth 5 lfP• weigh I lb euchl 
Beneath the largest anvil <requires a 
combined strttngth of30 to movel, there 
is a cavity in the noor holding 8 !>mall 
bnr of adnmantite worth 500 gp and 
weighing 2 lhs. Sufficttmt tools a re hert: 
for any metal work nt!eded. from 111mplt! 
forging to weapon cran.rng. 

7. Storage. 

Many thing have been tored m 
here. boxes. barrds. kegs. t'o1li: of 
rope. oncl the miscclluneous items 
needed for everydny life. A 11moll 
swve 1t tn the corn1.•r with mrtny 
cook mg tool 

This room double11 us a s toreroom a nd 
kitchen. The food in the box~s totals 50 
weekly u nits of i ron rn11ons . Tht>re is 
one smnll keg of wine ' " 'Orth l O gp>. but 
the other barrels hold Willer. Other 
tlems in the room include 150' of rope. 
boards. nnals. sp ikes. bags. 10 flu!lks or 
oil. and numerous mundane items of 
only pracucal value. 

Second f'toor 

8. Balcony. This narrow walkway 
uverlOQks room 2. Six leopards (hp 17 
each) arc stationed here. When the PCs 
enter room 2, the lcwp11rds wuit ror an 
opportune moment to leap down on 
the m. 

There ure either two or three Leopard 
Men on guard duty here. as noted in the 
description of room 2. These nltln try to 
keep the PCs from gaining thu balcony 
The OC'Cupants of rooms 9, 10. nnd 11 
arnve three round sf\er the alarm is 
raised. 

9. At111nBBln. 

This room is sparsely furnished with 
three cots. a prayer ma1. and a 
footlocker. A rack on the south wall 
holds a 11pear, a sc1mitnr. two throw. 
ing daggers. and a s hort bow A tM· 
i;et hongs on th£> east wall, and a 
practice dummy lft~nd11 m the far 
comer. 



This is the quarters ofTnlico lthe 
Leopard Men's assassin>. his two ap 
prenl1ces, and four leopard s <hp 1 i 
ench I. Tulico is the agent of fear who 
carnes out murderous assignmeMs 
lltnong the native villages, killing those 
who crit1c1ze or rebel against the le()p 
ard Men. 

When the f1larm is raH~c:d, 1'uhco sends 
his opprenttces and leopard!' out to 
melet>, then spends one round covcrrn~ 
b1mse1rwilh u bag of dust ofd1.~up11N1r 
a11ce <which lasts for 2 20 tumsl. He 
enters the balconv (area 8 ) and uses hie;. 
short bow agnjnsi any PCs who stand in 
t he dear. Tnlico has a black runc­
covered arrow, on arro11 "(slaying 
magts +3. He will u~ this only if he ts 
sun· l'lne of the PC1< 111 11 wizard the lt­

fumilrnr with magi:-type spclllll. Wh('n 
h1i- al'l'ow:1 are gone. Tulic-o shpi. down 
the st am· to backljt..ob PCs in rt>orn 2 

The two apprt>nt.ices each have 1·20 
JJP· 'fl1hcc1 carrn1s 2S gp in his pouch , Hi!! 
footlocker holds clothing, 20 arrowio. a 
dngger, a.nd a pouC'h with 50 gp and a 
600-gp s.apphire. The weapons in !ht• 
rack are normal pract.1ce weapons. 

Ta lkn: A(' 6; ~I V 12: Monkl/1'8: hp 
39: THACO 17: #AT 1 or2 lw1t h howl: 
Dmg by weapon type or 1·3 (Op n hand!: 
S 14. D 18, C 16. I l:J. W 15. ('h 10: ML 
1 : AL LE: .11.horl bou, +I. 20 nrrows in 
4mver, sC'in11tOJ' + 3. clciggrr +I , lhhlf 
skills: PP 66%, OL 65~. FiRT 50~. MS 
60,._, HS 55~. ON 55'f. CW 90~. 

Appre ntices 12J: AC 9; MV 12; 
Monklffl. hp 4: THACO 20: KAT l ; 
Omg by weapon type or 1-3 topen hand1; 
ML 12; AL LE: scimitars. daggtlrs: t hief 
skills· PP 25'l , OL 20<; , F1RT 1.5'1' . ~IS 
2oq., HS 15t;.. ON 25'l-. CW 6011 

10. Mage. 

This room seems to be de\•ot.cd to 
study A bookcase ~lands against the 
north wall, with many book3 and 
11crolhJ on 1ts shelves. A set of shel\'es 
on t he souLh wall holds do-zens of 
bollles. A large table s tands in the 
center of the floor. and a cot 1s placed 
agrunst the east " ·all. 

Kilero 111 the duef advisor to Zntmec. 
He is proud of his spell p<>wer and will not 
hesit,ate t-0 use it He fll"St USC$ &i>ells that 
•f'fecl only indi,•idual enemies (mogtC' 
mi..'l.'file. etc.,, stwinJ;? area-affecting spells 
Cfirebull. etc.I as a Inst resort. His wund of 
~trom and c·apor 15 used on PCs who icet 
close enouith to melee. 

Most of the books and scrolls nre 
about mundane subjects, wntten in n 
language unknown t.O the PC11. 'fhe 44 
books are worth 5-20 gp each lo a ttego. 
and the 30 ncrolls nre worth 2-8 gp each. 
There are two mngic scrolls amonit the 
othf'f't<. One hns hold monster and l'tJnfll· 
31on spells inscrilwd, while the other 
has protection from normal 1'Hss1/1!$ 

Thr hottles hold chermcnls and spell 
components. OM of the bottles b f1ll ••d 
with gold dust 120 gp worth I. but t he 
otht>rs are worthless. K1lero carries 40 
gp in his pouch. 

Kile r o: AC 4, MV 12; Monkl ~HO. hp 
-10; THACO 17: >AT l ; Omg by spell or 
\Wapon type: S 11. 0 16, C 16, I 18. W 
10. Ch 9: ML 16: AL LE; dagger. brruws 
of defense AC 6. wand uf steam and 
vapc1rl26 ehnrge!ll, spell book lconuun.s 
all mL•morized spetl1l and rQacf mag1c1: 
Rpells: lmr111n;: hand!!, charm pt•r1w11. 

m(1Jl1c missil1• t x 21, i.rrllnl1on, /1•1•1tatr, 
Mtlf 5 acid orruw. stmk111g d1.1ud. fin"­
hnll, hnld pu,(nn , ~11/lR{'.~fmn, £11ard'.~ 
blaC'k tN1tael~s. fumblf!. l'Ollt of ('(lld, 
fct•blemind 

11. High Priest. 

Th1.1; 1i.; the only room you've seen 
with an)' sign of luxury. Leopard 
Sk tnS cover the whole 0oor, and (I 

large C'omfortnble bed stands by lhe 
back wall, with a large C'hest to one 
side. A large glass terrarium is on tt 
stand by t.he chest. Oil lamps hang 
on every wall A pair of small c:ots 
hru; been placed near ~he west wall 
A large leopard is pacing the floor 

This 1s t ht! quarters ofZatmec, high 
priest and absolute ruler of the Leopard 
Men. Hus two apprentices live here also. 
as doog his pet leopard lhp U l: deta1h: 
on the~ helpers follow In addition two 
tuyewe ras 1hp 30 each; sec end of ad­
venture for stati st1cs1 are his con$tan1 
companions. 

In melee, her~ or on the bulcony lttr<.'tl 
81, Zaunec's t uyeweras stand one on 
each side of hirn lo fight anyune who 
gets wt thin range lf at tacked, Zaunec 
u...~s his per!Wn·affeeting spell.; fir-st 
Bladl! borrit'r is used l o prevent PCa 
from ell(aping. Flame strike is used only 
on a group of PCs who are fa.r enough 
away from Zatrne('s own men, Touch 
$J>i:lls ccau11t bl111dne.~1;. etc.I are used 
only in melee. If ht' runs out of useful 
spells and is not in melee. Zalmec uses 
hi~ srnff of thunder and lighrnmg The 

THE LEOPARD MEN 

apprentiC'es use spells or their maces as 
appropriate. 

Zatmec wil1 never surrender, a nd 
while he is alive the others fight sav· 
agely to the death <however, see area 13 
for notes on Zatmec's reactions should 
he be near death> ffZntmec is killed. 
tht•r(' 1ci u 5~ cumulnll\•e chunce per 
round that the survivtnJ? Leopard Men 
will loi.e heart and nee. 

Zatmec wel.lrs a pair of gloves wit.h 
short steel claws that do not interfer • 
wit Ii his spell11. The-> short claws give 
him a bonus of + l on open·hand dam· 
aHe. If he is rt1duced to 20 hp or lei;s, 
Zatm1:e uses his w"rd of racall spell to 
escape to the temple dungeon <area 13). 

The apprentices each have 2-40 gp. 
ZRlmec carries 55 gp in his pouch. along 
with the kevs to his chest and lab I area 
12>. ThE' ch~st 111 locked and hu.s n 
poison·needle trap <save vs. poison or 
d1e1. Inside thr clu•st are two lt'<>pord 
skin cloaks. 1.500 gp, 20 gems I worth 
500 gp eech l, and a potion of t:rtro hful· 
111g Bcneuth the false bottom or the 
chest is a cavity that holds lwo scroll 
One scroll htts the counterspell to make 
tuyewerus vulnerable to weopons-
1de11t1cal to the spell 10 the leopard 
ruinil tarea {3l. The ot her scroll lists tht' 
names of Uiopord Men spies who live in 
the nat ive \'illages around Fort Thun 
der A merchant of Fort Thunder will 
pay up to 200 gp for this scroll. for its 
usefulness an rooting out the last Leup· 
nrd Men. 

The leopard 1s Zat mec's pet und is 
here to gunrd his possessions It attacks 
anyone who does not wear a leopard· 
skin cloak. Due to i t~ !llZe 11nd skill, this 
leopord is + 2 to hit on 1111 attack&. It 
picks one opponent and fights to the 
death 

The t.errarium houses a do7.en s moll 
but deadly sp1der1>. Anyone f0olu1h 
enough to put a bare hand in will be 
oulomMictilly h1tten and must save vs 
poison ut -2 or die Zat mec uses t hese 
t<1 bruard thtt dnor to his lob (area 12). 

Za tme c: AC 3: MV 17; Monk3/Cl2: 
hp 55; THACO 14: IAT l ; Drng 2 7 <open 
hand> or by spell or weapon type; S 16, 
D 16. C 16. 1 1 12, W 18. Ch 14 ; ML 19: 
AL LE; brarrrs of defensl' A C ,'J, {Qof• 
man'h maC'r +2, st-0ffof ll1under and 
l1nhtn1ng 120 charges>: spells: bless, 
command 1 x 3), cure light wot1nds ( x 3>. 
clurkness, chant I x 2). hold person ( x 3). 
srl~.'nN• 15' rad111s < x 2), rotts<' blmdm's/5 
f X 21. dispel mQJlit· I x 4 >. C'loalt of fl!ur, 
curr serious uitmnds ( x 21. po1~on. c11rr 
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1•ril1• nl 11 •rJ1111cls. flnm• .'ltnk11. l1lml1• 
lmrrt•'•, h1•ril. :-lt'C thl• st:1t1-<t1t'!l for· the 
:lrd h•\'Pl monk,. 1n area 4 lor dl'la1l." on 
thic·f ahihtic" ;rnd monk dn!:is power&. 

Appre ntic<>. • ~ i· AC 6: ~1\' 9: Monk 1 
C':J. hp 19. T ll A('O 20. , AT I, DmJC by 
l>).H.'11. \Wtipon type. Qr l 3 IQprn hand!; 
\\' 12•5'• chanre of11;p<"ll fatlurel. ~t L 
13. J\L CE; "tuddcd leather armor. 
:1h1<.'ld, fout man'" mace: spells: rf/tn · 

flffJlltf , l 'lff(• /t/:hf l('IJl//l(/.'/, hn/fl {ll'rSnn 

12. Lab. Tht' door to Lhts 1·oorn is 
lu(ked One of the deadly ~p1ders from 
thi· H•rrnnum 111 Zutmec',. room 1area 
11 • !iltll on tht> hack -.1de of the hnndle 
Anvune who grasps th1• door •JI' picks 
the lock without ~lnws or gnu ntlc·t.., 1s 
1.1utonH1t1cnlly bitten and must save \' S. 

po1::.on ut -2 or dtc Zat mec ui;es hts 
monkh~h ability Lo :!peak with ammul-s 
UI t"nntrnl tlw spiders. 

The 10om behind the duor 1 o horn· 
hit· ioght On each of three large 
lllbl1t~ he.s u rorpst•, u" leg.; r('movNt 
ill the knel'S. ,\podium holding an 
npr·n book :.uincl!< near the nort h 
wull 
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Th1!> 1s where Zatmcr crc·nte!> his LU\ 
eweras. as Lenparrl :\fon h11-lh pnt<slc; 
have done for rentunes Tht' corpst>" 
were all cnchunti;d r1:centh, but the 
spell rt'quireo;; a full day ncler casung 
before it takes elToct One tuvewcru \\Ill 
animate 5· round..:; uf\er the. PC;. enl1·r 
the room. and the others will .in1mate 
10 11-20 hours Before amm11tinn. thl' 
corpses do not radune magic or t!Vtl. or 
re11ct 1n an\' wav to the PCs' :ll' l 11m:1. H 
7.:umer j,... 1)01 h~rt> to control tht> undMd 
when they animate. the tuyeweras set>k 
out ant! intack hvinJ! creature!! on tlw1r 
IJ\\'ll 

The book on the p<>d1um contnms 
notes on the procedure for mok mg lU\' 
1:werits. It was discover<>d b\' the anCl''i 
tors of t he Leopard i\ten. hidden in thl' 
leopard ruins (area 131 ll also contalnf' 
t he spell used to animate tuyewerns and 
the counter' pell that make$. them \'UI 
ncrablc to Wl'apons. 

The book radunes magic and 1·v1I 1\ ny 
nonev1l person who c1u·1·1ec: the hook will 
lose one point of cont<>tltutlon per wet·k 
and turn mto a t U\'<?\1 era when hi;; 
const11u ~1on drops. to 2 Both ol his legs 
will s1multaneously shrivel 1mo noth· 
mg, al? if o;truck hy a .\tan· o( 111tl1· ·r111R 

Destro\'tn~ 1lw hnok w1th111 2·1 houl'" 
\\ 111 rl.?\'~I"•<.' tlll' l'IT1•ct;. , pt•t•H•nt IOj? I h·· 
per«on frum turn111.: into a tU\'l'llPru 
Once lhl:' 1rnn:.frtrmn11r1n 1e- comph·t• • 
onh au"" -.p1•ll c11n i't"'lon• the chm·uc" 
WI' A g11<1d altgrwcl ch.1rnl'l1•r who d1• 
<;troy .. the hO<!k )?tttn" 1.000 'ifl 

13. Dungeon . 

As you look d11w11 mlu tlw lurgt• 1'1111111 

ht·lm\ 1h1· IM(Mt'<I s1.1111•· vnur lii.tht 
-1huw~ on a hul.(t• 11wuncl of tn•usur1• 
!·:ll'phHnt I ui.kl- m.1k1· up I h1· larJ!l'St 
1>u1·t uf tilt.' pall•. hut \llU l"un ,,f!£• tall 
d11) v11::-1•s . inti k\·~ ~ .11111>11g tht· t\·111'.' 

Tht:'re ore two lnr~r hox<>"' b,· thP 
l11dclrr •• incl vou ran n 1-.rr st•c· 111 .111\' 

hit<. and pter e-. of \I t•~pons. 11rm11i. 
and .1d1•t•1Hur111.: ~l·nr A ,.1•c1rnd 
glance -.howo; tho. t ~11m1· it<'m.; t hnt 
lot>k lik1· i\'on ar1• r1•11l1' mun\ ''hilt• 
hon1!~ ,.cult1·r~d n\'t•r th~ floor 

Thi,: under~-round rtll~m '" whc-n· tht• 
Leupnrd Men .;ton' tlw1r Ill i:ot11·n 
~nln"' Tlw umuunt ol trcu~url lll'rl' '"' 
hu!?t' ttnd will rN1111n·" mmmmm of 
livt• hours to -.urt 

Thl·rt• 1m· 12 olrowi. st•t intn tlw 
wull~ . Enc11 •~ h1ddt'n hv a .;ecn•t dum 
Elt•\'cn ol t lw!!1' "P••<'Cf.. ;.flch h <l\I' l\\' ll 

tuyeweras •hp 30 euch t ~<pmllinJ: in 

::.1dP The nlcm1· rn11rk"d wi t h .in X t~ 
Zntmt·c·-. .. llllC'l ll:ln for his 1('11rtl 11f r1' 

cC/ll o.tiwll Tlw followin~ m11g1t·ul ll•' lll" 
are st0rt•(! lwrv. t wn p11t1nn" nl w:ctrr1 
h1>t1f111;:. a tud uf n111r·ellat1•m •01w 
chart:'" ' · L\\O l'll•r1cal :.trolls 1/70111• 
~tnh ... ltnltl prnnn ' A lni')?e l1•\<'t 1s ~~· t 

into t he wnll uf tint- ulcovl.' 
1rz11tmPc 1E> m h1:c1 ,,am·tuEir\', h1· 

wutchE'"' the mom throu~h un. 1:\ri;ll1 in 

thl· dorir \\'hen l1>ur PC:s 11f thcrl' 111'1! 

that mnnv survivor-; I ho\'t' d1·set•ncl1·d to 
thl' ground, Zn tmec pull!t d1>W11 llw 
IC'ver, causing tht· leopard st11tut• abnvl• 
tn roll back over th<' trnpdoor and 10('1< 
into place· !t cunnot b1· rnll~«i hilck from 
below unle:1-... n knwl..• spl'll li1 .i1 unl!>ek" 
it Irthc· lt•v .. r in th1• 11lcovP ls. pu~lwd 
back up. tht' loopord "1\.'.llur rr,Jls awny 
l rom tlw trnpdl•Or 

\\'hen thl' lever I ll pul11•d down. th .. 
c;ecret doors all c,w1ng open and 2\:! liiy 
ewerns shufllc• out to nttuck "llh tlwu 
hca \')' machetes 1 Drng 2. 7 1. 

Zatmec qt<W1> 11ut of melt«• and us<' .. 
his spells and mn~1cal 1tc·ms tr, a tt ack 
tht.> PCl> If Zatmcc h rrduc<·d t•> ! 5 hp 
or lesi: and survi\'es, ht• calls 1n d(~!'pl•ra 
mm to Kulhak for n1d 11 1" cnll 1i. "" 



i;wered (even a sr!Pni;f! spell cannot st<lp 
it). but. at a high price. Since he has 
failed, Zatmec is killed instantly and 
h is tuyewc-ras crumble into dust. One 
round ofter the call, a spiri t leopard 
appears tn Zutmec's alcove. This is a 
personal servant of Kar.hak. who hails 
from an nlternat.e Prime Mnteriul 
plane. Since the spiri t leopard as a crea· 
Lur~ of n Prime Mllleriul plan~. 1t ctm 
not be turned by clerics. The spirit 
leopard will try lo demroy the PCs. Ifit 
is i!lain , the t1p1rit leopard vanishes und 
returru; Lo 1t.s home world. 

The spirit leopard looks like a leopard 
but is larger than a cave bear. lu1 eyes 
sparkle with intelligence, nod it.supper 
fangs are long like t hose of a sabertoot h 
cat. l t..s claws are very long and cannot 
be complet~ly i;heathed. 

The spirit lt!<lpard has several special 
abilities. Its leaping ability allows 1t tn 
movt> anywhere in the room in only 
secondit Due to its size, it can attack 
three different opponents nt once if they 
are lO its front or sides. Once C\•ei:·y live 
rround.~. it can dfr(l<:t a blasting roar flt 
one opponent, who must pass a wisdom 
check on ld20 or else be stunned and 
helple~s for three rounds The spirit 
leopard has 120' infravision and can 
detect wvisible objects at will 

The spiral leopard's most deadly at· 
t.ack is its bite. On a natural to·hlt roll 
of 18 or 19. the bite does double dam 
age. and the opponent will be held fast 
in Ute mouth. The spir it leopard nuto 
matically does normal bate damage to 
the ht•ld vietun every round thereaf\er. 
On a natural to· hit roll ot 20. all of the 
above occurs, and the victim 1s driuned 
or one level or expenence in the first 
round ofbitmg. 

The spirit leopard has a numb!!r of 
spell· like powers that can be cast one 
per round: di.~pel magic, (nu· fas n uta11d 
of (ear), suggrstion, darkn.ess 15' rnd111s. 

Spirit leopard: AC -2; M\' 18: HD 
15: hp 85; THACO 5; IAT 3 klt1wlclawl 
bi tel: Dmg ld6 +41Id6 +415d4: SA 
spells, bite; SD + 2 or better weapon to 
hit, 30% magic resistance, immune to 
charm and hold spells: ML 20; AL NE. 
This as a new monster created for thi4 
adventure. 

The bulk <>f the treasure is elephant 
tusks, many yellowed and broken w1th 
age. The valuable ones include. 12 
worth 600 gp each, 22 worth 500 gp 
each, 30 worth 400 gp each, 54 worth 
300 KP each, 48 worth 200 gp each, 40 
worth 100 gp each. Ivory has a weight 

tn pounds equal to one.quarter its gold· 
piece value. 

Tht!re are eight kegs of spices Thret­
have spoiled, hut the others are worth 50 
gp eaeh. A small c~ar bol. (wonh 10 gp> 
holds 10 sticks of inceru;e lworth 20 gp 
each>. There ore two bolts of cloth stolen 
from 11 carnvan <worth 40 gp each1. 

Elght vase of native make stand out 
of thv pile. E11ch 1s filled with 4d 100 
•400 itold nuggets I worth 5 gp each I 
Four large woven baskets are each 
filled with 4d100 +300 uncut gems 
<worth 10 gp each I. 

One of the large box.es is filled with 
nauve jewelry. There are 40 pieces of 
ivory and silver I worth 500 gp ea<"hl, 
nme necklaces of silver and gt!mS 
<worth l.000 gp each). a pair of gold 
armbands I worth 300 gp each!. and 34 
large hoop earr ings !worth 20 gp each! 

The other box ts filled \\,th a variety of 
objects taken from the few adventurers 
who penetrat{!d this far into the swamp. 
The PCs will quickly recognize that 
these items wore mude in lheit• O\\ n 
culture. Tht>re are 560 gp, 402 sp, 110 cp, 
30 gold rings lone is a ring of u·olt•r u•alk· 
111g. the others are worth 10 gp each). 
two tinderboxes. three silver mirrors: 
four Oas ks Of oil, l WO sets Of thief picks, 8 

down aSS(}rted holy symbols, two pot ionB 
Conimol control. su1ee1 waterJ. o Pf!r1apt of 
health. and a wa11d af dc(ol1ol1011 tfh•e 
charges) in o wooden case. 

Mixed in w1t.h the t reasure pile arc• 
many weapons and a rmor pieces: 
swords. daggers, shields. spears. hel 
mets, etc. Assume that 1·3 of any 
weapon or armor type can be found, hut 
there is only a 25~ chance that 1t is 
usable. Rust and denLS have ruined 
most it.ems. 

There are a few ma~1cnl 1tem11 amoni: 
the other it.ems These include· a lonR 
sword + 1, +4 u11. reptiles. 8JOCelin of 
lightning; an elixir of h('(l/th, n pation <Jf 
u1tality: a scroll of proicct1on from 
plants: two clerical sc;rolls (t'urr r11:<ea.1w, 
rcstorot1011J; three wizard scrolls (sto1fl' 
shape, (ttJI; pa . .,11wul/) 

Concluding the Adventure 
Afier the Leopard Me n are defeated, the 
PCs will be faced "ith trying to trans· 
port a huge pile of treasure. The OM 
mu11t carefully enforce encumbrance 
limtlS by keeping track or what IS bl11n~ 

carried by each PC and in each canO<:' 
The PCs ob\"tOUsly cannot remove all 
the treasure at one time. and the DM 

THE LEOPARD MEN 

may decide that trshe&men or other 
adventurers make off with who.t.ever is 
left behind. And who knows whnt the 
PCs will encounter on the way back to 
Fort Thunder! 

rrihe PCs kill the spirit leopllrd sent 
by Kazhak. thl! OM may set up some 
typt• of re1,risal: numerous encount~rll 
with lcopal'd6 on the Journey home, an 
enc:ountt.<r with another <bigger I spirit 
leopard m the future. or even the open· 
ing of a gate to t he dcity·s home world 
so thul Kar.hak can have h is own min· 
ions deal with the characters. 

Not all the Leopard Men art' at the 
temple. All surv1\•ing off·island putrols 
will relurn and discover their bret hren's 
defeat, filling them with a desire for 
revenge. Thirty 4th ·level and three 6th· 
level monks (unless their numbers w~r · 
reduced by the PCs> will use their spy 
network to find out where the PCs cnme 
from and plan un tlttac:k. Entering Fort 
Thunder at night, these monks ambush 
the PCs at the inn where they a re 
lodged. They might bring their loop 
ards. too. ON.ails are lt>ft to the OM 

I( the PCs do noL ehminnte one or 
more of the Leopard Men leaders IZot 
mec, Acl11mmuz, Tol1co, K1lerol, these 
will Join up with the followers returning 
from patrols. This small force will ussns· 
sinaLe many native leaders 10 un at· 
tempt to revive the Leopard Men's 
C-Ontrol and power. Nunga, the nat n•e 
chief introduced ot the beltlnning of the 
ad\•enture, will he among those tar· 
~eted Following this, they will attempt 
to slay lhe PCs. though they will USl' 

great caution in doing so. 
lf they have enough experience points 

to rise a le\1el, the PCs can rcceivt> 
truining in Fort Th under al the usual 
fees 

Altho11gh Caller promised to pny for 
any clericol services required, there ts a 
limi t on whttt is nvnllsble. All clenc:ll 111 
the fort ar~ unwilling or unable to cast 
any ~pell higher thun 6th lev<'I fnr pny. 
Thus. cur~ woutids. heal. und ro1.~e dead 
i;pells are available, but not rest<Jrati1m 
or any nlhl'r seventh· level spell. 
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TOMB IT MAY 
CONCERN 
BY RANDY MAXWELL 

You don't know where­
or what-you are. 
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Rondy says thal the antagon111t in this 
moduw waa inspired b» a Htnry Vaughn 
pMm tnlilltd "Tht World." Of part1cu­
lar intrre~t u the third wtnrua: 

Th~ darlt10mr 1tat,1man, hung with 1L'lll8htc1 
ond~. 

LA/fro 1>11clt m1dn1Rlit•(Qg. movrd th1rc IO 
•low, 

lit did not 1toy. nnr p; 
<Andtmn1n111hou.g11t-«ltr •ad tcl1p••-

•Mwl 
Upon 1114 t0u l, 
And cloudl of cryinf u:itnan• without 
Pu.r11iud him with onr 1hout. 
Ytt d~td tM rni>I#, and Int hu W<Q'I lw 

found, 
Worlt~ undu ground, 
When At did clutch hu p~ fBut Ont did s« 
Thal pqltcy), 
Chu1Tht1 o~ oltor• kcJ htm; Pf'"l""'" 
Wnt fna14 Gild f/1c1: 
It roinrd about him blood cmd IHJF11; but hr 
Drod th~m u frtt 

''Tomb IL M~ Concern" is an AD&O 
advent.Uri! for one OM and one player. 
involving a 1unglo paladin of 4th to 6lh 
level. This module is de igned as a 
paladin's quesl for his war horse and 
assume5 that the paJadio makes this 
Journey alone. The OM may turn the 
tablc11 on the PC and have the war 
horse "c:all" the paladin C&ee "The 
Dreama" section). With a little work by 
the OM. t.be module may be used as an 
advent ure for a quMted or g~a8td PC 
other than a paladin. The OM may 
prefer LO change the module LO s'Uit. 11 
party of 4-6 characters of 1st and 2nd 
level. The tomb may be placed under 
any sylvan glade or forest. wilderness. 
As alway • any names or places men· 
tioned in the adventure can be changed 
to suit. t.he OM's own campaign. 

For this !l(lenario, the paladin PC is 
s uffering from amnesia and should be 
portrayed llJI a fighter rather than a 
paladin. The player may be let in on the 
fact t.hat his paladin has amnesia, or he 
may be asked to play a "new" characte r 
for one se53ion. This "new" churacter 
has the same stat.i.stics and ability 
scores as the paladin hut does not re· 
member any of his special abilities. 
such as turning undead (see "Role· 
Pl~ing Amnesia' ' for inst.ructions con· 
cerning special abilities). The PC 
believes himself l() be a normal ftghter 
of the same level ru; t.he paladin and will 
act accordingly. but should catch on 
quickly LO the deception. 



For the Dungeon Moster 

The PC hu amnesia caused by " blow 
to the heud. He remembera only hiJ 
name and that he is a fighting man of 
aomo tort He d<>e$ not remem~r tMl 
he it a paladin. Although the PC lttll 
n ltAint all benefit.a and abiltt1t1• of pal ft· 
dinhood. be may oot reme mber to UM 
them He doo remember how to UM hi• 
f"8T snd equipment. ond he realtus he 
is in a dungeon of some sort. He doos 
not r&membf!r where he 1•, how he came 
to oo there, or why he 1s lbere He en· 
gages In combat at his preaent h•vel 
(i.e .. a 5t h.level paladin att.acka and 
aavoa at 6th level). Just u the paladin 
d~• not forget how to talk. wolk, read. 
and wnle Clfhe knew how to do th 
things to begin with), he doesn't forget 
how to UM ha weapon• or armor The 
paladm alao rememben how to woe 
moat maipcal 11.em.1. However, a mem· 
ory roll (see " OMing Amne1ia"1 11 re 
quired for a ny magical it.em that 
functions by a command word. Tho 
paladin hll8 D l51J> chance !)CT it.em of 
remembel'1ng lt.11 command word (roll 
onct only pcr it.em}. 

The PC awakens in area 1 of the tomb 
complex. and his adventure be~tn.J 
lhef'i . Tho OM ehould w r fully nol<1 
what eorta of things the PC can and 
cannot know al~ &nd how the PC 
mA,Y e\'tntuaJly find what be need.I 

Role-Playing Amnesia 

Amnesia 11 a complu affliction. It 
leavt's the victim in a 1tnngo nethe,.... 
world where bits a nd piece• of memoriee 
for m no coherent. whole. It. 11 important. 
to remember tmal one memory doea not 
neeeNarily lead to another, but an tome 
cues one memory may tnne another 
r la~ or \lnrela100 memory. A victim 
of amnesia may remember hit wile but 
not his par~nu or children. He may 
n!member h 1,e home in minuted t.011 
buL not what town it is an or what. street. 
It 11 on. 

The pl83er ehould kffp an mind that 
hla character may remember that he 
con detect evil but nol that he cen tum 
undead. etc. However, there ie a per­
cenl4~e chance (given with the OM'• 
informaiionl that lhe paladin wtll re­
mt-mber a given ability or 1nformatlon 
oboul his adventure Mch time he 
tmoounters a 11tuation wh.ere the ability 
could be used or the 1nform)lt1on it 
appl'Opnate. Thua, each llme be encoun· 
wra undeDd, the palndln ha.a a nagging 

feeling thAt he knowa .aomctbing impor· 
t.ant but just can't remember what it Is. 
The palodln rot.11inJ1 ull outom11t1c spc· 
cial abilities, such Ill his • 2 on all 
saving lhrowto. immunity to diAease. 
and aura or p rot.cctlon hut 1s not con· 
BcioUJI of th&m. Whlln role.playing an 
amnesiac. remember to kc.'Cp ployer 
information separat-0 from cbo..ra«er 
,nrormatlon. 

DMing A.mneaia 

The PC i3 in tht' m1ddlo of an udventurt> 
when tha module begins. but because of 
his amnesia b e dooa not rctmember how 
it all came about. Th<' DM will relat.e 
the informAtton g;ven under var1ou.s 
beading <"The ()r nms," "The Winter 
Clade Thie." etc.> aa the paladin remem· 
hers them. The text uuitrueu the OM to 
make a " memory roll" on ldlOO t4 ~ 
1f the paladin doe. or does not re-mem· 
ber a given d tail. If the po.lttdm re­
members an ability or pi~ of 
information, he may U!lt'I hill kMwledge 
tmmecha~ly ond oo funheT mt"mory 
rolls need oo mode for that ability or 
piece of information. lfhe d~• not re· 
member, be U1 unable to use Lb ability 
or information at that Ume. Even 1flht> 
paladin rememb<-rt ht1 c&n houl by lay. 
ing on hands. he cannot. cure h 1.s amne· 
t 1a this way. 'rimo will vcmtunlly cure 
the paladm'• amnc1Jla. but for magical 
healing treat amne•ia the .aame as a 
forget spell . 

Equipme nt Carried 

The PC 11 wear ing nnd carrying his 
normal clothing. woopons, ond t1 rmor. 
Unless his weapon• or armor have some 
magital quality, h .. hu no mogacal 
it.ems with him. Hl!t ca.mes a buJlseye 
lantern on his beth and the following 
it.ems in hla backptlck · au torche two 
fluks of lamp oal, a tinderbox. a irmall 
hammer, 10 iron pltoru1, 50' of rope, one 
vial of holy wat.er, n large sack. and food 
ond water for 48 houn. ThlB lw may be 
ocijusted by tbc OM to 11uit h 111 particu· 
lar campaign ne<xls or to include equip­
ment thttt the adventur ing PC normally 
carries. 

What Ha• Gon e! S..fo re 

The following ev~ntAI hove nlready hap­
pened to the PC and are gwen tn chron· 
ological order. There a no guarantee, 
however, tht1t lh PC will r member 
them in this order. tl u1 more l ikely thot 
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he will recall them in a garbled or JUm 
bled M.4<1uenc '· 

Thf Orom t1. 1'he pnlndin h M beon 
troubled by a rL>eurrent dream in which 
he t ll'Uggled through ft wmte~pt-. o 
blut1Wry wmd blowing wet anow in ha. 
face, nnd greut baro tt~ reachi ng out. 
iu 1( be t,"Chin(l him for htlp The rnoi.t 
U"Oubhng pan of the dream was thtt 
hoofbeulll A• the paladm 1tlrugak"<i 
throujth Lhl" icy scene. he hcord tho 
M>und of hoofbt'ata gTowing louder and 
loud r unlll they were suddt>nly naht 
behtnd him In the dream, he turned 
nnd looked but behind him wa11 neither 
nn nnlmol nor tl.t tracks. JUJ1t the 
endless unbroken line of h1a own htoisvy 
bootprmt..s m thr• imow. At thnt point 
t he polnd10 ruwoye wokc.>. 

T ht' paladin had virtually the •a.ml' 
drcc.m th.ree t1m.a. but th third dnam 
ended d1JTert>ntJy. When he turned ta 
~ whnt w~ ht-hind him, hi' lltlW I\ 

11eroll nnd a pi !tt or Jewelry 1n the s now 
~he unrC1llt.~ the ~II. all gold lcttm 
d1sapJ){'11rf'd l'lll rast as he could rcl\d thtt 
word11 Wbcn he wo through. he held 
nothing but ll blnnk sh eet of Vf'Jlum fUI 

while 011 the foJling snow He then 
looked down ol lhe je'l.elry, but It wu 
!llowly lx•1n5( covt"r\..-0 by thi• futhnic en<>w 
&nd hl' couldn't quj~ make out what IL 
wa11. A• ht! bent down t.o r'('lrlt} \'I' thr 
obJ~ from th tnow. he woke 

The PC doe n ' t know~ bat the pll'O!' 
of Jt'W •lry wM. hut he moy rt·mcmoor 
the poom on the ecroll: 

W1 11tu Glodt. tht cold'• d(s•rt, 
No warmlll of 1un nt>r h.ral of flrt'. 
In flJnMI darlt or chombl!r rhcp, 
8N•alt fro:en htart. end wintu •k,p. 
The a ge : The paladin coruiulted a 

l#it ohoul hl.S dreams and t k<-d what 
the poem mjght mean. The an,ge could 
t.ell ham only Lhtit his dreamt h!ld ti0mc· 
Lhml( to do with ht11 war hol'llle. whom 
the p11lad.i.n h oot yet ~lied . The Mi 
IOC4wd Wanl<'r Glttdc on o m8p and told 
the pnlndm t11e U\le oohmd the namt'. 

T he Wlnter Gla d e True: Lonii o.go. n 
tht' 'ti•nr oflhc Owl. lht>l"t' lived a wU· 
nrd named Soller Vesl1tu• . Thei witArd 
seitlC'd in I.he 11ylvt1n woodloods ond 
oofricnded all creatures of the gladoa 
ftnd fl'T'OV~ • Ht' lived aa one amonai them 
and did no harm w lTee-3 or woodland 
be1ng11 

A/\cr " um , thou3h, the wiulrd 
slowly changed. Some say he wu placed 
und r n C\INe by an en) tor'C'tltr. o.th nl 
claim be waa evil to began "'7itb and 
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TOMB OF THE 
SYLVAN WARLORD 
1 square"' 10' 

N 

* 
merely bidded his time earning trust. 
and good will Wltil his plans were ripe. 
What.ever the reason, instead or Jiving 
among the woodland creatures, he at· 
tempt-eel to rule over them. He built 
himself an undel'ground fortress and 
proclaimed himself the Sylvan Warlord, 
claiming ownership oftbe forest and 
absolute rule or its denizens. The wood· 
land creatures turned against him and 
alt.empted to drive him from the forest. 

ln the warfare that followed. t he wiz. 
ard could not break the siege on his lair, 
and Lhe sylvan QJ'mies could not. breach 
the lair's defenses. In the end, the des­
pel'ate wizard placed 8 curse or everlast· 
ing winter upon the glade SW'l'ounding 
his home. No matter how bright the 
spring or bot the summer day. winter 
never re.leaaes its icy grip from this 
cursed area. The prolonged winter even· 
t.ually broke the siege, sending the 
attacking brownies, centaurs, and sa· 
tyrs scurrying for shelter in warmer 
areas or the forest. No one knows what 
became or Sollert1; he waa never 1.1een 
lea,ring ihe forest., and it was assumed 
he died in his underground fortress, 
perhaps a victim of his own curse The 
area is now avoided by everyone and 
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everything •. and il bears the name 
Winter Glade. 
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The Search. With t.he sage's interpre· 
tauon of his dreams and the clue from 
the poem, the paladin rode off to find 
Winter Clede 9nd h.LS war horse. After 
s.counng the area, he found the en· 
trance to 1.hc mage's old labyrinth. As 
his war horse wa.s obviously not in tht! 
area. the paladin entered the dungeon 
hoping to find some clue as to what he 
was looking for. The rest of his story 1s 

continued in the description of area I in 
the following se<:tion. 

The Tomb of the Sylvan Warlord 

Ma&t of Sollel's Vestitu11'11 luir collapsed 
long ago. What remains is guarded by 
the u.ndead he created for his war with 
lhe sylvan creatures. now 200 years 
past. The ent i.re complex 1a musty, 
dusty, dirty. nnd dingy. The ceilings 
throughout the tomb arc 12' high. Un· 
less otherwise noted. doors open without 
djfficulty and require no strength·bued 
open·doors roll. 

1. Entrance H all The paladin 
awakens lying on his back near the 
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center of the northern wall of this room. 
His torch still burn6 nearby. 

Upon entering this area. the palodin 
triggered an explosive gaB lrop ht C!ln· 
not be trito~ered again> that blew him 
bard int-0 t he wall head first. knock1ng 
him unconscious for a few seconds and 
cawnog the amnesia. The OM may also 
deduct l ·2 hp damage from tht· pttlo 
din's tot.al, but lbe PC should begin thl' 
adventure relativeh• unharm11d. 

When he awakens, the PC rememb-Or~ 
entering this room and can recall the 
poem on the scroll 10 his dream. IL ruM 
through bis head over and over, but he 
does not know it.s significance. 

The paladin may remember edditionoJ 
information without knowing how he 
came by it. He ha.s a 10ti;, chance <nt the 
st.artl of remembering the following Croll 
percentile dice for each1: 

- thnt he cnn turn undeud 
-that he c-0n heal by laying on hands 
- that he can dct<.-<: t th1: presence of 

evil intent 
-the dreams 
-the sage 
-the Winter Glade talt: 

All else is yet too distnnt nnd hazy to hi· 
rf'memberf'd 



Th• room ll ·c·lfw11 onc.• ttn 81.k~mhlv 
area nC'ar the cntrwm.• lo the Sylvan · 
W1lrlord'11 lair It l 1low JUAt n lar"e. 
dullty, t·mpty room. Thi· uplo~10n col· 
lap~d the entruncc tunnel in the \\C!t· 
ern wnll nnd knock1-d .1 hol1· 1n tht· nx1! 
ff lht' pt Otlempt'l l~ dtg ht Wt\~' nut 
through th ... rubble- uf th~ t•ntrttnl'f• 
tunnd, hl' wall <4<'1..' olmo:.t in11tont Iv th11t 
1t 1H impo!<111blc. Without material to us" 
for shor1nw up th1• roof nnd wall&, dirt 
and r'.>Ck roll aoto the tunn ·Ind fast 111< 

tht'y art' remoH•d. lftht• palad1n findQ 
mnter1nl for 11horing up th1· tunnul. 1t 
will tAk(' him ld 12 + 12 houl'a to diR hu1 
wl\\' out. 

The hole tn th(• roof L8 12' ovt•rhc.•ud 
and 1rtlJ)(l~"1ble to reach without o Ind· 
der Even 1r th11 pul11rlln r11!1h1on1111 y111p 
phn~ hook om ofmntcriul11 m thl.' 
dunl{t.'<ln, ht' htlll no luck Ill u11in~ it to 
gt>l uut If the PC otu•mpt.ic to u t· a 
wnpphng hook, roll ld6 rmd roni;ult the 
folluw1nv r1·:i1ultl4: 

1·2 The ..,rrnpplc m111z<e!i the holt.: and 
rnllf. back tnlCl lht• room 

3....a The hook J?Ol'~ throul(h tht: hoh·. 
dot·~n l catch <m anything. and follti 
bac;k into thl• room wh1•n the· rnPf· 1 

pullt>d 
5.0 Thl! l(Tupph• hook on "meth1ng. 

\\'hen lhr polodm put11 h1t1 w('11(ht on 
the rope. 1t pulls fr(.oe and falls bo<"k mto 
the room, branl(lnJC down '' hnw1•r of 
rubble from the ccilin)t that doc11 1-t hp 
dumut(c> to nnyon1· 11U:U1d1n.: helO\\ 

lf oil the poladm wun~ 14' do 111 l!l'l 
out. he cnn ellc:Rp..• by building o lar~t­
mound b4.int1nth the hoh• in th1• roof 
using the dfrt and rock from the co) . 
lupscd tunnct It w11l tnkt• ldl2+2•1 
hours of hurd labor to bu1 Id u mound 
hi~h enouf.(h to rNlch thu hole. 

2. Alc:ove11. Thu1 11< nothing but u 
wide, Ionµ hallway ·rht• 1•oi.Wrn wnll 
eontams 12 curtntnl•d a.lcovc11 that once 
hoU!i4-d :1t 1tu1':4 nf 11ylvnn Cr(•atun•i. Now 
each alcove bold~ the ummutcd 'ikclelon 
of u brown1~ 

Brownfo skeleto~ 1121· AC 3; MV 
12, 11 0 I, hp4 each: THACO 19, •AT 1 
Omg 1-3 fold dai,<gt'r), SD t!dbrd weapons 
do only hnlf damogc. immune to alrrp. 
charm, hold, And cold bu.st.-d 1:1pell11, ~tL 
&J>£'Cml. Al. N: MC <skt.•l(•1.0n1; 1·o("h dues 
1·3 hp damai;l' "1th sny woapcin utied. 
Brown!\• ttkd,·ll>M hn\·1· t\ hrwhl'r armor 
clnl'fl thun normul 11kc:h~1.0ni; OC'<'nult4• 
the\• url:' tt much t1rrr&llt'r tnrgel <only 
11 'J' will; in comhot, u normat.~i1.(' hu 
man or dem1·human can only kick r1r 

~riki:dov.nnlth m Th<•v11N.•lumt-d.1~ 
normal ~kt>leton~ 

When confront4.-<I v. tth tht'm. lhll pal.1 
dtn has a 2.5'\ chance of r"mt·mbt·rinR 
he cnn turn undcud (f lhc puludin t.akl1 

1 hp or mort• m d11.mugL• from lht• Jlkc.•ll• 
toni>. he ha-.. a 25<'i <"hanr · Clf rl.'momb ·r· 
ing he can ht'Rl by Ill\ 1111r un hands. 

The!!e skelcuio nunck only 1n .. ..,ir 
dC'fense or if someonl• mo,•e down tlu<i 
h111lwuv fart.her th1111 30 from the• door 
ta .U'C{l 1. Onc;t- nnl' .ikelt>ton 1.- rtttudwd 
or begms ... 1rnck1ng, all lht• brownie 
!lkeletons attack. TI1e1;e i;kelC'rnn l(uurti 
area 2 only and will not puNuo ~h1· l'C' 
into noy ollwr urt'n. 

3. Colla p ed Area. Tlw entire t'll!!l· 

t-rn end of this ltmg du11ty corridor 111 
blocked by ruhhlt· v. ht•r1• th(' roof ht"' 
collapsed· Thu. wa& onct' lht main hall · 
wn,· that led tt> t hl' c1•nh•r of 1 tw com 
plt»c. but mo11t of lhll hullwuv' ceiling, 
w. well as tlw rt'C>( of th•• maun 1\rNl. 
c:ollnpsed looi;r aJi!o If 1h1• P ' "urvwc• 
th1-. ad\'enture und f'\•tu rn ... hl•rt• with 11n 

arm\' of luborer!I. hr. could cvf'ntunll> 
unearth the barrack . dintn~ hall,., 
km:hen. lnrdl't". lntrtnf• -ind 11torn$le' 
areas of the comple\'. but would d1r.co\·1·r 
nothini.t ur vnJul!. The hnllwu~ •11 
guarded by eight ctintuur "k1 ll•t-On!C 

Centaur keleton 181; AC 7: MV 18; 
HD 2; hp 9 ; TI IACO 19 IJ\1' '). , Om.: 1 6 
1 6: SD ~dgl'<l weapons do onl)• half 
damage. tmmun .. to .•lerp, 1·harm. h11/t1, 
and cC1ld.ba!Wd irp(•lh1. ML i1ix·c1ul, Al, N, 
MC <skeleton! 

Centaur skelct.oni; mnv'· r1111tn thnn 
normal skelctoo11 and, due to their curi· 
ous mix of ontmnl 11nd hun111nuld bo1w 
structures. arc more powerful 12 1101 os 
well. A Ct'nLOur 11k~lclon 1a turnt-d ng 1r 
iL were a romhrc. Thcicc monlltt•r1111r1· 
able to attack t\I. ice JM!r round. i;triking 
wrth lh~1r bony hl)(IVCll. 

When lin~t confronted with the cen· 
taur skeletons. the palndrn hM n 35'1-
chanee o( rem~mbcrmg hi: cun Lum 
undead lf the paludin tukeb :my d.un 
ag0 1n cnmb11l w1lh th~·m ht· ht111 o 35'l 
chnnce of remembering his healing 
ub11itv. 

The centaur skcleton11 immC'dtntely 
attack anyone entering nrt>a 3. They 
\\'ill pursue the PC only as fnr ,1,11 nr~as 
l and 2. The cenlaur i.kelctoru. will not 
follow inlo area 4. If thr PC 1•v11d1•11 th<' 
eent.aur skeletons by gomg mto nn•tt 4, 
the skclet-0n11 remain 111 areu 2 for 1·8 
hours be(ore relu.ming tu MNl :J. 

Apparently. lhe paladin is not thti first 
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nrlvtmturcr ta enter the tomh. L) in~ 
face down in the center of the hallwny 
urc tht! moldering remain~ of~ hnlOintr 
t<>rpiw. cand against t.he northern wnll 1~ 
another dccaymg c:orpse If the hol01ng 
ct1rp!l4' 1s t•icnmined, nuthing M nny 
mt en.st 1,..; found lf the corpioe bs the 
nurtht>rn wall ui exarnined. lht' palutl1n 
d1 -<·over~ thnt this dead dworf hni:; 11 

J>()Uch conta ining 25 gp m mixed r<HM 
nnd u small sih•er disk w1lh th1· dwarfs 
n11m1· and address, Ynvar Swt>r~hc1m of 
M1rabar. etched in both the common 
'''""°('and in dwarvt•n runeR. St11l 1n 
thl' dwurf" skelHal hand 1i. u rune· 
in!'Crilwd lruml u.u +I 

The runes say that the .11xe 111 n 
Swt!rghc>im family heirloom und de<'lar(• 
that unyone cuught ci1rry1ng 1t without 
1,.:rm1s:i111n \\ill he 1n for a riRhl If h1• 
!lUrviYI.'!\ this dungt!on. th<' 1>aladrn 
h<iuld cer1.81nly attemp~ to rl'turn th1• 

pouch nnd ru:e LO the Swerghc1m fomll\' 
Tht' paludrn nt.t~ not personalh· dd1wr 
the dwarf-. belongings to his famih•. 
tht'y rn11~· ht- l"ent by me'l:K'n~cr with n 
l'hnn not~ ru: lo how the pnladm came 
b~ them If the paladin dooq "'°· hl• ~1.111 
rt'C('l\'t• 500 KP AS n reward fre>m t h!! 
Swer~he1m fom1ly 1n ~l 1rabar 

4. MeetJn g Hall. This wn." onct> o 
well·appo1nted meetmg and council 
chnmher ll now cont.ams Lhe rotllni: 
remnant" of 111Jk and satin sofas and 
ch1.11r ... Tht• en.stern wall oft ht• ronm 1 

cov{·rt>d by a lnrge, heovv tapestry This 
room i;; guarded by six satyr wmbu-9 
thnt 1mmedinl~ly attack anyone enter· 
mg the chamber. 

Satyr zombies 161: AC 8; MV 9; HD 2: 
hp 9 each; THACO 19; 1 AT I: Omg 2· , 
SD 1mmu1w to Nl.'''P· rharm, h11hl, nnd 
cold ·hused spells.; ML specwl; AL N, MC 
flCOmbtt'. common I. Satyr rombics urt• 
~lightly roster than normal zombies 
bccouse they were fasl wbl!n thl!y weri: 
nl1vu Thi· 1A)mb1es utluck using their 
horn~. hut like normaJ zombies the) 
attack lo...<it In each round. However, 
lx>wutie of their curious humanoid and 
animal nuxture, they nre more difficult 
l.O cootrol and ere turned as ghouls. 

When first confrontt'd wnh the tt8t) r 
wntb1es, the paladin has a 35(r chonc,.. 
of rtmembering he can Lum undcad if 
ht takes any damage from the satyr 
wmb1es, he haft u 35'i chanct• of n•ml•m 
bcnng tu" healang ability 

The t..apt•!<tr)' on t he eastern w111l ts old 
ond block with age, making 1t 1mpol\­
s1ble lo tell what 1t once depicted If the 
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PC move!! the Lapeslry Lo look behind, 
the fabric collapses, engulfing the PC 
This causes no damage, but. entangles 
the PC in the heavy tapestry for ld4 + 2 
rouuds before he can work himself free . 
During this entanglement, the PC s uf. 
rers 8 - 2 penalty t-0 lus to-hit and dam· 
age rolls because of the encumbering 
tapestry Anyone attacking the PC gets 
a +4 bonus on to-hit rolls becsuse the 
paladin is unable to defend himself 
properly. 

The collapse of the tapestry for some 
other form of detection) reveals a can 
cealed door that leads to area 5. 

5. Storage. This was once a storage 
room for Lhe laoorat<)ry (area 6 >. It con. 
t.ains shelves end cabinols filled with all 
sorta of pot.B. vials. and containers. 
Many of the containers are either 
empty: the once-dangerous and eicpen· 
sive alchemical contents of many others 
have been rendered inert and harmless 
by time and long exposure to the stale 
1ur of Lhe room. 

However, if a collection of 12 stop 
pered jugs in the northwest corner is 
carefully examined, the PC will find 
three jugs containing a powerful and 
still·pot.ent acid. The paladin can use 
these acid.filled jugs as grenadelilrn 
missiles agai nst Sollers (see area Bl or 
otbur c.reMures in the tomb (consult the 
AD&O 2nd Edition Dungeon MC8ter's 
Ou11.k. pages 62·63 and Thble 45: 
Grenade.Like Missile Effect$, page 63). 
The old jugs holding the acid will break 
unmediotely upon hitting something 
and do not require an item sav1ng 
throw. 

6. Laboratory. This large room is 
filled with all manner of laboratory 
equipment: beakers, funnels. hammers. 
kett.les, mortar and pestle, scales, test 
tubes, tongs, tweezers, vials, and many 
alchemical devices and oLher apparatus 
of arcane usage. The room cont.a ins 
several I.ables and workbenches th~~ 
while rather old and rickety, can be 
fasltloned int.o a ladder for exiting the 
crypt through the hole in the ceiling of 
area 1 or used as digging tools and 
shoring for clearing the entrance 
tunnel. 

On a uible near I.he northern wall is a 
large stack of books and paper&. If the 
paladin examines this stack . he wilt nol 
be able to understand everything but 
will realize that some of the papers and 
books are iMt.ructions and formulas for 
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a mage's transformation into a Heh. If 
the paladin destroys the papers and 
books. he receives 200 xp for the deed. 
However, these items would be of of 
interest to those of e\lil alignment. so 
they may be kept and sold for 200 gp. lf 
the paladin does so, deduct 200 xp from 
his tot.al. The stacks of books and papers 
al&O sl its memori('S in the paladin. 
While examining the stacks. he has a 
50% chance of remembering t he sage. 

7. Armory. This was once the lair's 
armory but now holds little more thon 
dwn now, Th£tre are several wooden 
racks used for neatly st.ackJOg spears 
and swords. but these hold only three 
wooden spear shafts without spear· 
heacls. The door in the norlhern wall 
opens on a collapsed tunnel. lf the PC 
attempts to dig through the rock and 
earth blocking the tunnel, he will need 
something to shore up lhe walls and 
ceiling. lf the PC digs steadily norlh 
ward for ld6+12 turns, he will brnak 
through to area 3. The racks and spear 
sbufl& can be used to construct a make­
&h1f\ ladder for exiting the t-0mb 
tllrough the hole in t-h~ ceiling or area 1 
or used as digging tools and shoring for 
clearing the entrance tunnel or a tunnel 
between area 7 and area 3. 

8. Tomb. Tht: onoo·rich furn ishings in 

this large chamber are now crumbling 
slowly to dust. Rotting tapestries hang 
on all four walls. The t.npesl.-ry in the 
middle of the northern wall conceals the 
door to the treasury larea 9). 

Al the eastern end of t he room is 
Sollers Vestitus, He shs on a rickety 
wooden throne thaL r ests on a dais of 
rough·hewn granite. He is a curious 
mixture of the pathetic and the danger· 
ous. Lord of nothing, ruler of naught. 
Sollers i.s a victim of his own arrogant 
miJ1t~kes. He at.iempted lichdom before 
he was sufficiently powerful Lo create 
such a crossing between life and unlife. 
H is eyes glow with a pale hateful light 
as he sits in a condition he brought 
upon himself. He has lurned himself 
int.o a ju.ju zombie. 

Semilichdom. Any wizard may at, 
tempt to become a lich at any time. 
Even low·level wizards have been 
known t~ try. Whether int.error of death 
or in some mistaken belief that Lhey 
held the key to the process, those who 
attempt licbdom without sufficient 
power are doomed The lucky ones die 
in the process. The unlucky ones cross 

the boundary into undeath, 11rri v1ni.: on 
the other side with much less power 
than a llch. 

The term "semi Heh" ts really a mus 
nomer and applie.~ only to wizards who 
atLempt lichdom but succeed in achlev· 
mg only a lower undead status. The.+ 
term has nothing to do w11.h the relaLivc 
power of lhe~ creot.ures. These selr 
made undead gonerolly appear ma 
wide range of forms including coffer 
corpses, ghouls. shadows, mindless 
zombies. and hate· filled JU·JU zombies. 
Because of the many variables uwulved 
in the lich-crention process <the• roc:c and 
power of the wizard allemptmg lich· 
dom, and any major or mmor mn.1takes 
made m the arcane magicks and COl\JU· 
rations involved), the t1nlucky wizurd 
muy find himself as olmost any form or 
undcad other than a lich . 

oUers Vestitlls (ju -ju >:ombie); AC 6; 
MV 9; HO 3+ 12: hp 25: THACO 17; IAT 
1; Dmg 3.12: SA a ttacks as 6 HD mon 
ster; SD + 1 or better weapon to hit; 
immune to sleep. charm, l1olcl, and cold 
based spells: half damage from fire· 
based attacks and blunt weapon.s: 
turned as Spectre: ML 13 I self-controlled~ 
AL NE: MC !wmbie. ju·JUl. 

Sollers still ret.ains average intelli· 
gence and 1s, therefore, more mwll1gont 
than a normal JU·JU tomb1e. However. he 
can no longer cast spell . Sollers has a 
belt pouch containing se.ven keys: o 
large gold oM worth 10 gp and six 
small silver ones worth 1 gp each. The 
gold key unlocks ~he door to the t.rea· 
sury (area 9) and the six silver onl!ts 
unlock the chest.s therein. 

Sollers is aware of the PC from the 
explosion caWl(!d in area J but waits 
here to see if the person daring Lo enler 
his lair is a won.by opponent. The unfor· 
lunate opponent proves his worthiness 
by passing the undead guards and find· 
ing his way t-0 this tomb, wh~re Sollers 
has kept himself for the last 200 year$. 
He broods on bis failures, on his hat.red 
for livmg things. and on his revenge 
should he ever be disturbed 

Once the PC ent.crs this room, Sollers 
a tt.ackfi unceasingly and pursues until 
either he or the PC is dead. However. 
Sollers will not letwe the tomb complt~x . 
If he knows or is aware that the PC 
cannot escape the tomb, he wlll be 1n nu 
hurry to kill the paladin but will lil· 
tempt to prolong the "fun ." 

Sollers is evil and 1s affected by a 
paladin's aura ofprowction. Upon first 
meeting Sollers, the paladin has a 76~ 



chance troll sepnrutely for uuchl or re• 
membering his dreams, the sage. the 
Winter Gladu tale. and has abllitv w 
turn und<.'ad. If he t.akes any dan)age ln 
combat with Sollers, he has a 90~ 
chnnce ofrememberinK he can heal by 
laying on hands, 

The door to th~ maze lead1ng LO urea 9 
is concealed by a wpesty. It nthrrwise 
appears to be a normal door. though it 
n•qu1res a strength.based op~n doors 
roll to Ul'\Jam. 

9. Treasury. 1'h1!1 small bnre room 11> 

at the end of a winding maw of corri· 
dors. lts locked wooden door will tuke 
10 hp m damage before bcinjl knocked 
frurn its hinges or before the Jock gives 
11wi1y. Uthe piilud.in has not ri:cove1·ed 
1 he key from Sollers. he will hu vc to 
batter the door open. 

Bugbl'nr zombie: AC 6; M V 9: HD 6: 
hp26: TllACO 15, IAT l, Dmg4-16:SD 
blunt weap<mi< do only ht1lf damage; 
immune to 11/et·p. charm. liold, deinh 
mng1c, and cold.based spt>lls, ML :.pt• 
cial. AL N; MC lzomb1e, monster!. 

This horr1bll• creature was set to 
guard Solien treasurf: hefore he at­
tempted lichdom lt waits patiently 
while tht! door is being battered do"' nor 
opened w1Lh thr key but immediately 
attack:. unyone other than Sollers who 
enters the room. In combat. the thini; 
will not pun1ue nn tntrude.r beyond aret1 
6. The nmnster zombie can be turned as 
tf il wer-e a ghasL 

Upon first meeting the creature. the 
paladin has ll 50'.l- cha.nee of rememlx>r· 
ing he can turn undead . If the PC take 
any dnmuge from the monster wmbie, 
he has a 50'J- chance of remembering 
his healing nbility. 

S<lll<>rs's treasury Wll!l never huge to 
begin with. and it was greatly depleted 
by h1t1 confl1c1 with the woodland crea­
tures and by the purchase of the neces· 
sAry ingredients and devitell for the 
hch·creauon process. The remnunt of 
his trealiure is arranged m six cheat11 
ulonl( the western wall. The chests are 
untrapped. but each 11; locked nnd will 
rnke 4 hp damage to open. UnleL's the 
l'C' hus ohtained the key11 from Sollers. 
the PC will have to batter them open 

The first chest conta ins onlv mixed 
cotns. mostly silver and elect~um pieces. 
worth 1.000 gp lotal. 

In ~ond chesL are 10 Vi{ilS or unholy 
water. The paladin should get experi· 
ence point.i equal Lo Lhe gold·p1cce cost 
of thcll(.' ilemt' if he consciously destroys 

them The glnss i& fragile , and if the PC 
hus hntwrc<l open I.he chest, 1 10 v1ali; 
will be broken by the battering I the PC 
geta no expe1'ience points for destroying 
them accident111ly1. 

The third chest cC1nto11\s three pollon11· 
ml uf fumhl111g. a pouun or lev1latw1t 
Ct he PC may use th1i; potion to el!Cept• 
through the hole in the roof of nrea 11. 
and a potion of hrnling Each polton 1s 
in ll small stoppered jug, There is a 
chance tl111t battering the chest open 
hos broken the pot ton containers troll n 
5~ chance for each potton>. 

Chesl four contains Jewelry: a neck . 
lace worth 150 gp. four rings worth 90 
gp each, two brooches worth 50 gp e11ch. 
a.nd un eq1111s I see d1t?S(T1pl ion at end of 
adventure to determine type and de· 
script1on). Immediately an~r d1SC()\'t•r 
ing t he l!quuJt. the PC remember11 that 
he 1s a paladin and is nware of all SJX'· 
cial ab1ht1es apprt>priale «> paladinhood 
<no roll necessary), ir he has not remem 
bered them already. He also rememberl4 
his dreams and re~ogn1zes the- equus as 
lhe piece of jewelry lying in the snow of 
the third dream. The paladin has a 50'i 
chance of remembering each of the 
follow111g event.s: the !'age, the Winter 
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Glode wle, and lht• st·nrch 
Whether he ho.K call\!d for his war 

horst• or not, tht- pnlutl1n l'L-Cogni1.t•is th" 
t•QIWIJ lor wht1t it 11>; his wnr horse. f1 1· 
knows, by divine eolightenmenl or 
s1mpll' 1ntuitiv(• 1r1111ght , th11t this mt1f(l · 
cal item belon~s to him. He will not 
uutamatically k1\0W whJll It dt>l!it or 
wh11l 1l-s command word is. but he will 
k 1\l)W tlrnt the piece of Je"'·elry is his by 
rtlothl ()f !hlil ffi)'Slerlf\\IS b<md hetWe4'n 
paladin anJ war horse Every paladin 
knows well that tht•n· nrc• no t,'Uarnn 
tees with fat.e; he mev die or th~ war 
horse may be destroy.ed bf:.fore he find 
the creature Onl) the gods know how tt 
particular creature 1s fatod to be a put 
ticular palad1n'i1 war hor!lt' . It 1s th1•rc 
a!\er up to the paladin to find the 
crealur\•, w111 tt, und prntt<et It frnni 
harm 

Chest five holcUI a cr.•stal shard c:alleu 
Sollers's Heart. II the puladin linds 
Sollers's Heart. he has n 75"f cbonce of 
rememberinK the W1n11•r Gladf' tall! anu 
the sage 'roll ~parnt<'IY for each I. The 
Heart is actually a hcarl shaped piece of 
crystal , cut und pohiched in s uch n wity 

wnt1nu...i e>n pDl't :J.~ 1 
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Eq11us 

An tqu1411a A m11i;1cnl pit'I:•' o( Juwulry 1hot, 
upon command. i"Jl.'(morpli. tnto :some form 
ofbeMt t>~burdcn. The \\Ord ''equu •·1plu 
l'Ol ''equ1"I comes Jl'Clm an .inclent Ja.cirusgu 
and ha11 no bteral tran•l1t1on 1n the Cl)m· 
mon tonpe. Th cl01<::11~ t.r11nala11on Ii> 
"bu l of.burd••n" or "ho1· ·:·but 1hc \\'Ord 
CAll be apph!!d to nn,vl.hing thoilla w;t-d like 
11 horao. Thu • an nctu11t hol'IO, mule. worir. 
carMI, d<>1i1~llid t• tun, n1ghtri\aro, <>r a.ti} 
oth"r c:Niaturu th;iit can be nddt'n, uaed to 
JJUll n !nod, or carry~ un ~ tcnnlld an 
rquu.. Equ1 com" m n1any dt!ferct\l vart· 
ct1l'~. \li1lh the m111St common hatl>d belo\\, 

While ~ nf tq111 I\~ Ntht'r gQOCj or 
nou1.mlly nli11.fi1.:d. 21n polymorph into cvll 
creatur•'ll llUch a.'I n1ghtm11rei. wnrgs, and 
giant ~p1dt ~ It is Aid th111 th .. d"ath 
kn•i:ht Shl\n N1kknl~th once~·~ llft 
o.;qUU• that pof)11Wrpfird into gc>f110n (onn, 

Jt>v.elry U.t 

Thu OM rooy choo tlw typo of JuV.·elry 
n1oin npproprtal fot the PC or roll ran· 
dom~· using ld8 All JllWolry form" of tqu1u 
ftn worth 101·200UdJOO+ 1001 gp m \•alue. 
Onni thl'I co1nm.n.11d word ia r.pokl'n, I~ lakes 
one round for the pit~ or J••welry '4 ehan11 
fnt(J l.h• cl't!nture or for the creotunl w 
chon~t· bnck fnto.iew~lry, The duration of 
tho polinwrph 11 unhm1tt."1, bul while ln 
rt llt\INl fotm t.htt ff/IJIJll 1111'15 M 1{ IL W••re. 
norm11! tttalure Therefore, t.ht:! tquu:i may 
VoW old nnd dli: u any mortal ereaturo. 
Should this hoppt'n. 1t 1mmt'd1ately rc11l!rt• 
lo I~ JOWllJ.rr form llnd !Ok aU l'IUlglC&&l 
propcrti!!I If dnmagl'd or dos~cd an 
J••welry form. all m11.c1c l1 la9t ond the tquu• 
fon:vtr ce11scs to function 

1: Bro<IClh. 'fb13 t~m 11 a simple copper CIT 
111hcr brooch m the 11ho.~ oft.be creuluro 11 
polymurph• into. The «lmmand "ord 11 
t•ngravud Oll the !l vcrte or ihu brooch. It 
Clln ht> pinned to" garment 111 deGOrati•:m or 
u&od a~ a dMp for a clc14k or u~. 

2. Medallion.. Thl& Ii a l~o copper d1111' 
Y.1th 11n t>nJri\Vini: of the crr.aturtl 1t pol)'· 
rrwrp1t1111\0 on one '<1de and ihc comm&nd 
word l'lch1od on thl' other 

a· Coln. This largtt silver nr gold COin l• 
ol" ll) ~ broadn and tb1clt..-r than ll standard 
11Jlv11r or gold p1Me. Ont: fo.co 10J stamped 
wit.!i the ~mmand "'ord IC'/r '"" m:m and 
lhl.! oth1:r "'lth lhll cr~atun: 1t tunu into. 

-4: BracC'lt'l or wrutbond. Th(.>J<! An! 

mvarlahty m11<k of 1th r with one 'lndc 
eo~vl.'d with the tr ·ature 1t wall bt-corne 
and the re,·111111usclr. etched w1th th«> C<>m· 
mand11•unl 
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5· Pend Ant. Th1A tm~· ligurinn of a crt.•u· 
lure h1mgw Crom II ,ihcr chain nw P",nd4nt 
mw.t bot' ~J(ntnm4'd CJt~iully to Rnd lh 
wmm4.lld word. \\'hen 1h11wilrd1& pollen. 
th•• 6l(unne polvmt>rpla.~ mto theo Ulll\lurt' 
cfop1ctt>d 

6: Earrln.r. This m~m is the Mml! a.'l the 
pendu.nl 11d'i.lon bul lt \\om through t.hn c:\r 
on :a wire 1n~1 .. \d of nround th n,•ck. 

7. C8.n.1eo. The cameo nay be worn on 11 

ch1un or pinned to" gannenL lt is 11.n obs1d· 
inn 11lho11t'U.: or a c:t••aturn ngain~t 8 lur· 
quo w bllckl(r'Ound Theo com.mU11d \\Ord 1s 
c>tthHf on lht' te\·crlle s1d1.1. 

" Scarab. Th11 gmnll figu11n •carved or 
e1thrr on)-x or j11dc 10 the lillNw.., 01 th1• 
cn."lllun• it pul,vmorp1a1 into It must b(. 
namrn d c.1tr..-1ully ,., dt9CO' l.!t the com· 
mnnd "'ord 'llw tcarnb cannot he woe n on a 
chain or pinn<'<I to4 gum1•nt but mu t be 
'4rrled ut n ~kl tor 11011ch like ro1n or 
J:••m. 

Creorure lbt 

Tho O~l 1no.y choose th11 c:n?llturc lorm Into 
wh1tn t.he equu1 poly11wrph1 lrom the fol· 
lo\\ i~ tablc. Tht Jewdry lorm pol>""''PM 
into ono type of Cl'l.'Atur onl)·. Tht• OM who 
prefor to 1~1! nmdoml> hould ndd lhl• rt>ll 
of ld8 ta thllt of ld12 nnd COnBUlt th1:: tnbln 
below. He :ahould Ute! onh· a C'l'Catun: hi.' 
fol."161 tomforuible w th uncl i& ure ~ 111 nllt 
give thn PC an unflll~ ndvanlnge In the 
cnmp;ugn Typca of r1-Wture& can be dd d 
l'> or d11h:ted Crotn lhl! l111L l\S th,. DM l*UJ 
fiL Any of tho follow ins CT(oatur.·s thnt do 
not .ippear 111 Thbln 41l on pllR'• 7t! Of tht• 
AD& D 2nd Echtlou Ploµ.r'6 TI011dbooli 
$hould be considl'nd Pqual to a h 1•1t\'Y hor 
in nwvem•:nt ratl' and encumbrance 

tr thu t'qu.11i 111 alain trt'ducl.'d to uro hat 
points nr less) 1n crc.atu.rc form, th•J aC11tur~ 
1mmcd.i01ety rt'~erta to ,ewe Ir) form nnd 
cnnnot be ch;sng~·d into crcatureo form nx111n 
Diimoge to tho t'rl!ntut lorm o( the 1:q11u• 
can be ht•ult..-d m1110cnlly by cu,,. wo11.rid• 
6polls. tr th, crelltun ;, allowt-d food nnd 
rest, It hul~ 110111rfll1)' ut the raw o{ 1 hp 
per dtl,y. ltowcv~r. tho· t'QUll~ cannot h!!.il 
Itself or be hcnlcd tn 1tsjelo\1Jlry form. 

2. Unicorn: AC 2; MV U; fl D 4 • ·l: hp 2~; 
TH A CO 15. IAT 3 1hoov" ond hornl: 
Oma 16 1"611·12; SAchbl"J?"i. +2 t.oh1l 
wht>n allltcJung" 1th horn, - 6 pcnnlty 
tu oppon.itt11i' urpri roll•, SD ul,PQrl, 
1mcnune t.o potBOn, C'harm, hotd, and 
di' Ith spells; CAn!!oeMO appt'O.lch of 
l!n\!my at 240 yards dil'tanc<•; ninkei All 

lln' jlll( rhruw • w l l lh·lc' ••I •·1:uird· Ml. 
16; AL CG. ~tC. Th1.• unicorn~ lntclli· 
~iincc '" 9· 12 llrl I • 8). It cnn !xi ndd 11 
onl~· by h'analu ch11r1u:terB; ii ~1 11111lc1 
ch!\l'tlcter rolls t.h unicorn, use tbl! 
1lltrahi:3vy wnr ho~· (12()11n~tft{uf. 

a· Oinnt .. 13g; ,\C 7, MV 21 ; llD G, hp30, 
THACO 15: 1,\T l for1tl~t•l or 2 l hoon~l. 
Dmg ·IG or t I 1·1: Ml. 11 ; Al..~; M~t I/ 
92 Th1i. crcot11re's h1t-0lh&••nro l& 11 ·7 
lld·l•3) 

4-5· Bull: AC?: ~tV In; Ur> 4 , hp 24: 
THACO 15: l/\T 2111run&l: Om.: I GrJ 6, 
SA<h11tf.t.', Ml 15. AL N: Mr.11112. '!'ht• 
bull hlli• .ll\ 1ntdlig~nw of 4·'i' 1ld·l+31 

6·8' Sup~rhl'llv} wor hol'li(•: AC' 6; ~IV lo: 
HD ·H-4, hp 28 THACO 15; IAT :l 
(lWJVC" and h1Lcl; Dmg 1 I l-1; Sr> 
30' mfrttv!Bion. h111nulllty to II hof11 :md 
tharm 1pells; .Ml. Hi, 1\I, XG. MC 
Otun;o) T1us hon tuUJ nn tntelhgconc~ Q( 
1 .1211du~61 

9 13. R t>nvy "'11r hnr"!(•: AC 7. MV 15; flD 
3 ... 3; hp 21; TUACO 17; IAT 3 Chov\'1..'li 
11nd b1w>: nru111 · l &l 3, ML 16: AL~: 
MC rho,.., .. l Thu• horw hll.! rui lllt••lli· 
~t'lttt uf6 ~ Id I+ 41 

14-16 :-iup<•rhl'UV)' wor hor-.1' (~pcc1all: 
Sran ,, , 11bove <rtill of ti -81 th<1u~h It ho, 
M\' 1 . n IO·lb bonu1 nn lt.11 rnrrvang 
cup11c1t~ lond limi~. ar.d no infrn\ i111on 

1'7·18: Came!I: ,\C 7, M\' :n: JIU 3; h!J 18: 
THACO l i I AT 1 1b1t•1'. Omit l· l : S,\ 
1pitt1ng, Ml. 11: ,\!. N; MC famnu,l, 
Im d 1'h cnnu~l 1 0(11 an••n• rm.tllo"' 
dupo111t1on th11n hi" mt-lin ... r cousin, und 
b.1• un 1nteolli1t••n«· of I 7 (1d4 + 31. 

19 Woc~r burtlllo: AC 7, M\' 16; HD 5: hp 
JO. THACO 15: li\1'21hori~); DtnH l l · 
~;Ml. II\, t\L N: MG ( inirrud, h r'dt. Thi 
"'8~ bultalo hn .in lht.t'lh'lcnoo or t ·i 
Udo&~ 3t 

20. Ultr11hc-nv~ \\HI' hohi'! AC 5 MV 2-4; 
H!)5+5 hpJ!\: rHACO 15, IAT3 
(h1X>VC'O nnd bite); Om~ 1 l-t>JM; SD 
GO lntrnvuilon, 1mm11n1ty to po1~11 ~1111 
1111 JaolrJ and tlaarm 11>pet1 •• Ml. lb: Al. 
1.r.. \1C' lho~· ). Thi~ pcc1nl bnr1c tall 
und• rot u:id but not pcuJt t.ht common 
tongue 11nd 111 ablo to u f! a11fo1alf''"nd 
1h1p ll.tld pu_u u:11/wut trtJtt pells tllrc• 
time11 per clily t:l\ch, /OCQI<' an1mat. or 
plttnts Ollf,. .ix•r dll}', nnd u lft1·r 14 ,)/.one;· 
p<"r Wl't'k. Thu ho1 hn.a an tnlcll1i:l·ftt11 
Of 9 lb lld!I 1'81, 

XP Volut>: 2,000 GJ- Vnlu\.': 8,000 



aa to always sparkle and sh me. Ill' 
many facets catch light from any bOUTCe 

end throw it back as a cold white glare. 
Throwing the crystal against the wall, 
ceiling, or floor mflicts l hp damnge to 
the Heart: edged weapons do only hnlf 
damage, while blunt weapons inflict full 
damage. \Vhen 8 hp damage ha\'e ht.-en 
inflicted on the Heart. it shat.ter& to a 
fine frosty powder. lf Sollers'!'l Heart 
comes in contact wilh unprot~ted $ktn, 
such as 1f picked up in a bare hand. it 
tnflit'ts l 4 hp in cold dama(.le per round 
of contac1, Sollers's Heart was a key 
ingredient to th1· curs(• upon Winter 
Glade. and its destruction t>nds the 
curse. 

The s ixth chest tl)ntnins a well 
preserved tapestry worth 250 gp. 1'h1• 

Tuyewera 
CLIMATE'I'ER1V\ 1N 1'ropicol. llftv 

lf•rrmn 
FREQUBNC\'· U11commo11 
ORCANlZATION· Dunc/~ 
ACTIVl'l'Y CYCLE; An.v 
DIET: Nil 
INTELLIGENCE: At•t•ruN" 
THEASURE TYPE: NI/ 
ALIGN MEN~ At1l' ~·vii 

NO APPEARl.NG: 1.J 
ARMOR CLASS: 8 
MOVEMENT~ 6 
HIT DICE: 6 
THACO: 15 
NO Of ATTACKS: 1 wrapo11 nr fist 
DAM ACFJATI'ACI<: Hv u·N1pr111 t,vp" 

fJr I · I 
SPECIAL ATTACKS: St1•a/.<t breoth. 

ro11s1•3 d1s11a$e 
SPECIAL DEFENSES: ""hr/ow 
MAGIC RESISTANCE: Stumlard 
SIZE: M 
MORALE: Sp;•cwl 
XP VALUE: 2,000 

The tu~·ewera 1s n horrible type ofun­
dead mon&ter crested b\• e\'il clerics 1n 
remote Jungle \•illages ·The cleric takes 
t be corpse of a mnn slain by death­
magic spells and ritually removes th<; 
legs al the knee.s. Th~ tongue is also 
severed. The cleric then enchants tht• 

tapestry depicts 11 sylvan glade where 
mnn)' CTl!atur~s frolic tJnd play When 
the pnladin looks at the tapestry. he hai> 
a 25~ chance of rememhPring the 
Winter Glade tale and the St'arch <roll 
separately for each 1 

Concluding !he Adventure 
The trees and pl11nt life of Winter Glnde 
are not d~ad but are dormant because or 
~he endless winter. Ir the paladin de­
,i;trovs Sollers·s Heart, he lin~ the curse 
fro~ Winter Glade. The glade does not 
1mmedl1nely ourst into bud nnd Oow•·r 
but warms gradually as if undergoing n 
notural spring thaw. Aner 11IX1ut 1Hw 

month. the plants and tr\>es will bc..•l(in 
leafing out at1d retw-111ng lo nurmal. lf 

corpse, bringing the nnccstrol spirit of u 
mage or priest into it to give the corp~· 
a horrid animation 

The tuyeweru moves about on its 
hands and leg stumps h is as intelli· 
gent a"' R man and hns the following 
th1e01ke sk11l11: mo\'e silently :lO~. huh· 
in shadowi; 90<<, pick locks 50"f- It 
serves as u thief and b<xlyl(ltSrd tn the 
cleric m addmon to ~1ng an assassin. 

A tuyewera can use a weapon m me­
lee but is restricted to using weopons 
that can be held in one hand. since the 
other hand 1s net>ded for balance nnd 
mo\'ement. If disarmed, 11 tuyewera will 
strike with its gnarled hand for 1-4 hp 
damage. Each hit by the hand has n 
25"1 chance to 1nn1c1 a fntal disease on 
its opponent, as per thl' spell tYwu 
du1o•ase in the 2nd Edition Plover's 
Handboolfl · 

The deadliest attack of the tuyewera 
is its 11hility to dram breath. If 1l 
encounters a sleeping. unconscious. l)r 
helpless person. a tuyewera can suck 
the breath ciut o(th..- victim's mouth, 
thereby slnyin~ him. This requires one 
rull round, at the end of which the vie· 
tlm mm•t i>ave V'b death magic at - 4 If 
he fa1ls to Qave. he 1s instantly slam. 1f 
he makes his sn"mg throw, he is placed 
1n a deathlike coma for 1-4 days. 

TOMB IT MAY CONCERN 

thi: pnlud1n fails 10 dcstrny th" cry~tal , 
Wtntt'r Glad<' continul"f. \Ind •r 11 ... icy 
curse unttl <1omoonc• finally d<M!ll d~roy 
Sollers't> Hearl. 

If the paladin l!SCU~s the tomb with· 
out destroymg Sollers or rt'covorang the 
1•q1111.~. Sollers renlize:1 whut th~· p1.1lndin 
1.11 afier and keeps the magicot 1t-0m \\ith 
him at nll time~. If the paladin returns 
alone, he may try vi wm thr f't/UU• (r~m 
Sollers. Should tht> poladm return toter 
with an advt;nturin11 party. Sollers will 
de~1roy the t't/u1u1 and all other msl(lcnl 
ltt!ttti1 in his lair rather than let them 
Coll into the party'ii hnnds. In any~,,.., 
unce tht' paladm hn~ ei;cap<'d the tomb. 
his memor\' rNurns lo nornrnl in Onl' 
mcmth's umc 

0 

A'l> undt>ad. tuyewt>rai. ure immune lO 
all mental nltl1ck!I, culd. )jlt'l"p, und f('(JJ' 
Holy wnter does 2-8 hp dnmaf:e per v11tl. 
Tuyewl'rHs 11rl! turnl'd as t<pcctreit but 
an e\'tl cleric cannot take conlrnl of n 
tuvewcra ewav from the clt>rtt' who 
cr~nt('d tl. 

A 11pecial enchantment W)t'l' mto thl' 
m11kini:: of a tuyewern that rr•nderlt 1t 
1mm11n1• lo 1111 wt•11pons lturnini: a11d 
destructive mngic. such os fir1•h(IJ/. orl' 
i<llll effocttvPI. HthYl•ver. Lht'l'e •~ alway11 
u countcrspcll that removes thi11 rn 
ch11ntment Clur1ci. who crcntl! lUY 

ewerM keep th1"' countcri.pell hund~. 
JU!l't in c;u;e they meet someone else·s 
tuyewern. 

The spell~ 3nd counterspell11 Ulll-'d for 
rrealing tuyewerru. nre granted only bv 
the de1t1es of e\'ll witch doctors tn trop1 
cnl landc; Such siwll11 art' not tt0rmally 
available tn PCs who do not \ 'l!!tt these 
lands. It is recomml'n<led that PC11 be 
unab\e to cr11ate such rnon,.lt'r~. but 
the" should be ablf• to u11<• the counl.t'r· 
speits to make the tuy11wl•r11's \'Uln<'l'll· 
hie to .11 tock 

The legendarv ver"'ion or th i11 mon11l(•r 
is descnbed 1n "Out ot Africa." 1n 
DRAGON 1~u·~ t122 
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UNCHAIN EDI 
BY BRUCE NORMAN 

The gnomes built a 
dragon. Can you 
turn it off? 

NlwOfk DV l!tcha1d Sonnen 
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Rrric1· Norman ts a 16-year-<Jld Cano· 
d1011 high school student. He ii the cd1· 
tor und publisher of lus own role-play111g 
mnga.zinl' und I.ave.<; wnting moduk•. 
t8pt!C1ally humorous ones . Bruce 111 cur­
r1•ntly uJOrlung on a neu1 111J)dule m110l1>­
i11g kerider who are mysteriously bf'ins 
lransform'd into drflgOnfl. 

"Unchamed!" is an AO&o• 
DRAGONLANCE adventure (or 5·8 
player characters o( levels 6· 10 (about 
50 total levels>. It is essential to have at 
least one priest of a good god in Lhe 
party. This adventure takes place near 
Mount Nevermind on Sancrist lsle 1n 
the world of Krynn. Tu run this adven· 
ture, 1t is helpful to refer to the 
DRAGON LANCE Ad11rnJ11res manual. 
If you do not have this book. you may 
Rtill uae this module by referring to the 
1nformation nbout Krynn that follows. 
Note that this module takes place in tho 
year 377 AC. 25 years after t he War o( 
the Lance, though this date may be 
nd.Justed to fit Lhl" campaign. 

It will also be helpful for the OM to 
have access to Tiu Atl08 of the 
DRAGONL.ANCE W"rld, by Karen 
Wynn f onstad, for the maps and mfor· 
mauon on Mount Nevermind on pages 
88-89; the rnap ofSoncrist Isle on page 
78 is useful for reference. The article 
" All About Krynn's Gnomes," fTom 
DRAGON' Magazine issue 1103 (re· 
printed in uoues From the lnr1 of the 
La.tit / f qmc, edited by Margaret Weis 
and 1racy Hickman. pages 49-57), gives 
other additional background material. 

This adventure was originally play· 
Lested with lhe heroes of lhe lanoe 
(Tunis, Caramon, Ra1stlin , Goldmoon, 
Riverwind. Flint. TusslehofT, and Sturm) 
using the statistics supplted in module 
DL3 Dragons "'Hope tr you wish to 
play these characters. 1t is suggested 
that you change Raisthn to a red·robed 
wu.ard <level 6), Sturm t.o l\ Knight of 
the Crown !level 8), and Croldmoon to a 
cltiric of Mishakol Cleve! Bl. You may 
also prefer to use your own characters. 

lll'm saving throws are used in a 
number of places in this adventures. 
Check the 1st Edition Dungt'Ofl Masters 
G111de, page 80, or the 2nd Edition 
OMO, page 39, Tuble 29 

Jnformatlon About Krynn 

The following information is (or OMs 
who wish to play this module but do not 
own n copy of DRAGONLANCE Adot11 · 



turell. U' you are familiar with the world 
or Krynn, you may sltip ahead to the 
next section . Feel free to make changes 
to tbls ad\·en ture to make it compatible 
to your own campaign world. 

Tuk.his is a nd the War of the Lance : 
Reeently. the evil goddess Tukhlsis 
i;ought to destroy all that was good in 
Krynn. Her Dragonarmie~. composed of 
dragons, draconians (dragon men>, and 
mercentlries, swept across Krynn like a 
plague. The good armies or Krynn redu;. 
covered ancient holy weapons known W! 
dra1Jonlonce$ with which they managed 
to repel the Dragonarm1es. Due to the 
significance of the magical lances, the 
war was named the Wu.r of the Lance. 

Drogonlonce11: A dragon/ante is a 
magical weapun t hat causes huge 
amounts of damage to dragons. When· 
ever a drago11lance strikes a dragon. it 
causes normal damage plus tbe numl)er 
or hit points of the wielder. Thus. a 
dragonlanct• +2 wielded by a fighter 
with 3 1 hp would caust! ld8 +3 1 hp 
damage to dragons. 

Draconinns: Born from corrupt-eel 
good-dragon eggs, these violenl, sadistic 
creatures make up the main force of 
Tukhtsis's evil Dragonarmies. They 
resemble lizard me n but possess a vari · 
ely of special nbililies. including mngic 
resistance. 

Aurak droconinns are intelligtmt but 
cowardly leaders and powerful magic. 
users. When an aurak reaches O hp. it is 
enveloped 10 green flames and attacks 
berserkly ( + 2 on t-0-hit and damage 
rolls). AL thjs time, anyone ftttacking 
ibe aurok takes J -6 hp damage each 
round from the names surrounding its 
body unless a save vs. petrification 1s 
mode. Once tho ourak reaches - 20 hp 
or six rounds pass. it transforms into n 
ball of lightning and attacks SB a 13-HD 
monster. These attacks cause 2·12 hp 
damoge. After three more rounds Lhe 
aurak explodea, at.unning for 1-1 rounds 
and cousing 3d6 hp 'lamage to all 
within 10' (no saving throw). Once it 
explodes, the aurak is t ruly dead. 

Baaz draconians are the weak, ex· 
pendable troops of the Dragonarmies. 
When a baaz reaches 0 hp, its body 
turns to stone. Whoever struck the 
killing blow must make a dexterity 
check a l - 3. oi- his weapon will st ick 1n 
the draconian's corpse unt il its body 
crumbles into dus t. 1-4 rounds later. 

Bozak dro.conians are mages, usually 
possessing the powers of a 4th-level 
wizard . When a bou.k reaches 0 hp, its 

flesh shrivels up t-0 expose lts bare 
bones. which then explode for J ·6 bp 
damage (no save) to all within 10'. 

Kapak draconians are the assasaina 
and skilled warriors of the Dragonnr· 
mies. Kapak bites nre venomouei, induc· 
ing paralysis for 2· 12 turns unle!'S a 
save vs. poison is made. Knpaks ofteo 
lick their weapons, making them poi· 
sonou11 for Lhree rounds. When a kapak 
dies, it di880lves into a 10'-wide acid 
pool that causes 1·8 hp domage each 
round to anyone i t touches. All items 
exposed to the acid must save vs. acid or 
be destroyed. The acid evaporates in I ·6 
r ounds. 

Sival< draconians are the spies of the 
Dragonarmies. They have the power of 
limited shape.sh ining. Whenever a 
Sivak kiUs an opponent, it can choose to 
take its foe's physical form. When a 
sivak is killed, it inst..antly transforms 
into an exact replica of its killer. 

G ully dwarve : l\ cross ~twt.•en 
dwarves and gnomes. these pathetic 
creatures have inherited the worsl 
trails o(both parent races They are 
outusts from all societ ies in Krynn due 
t.o their low intelhgence and general 
incompetence. Cully dwarves usually 
flee 8 l the first sign or danger, but when 
cornered they fight viciou11ly. 

Knigh ts o f Sola mnfo: The knight& of 
Sol1tmn1a are powerful warriors und ti 
majoi- force for law and goodness to 
Krynn. The honor of n knight is held 
above all else. When n knight g ives his 
word, he would ra ther die than break it. 
Two types of knights are mentioned 1n 
this module: Knigh ts of the Crown (no 
special abilities, treat as fighters) a nd 
Knjghts of the Sword Climited clerical 
abilit ies.) The spells of a Knight or the 
Sword are cast as if the knight were a 
cleric of five experience levels lower 

Tinke r gno mes: The technology­
minded gnomes of Krynn are best 
known for their ability to make huge. 
compl~x devu:es that either don't work 
or perform no useful functiom; , Gnomes 
speak so quickly that humans often 
have trouble understanding what they 
are trying to say. 

Wi%ards: In Krynn, most wilards are 
not normal AD&D game mages or ape· 
cialista. Instead, they are either black 
robed Cevi)), red robed Cneutra1J. or white 
robed (good}. Each order of High SorC'el')' 
places reshiction.s on the spells its 
members can learn. but wizards in 
Krynn learn spells more quickly than 
other AD&D game wizards, 

UNCHAINED! 

Adventure Bockground 

In th(! year 344 AC (four yenrs before 
the War of the Lance), a human cleric of 
Thkhis1s named Blackstone was com· 
manded by the Dark Queen to perforni 
a dangerous wsk for her: ~ummoning 
the spirit of Ahmoras. a powerful de· 
ceased black dragon, and restoring him 
to life. Blackstone researched i.he prob· 
lem and prayed for many weeks. but his 
tnak seemed impo!'Bihle. Calling forlh 
Ahmorll&·s spiri t would be relatively 
easy, but binding it to the mortal plantt 
wauld not. ln order t.o contain 
Ahmoras's COr\JUred soul, h(.> would have 
to construct a blttck Jftde "tatue. nn 
eitact copy of Ahmoras's origmaJ body 1n 
bot h si~ a nd demit. The cost or such" 
construction would be ast ronom1c.ul 

Blackstone mulled the problem over 
(or s<-verol days. Thkh1sis would not 
accept fa ilur e. he knew Alarmed, he 
made one last despernle a tlPmpt to flnd 
a solution; he went to Sancnat Isle to 
seek the help of the lrf\Omes. 

Blackstone was cunninf(. fnKtead of 
revealing his true purpose. he simply 
told the gnomes that he hnd an engi 
neer ing task for t.hem rould lhcv make 
him a mechanical dragon? It s hould be 
full size and ahle l-0 dupl1rntc ull tht• 
legendary ab1htiru1 of a black dragon 
The gnomes nc•ver thout:ht lo .nsk h11n 
why he would wont such 11 crnalton and 
set up a commatce to research the prob­
lem. It took them three weeks tO do tht1 
research and three months to write il 
up. The entire 14·volume report can bi• 
summari~d in one word: YeiS. 

By now, Tnkhisis hod lost patience 
with Bluckatone. She stripped him of 
his cler ical powers as an obvious warn· 
ing to quickly finish his task Blnck 
stone nervously t.old the gnomes to 
hurry. and he moved to Castle Uth 
W1stan , some distance owuy from 
Mount Nevermind. There h~ took a 
quiet job as a librarian a nd patiently 
awaited new!! from the gnomes. He 
waned many years. Many, many years . 
Blackst-0ne had mnde one fat.al mistake 
when dealing with the.> gnomes: H<! had 
promi!!ed to pny them for the maU!rinls 
and labor of not only the finished 
product but also for "any neces.sary 
prototypes." 

The gnomes had decided to design a 
perfecl dragon. They spent years re· 
searching the abilitiea ond physical 
character istics of black dragons. Their 
research was made easier by the W11r of 
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the Lance. but they failed to capture a 
live black dragon l-0 study. They did, 
however, geL a chance to analyze a black 
dragon's different attack methods <half 
~heir team's lives was a small price to 
payJ. 

Shortly nfler the war, the gnomes 
finally began huilding the dragon. Each 
prototype tuok about two years L-O con­
struct, after which it was scrapped and 
an improved model was designed . About 
live dragons later, the gnomes con 
eluded that their dragon could do every­
thing a real dragon could do (except ny. 
but even gnomes aren't perfect). They 
t.hen began adding improvements w 
make it hett.er than n real dragon. F1 
nally, in 377 AC (25 yea.rs aft.er the end 
of the war I, lhe gnomes contacted Black· 
st-One (lhey de(ided that they had better 
collect their fee before he died of old 
age). 

Blackstone was by this time nearly 
insane. The War of the Lance had come 
and gone. but still he had heard nothing 
from the iniomes. His frantic written 
inquiries were all lost by the gnome 
mail-sorting machine. He had dared not 
leave the security of the castle lo check 
up on the f,'Tlomes himself; one ofTakhi· 
sis's dragon "children" might slay him 
for his failure. He gave up all hope and 
concentrated on becoming a competent 
librarian. 

Aft.er the war, e new city, Whitestone, 
was built near the famous glade of the 
same name, and Blackstone became 
heed of the town al'chives there. Then 
one day a gnome messenger arrived to 
Lell Blackstone that. his dragon was 
finally ready. 

Blackstone's first thought was t-0 grab 
the short, cheerful messenger gnome 
and wring his neck. but ht! calmed him· 
self. He went to Mount Nevermind ond 
agreed to pay the gnomes for their work 
but not. of course, until after he had 
inspect.ed it. 

Blackstone was led to the huge room 
where lhe dragon was kept. He was 
shocked-the gnomes' creation was a 
mo11strosity! Its wings obviously could 
not support it in flight, and it didn't 
resemble Ahmoras at all-or any other 
dragon , for I.hat matter. A premonjtion 
of cloom struck Blackstone, but he ig­
nored it. He was determined to proceed 
with his plan. If it didn't work, Thkhis1s 
would surelv have him killed. but he 
silently swo~e to take as many gnomes 
with him as he could if IJ1at happened 
Cheered slightly by this t hought, he 
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told the gnomes that he would need to 
be alone while he examined the dragon. 
WiLh some reservations. they left. 

Blackstone acted quickly. He anointed 
the dragon's head with unholy oil and 
placed two jade spheres in the ma­
chine's eyeholes. He begged Takhisis to 
give him one more chance and-~o his 
surprise-she did. He summoned 
Ahruoras's spirit. using a powerful mag­
ical item that he had found years ag-o 
with Tukh1sis's help. Using this ico11 of 
Chemosh. he then guided the spiril into 
its new body. The ritual done, Black· 
stone saw a spark of fire alight io lhe 
mechanical dragon's eyes. He stopped 
chanting and gazed expectantly at th« 
dragon. 

The huge. si nuous neck rocked back 
and forth drunkenly. The iron jaws 
opened and dosed experimentally. and 
then it spoke. "WHAT HAVE YOU 
DONE 'T'O ME. HUMAN?" it. roared. 
and it lurched clumsily after Black­
stone. Luckily for Blackstone, Ahmoras 
was still so disoriented that he collapsed 
before he could properly atlack. Black­
stone ned hastily. Thl' gnomes could not 
stop him, as they themselves were \(')(J 

busy avoiding the dragon, who was 
making an extremely destl'Uct.ive exit 
from I.heir mountain. 

Ahmoras finally reached the outdoors 
and began a rampage of terror through 
the wi)dt,!rness known as Gnomevale 
that sul'rounds Mount Nevermind He 
searched unceasingly for Blackstone, 
killing anyone he came across. 

Blackstone, stripped once again of his 
clerical powers, fioaJly wenl insane. He 
fled to Whitestone, where he was forced 
to retire as head archh'ist aft.er he 
started eating the books. He has since 
decided lhat he will not be able to rest 
in peace until he destroys Ahmoras. and 
he bas returned to GnomevaJe seeking a 
final confrontation. 

The gnomes are worried by recent. 
evenLS. The destruction the dragon 
caused in leaving Mount Nevermind 
was extensive but not abnormal lthe 
gnomes are used to their creations run· 
ning amok). The trouble is that they can 
no longer leave Mount Nevermind with· 
out risk of being attacked. 

Finally. an industrious gnome named 
Mamsh, from the Aeronaut1cs Gnild. 
decided to do something. Re managed to 
fly halfway lo Whitestone in a gnome-­
glider of his own design. Then t.he wings 
of his glider snapped and he crashed. He 
emerged from the wreckage unhurt and 

managed lo walk the rest of the way. 
Once in Whjtest-0ne, he planned lo beg 
the Solamnic Knights to slay the 
dragon. Unfortunately, the knights 
were being plagued by a slrengiJ1-
robbing disease and were under quaran· 
tine. The industrious Mamsh has since 
wandered the street.a of Whiteslone 
Lrying to rajse enough money to hire an 
army or mercenaries by selling small 
mechanical devices he has designed. 

The City of Whitestone 

The coastal city of Whitestone is a rela­
tively recent addition to Krynn. Built 
on Thal an Bay near l he glade of White· 
stone soon after the War of I.he Lance, it 
has attracted huge numbers of settlers 
who seek t.o escape the war and begin a 
new life. 

Whitestone began as a small village of 
people brought Lo Sanc:r ist. by the 
k.nights to escape the chaos of war. It 
has since grown into u bustling 1nelro1» 
olis of over 5.000 people. with more 
arriving every year. Whilesl-Onu is ruled 
by the Solamnic Knights, who protect it 
and maintain law and order. The old 
pathway from the Knights' castle Uth 
Wistan up to Mount Nev~rmind has 
been improved and now also connt>ets 
with Whitestone <22 miles from Uth 
Wistan to Wbitest.one. and 64 miles 
rrnm Whitestone to Mount Nevermind). 
Carts, horses. carnages. and foot trav­
elers use the road, which is patrolled by 
Knights and is now called the Knights;' 
Path. 

For the Pla yer Characters 

Read or paraphrase the following to the 
PCs. The gnome's sp0ech should be 
spoken very quickly for beat effect. 

You are io Whitestone for the festival 
of spring dawning, and music is in 
the arr. Your eyes a re constantly 
drawn from Lhe various booths offer· 
ing games of chance and skill to the 
street illusionists performing their 
''magic" for a gullible peasant crowd. 
One particularly unusual spectacle 
catches your eye A middle-aged 
gnome dressed in dirty work dot.hes 
and a leather apr on is pushing a 
small wagon filled with a variety of 
small devices. He spot.a you Jookjng 
at him and stops his cart. 

" Hello gentlemen I see you have 
been viewing my fme wares and I 



certamly hope that you ~\111 tako a 
cl0$er look at sonw of them." He 
rummages through !us curt and 
tak('i;. out what appenrs l<> be a brllllh 
utwched t-0 a meta} flask with a 
small lever on the side. He shove11 1t 
at lln urmorcd memlwr of your group. 
"Ah I 11ee vou wear armor well thUI 
little lrinkC't ii; exactly what you 
need for I guarnntue that nothinJ< 
will ever clenn your annor betwr" 
He starts scnihb1ng away Ill the 
armor energet1c111ly with one hond 
wh1lt• pump1n.: the lever back and 
forth with th(' other. "l cun recogn11,.1 
lhat you are exactly the type of peo 
pie who embrace the wonders of 
technology while reJe<:ttnR the annoy· 
ance ol' mag1c for as you know tech· 
nolofiQ<' doesn't rely on lluu.· wmgt1 or 
snake sepia or any other 1ully thmgs 
thOuJlh thtl gnomtl rnttgo guild 1i. 

working on building a new device 
kMwTI as a spellteller that renders 
each 11pell syllable perfectly each 
time and can he Ust'd over and ove1 
again unlike rnnge spells which r11n 
out after thl' first time which is why 
I don't know why niages don't gwe 
up spells and ruin building ma· 
ch1nc-R but my uncle used to say only 
a gnonw has the patience to fix a 
machine that has Just k1lll?d hi.-. 
entire family but 1 d1wess " 

Ai; the gnome hubbies on. you 110· 

lice thick green foam forming on tho 
armor ht· is "d1•11nang.'' An acrid 
smell fills the air. 

For the Dungeon Mos1er 

The nd,•enturers have Jllllt met Mamsh 
the tinker gnoml• He is still peddling 
!lmall ilerns in ordt>r to raise money to 
hire an nrmv. His cart is full of usele118 
devices. Any PC who steals or buys on 
item from Momsh rinds t hnt it doc~ 
nothing at all or ha" some harmful 
effect 

HUI nrmor cleanser is much too 
s trong. Unless it is washed off within 
one round. it will ha\'(! damaged the 
armor, reducing its protection value by 
one AC point <nwgical armor must save 
vs. acid or lose its magicnl protect1onl. 
The PCs may be angry nt Mo.rush and 
demand that lw plly for the armor, or 
they may attempt to buy one of his 
devices. Since Manish needs a lot or 
money to hire tln army, he has workud 
out that ht' must i:harge 313 s teel pieces 

per dev1~. lf the ud,•enturers nre angry 
at Mamsh for damaging their armor, he 
dofende himself by telling them the 
story of the rampagmg mechanical 
dragon. Jr they 33y his devices are too 
expensive or a~ "junk," he sits down 
sobbing Md tells his story. U-1 hey buy 
one of his Items. he 111 8-0 happy to ha\ e 
finally sold one thal he joyfully tells his 
story. One wny or another. make sure he 
lt!llS IL: 

" I am sorry to htWI' troubled you nice 
people but WC gnomes are in II lot of 
trouble because one month long a go 
we finished building o mechanical 
dragon that came to life due to a 
malfu11cuoning experimental self· 
pilotin$t mechanism that cau11ed it lo 
destroy the main entrance to our 
mounuun and knock down &0mr 
tre<!S and do slrucwrul damogc but 
th11t isn' t r~ally so b;1d beca~'IC we 
were going to rebuild the mount-0in 
an)•way !~use the Arcb1tect11r(ll 
Guild has discovered u new method 

The l rofl of Chemodh 

The ico11 of Chemosli is a pow"rful 
holy item created by the god of the 
undead from the '!Ot1I of de.t1d hl11ck 
dragons. It does not radiate mugic. 
The icon csn act 011 a soul container. 
such as the one required for a mag1c­
JOr spell, bul this id the lewst of tt.8 
powers If the icon 1. empty and in 
contact with a dying creature, it ab­
sorbs the soul of that creature; the 
body of th • creature decomposes inw 
black ash. If the icon is brought into 
c<>nlac:t with t he body or another dead 
creature of the snmc• general race and 
alignment as that of the contained 
soul, the icon trnn.siers the soul int() 
the body. raising it from tbe dead nnd 
healinit 1t of all wounds. The ll<>UI now 
bas aJI the physical charnctt!rt8l 1CS or 
the new body, as 1f the original crea· 
ture had shape changt!d. Once El soul 
has been transferrc.'<i by the icon. that 
l!Qul is forever in contact with the icon. 
The OE'Xt time the body or the i;oul 
dies, the soul will be sucked through 
the icon into the Abyss. 

Lf an exact duphcate of the soul's 
ori1.pnal body 1s constructed from black 
Jade. the troul may animat.e the dupli· 
cate and transform it from Jade t-0 
flesh. It 18 not normally ~sible for t1 
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of weight·strt'"lS transferral that 111 

much super ior to the mountain's own 
nnturnl methoc!R onlv now we can't 
build 1t hecauc;e the dragon ke-eps 
knock1n~ 1t back down nnd kills 
anyone who goes out:.1dt• I'() we hnvt' 
to t11tay in and we're really i.:euinJ,r 
ured of eat mg mushrooms and fun 
g\I!> !I() 1 decidt-d to fly here and f{et 
the knights to h<>lp destroy the 
dragon only I m1scalculnted the 
trell.$ on the wings or rny .:nomegh. 

der and they snapped cauMng me to 
falt into some trees but luckily the 
central wing and shoulder harru.illS 
functioned a!j an admiri!ble para· 
chute !IO I wnsn ·t hun ond was able 
to walk here- lo get the kr11l:ht1< on\) 
th11y are all sick with JMIM disease 
and can't help me so l'w decided to 
hire an army to lwlp kill the dragon 
only it 's hard selling enough of'lh~ 
innovative inventioru; to i,;cl an army 
and I am gelling worried ubout my 
wife and children and I wu.h that 
som{'()ne would help me:' 

soul to animate a mechanical body 1\S 

Ahmorns did. but Thkh1s1J< used her 
div me powers lo cxtE'nd the abilinefj uf 
the icon for this one trunsferal. 

1\ ll who have ever had thu1r souls 
withul the icon can sense its presence 
ifwith1n 50 miles nfit . Thti< iwnsmg 
ability tells only that the icon is nc11r, 
not 1ui exact location. How(•vcr, if the 
icon ii! held by 11 good-ahgnen crHLUre, 
those linked with the icon arl' able to 
i;ense the direction in which the icon 
lies. though not its distaoce. 

The icon 1s an indestructible 1trtili ct 
It is 6 long and rcsemblc11 the p}\)r51· 
cal body t:if the latit CTeutul'\l wh!k-<e 
soul it has absorbed. If Blttckstone 11' 

killed while carrying the icon, his soul 
will be ubsorbud. At present. the icon 
is in th~ form of a small blnck dragon. 

The icon can hold onlv one soul at a 
time. Other souls that ~ll<'mpt to 
transfer into the icon are either 
sucked Into the Abyss lev1I souls> or 
repelled by the icon Cgood or neutrul 
souls I. 

lf the PCs have the iron t>f Chflmn•h. 
all random encounters are eut-0mat1· 
cnlly with Ahmorns rcven tm the 
Knights' Path. the road from Mount 
~evermind to Wh!testonel. 
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The PCs will probably hav~ diJT1culty 
understanding what Manuh has just 
l(mf because he speaks 80 quu~kly Hi: 
gladly snswcns any quest1on1' they ni4k 
and will even repeat hlS 11tntement In 
it.a ent irety. 

Remember that t he gnomes do not 
knew thtlt tht' 1pirll of Ahmorns poll 

scs!W!s their crnation. They believe thnt 
t ho dragon's strange sctiom1 can be 
blamod on the exper imentnl out-0pilot 
11yatem they iru1talled, and}he~· do not 
call tht• dra1lon " Ahmoros ; 1t ts !llmph 
" th dragon." 

Mamsh glodly accepts any offers of 
help from the ndventur~r . If they cnn 
d~troy the mechanical dra1tun, ht• nnd 
thl' other gnumes would be Vl'ry 
RTlltoful. 

l{ n.sked wbaL lhe1r payment will be 
for helping the gnome . Mam!\h volun· 
teens to gi\•c the PCs ' ' rncred1bly 
&UJMlrndvaoced JUt>t·made·by the· 
Wu11p<ins-Gulld dragon-lighting equip 
mcnt" which they may keep if they slny 
tht• dragon. He also pledges that he and 
the other gnome.swill help the udv1.1n 
tu~rs ln tiny reuonable matter that 
they may requelit ut a lutur date. tr th '• 
pnrty refUS()ll «>help Mamsh. he siRh'I 
deeply and r~tumi. to p<'ddlmg his 
worl's. Any good cleriCB in \he party 
thereafter rind themselves unable to 
m<'morize MY spells . Tiu,; :>hould be nn 
obvious clue to help Mam.sh. 

Mom.11h, male gnomu: AC 8; MV 6. 
tmkcr 8; hp l9. THACO 18; IAT 1; llmJC 
by weapon type: S 7. D 16. C 9.116. W 
10, Ch 12: ML 10; AL LG: <11T1all ham· 
m t'r; hfc..oqueat: build the perfect ghde.r. 
'l'inkvr gnomeit use thl' to hll tables of 
wiuirds and the srw in1C·throw tablett (Ir 
priest.II, but they may use any weapons 
(M: the Tmic of tht! Drugon boxed !kl't, 
the Rule Book ofTuledrui. poge 4J 

The Journey to Mount Nevermlnd 

Mamsh will leod the pany along the 
Knights' Path to Mount Nevermind 
Tht• Knighl4' Path is usually safe to 
trowl. but with tlw dragon loose, 
Mamsb is \•isibly worried and talks 
non11U>p nbout 1l8 ciestruct1vu ability 
foitojlg\lrating all o( iU powers. Slnce he 
knows little about it l. Actually. the 
drttKOn 1s nowhere near llw pnth nt thill 
tjmc, but the PCs may run into other 
n&Ut) surprise!! on the wn.y <check for 
rru1dom encounters on thl' Gnome,•nlo 
Random Encounters chart . page 44 1. 
When t.hc advent.urers do reach Mount 
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Ncvt!rmind, rrnd thi: following passngc: 

At lru;t you h&Vt! reached ~ount 
Nl•vermind, fnbled hom<· of the 
brnomes. The tallest mountoin on 
~l\ncnst Isle, t.hl$ exunct volcano ii. 
truly a maje-.l1c sight Cr.-t"n terraCC'll 
line its slopes up to iui nat-t-Opped 
11umm1t. The unly bl,•m1 h to Mount 
Nt!vormind'11 beauty ia n gTesu gap­
ing hole at its ba.o;,e, where the 
K1111thui' Path runs up to the moun 
min Huge bronze doors that onc.e 
s tood ut th1> entrance to the gnome~· 
city now lie Ont against the earth, 
wrn from their fixing!'. T he earth 
Mound the c•ntrunce i;; nppcd apart, 
and the Knights' Path itaetr has bvcn 
tlt•strnyt:d. AA you approach, you look 
down and seu muny enormous claw1•d 
footprint.a unlike I.hose of an)' kno~' n 
b<•Ml. The dnmage must have beel"I 
cnuoed by tho drogon you will be 
hunt111J.; . 

The PCs are taken through the hole in 

the mountom to meel Pil'rs , 11 gnomt· 
diplomnl \.0 other races. He cordially 
111v1t«S Lhem to slt down nnd relax. If 
thcv wash , he will ,lllow th<>m lo stay 
ovt!~ight and re t . and the gnome Med· 
1cal Guild w1ll t~nd to their wounds 
Pier has equipment ready for the PCs 
if they wi h to KO nf\.er the dragon im· 
mcdJOU)Jy. He keeps oth r wiomes i!wny 
!tom the PCs. as he does not wish the 
PC~ to be distr11ct.ed by rt•quesLS lo (!X 

amine any odd equipmcmt they may 
have 

P ier • male lf"Ome diplnmnt· AC 4 
MV 6: Tll ; hp 37: THACO 15: IAT 1: 
Dmg by wetapon Lypc: ML l•t ; AL N. S 
11 , D 16. C 13, l 17, \\' 9, Ch 17: bro~rt1 
of dflf•mHe AC 6, •hurt lllL'"rd + 2. Pi~n. 
1e 1.1n unusually crafty ond cynical 
gnomt>. He always 11eems kind and cour 
lt'OUM but is ctapnble o(bclnlJ ruthless l-0 

serve the needs of the gnomes. He 
would gladly sacnlice Lhc PCs' livu tf ll 
would nd thf' gnomes of the dragon. 
Pien< will be helpful to the PCs because 
~h~y are, at this t ime. acung in the 
in te~sui of gnome soc:i1.1ty Piers s~ak11 
01t • Jowh· and aa carefully ll1I o human. 

'fhc D~I should be prepared to ad-lib 
his descr iption of Mount Nevermind'11 
rnlncale "urh11n dungeon." The ;\ t/tJ,/I of 
th.- DRAGONJ...ANCE World should b<> 
con1'ulted for b11~1c detail!l of the moun· 
1.am '11 layout 

If the PCs wish to rest overnight. tht.t 

gnom~.s lead euch of them to h is own 
comfortable, 1d~nt1cal lx>droom Csu:e and 
layout are left to the DMl. Read the 
following de~1ption to the players as 
their characters t.>nler their rooms. 

Well . now you'vf' seen it a ll : a norma l 
room with oormul fum1turn. de 
1>1g-ned by gnomes! The room isn't 
large. but 1t look" comfortable. Tht•r<• 
1s a desk, a chmr, u close\ , ond u sol\ 
ht<d. Attacht!d to the foot of the bed is 
o lnrge red butt<ln 

The desk and chair art' nor mal, j us t as 
thev appear to be. The bed and the 
clo~t. ho\\. ever. ar technologically 
ndv11nced. 

The bed. n gnome \•ibrosl.-eper, act i· 
''utt!S when thti button iJI pressed. Two 
lnrfU! arms emerge Crom the walls and 
gra!J a t the button-pusher ITHACO 13. 
no dt\mage), then forcibly place thal 
character in the- bed. which oogins to 
vihrah.• rapidly for one round while thl' 
arm~ hold the v1ct1m secure This v10· 
lent \•1brating acuon causes 1-4 hp dam· 
a~e The mechaniwl a.rmis are too 
strong to be resu.;ted by strength a Ion<.' 
but mny be allllcked leuch arm is AC 2 
w11h 10 hpl. The nrms withdraw afi<>r 
thl' vibrating bed s top,, lbreak,o down, 
octoullyl. 

The closet is n gnome easycleaner As 
S()(ln QS tht.> door I Shut, th\.' 0oor OJ)enll 
and uny n.erns in1'1de are ~ucked down 
into a 1..rnome laundromat The cleanmg 
machines work reasonably well on 
clothes but tend to budly mangle morl' 
solid items. Any inflexible itl'ms .sub 
Ject..ed to t~ proc:f'SS m \Ull ttave vs. 
crush ing blow to avoid berng severely 
dnmogcid. Ffox1bl~ items lancluding 
clothing) have a LO~ chsnc:e of being 
hornhly tom. Paper item!> ore ruined hy 
th15 cleaning proces.'>. though kmd DMs 
will exclude spell book.II Any PC who 
somt•how mannJ(cs to get "cleaned" 
takes 5·20 hp dt1mage from the exper i· 
ttncc and mu11t ~rescued. 

The bedroom doors of any kender will. 
as a precaution, be barred shut from the 
outside to prevent wandering. 

If the PCs ask for healing. 1he gnome 
Ml-dtcal Guild will be happy lO provide 
1t 1 he patient• for v 1ct1mi., a3 the 
kmghts say) a re led to the gnome infir· 
mt1rv where they are t.rentl'<l with mt•d1 
cine~. salves. bone stretchen;, and good 
o}d.fai.;hioned let.>Chtng. Ench person 
treated mus t make a system-shock 
chl'ck . Tho11e who mnke their check are 
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healed for I ··I hp damage lf the check 
fails. Lhe potienl takes 2-8 hp damage. 
Only one successful trentment muy be 
made per week. 

When the ud,·enture111 ure read) to 

leave, they are introduced to Spring­
shan. their guide-a gully dwarf. 
Springsbnl\ was ucccpt,ed into gnome 
society becaus(.' of his willingness lo test 
devices for the gnome . He WWl re· 
named Springshall afler lhe first de\'ice 
he test~ (a gnome elevator!. Spring· 
shaf\ claims t-0 be an able J.<uide for th•• 
adventurers. and a master tracker. 

S p ringsha ft, male gully dwarf: AC G; 
MV 6; F6; hp 43: THACO 15; IAT 2 or l ; 
Dmg l-l'l-11fist/b1te1 or by weapon 
type; SA saves at two le\•cls higher; S 
17. I 8. W 6. D 18. C 12. Ch 5: ML 6; AL 
CN: club. Springshefl: thinks himMlfto 
be the equal of a gnom~ and thinks 
gnomes are the mosl wonderful race in 
Krynn: af\er all, they taught him to 
count to three! Sprlngsh110 believes he 
is far superior to anyone in the party 
and angrily responds to any questioning 
of his ability to lead lhem by saying. 
" Me know forest like own right hand!" 
while waving his lef\ hand m the of· 
fendrng PC's face Actually. Springshan 

has no 1deo where the dragon 1s ond 
will wandl'r ubou\ in u seemrngly run· 
dom pattern tstw Sprmgshnfl's path on 
Lhe map1. This ru.ndmn wandering even 
Lually leads t he odve>nturnrs through all 
important encounters. lf Lhere is 11 

gnome m the> party, Spring~han·s mo· 
rale becomes 12 and he takes an act ive 
parL in any combat This is olso the case 
if a party member romplimc.>nt. him by 
81tying he 1s ns smart or its brave as a 
gnome. 

Once the adventurers have met their 
guide, they 11re led to a lurge room 
where they receive t hree pieces of 
dragon lighung equipment. a "bigwheel 
cart..'' a suit of "ll'onman battle urmor," 
and a "steomsticker harpoon gun" For 
a complete description of this equiJ>< 
menL, see page 42. 

Piers gives the adventurers a map of 
the rough wilder ness surrounding 
Mount Nevermind. He dre" the map 
himself and warns thl• PC~ not to let 
gnomes in the Mapmnkers Guild lind 
out about It. B!i Lhey would demand thm 
the PCs use their own superaccurate 
map 1wh1ch only members of the Mnp· 
makers Guild can understand I. 1f he ts. 
asked fol' the det1ign ploni:. for thu me· 
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chan1cal dragon, Piers informA Lhe PCs 
thal the plans were all destroyed in the 
chaott of the drngon 'R e~pe. 

Mom!!h will not conltnut'! w1lh the 
party He is eager t~ rernrn to the Aero· 
nnullci> Guild to design un 11nprnwd 
gnome1tlider. 

Gnome,•alc 

Gnomevale. the rocky. for'-'~tt'd w1ld1:r 
nes~ surrounding Mount Nevermind, is 
o strange place indeed Hundreds of 
misguided gnome ecological experi­
ments have t.ransformed whnt ulle<l to 
be a quiet, mount~inou\1 forest into a 
st range and confusing pl1tce: Elves are 
inherently annoyed by the unnntural 
plunts the gnomes proudly refer Lo as 
thcu· "hybrids.'' One example ts Q croM 
between a pol&LO and a carrot <the 
gnumes hnve n11mt!<I it n parrot). Gnam1· 
hybrids usually receive the wor:."i ge­
nellc traits of both parenLS; ;i few hy 
brids are poisonous or caroivorour.. 

Ahmoras's rampage through Gnome· 
vale has destroyed much of the vege-­
u1t.lon, Because his traiJs over lap 
repeatedly. it is virtually impossible to 
successfully track him. One good thing 
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Gnomi h Deviceio 

The PCs hould be giv<!n be given th • 
ph) ic.al de!(t"iption ond ti>ld Lhl• 
powers of each device i.rivun them hy 
the gno1n • • All gnomWi devk< • l~tcd 
bcl<1w hav • beWl tinktred with ind 
modilll-d to the exti?nt that their 
•ucc<ttt~lt nushaps 8l'tl stAndatd. Each 
dcncc hs~ nbilille and folhb11stlC' 
Tink~rs anuy furtht>r modlf)' th 
dt:v1c~ an uny wny thl· DM allc>w . but 
t.'UJd hnn tor modifications an.- lflV<:n 
fm· each du.vicu. Fnlhbililfe~ morkcd 
Y.tth 11n .1~unsk muy be dt-lccli'<l by 
PC unkcra in vt•r)' rough dolatl As an 
1x·1mple1 hi>re 111 a con\.-er-wt 1on bt"­
twuen an 1.1dvcnturet and 6 tinkn 
gnomi. whn ha Just t.'JWtnlflcd the 
tronomn onnor: 

Partv leader: ' 'So, hnveyuu eJmm· 
med tho rmor?" 
Tink~r: "Oh yes l bo\•c nnd J d tect 

th.tt while weannl{ lh.tt. u.rrnor }OU 
qhould not try to wind up the key in 
di,. bnck for too Ion" ns the annor will 
JGm up and be \lllt!h:ss." 

P:utv leader: ''Ho\\ man)· tim can 
thn Jct•y btl sufoly turnf"d?" 

Tinker. "W!!ll l thought you would 
want lo know thut eo t wound up the 
t1rmnr for 6 minutes 44 seconds tind 
then itJammf'CI · 

1\ll tink1 ring atwmpl.s U't> mudt'I 
agamr.t dtfficuhy levels. Roll ld20 and 
udd tht· tmkt•r'• h·vd to the! roll. If the 
rf'.:<;Ult 1 <«1ual to or greater than the 
listed ditliculcy lovel. the utlempt ii! 
uc~ ·ut If the llt.tt-mpt f•11£, the 

tmkl•r may not tr> 81tUJn UllliJ hr. grun11 
n lev I Qf exptoril·nce Tink1·nng "';II 
not u uolly domniie u device af: thi: 
nllempt fails. No unkering requare­
th1• bu) mg o( part.5, fiS the IPlOmc. 
provide those to the tinker for freG. 

lfthe.p:trt} br1n malfuncuonlnA: 
dCVlt!! bnck to Mount Ne\'crmind And 
rc.-que.-ts that n be fixi'<l, a .ith·le' el 
t mkc:r trnonu~ will dutifully ll')' to M'­

pair tho item ThLB gnome ~ 111 al'° 
llnker \~ith the d~viceo lfhe t. a.11kt·d to 

As you rend ov •r tht: d~rtptiorui of' 
these dc\'it , :.·ou may come to thll 
i;ondu"ion th1.1t lh1•) \\ill beofJittle 
UM: to the odvtnlurer.1 \\.'ell, whfll do 
you expect from gnomes? 

l ronman Armor 
Complcxicy Le"' t 11 

'I his l ,200·1b. device h811 been dr-s1gncd 
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for human !-I.le apcnttor= 15'6 6'6' 
tall J. Unfortunntely, dul' to the nee• 
&ar)' "ue of lhe op<•rotor, It htu not 
lwt•n W.Sl4~. 

PlnsiMI D mpt1on: Thi• lO'· t<tll 
U'Oll armor Complet~l,Y COVl'f'S the en· 
ttre body of lh11 wearer. A wrg metal 
key protrude from the u1t's bock. Thi• 
\\'Cill'Cr of the 1ronnuUl armCiJ' re~m· 
blos 11n awest1nw rru!l 11 giant ur an old 
movie robot 

Abtl11~ 
-The armor hn.s AC 0 
-The v.t.•arer takb lutlf dumn~I! from 
blu.nL weupon8 hncludes dr:1gon stomp 
ottnC'kl due w the armor's uuctu.n 
-Theo US<.'T f(ains an 18i00 strength C •3 
to hit, +6 t.o domagl'' when u11im any 
vnt .. hnndi'!CI w~itpon whilei we.tring this 
armor. 
-Th~ urn1or comlli> "1th o giant one· 
handco<l mnce thut dO\: 2d6 hp dam IC· 
( +6 hp damage\\ 1th mit 'a trcngth 
bonu \ 
-Th \JS(_•r gA.lru; tt mo\'cment rate of b 
and i~ not slowt-d dowu by under· 
gro\\th or hallo" mud or wt.tcr. 

Fall1l11liluJf• 
- Till'l dl'\'ll'U muet 1l1 wound Up or Ill! 

limb:! "' ill not mO\'t:. The 11nnor rl.!· 
qwru one round or winding for each 
turn of ochon. tr the u.rmor u; wound 
(Or more lh&n IX round.", the ~ 1ndm~ 
mc.-chnni11m br\!nk.~ When the duvu:e 
wind~ down, It lru>t~ntly bt'C'Om•"> 1m 
mob1hi. FixtnR n broken w1ndml( mt•ch· 
nnism is difficult\' 11 wk nnd tnk 
2·16 houu, · 
-The weuru uuuck.s lost In a mctec 
round, lo~1n11 all roll- for in1ttull' e 
-5J)4!'11S w1lh somot!c camponent:t1 may 
not be ca.at by the armor's wean:r 
-Thl• wcar<'r mn.y not Jo.'t.'l Mll oft he 
onnor \\'ithout hrilp from :l comp1•n1on 
- Any to·hil or saving thtO\\ roll lhst 
r-esullS 1n u 1 menns the devu:e ha­
hrokcn and needs reprur (difficulty l l , 
2· 12 houn.}. .Any roll uf 2 mean~ that 
the mnchine bube 1l!'elr in tht? hE'ad 
with uny \\ tiopons carried (doing half 
damage to the wcor rl. Any rnll of 3 
indicates t.be device h11.11 dropped nil 
~t.-d 1t~r& tonu round per item is. 
required for recovery). 
-Xo two-handed or missile weapon 
may ~ 'viulded 
-lf the wow-er is struck with o physi· 
cnl wunpon for 20 hp or mQre damage 
Cbeforu damage 1 modaliedJ, ht must 

''"·e vs. petrlfkatit1n or be !knocked 
prone. A combined strenirth of 35 1t1 

n{'f:Cfecf to nwht the W'111ter, or lhe 
wuarer moy right bun.st/If 110l'r 2.7 
round . How \t:r, n l\'lllg thro\\ vs. 
cna hinSJ blow must be nuule; for the 
met I wind-up ke} m back (7 or betkr 
n?qu1rcd) ur the kt!y jams in vlm:e Cd1ffi· 
cully 11, l..f houn to fix). 

Rf'. ult1 q/ '/)nJier1ng: r\ unkcr moy 
add nn outomat1c '.''1nding mechani m 
that will ~•llo" the do\'11: to wind itself 
u~ thi? wcart?r mo\'1•i1, 'lb millet· this 
mod1fic:u.ion take~ 2·20 hl)urs ot dtlli· 
cult v levul 12. Anur this rnodificat..ion, 
th :\MJlOr t~ b dly bulanoocl m tbnt " 
...avt• ' '" · pt-tr1lkntion is f'i.•quired wh•·n 
10 hp dam:sgu or more 11 taken {set.• 
lm\l fall1bllily\, 



Bigwbeel Cart 
Complexity Level 16 

The bigwhcel cart is useful for high· 
speed land movement, b\ll ~etting it. to 
stop once it has started rolling is not 
easy. The bfgwheel cart. may carry up 
to eight man-sii.c creatures, and up to 
18 gully dwarves may cling to the 
aides. 

Some creatures encountered in the 
wilderness {cuirrlon crawler s and wild 
dogs, for example) will be unable to 
effectively att.ack lhose riding t.he cart. 
Intelligent. opponents wi11 usually 
scatter (to avoid being run down) and 
must use specull or ranged attacks to 
reach riders on t.he cart. 

Physi.col Deacnptwn: This huge 
wago1), the .sfae of a small cottage, Is 
the cloeesl thlog the PCs will ever 
find ton Shemlan t.ank. The bigwheel 
cart is so named because of the six 10'· 
diametel' wheels that propel it. As the 
bigwheel cart rolls merrily along. Jt. 
Jets forth a trail of steam (damage 1 6 
hp) fl'om its rear exhaust. t hat hits 
anyone within 10' of the rear o~ t~e 
cart. The cart's side walls al"C 3 high, 
providing 60% cover from mi$8ile fire 
to those inside C -4 to armor classes) 
Four t.wu-man benches are provided 
Inside tho cart, with the driver sitting 
on the front r ight ~ide of the mterior. 

AbiUttes· 
-The cart bas a movement. rate of60tll, 
meaning that once it gets underway.it 
is moving at. about 20 MPH, or covenng 
600 yards per minute. While this speed 
is slower than a fa.et horse on a dead 
run. the size oft.he c;art and the w1~d 
ride will almost cert.ainly make this 
speed seem terrifying. 
-The cart doel! I d20 + 10 hp damage to 
creatures that stand in its way (save 
vs. petrificatioo ~avoid ifwat hin 60' 
of moving cart's path). 
-The cart will plow through small 
trees, bushes, lllld animals. This wi_ll 
reduce the cart's movement r&le bneOy 
to 18. 

Follibilitiei:: 
-This device, once started, is virtually 
impossible to st-0p as the brakes wlll 
malfunction. Only when all the wat~r 
in its st~am·engine fuel tank is used up 
will the C?art roll ton h&lt. UO miles and 
half an hour after starting). 

-The cart hrui bench seats but no eat 
belts. All passengers must make one 
dexterity check on ld20 per round the 
ct1rt is in motion or be lltrow11 to the 
floor fo:r 1 hp damage (this damage 
continues even after the PC is on tbe 
floor, as the motions of the car wall hurl 
tihe PC around until he can make a 
strength check on ld20 to ~ab a bench 
OT the Side of the cart). 
-Steering the cart. is difficult.. When a 
PC nti..empts w steer the earl, roll 1d20 
and consult the following table; 

1 Cnrt is jammed permanontl) 
into reverse and must be fixed 
(but only oner h. stops). 

24 Cort drives in reverse for 2·8 
rounds, then rolls forward 
again. 

f>.8 Cart goes in opposite of desired 
du-ectlon 

9-10 Cort staUs for 306 seconds {gel 
off while you Cflnll. then con· 
tinues on its previous course. 

11.20 Cart goes in desired diret'tion. 

-If the cart is traveling backward, all 
who ride on il take 1-3 hp damago per 
round rrom steam. Cully dwnrves 
dinging to the sides of the Cflrt a void 
lbls damage. 
- The curt requires 12 gallons of water 
for every mile traveled, and ila to~ago 
tank holds 120 gallons. Thu water lS 

heatA..>d into sleam by a solar lens, so 
the cart. may not travel at night or on 
cloudy days. The cart will run out of 
water long before the adventureri> 
return to Mount Nevermind 1f they 
follow Mamsh's path. 

Rf's11U11 of Tinlwring: A tinker may 
fix the st.eering mechanism in 1-4 
hours so that it will st~r properly 
(difficulty 14). The braking mechMi11m 
simply h·as a scr<>w IC>OSe PC tinkers 
musl mttke a saving throw vs. speUi; to 
replace lhe screw CdifficuJty 4). If lhe 
tmker fails. ha will spend 2d20 hour!! 
building a screw reploooment machine 
(complexity 14). NPC tinkers automati· 
cally fail their saving lhrows. Scot 
bell.$ may be made with ropes by 
anyone. 

UNCHAINED! 

Steamstick er Harpoon Gun 
Complexity Level l l 

This 500-lb. harpoon gun is a powerful 
weapon, but. it is imp<> ible tu predict 
when il will go off. 

Physical Dcs('.npllon· The steam.­
sticker harpoon gun resembles u can 
non mount('(f on n platform. IL is 
currently mounted on t.he bigwheet 
cnrt ond shares its water tank. but the 
gun may be removed fin which case an 
alternate source or water is retluircd). 
The gunnel" must sit on ihe front left 
side of the cart's intenor. 

Ab1lihes. 
- The ht1rpoon frres u single lO'·long 
steel bolt for Sd20 hp damage, at a 
range of300'. 
- A drogonlance cirt1d from the har­
poon gun causes 2- l~ hp damog~ ~lus 
t.hc fil'er's hh point.a an dti.muge 1f It 
hil.8 a live, nonmechanicnl dragon (do 
not tell the adventurers uf this abilit.y). 
Normal lnncea cannot be fired from the 
harpoon gun. 

Fallibilities: 
- Once the dovice Is aet to fire, it will 
do 1IO in l .S ruu nds.. 
-Until Lhe device firea, n PC must aim 
it or it will uutomnticully ms~ its 
l.urgel. 
- Once fired, the harpoon gun may not 
be fired again until al 1s. reloaded. 'J'his 
may not seem U> be much of a problem, 
but only one hnrp()On comes with t~e 
de\•ice, nod the t.arget mtly be unwJll· 
mg to return the boll. 
-On a Toll of 1-5 on Lhe aimer's attack. 
roll tho hnrpoon gun Janul. St.eom 
env~lops everyone within u 10' rmlius. 
causing 5d6 hp damage. 
-IC the harpoon gun is fired while 
mounted on the bigwbeel cart. the 
sterun blruit generated reduces the 
amount of wat.er lttf\ for fueling the 
cart by 12 gallons. 

RC8ull.8 ofTinkmng; A PC tinker 
can reduce the time of firing to 1 2 
roi.inds (difficulty 13>. The chance of 
the harpoonjamm1ng can be reduced Lo 
l In 20 (difficulty 20). 
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UNCHAINED! 

Gnomevale Random Encounters 
ld12 

I 
25 
tJ-8 
9 

10.11 
12 

Wildemeu 
Carrion a1twlerll 
Dr11con111rui • 
Gully dwarfforogcre 191 
Htd dra11on 
Wild dogs 
Ahmoru 

Jdl O 
1·3 
4.6 
6 

7 10 

Knigbi..s' Poth 
Draconian p11~rol l 
Draconian ~trol 2 
Draconian paU"OI 3 
Solamnk 11ellreh pll.rt}' 

•Roll ld8 on the Kniiht.t' PAth t.nblr to 11ee which pntrol 18 tncounleted 

Cnrrlon cr u \lo•lc r1d41. AC 3n. MV 12: HO 3+ l. hp 24, 23. 20. 18: THACO l7, IAT 8 Cten 
Lades} or I (bit~); Omg nil or 1-2: SA each ~nwcle cnu!les paralyau for 2-12 turns: ML~­
c111I. AL N; MC Those mon.st~rs h8ve be(io wa.nd1tnng arou.nd annle3$ly since Ahmorua 
dca1.ruye<I th.i1r burrow11. 

Orac:on.lan!I: Thot't' ar'-' thrtlf' umqu~ draconian patrols 1!11 patrol i.11lajn, 11w11l1iot be 
encountered Gfidm The patrols are seurc:hmg (or Ahmoriu. aeeking to moke him loynl LO thc­
Onrlt Que<.'n onOll ng11ln E&ch patrol ho,. n potion o( blo.c.lt dragon co11tl'IJ/ that they plan to 
UM! ug111run the dra,)(on If hi! will nolJ(>1n them. How1.<vt!r. the polioru w1ll·not lliTKt 
Ahmoru in h1a mech11nacal body 

Patrol I : The..e dracnninn8 ore tho leut importont Qfthe thre~ searci> parties Among the 
Potrol or 10 Q.rll lWO un1111uully w~·ak baaz dracomans, Grekk 13 hp) and Gnuh !2 bp). They 
It.II)' nt the bnck of comb11t nnd aurrcnd(.or immediattoly if their compt1n10113 or their 11.'aden 
are killed They l!ORc.!rlY lfiVl• 1nformet1on 10 eJCc:hsnge (or their llve:s and llrt! tuu • lup1d to lit! 
effcctl\•cl)'. but they may ll'l f" No, tl1er11 IU'a no draconiaru. in this (ore11l, not n 111nglr onc."1 
Crekk ond Clnosh do know thnt the rnmpnginR m~anical dra$!On hiu thf' l!()UI of n P<l"'t r­
flJI black draicon, na1nt!d Ahmonu. tnlpped wjthin It. 

The pntrol'• bouk leader, Flntcli 127 hp/, ~s 11 wiiatd scmll with the spell~ u•oll of 
fvg. u· 1~tir(/ iMk. m1m.1r globf! of 1nc111/n1<rab1/lly. and dig. H1.1 l:ieutenont, Pit.ch 117 hpl, car 
t i(•!( the pouon or bl11clr. d~n ro11trol. The draoonuuu wear s:tnndard batlle garb. 

Bouk drAconlan11 C3t AC 2; MV 'l or l5 (on •II fout1), Oy 18; HO 4; hp 27, 17, tO: 
THAC'O 17. tlJ 2 clowa: Orng 1-4/14, SA epellll; SU oll llllv!la el •2. 20't magic rt'!lliltance, 
explodml( bonH; ML IS; AL LI!:: OLr\174, 11pell.8 <u •l lh·lovl•I wiXArd)· burninJJ flandA, mo.g11: 
mu•1ll', ~hoclung srasp, lfltl l.lltb1/1ty. u•rb 

8nu droconfon11 17> AC 4. MV 6 or 15 Ion all foun1l. lly 18; HD 2; hp 12. 11 , JO, 9, 8, 3, 2: 
THACO 19. IAT 2 cluWll nr I wt'npon; Omg 14 '1-4 or by wttnpon t)'l>C; SD 20(\. mogic res-1~~ 
nnc , killing W("l\pon 11t1ckt: Ml. 13, Al. LE, OL1\ 74, 10011 aword!l 

Potrol Z: Th1111r; thl! second dracuruao J>llll'tll in 11<1lltth of Ahmoraa Sihc111, the 20 hp 
:11 \ 10.k. hos the polion of black drQ/;'Ofl control 11nd ia po/ymorphtd into the form of 9 hl\lr 
1•lvrn fight.er. Thi\ 33-hp s1vnk, My•hnn, curtl.'ntl) rt> mbltt o Knight of tho Sword The 
lrnpnk drnconillJUI under 1h1m command wear standard battle iarb. 

Slvok drttconians <21: AC 1; MY 6 or 15 <on all fours), Oy 18; HD 6; hp 33. 20; THJ\CO IS; 
t AT 3 <clnw• nnd tmll, Omg 1·6'1-&2·12, SD oJJ 11nvl!3 at •2. 2~ mugic rtotlsw.ncd; ML 15; 
AL NE. Ol.Af75 The s1vak.1 con.s:ider thcmR'lves loo important to r .. k m comb11t 11nd will 
11t.y ooh ind tht> knpnlt" If nil the knpnk11 nro sln1n, moke 11 mnrf!I ch!'Ck lO ~N· 1( tht\ 111vnk11 
fi&ht or flro 

Kapok drnconluru1 15r. AC •I. M\I 6 or 15 Ion all fours!, fly 18; HO 3; hp 15, 13. 6. THACO 
17: IAT I b1Ltt or I weapon; Dro.g 1-4 or by weapon typt.-; SA pc>1M>n: SD acid pool. 20~ magic 
r1>11l•Wnctt. ML IS: AL LE: 0LAfi5, lonl( •words. The luapt1k i;ptind one round p<iisoning 
d1e1r hill.de!! before they attack. 

l'atrol J: Thi• i1 by for lhci most dangerou.11 or the group.. to bo C'nco11n~cd Be sure to 
rvml1mber that 110me or the aurak'• apeciol auacks may affect hu1 compun1ona. 

Shraak Walder. 11urnk drncoman: AC -1 (Wlth ring); MV lS, HO 8; hp 3'l ; THACO 13; 
'AT 3 (ch•w• nnd b1tol. Dmg l.J/ I 11-6: SA fiN.! energy blMtA through bend~ <two Attach 
per rvu11d, ld8 •2 hp dum141e coth. 60-y11r\l .rMgeJ, bl'<'alh weapon (three tune• J*r d11y, 2<> 
hp damal(u plus blindne 5, 111ve applies. 5' rongeJ. 1uggu1mn 11nd mmd control, spells; S D 
•nvo ot • &, ~ magic rt1tH1tance, dimtn1U>t1 Joor llhree times per day1; ML 13. AL LE. 
OLA·"i'3: ¥}X'lls flu th·level WJLt\.rdl ,.n/arlJ<'. 111trx41f1H ara11p, E P. 1tJnl11n1: cloud, bltnlt. 
l1Slitnlll8 lxJ{t, {Ir~ sh11!/d, u·olf u( {in; nng of dt'/U/llDfl (•~/I turning}, rrnp Of protttfWfl • J 

Shrnak has ~n succe!l.$fully deluded by h1• rinrc nnd will an.-mpt to 11St! it u a spell is 
cast nt him 1f kill~. he will w.c his lil(ht run" form to utlllck not only the PCs but h1.!'I own 
companiol\ll <whoevt't 11 d06Cstl. Wht'tn Shr1u1k diea. his rings mu!!t aave va rnagicnl rtre, 
lightnin& bolt, and uu11hlnl( blow or bl• dttl!Lroyed. Shraak Wl'ar9 :mtndard Orugonlll'tey 
bnttle RB.rb but w;es hi~ changr 1d{ ab1hty lo m1m1c Barach1u5. h11 moge companion. when 
ht> encount.en the PC11 
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<the only good thing! is that the now­
deva.11tated wilderness is r elatively easy 
tQ travel through. 

In the northwest comer of Gnomevale 
is a tiny volcano known as Fodur's 
Point <area 6) surrounded by bills and 
valleys. Small plants and bushes grow 
here, but there is t.oO little soil to sup­
port trees or other large plants. 

Check for an encounter each timo the 
PCs enter a new hex or remain station· 
ary for three hours. EncounLers occur on 
a roll of 1 on ld8. 

Except for the wild dogs, all en.coun· 
tcred groups are unique. If a group is 
slam. it may never be encountered 
again. If on encountered group is not 
slain, it can be encoun~red repeatedly. 
Treat encounters with alain groups as 
no encounter, or reroll if you prefer. 

Set Encounters 

I. Entrance to Mount Nevermind. 
This spot marks the place where t.he 
me<>hanical dragon broke out of of 
Mount Nevermind. Once it was the 
main entrance to t.he home of the 
gnomes, but now It Is merely a gaping 
hole in the mount.ainside. The PCs may 
return here at any time if they wish lo 
rest or have lhe1r gnome devices fixed . 

2. Th e Wounded Coppe r Dragon. ln 
this clearing is a wounded copper 
dragon. Scatlerspray, who was flying 
ovtlr the forest when she spotted the 
mechanical dragon. Ahmoras was al· 
ready aware of her presence and re· 
mained completely still. Scatteraprny 
flew down to investigate and was 
quickly attacked and slain. Due to her 
ring of regeneration, however, Scatter· 
spray revived n short time toter, but she 
CSU\ no longer fly as her wings hove 
been damaged. One ofScatlerspray's 
claws 111 alBo injured, thuR limiting her 
to two attacks per round 

Scatterspray is napping until her rmg 
finishes its heaJing: she then plans to 
fly home a nd find some other dragons to 
help her slay the "meltll ont." Scatter 
spray feigns death to avoid interaction 
with the party I she isn't in the mood for 
con versa lion). If the PCs investigate hc•r 
body. she angrily warns them lo leaw 
her alone If the PCs heal her, tell her a 
few jokes. or di> something ent.enaining, 
she agrees to locate the mechanical 
dragon by oir tonce her wings have 
healed> and lead the party to him. Sent· 
terspr(ly will not fight the "metal one" 



personally nnd w1tl not lend her rrng of 
regencroJion to onyon~. Scatterspray'a 
plan to destroy the dragon will uuu! a 
few month. .. to p-r •pare tnot long for a 
dragon>. 90 1l is ofhtth: uf!e t.o the PC11. 

Scattersproy, adult copper dragon: 
AC -3: MV 6 (when healed: 9. fly 30. 
jump 3); HD 16; hp 66 (74 when healed); 
IAT 2; Dmg ld6 +616d-t +6; 'l"HACO 5; 
SA breoth weapon U2d6 +6), apella. 
combat mancuvt1r!l; SD 11petls, combat 
maneuvers. 15Cl m~~1c resistance; Ml.. 
16; AL CG: MC: spells: contrip, phonco.r· 
mol fore • 1J4fntriloq1usm 

3. The CorpHt-8 of the KnigMs. 
Unknown t.o Mameh. muny or the So· 
lamnic Knighta have been cured of their 
disease since h1~ vi.sit S ix uf them were 
sent, heavily nrmcd, to find nnd sluy 
"lhe gnomes' drogon " They WC!rc t rev· 
eling sl()nlJ t.hf' KnighUI' Poth wh('n 
they sow a section of forest that ahowed 
! igns of the dragon 'a puamg. They 
followed thr monster 's path until they 
found h1m and nttacked. Unfortunat~ly. 
Lhey l!ickc'<l the power to dt'feut 
Ahmoraa nnd wen al m . Thuir bod1C$ 
should be rnken bock to the Solamn1c 
cas tle 80 lhuy can bo Rtvcn n prOJX'r 
burial Theu• weapons and armor should 
olao be returned If tht! PCs hu"e thl' 
gnome bigwheel can, they will be t1blc 
«> carry the bodie11 and armor wtthout 
trouble. 

There are six human bodiC8 and the 
corpses of thl'l lr h()r~·s llCl\llA'lrt><l 11bout 
the clearing. Worn by the deod kntghta 
a nd strewn through the area are five 
suit.a of normf\l plt•le moil, one su it or 
Solamnic armor, three normal two­
handed 11worda, a two-hnnckd sword +I . 
a long sword +2, 11 footman 'a drogon· 
Ion« +2, and five nomu1l med1um 
lances . If the PCs return the kni jtbta' 
bodiea and all of the weapons. they will 
be very well received. Any PC Knight or 
Solamnie will gain extremely \•oluoble 
social status In the knighthood. Any 
good warrior may gain honomry kn11cht· 
hood. Lr the PCs return aome but not all 
of Lbe it~ms or bod1cl!. they will bt- ques­
tioned by a pneste95 of Mishakal using 
a dt!tect /u! j pell. If the PC• ruturn none 
of the items, I.hoy will ccrtmnly be in 
trouble if the knight.a ever find out! 

4. Gully Dwarf Village. This gully 
dwarf' settlement 1A populuted by two 
fam11iea. the Sooltha and the Gulmpha 
A rew years ago, the gnome agricultural 

UNCHAINED! 

!C'Clnhnu...t from pui;• 4·U 

Da.yana ft.mall' k41runt-111ll d11.rk df. AC 0 ~tV 12. Joi TI. hp 3 1, T HACO It #AT 3 2, Om.ii 
by Hapon typ;.• • I SA bncllal.lb. S lti D 19 , C' t I I \\' 9 , Ch 13, PP 80'i, 01. 55~ F' RT 
36CJ.. MS tJ6c;r, , HS 6St>;. DN 6&~. CW 909. , RL - ML IU, AL CE. hr'1«r• of d~{rnK 1\ C 4 
l.on11 su.'()rd ..,. , , poc1on of blorlr clr~on f'r•ntrol 011y11rua Ill romplt'lt-ly loyal t.o thr D~rk 
Queen end wtll n1:v ·r lw.•tTft) h"r Shr 'll>('l\n- ~ndnrd DroirMatmy bnule garb. 

BarochiU.§, tnule human ACM. MV l :l. rt-d robi•d Wamrd 7 hp H. THACO JS. IAT I , 
Dmg by •pell ur v.upon lYIX"· S 'i. 0 16. C 9, I 15, \\' 8, Ch 10, ~iL 6, AL C~. si..arT, •J>l'llll 
m'1glr m1n1/,.1 x 41, flonwJfl 4ph ' " 1'!21, mirf'f>r lmWlf /7y, ''"'"· J1mfn.~111n J,,.,,,. Baruthlu 
it a coward who w1JI <1u1tkly chan11t• loraltui" dunni; bollh: tf h1a opponl!'nl.ll .. ~~m lO bt­
wmnmg. He •IJIY• b\•hind W< h1• rompnn111n. chl\rl(tt intu combnt. cir he u~ hi.ll d1111•11t11111 
tlow t<'pt'll to 11\'0ld phy111cnl ronfrClntt~uon Bc11 11ch1ua• nrwt llctaon dunnjl bnule •• to (Ult II 
mirror 1mQ#Jt 1P41ll on h 11l1 lf1Shr1111k ~111hide1unoni; l hl' • 1mRjCt! I. Tht- w11.ard en.m~11 u 
Lr11vellng "Pt'll book ll rnppc.'CI with l'J.plt•111,. runr11> ronuunmg nil h1• memoriir-d 1<JM1ll• 
B11 n1ch1ut1'e t<eeQlld· 1111d h1i:bedtw~l apdl11 huvo all b.•1•11 ~UhJt>t~rl tu $«rt•t IX'll•' ~l)l! l h1 (lht 
comm11nd word ii. "pnr11nuu1"l to r1• .... 1mbl1• note• on 11lchcm) 

Tetchn, femttl<' hum11n: 1\ C 4, MV 12; cl1•Tlt 0C'n1khu11• 6; hp 31, TH.\CO 18; 11\T I , Dmll 
by epell nr wcopun typt•, S 1-1, U 1<1, C l4 , I l :l, W lfi. Ch 1 , Ml. 16, Al. NE: chuln mutl. 
eh lt!ld, mace, 1pell1: Mdurt hraJ, proll'dlfln (rr.1m fl'J<Jd 1 < 2 1. Aancruan I x 21. bnrlu k rn , .,. 
lrnc(' 15 rod1u11 I x 21, 11p1r1tu11l ltam tnf'r wv1·f'~11 u utc·h , C"t1u.r 1/1.-,.11•1·, J1•J>"I m11g1(' 

Thtcho IS II 'llfikJng[) ~~IUllf\.I) )'OUOll "tlmllll whn Wlfl .. Url't.'nd!'r lO tht• pnrty 1r hl!r t:om· 
panionll flnl k.ill~ Shi' ugrl't!I to JUln Iha advenl\1"1ra and I htlpful until Ahmor1111 is (011nd 
Then •he attempl.t to win him to hl'r •1dt' 11nd d•·~troy Lh1• pnrtv <but Ahmorn11 will 11t1J1ck 
herl. Tutcha cltums to bt o elem of th\' nl'utral .iod S1tttt>n 

G ully dwarf' fornl((•r.to: Thl' i:ully dw11rv1>•. ll'd by one- l\llmf'd Gurph. hsv" l>M>n ••nt nut 
t.o patrol the forel.'t And look for food Unl'onunawly. tht•y t1l'l' lo~t and ha\lc n<> 1dt'a wh••t\' 
their ,.Jlage uo The> havt' by pun thllJ\CI' 1wo1dt-d Ahmoru "°far l ( t.r••alf'<l lundly, th41\ 
follow thl' 11d~f'!nturn~ 11rt1und 114lunai "Tlu11 \Ion) 11.1 v11lni:t-?" •"<'f)' lh m1nuLe:. If th ·~· 11tt 
.iSked quto!\llOn•, tht} 1r1v1• whtlltv1•1 11n~v. "'1' 1t11} fr I 1 !JlD"ol hkely to tl"l th to PC 1(.1 L&kt' 
them horn•• t"You "ant dnil(•1n' Drai..-on In \'alll\~l.'l' • l'hey CAnnol h<• c.in1:1ncc-d thot thl' VC.. 
do not kn.ow v.•hf"r•· thf' v1lh1i:1- h If thf' re. all)' nnvth1na i hnt thP irull\ d" ll YC. do not 
understi111d. I.buy look linlUnd woff1rd.ly, muUH t•> eo1ch 11d1.-r then lflul(h loudly 11t " funn.,\ 
JOkl' you make'" 

Curph. m1.1h· sull~ dv.11rl lt·11d1·r 1\ C b, ~t\' G. FA hp 2.1. TH \ C"O 16; I AT 2 or 1, Omit 1-1 
1-4 •li6Ub1~1 or bv we-upon type, SO 'loll''l' ut '"" lun·l• luither. ML 6. AL N. S 16. 0 17. C 11 
I 6, W 8. Ch 8 : DL.3 30; hand a.:u " J llnimlll h1dr armor 1•qul\•nf1·nt Lo lenthr·r A (ew p•nrw 
ago, a gname whci V. llll r1• N•t~hl lllf 111111)' dw"rr 10tl'lll1tt111 · ""kt!<! Curph two ~1mpll' mt1lh~ 
mau caJ qucsu ous t;urph lt\lt ..c.-d "Om•" for th!! n,,,t 111Uv.t!r aud "Two" for lhc M!Cond 
ans" er Hl' w11111nfom1rd tha t h11 ~11• wroni; , t h1• Al\Jl~ N.,. wcm· s1>. and .. 1ght Curph know• 
that i;nllm~~ w-to •mllrt, "° 1>YN ~tnCO' then ht• hl\JI 11 1111w1•ted "S1J1" tn all qu1:1tloiu lo which 
he th inks thtt an11w1Jr 1• onl' nnd " l::1i:h t " to nil que11l1uM lo wh u:h he th 1nk11 lhr aruwc•r 1• 
more thon one. 

Gully dwnrvf's 191: AC 10. M\r 6, HU :t: hp 11 cuc:h: THACO 19: I AT 2 or I; Um$: 1·4 1 ·I 
lfa.svb1tcl or by wC'llpon typt·; S O 111n• nt twu IMc•I" h111hrr. ~fl. I; At. CN: 014'30, wn«l!'n 
$J>tlllnl f' t>W Of thl' lf\lll) fl" lll'Vl'• Wiii fillht ll rl~ oppotWnt : 1\111 l fk(' Urllll tbl' d1Jn"l!f 11 U\'t!r 
These d\\•Orvl!!I tU't• lt"!lll WM!(ul than lhr 11v,•rn11tt gnom1· lnvi.ntion, b11t ••t ll'llJlt lht•)' don't 
explodh 

Re d Drel(on: lnforno. 11 rt!d drugon. wu ~Ill b} T11kh11111 t-0 find Ahmorns, which ahc­
qu1ckly and eu1ly did, Oym11 right 11p to thl' m1-ch11nlcnl monatrr nnd grwt1ng him fnforno 
e*!aped Ahmorna'11 aubl<('Qu11nt ottock "'lt}1out c.akma ct Hie.al emoun'°" of denu1gc rthouab 
one of her Wlhlfi ~ broktnl. Sht! t» ®t ·~ kinv t.rouble and lnt'• t o D\'Oid comb11l 1( pot1•1blfl, 
but 1f the party S(..>enu Wt'nk 4nd v1•1bly w1•nllh), h1•r tif"..:d mny ovc-rrome her caution 

Infe rno , young aduh rt-d drll)l'On .\C - I, MV 9. )Ump 3. HO l-1 , hp 31 17 I whtn huJeth, 
THACO 7, IAT 3 plus -ix-cial. Dml( ld lO • II l d lO • S 3<1 10 + 6 SA bre.nlh weapon llOdlO ~8>, 
spells. combat m.nneuverc, S D 1mm11M· to fill' 1nnnte •J>f'll". 30'; magic rM1•utn~. ~II. Ii, 
AL CE, MC, t~lla charm p.·r.-m 1 x ~I lnfornu •ill nut Wk" ho:r breoth ~eapon unlt"'!I $ht! 11 
reduced to 10 hp or fowt.'r, u aht- felln. It will attract Ahmoras'• nttent1nn Inferno 1a lnolun1 
for th" third drllC(lnal\n p;1lrol 1n ordn to u•ln)' h.-r 1nformAt11tn Ill 11 ~ fir-.t priority 1n 
combat It w t hnrm &ti) ntAl!t' to ptti..,unt th~m from ca-unit po"11rlul t prll.i. 

Wild do1114 IGJ. AC i, ~fV I ~. HU I • I , THACO 19, 1AT l, Dmg 1-4, ML 6, AL N The 
11o..imlllt " 111 not uUuck ti th~• pt.,. Ill'~ 11e<.~1mpunMI h) lhl• i:ully dwarf foragers Thl'y can Ix> 
d1str11cu-d by (uod. 
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h~ll·..J rro .. ,,,,, • 1 

~olumnk N'urch P ort): 1l1t • lrn1wh111 ""r' d1~1N1tc-htd h• tlnd uin \>hnt h.1pi-•rw1l tu iii 
kmahu •·nl k• l.o \hmunu 1 ... , .... m:••unh 1 i l'h") h11vt· cnnr11ll.'ldy rt'CIW•·n.-d frunr lh1· 
"lfl fll(th n1b!J1nl( di,.,.,,,. Wllh \\h1ch lhi•,)' \\1·11• lllf\'Ckd Th1· km11hu Ml. thl' J>C. rrtlW\' hnw 

en tht' lu..t k.m11h1.JJ 11nd ,J,·~~rtllt! tlwm 1111l .. t;11I If 1h1• PC~ h11\1· th•' h11cl11·" nf tlw kn111h1 
1ft11rn nt••n Jt, tlwy '"''>' i:1v1• th••m t.o Liu· ... ,., ·h pJrtV and •llll rt'C<'t"t' tlll th.- bt•ncfill< "' n 
1um111g th..· h·odw IH qhll~ l't11 Wt .t.in It llw rt • roop'l'nlA' tullv 111 r .. 1urmni: th~ ti. .. 1t,.,. And 
l\jUtpnwnt. U1<.' krul-(ht• lender, >..inth•1r. will ufrl't 111 h·t tht•rn l1on11w" tht 1/,..~1111/mrr• 
c.1mtd b} th .. fir~ pm't\ of km11htt X1tn•hur rnual n•turn tJw bodl•.!5 and '"1u1pm1·nt of th• 
1!• ul tu c;a:1tl" I th W1~1"n but m.•\ IJ4 Jl\'t 1.md··J 111111111\\ oom1 .. r ht• Km~ht. e11 th1· C'rT•\\n tn 

ii ""'"Jl<U\\ th .. P<: on the tr 11u«~t 11f th• ll~I JllllR"' th~ p;11'h •- 111 n-~<d "' hrlp1 
Xnnthur l\nflon: \l IJ, M\' 9 Kmi.:ht ut lh• Swurd R. hp 52. 1 llACO };j, IAT J :.! Um..: l•~ 

'"'llr:.c111 type+ I ~ 17. I> Y, (.' 1~ . 111 , \\ I 1, ('h Iii :\II. 17 Al l.C, 11,. handf'd Ot'<lrJ ~3 
~•lnmnic .i.nnor, J<J)l•ll rnwrr /1flhl ,,.,1um/111 ~ 21, ~''"""' 1!'1 roof,,,,, 

R11a h1 Phlhrnt: AC' I MV 9, Kmllhl u( th1· t'111wn S. hp 59. TllAC:O l .l. IAT 3 2, Dmi. \I~ 
"'''II'"",,,,.. S 15 [) 15 l' lb, I 11 \\ Ill Ch 11 . Ml t'i Al 1.C; '""ll 11urcl • 2. •l11"1tl •I 
platt· m1ul 

Kn111ht'I of thf• \rown 11 Al' ), M\ !l Ko1 •t1l <1t th\ C N\\ n I hp II 29. 28, 27. TllA<."U 
Ii t AT l Um..: b' "'' 'lll"ln tn> ~la IJ 11 ' It•. I 11 w 11 ht.!. \II . In, AL l.Ci. lW() 

handt-d won.I cham m ... 11 
\t rdlum "nr hor"~" i t,, A< 7 ~1\' I!\ 111> 2 • 2. hp 13, I~. IO 1..c219, 6 , THAl 0 IP, IAT 

2 ll1nl( I 6 I ti Ml. 7 AL~. MC 

Ahmnrus: 'fh•~ 1'11\'lllllltl'f ·~ l1Pfl""4'd ll> m.1k1• lh1· re,. lrul\' U\\M~· ol lh1· m1·n11('1• lhC')' rnw. 
nut to lull tlu•111 01 tlw drtti;l\11 1\hm11rM '" c11rHintlv lrlllklnll for lhr· 11 .,, "' Cht1rn..,.h IM•f• p.11:1• 
;j~ for delt11l'<I Jlt Wlllll• lht• ICOfl b..'CUU"I hi N>lll.'\• lhllt II w1l1 l1P ,hfl· In fr1>t_ h1 nul 11"0"1 
ht• nlf>('hnn11.1l bi<CI\ und 11ll0Yi him 10 ,,.,..,.4!1\!! th11t '>f 1tn11thl·r drn11on If th" f'Ci> on• m flU""-
'"" ohlw 1Ct>n 1trwn Hlock tllfu• ut ar.· 1 ri•, C)U·\' "''II hr .111~1d•~~ h\ ,\hmur.'l~ wuht•lll mf•ft"Y 

''' n·pn<'"1:. It t» pu.-1bl, lo d\'llld l'!mlmt b\ thr• .1i.:n1nic '" dt •II11) l.ht 1c1tn lo Ahmort111 d<o.: 
1"'1 kntl'A thm n 1 1n<l• tn1rt1hh•1 Th1' t• unly u t.•mpcm1r;· .,luuun. lh•1u1th 

It thl }'('• dti nl1l h••\I• 1t11 icon, Ahllll•r.t• '4111 Ml ht11hn to fl11ht tlwm h•r !uni{ 1\ hC'rt 
ltmr 111:11 ht· wu m 11 u1c1d11I fi.:;httni; fr••lll\' but 11')\\ th111 h1• h11~ th11u"ht ol U•lnlC tlw 1et111 

IU 1t11n11f1•r h111 .. 1111, h" h11~ hf·<'nnw m11t1 wut111u• !Ju« to h111 l'\111 matun· h1• 111 un1.tblt• lo 
rti1111t thl u~« tu c.1u ... chtw., .inti dt •lnict111n •IMIUnit th• 1u1rl.\ Th11• ht· n•unlly make"""'' 
,m.11rk bt·fon tl1 .. •1nt: r .. .i,.blt· utt11cl.. 1ndud1• chun:mg th1• Pt.:11 .i.nd trumvtml( th.:m 11r 
u~Lm~ •• ,.,~._tu mucl ~vdl 1a11IN llN•lh thl' 111._"" h1·1•I \'•trt Bl'fur .. r1111n1m.: thl!J cnc;111nt••r, lw 
•Un< lo n•nd Ahmon•-'' 11111t1et1C~ und b ckl{tuund lully It 1 1tt1port.1n1 to undt.',....l~rnd hit 
1111..ick m<-thuJ, 1nJ In• mnll' 11l1un;. 
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guild d1•c1de>d tht>y would eon-itrucl a 
compo!rt h~·ittl 1n this area Thi• hu.:1• 
mound wn" o godsend w the two fom1 
he , whu 1rlov1-d ht.'re from tht!ar fote11t 
hut.s to fl•ORt on ~arbag .. Thf· ~ull~· 
dwane11 ha\'(' a ~ood life. a" 59,000 
gnome11 pradurr enuugh t.'drbll' wnsll· to 
kllep tht!m well fo<l The Gulmphs hnve 
ull'IO lll•t•n 1·x1wrtnwntally ruuoni;: ruli< a.s 
ed1hle ll\'t'11tock 

Unfortunntt>l}'. Lht.' gnom('A h1wt.' not 
dumpt·d th1·1r 1(11rh11ge 81nc:e Ahn111ra 
escaped bt>cauac thev are 100 Kurl'd to 
!(U fJUl !lldt' Tiw l{Ully dW3rVl' hnw 
been forced lQ l(tt h\inllng ond hf1v11 hncl 
no luck bO far . Tlw v11l111-Wl"!I beg lhc 
party for food. but the PC11 c1ir1 m·vtr 
gave llwm t•nough. thl' dwru·vt• will t!Ol 

until thl·v 11r1• hloated 1f t:t\'t•n th1• 
cho.nC\! If lhl• PCs remrun i.t:ll1nnan for 
nny ll'nJ.'th u( tame. a 1,'t\Jlly d\\'url l'h.1ld 
attempt'l IO p1rk the pockt-t ol nm· nf 
them 1a~ u I 'It level thtcO. Other chtl· 
drun will t i) t1111teHI m111 r11tw11" or 
ol her food 

Irthl' PC'11 hnvi> found tha trttlly d\\ ·1rr 
foragvr ... they c11n lenvc thf•m in lht 
\'allu.:~ Thi· foruge1s will ~'°" n·1•nter 
tht> for~11l. hnwlwN, a~ 1ht'1r ''lllrti:• •till 
ni?ed<. foud They may be i?OCountt-n.'d 
agrnn 

Spnn1otih111'1 sn11Ti, d1s<ln1nf'ulh· OL tlw 
v11lng~ and 11{110rl!s the othl•r ~ully 
dwarvt'll 111• r11n~1dcri- htmM•lf llUJWtmr 
to them .t11 hl hvl's with the> j[nnm1· 
and j.,. ··e1v'lu:cd." a. he ~U\'i 

G ully dwnrf males 1241 ,\C 10, ~I\' 

6: HD 2. THACO 19; lt\T 2 or 1. Dmr.: 
l • l 1 4 • fi,,L b1u·1 or b)' Wt'llf>OI\ t \pt.' SD 
save 11 t two lev<>h; higher, Ml. a, AL CN; 
DL3130: spear 

Gully tlwnrr ''' mule 1•101 AC' 10, 
M\' G: HO 2: THAC:O 19; 11\'r 2; Om!' I · 
4 }..j lfi11l htlt-1; SQ UVl' at lWU ll•\l•b 
higher ~tl. 5. \L l':-!. OLJ ·m 

Gully dworf cbildrt>n 1 l<!Gl· ,\ (' 1'; 
~f\' 6."HD I , • AT 2 Om}: 1 2 l 2 tli"t 
bnel, SD 'IOvt' ul On<' h.•v\d higher, Ml. 2, 
;\ I. C N. DI .:lr:!O 

homon, mule gully dwurf <1human 
AC 10, M\' 6; 110 ·I· hp 24 . TH i'\ CO ml. 
#AT ml. SP U\'(.' 11t twll le\'t!lt- hi)(her: 
ML i, AL CN DL.'l 30 Shnmnn n1n<'r 
atlack phyit1e11ll) but 1111<tt'ad U«i'" ht'< 
"mag1c" thl• "\\In~~ 11 clt·11d d11pmunk 
()ver hu; head whik chanting> t\11 JCUll} 
dwurvPi.; 1n Im. prese?nct• h11\'(• thl'1r 
morale incr<'used by t wo pnint" while 
Shamon '" chnnting. 
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5. Blackstone. Here beneath a smoJl 
t.re<> hi!B th(• now·in~ne BlockAU>ne. Once 
a ;;trong, chnnsmatic younit mnn. he is 
now old and tired. His 1nsan1t} has 
brought hirn new v1t.u.lity, t.houqh. and u 
fanatical gleam is crunly apparent in his 
eyes He l11 woit1ng potlrntJy ror AhmOJ'9.S 
t.o wander by so he can kill the dragon 

When Blnckstone sees the PCs. roll 
ht8 reaction on thr> Encount.er Reaction~ 
table <2nd Edition DMG. page 103>. 
Rcroll h1 reaction every live mrnutes, 
as his insanity causes him lo have an 
unstable personahty. lf Blackstone tS 

friendly coward the PCs, he answer 
any questions they ru.k lf he is iodiffer· 
ent to the PC,, he ll{nOr<'" thc•m Ir he 1s 

cautious or threatening, he wnrru1 tht.• 
pan~ that he 1 a powerful elem~ of 
Tukh1sis lfhe is hOAtilc, he grimly 
1dent1fie him If as Lhe Night lord of 
Tukh1s1s and begin chanting wildly 
Blackst-0ne OC\'er physically attacks If 
the PC!I a...k him to come with them, he 
becomes pt>rmanently friendly and 
follows them around on their "quest l.O 
slay Ahmuras" 

The first lime Blackstone Ix-comes 
fri endly toward the PCs, rend the fol 
lowing to ~hc playera: 

With a dUdden confused look on his 
race, the man beneath the tree looks 
at you as if he had never seen you 
before. Then a big smile creeps 
ecross his race. " Well, you're finally 
here:· he says. "1 guess you'll kill 
Ahmol'as ror me, won't you? Of 
course you will!'' He reaches into his 
robes and pulls ouL an ornamental 
statue of a dragon rarved rrom black 
jade. "Thi is the icon o(Chl'fnosh It 
once held Ahmora.s's soul before he 
animated that gnome machine. He 
wants to use 1t to transfer his essence 
into a new body But watch out• He 
can sense 1UI presence except when I 
hold it. Don't take 1l unless you are 
ready to fight him for it! He'd do 
anything lo get tbtS statue. He hate 
bis new body, you know." The man·s 
smile turns into a snarl. "U ngrateful 
creature, afler all the trouble I took 
animating him!" 

Black.st.one: AC 10: MV 12; former 
cleric ofTukhisis 11; hp 61; THACO nil: 
IAT nil: S 14. D 12, C 15. l 16. W 6. Ch 
17; ML 20: AL LE: no !ipells. Black· 
st-0ne's wisdom score was onginoJly 16, 
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but due to his 1nsan1l'i 1t has been dro.stl · 
cally lowered. Black.st.one's only posses. 
ion 1.s the iron of Chtmosh <see page 39J. 

6. Fodur's Point. Several hundred 
years ago. a master cr aftsgnome named 
Fodur tested hi& greatest achievement 
here. He invented a machine that would 
mine and process ore, and he brought il 
here whor e he suspecud there would be 
great mineral deposit.a. He started 1t up, 
and the machine dug deeper and deeper 
tnt4 the earth. successfully pr«es.! ing 
what ore it found. Unfortunately, Fodur 
could not get the machine tO stop. and it 
tunneled until it reached a magma vein. 
This created the only known active (if 
smoJI> volcano on Sancr1st Isle: a 40' 
Wlde opening with a lO'.h1gh parapet, 
dropping 270' s traight down mto hve 
magma 

The gnomes proclaimed Fodur a true 
gnome genius and have held his name 
in reverence ever since Fodur' Point 1 

known as a gr~at place to test geot her­
mal energy generators and to cook hot 
dogs. In addi t ion, it ts an ideal place to 
construct a trap for Ahmoras. If the 
area can be cloaked in illusion, such Oil 
by a hallucinatory terrain spell, it is 
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possible that Ahmores might be t ricked 
into blundering into the crevasse. 

Fodur's Poinl rarely erupts but does 
give off a conunual supply of toxic gas 
(which will not affect Ahmoras nor be 
concealed from anyone else by any illu 
s1on). Anyone who comes within 120' of 
Fodur's Point will inhale the gas and 
musL save vs. poison at +2 each round 
or begin cou.~hing uncontrollably, with 
the effect.a of a atrnking cloud spell. 
Those who rolled a l for a savmg throw 
will collapse and must be taken from 
the area or die in 14 roundR. Gnomes 
who come here wear special breathin~ 
devices thAt only rarely suffocate the 
wearer. 

Concluding the Adventure 

The party could attempt to defeat 
Ahmoras in several ways. A few of t h(.'m 
are listed below with their possible 
consequence!>. Many of these methods 
rnake use of the rcon of Ch.emosh. For ti 
complete description of how Ahmoras 
reacts to the icon, see his de$CT1ption nt 
the end of Lhe module. 

l. The party bashes Ahmoras to bu~. 
Though cn1dr. this mdhod 1s possible 
lf the party is powerful , it may locate 
Ahmoras (p >rhnps with Sctitterspray's 
h~lpl and destroy him in physical 
combnl. 

2. The party rnells Ahmorns m the 
volcano. Tricking Ahmoras into falling 
mto Fodur's Point it1 difficult hut not 
impossible. Ahmoras is so obsessed with 
t he u:on uf Chemo.~h that he would actu­
nlly JU mp 11.Jler it if it were hurled int.o 
t he volcano. This would destroy Ahmor-

Ahmoras 

INTJ::LLIOENCE 
ALIGNMENT 
ARMOR C'LASS 
MO\"t::MJ::NT 
Il rT OICE 
HIT POINTS 
TllACO 
NO OF A'ITA<' KS 

Me~lurnlcsl 1-'orm 
Ezttpt1onal (16) 
Ch01)t1r 1>1•1/ 

-2 
:!4 
21) 

120 
5 
3 trlou r fot1.!b1tt') 

as and make the icon inaccessible. 
~L The party builds a trap for 

Ahmoras feitht1r by themselves or with 
the help of the gnomes). Getting 
Ahmoras into the trap is easiest if lhe 
icon ()f Ch(!mosh is used as bait . Traps 
could range from huge pits to fi elds or 
mud . Don't let the party pacSs the buck 
and tell the gnomes to design the trap. 
ff tht gnomes begin designing a trap. it 
will be so huge and complex that it will 
take years t-0 construct. The PCs must 
orgttniie and supervise the gnomes if 
they want the latter to build a trap. 

•1. The party manages Lo get u tinkt.>r 
bl"flOme to ruin Ahmoras by laking him 
apo.rt. This is a difficult way to defeat 
the dragon. as it is neces.snry to get the 
gnome 111s1d<' Ahmoras's body in order 
LO achie\'e success. There is an entry 
hatch in Ahmoras's b3ck. bul most. 
llnk~rs y.•111 think of more Interesting 
ways t.o get in (such as crawl mg down 
his throat. into the acid contniner >. If a 
gnome manages to somehow gut inside 
Ahmoras, he automatically cause.a l d8 
plUB his t inker.gnome le-.·el in hit points 
of damage to Ahmor as 1f he attempts to 
tinker wit h the dragon's mccharusms. 
Due lo the intense heot inside 
Ahmoras's body, the unlucky gnome 
lakes 1-3 bp damage per round. Spells 
or magical items thal protect from heat 
nre a necessity 1f trus plan to defeat 
Ahmoras 1s undertaken. 

5. The party attempts w tra nsfer 
Ahmoraa·s soul and sluy him in bis new 
form. This is possible only if the party 
ha.s encount.tm•d and slain Inferno, the • 
red dragon. If Ahmoras transfers into 

Inferno's body I which he will gladly do\, 
1t is immed iately r estored to full beolth 
and takes on oil of the a spects of 
Ahmoras's original form. Ir the party 
does manage lo slay l\ hmoras in his 
new body. his soul is sucked into the 
Abyss by thE' won "f Chemnsh (even if 
the party doesn't have itl. 

6 The party attempts to negotiat(.' 
with Ahmoras. A Uempta t.-0 str ike a 
deal with Ahmoras aJways fail. The 
dragon accepts no deuls that do not end 
with him goinfog the ic.on Once he has 
the icon. he hunts down and kills In· 
ferm.>, then uses the icon to an11natt her 
body. Then he att.acks Whitestone by 
Air, combining mighl 1rnd magic to de· 
molish the city. 

The f)(>ss1b1lititttil for subsequent ad· 
ventures are considerable. Now that t he 
party knows the gnomes, they might. be 
h ired t.o deliver some t.cchnological item 
elsewhere in Krynn. And what of tht> 
icon? lf it is still around, the PCs could 
go on a quest LO find out how to destroy 
it. Or perhaps Ahmorrus's spirit dido't. 
dissipat.c harmlessly or ret urn to the 
Abyss afier he died_ The dragon might 
find, to his surprise. that. he can travel 
in spirit form, p<>~sess t he body of an­
other evil dragon, and seek out those 
who slew him. Wha t if he is able to 
reeni.er h is own body. now a buried 
skeleton, and animate it 8.ll an undead 
dntgon'! The party m11y be forced to 
fight him in this new form when they 
have reached higher levels (use t.he 
su.ulstics for Oragothn on page 29 <lf 
DRAGON Magazine issue 1134 ). 
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plu11 .~p«10J 111n P<J.Ri!49J plus •1Wc10/ t1tt MoDJ1troUJ1 Compendium> 
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SPECIAL ATI'ACKS 
SPECJAt DEFENSES 
MAGIC RESlSTANC~: 
SIZE 
MOR.AI,E 
XPVALUE 

ld6 •6tJd6 +6 5d6 
11/11~ ~1wc1aJ ' '" lwl11u·J 
Spd/1. rhwgt, brwih wt'Opon 
/111mu11~ u:i r/l't'tr1t 11y. po11;<111, n~t. Mrr1111/ m1olfr11 
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Fto.rlt~8 1191 
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• Old bhu:k drnicon. 4 I? ycnr1111ld nt denlh 

48 Issue No. 22 

plt.1.8 1ptc1ol ''u Monstrous CompeodJum1 
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Su Monstrou11 Compendium 
~ (un1qut ob1lityJ 
G 168' bod~ with 65' uni> 
Fanatic- (161 
21,000 



lcon11111wJ from Pillf" o&8• 

J>(lll~ ('h11rm (>i'f'ftfln, d~tl((t ffl(J/(lt', r~uthrr 
fall, shield. 1nt·11t1b1ltfy. fog doud. 1tinlt111g 
doud. U.l'b, ha$ll', .low. ~·rtral farct", d1· 
mer1~1v11 Joor. m111vr flltJfu• of 1nt•11l11rrob1l1ty, 
r:lnudJ11ll, traMmutr ro<'A to mud f•pell.s ma.y 
ho' ul!A!d \\heLhrr 1\hmonu ta in mrcht1nkol 
or i.,·e form 1 

Ahmoras the- drngcm wn11 onl• ofThkh11!1111'~ 
1inet1t 1f 1no~t erriuic 1.?r\'oni.< G1t'led w1t.h 
111m.odible brtlliMc<' ror o blac.k drnRO"· h 
cxccl'<lod the normul ltmtlB of h111 kind and 
obt.otned thl' powers nf o lOtb·level n:·ne· 
1t11de W1Zlird in addtl ion t-0 h111usual1>J>"ll8 

But Ahmorm& wns not n \'OI)' d~p!)nd11.ble 
'<'rvllnl Thuu~h brilhnnt. he WM 4'tubbom 
nnd unwiuollv egot111tieal, even for 11 
drn11on Proud Ahmoras. lead1'T af thr blnck 
dr11~C'l1111. wu lr1<:kl-d into 11.n ambiMh and 
11llun by ~ven tiduh COpJM'r dt'tlgol\ll during 
thl• Age of Dl'f•11m11. 

Ahmoru'11 llOUJ tlr11ltod Into the Abyi.1. 
Wh(>T(' he rl'(U!l(..-d Ill mnkc him!Wlf ul'(l(ul. 
He- brooded and plennNI r{'\lt"OIJe on the 
1<1.•ven who idcw him. At! puna11hm11nl for h111 
uncc1C1pernttvo ntlttude. Tukhtstl! trnpped hts 
soul m 1111 un1n.h11bit.t1d region of the Abyft!I 
ond forgot ubout htm until Blnckstone 
prnyi'd to h1·r, hogging for 11 lMk to perform 
Tukh1au1. who d111likcd BlndlJ.tune, wld him 
the locllt ion of lhe iron of Chrmo•h und lll't 
him t.h(' t~~k !If finding l'C)ml' wny to l'l'IHtr· 
tt.'C~ Ah1norruo Thkh.1a111 wld AhmorM ht' 
would soon™' fn·t'. 4tnd he eagerly waited 
for h1,, TllL\lrn U) ltfo l{p Wfllll'd (l\'er thTf'I' 

de<-~de.s How date he bu made to wo11 i.() 

long! Ht- would return t.o life nnd n•nd 
81ock11ton(I h.mh fn>m limb Thon. when hu1 
qul'l'n hod apologiz...>d to him. he m1.ihl 
ronfl('nt ui servl' hM. 

Soddt>oly Ahmor1111 was rl'C<? from b1~ 
pru:ion of jade He awoke und found hirn~lf 
in 11 rne<hamcal bodv! In his du1orient4'<1 
!il61o. hi.' thrt1ahl'CI olioui wildly. mfodle~ly 
11m11.1Jlmf( Hl•ryth1ni; uoul he had t>l!C<lprd 
from th1• gnomc111' mount.am 

Aikr ii f1>w houn he could thfnlt again 
and 11urv ... yed h11m1clf He wiu disguswd 
with the mechnn1col bady that WB!l Ml ugl)' 
compnred lo h11; uwn His queen had lx. .. 
trnyt•d html H11 prnyed lo ht'r, but •he 
lnuithed ut him "PerhnPB now you will 
h111rn somti hum1hly!" Abmuraa lllmo11l 
bowC"<i down and oogged forg1vcnt+M, but he 
didn't Hill pride rcstrn.inod him. He swor.­
rcvenge on Tukhuns. on Dlocktt.one. on lh 
gnomO!'l, on ('veryone Then he began a 
rampoge o( WtUIU>n d\'lltMtCtlOn 

Hu; rtlmpuge »top!l<'<i 11 month later whun 
he hod nn id<'o. If ho rould alny 11no1hor C'lvil 
dnigon and rf.'gn1n tht> 1t0n, he could ~-.e ....... 
thot dragon's body! He dare not attack 
Whlte!!tOne tn hi11 queiit for the icon, as the 
kniirhts would surely destroy him AhmorB.fo 
hns tonvtnc.'Cl hlrruwlf that Blackstone will 
return t-0 uy o.nd l'lloy h11n By pure tuck, he 

ta <"Orrecl. Ahmoru hunts for B111c.ksl~me as 
he did bc(11ro, hut now 11 ui the hunt of a 
consciuus 11nd int.elligont bfiOJ!t 

Ahmonu Ill no~ II hugt' marvl!I or l(nom 
i5h t~chnology. Though he can m11v<' with 
f,'TC!lll apetod m ao.y onl! d~1on. n10k1°" a 
90 dcgnw turn takes him n full round 
Ahrnorll.ll has 20 HD nod aave.'i u sucll, but 
he is 11 clumsy fight.er 

,\hmorna'!i mcchAnicaJ bN?nth wcnpon 111 

umM1ng. A tuho.- etnl'rt;e111 from his mouth 
the rnonot WM! lua bit.e ottacks tit lhtA llnl\'), 
t.aking ooe round to fully extend In tht• 
noXl round. he can fire 11 st rerun of Rt1d ;r 
wide that ux-tends 30' The aod caUiK's 
lOclol -t 5 hp dnmugu fi;a vl.' \'S drngon bT1tnlh 
for hDLfdomogc >. Thtre 16a u;« chsn«> 
thnl t.he ac.id of any purt1cular 1hot 111 only 
llMP)' wnter llhe gnnm"" 1n.st.1111<'d ()M 

"rnna tank. I The bre11th wenpon 11111~1 he 
rctmct..cd CtaktnR one round> nnd rcloudcd 
ttJ1lnng another roundl before tl can be 
l'(!u!j(>-0 The dragon must be 11uitionary t<t 
fire his breath wrapon but can be moving nl 
noy othl!r lime He C3n rlnw In thl' sam11 
round that he u!lell ht.e breath weapon 

F'or phys11:al ott.n~k11, thl' dmgon can 
eh6nfe his oppoocnl$ All in h t" pMh mUJt 
1111vc v11 pelrifie11tion at - 4 or l11ke dl 2 -t 12 
hp dnnttlRe They muM mnk(• nn ndd111on11l 
save vs pctntirouoo. with no modifier, or 
~ ltunnoo for 1-4 round11. tfthe PC• "Cl'ltlCl'. 

Dragon Mi.8l1op 

1d20 + hit points 

UNCHAINED! 

the dragon w11! lw uble l() i"l only nnc- OT 
two o(thom at n time wi th 11111111t~\ck 

Ahrnoras con ol.l\O llllllck oppontmlM with 11 

cluwlclawl\nle rouune. Claw 11nd hit<' nt 
111ck11 nre treated 1111 dt>!!Ctllied in the Mon· 
11trou8 CompemJwm Ahmorllll m11y not 
11not.ch ln~ he c:.annot Oyl or wing buffet <his 
gnom111h win(Cll don't work wt:lll He can, 
howt•\•er, w;e h111 t~ul to 11lap up to 12 foea 
behind him rDm.!f 2d6+121. Ahmoras can 
olso kick n• ti t11'1rntal dr11gon 

Whenu"er Ahmoru is 11ucccssfully htl und 
damog~d by n weopon, hts ottackl'r mnkl!ll 
tin ndd11wnal t.0ohit roll I but no de mnge 
roll>. lf lhtli tta>nd roll is nh10 suCC'.eSl!ful, 
the drog"n hos been 11trueturally damaged 
Roll ld20. ndd the d11m111te donti, then eon· 
suit the Dragon MtahRp• t.blc to see whot 
happ!)M I.() htm 

If Ahml1r1llJ ill n>dueed to 0 hp. he col· 
lupse.s; anyone under him tukc• 2d20 hp 
drunt1ge. HllJ eyos begin t.O glow hnghtly, 
and he regt·neratCll phy .. lc11I danu1ge ot the 
rate of I hp J>('r round. Once hl' reuches rull 
hit po1nt.s, he roantmat.e" ru:id 11ttacks Thi! 
rege111.?ration proc<.>$ may be h11lwd by 
removing the two jnde spheres in his eye 
«<kN.!1 Removing them fU50 sepaniwt 
Ahmoras"t1 &ptrit from h11< physical body. 
Thi• JOde> sphe~ ru-e worth 2,500 ~ C'ach 
They mf\Y no~ be remo\•ed Nm~p~ when 
Ahmorll.9 111 comowl!(> fol or below 0 hpl. 

of damage token Structural d11.muge cuu t1cd 
02 05 Bells nnd wht$lh.• ~o off. 
00.10 t\hmorM la ofY'bnltmce and ottack11 a t - l for 2·1i roundw 
11 15 Ahmortu1 1• offbn.lu.nce and ntl4eks at -2 (or 2·5 round!! 
16.20 Ahmoras'!I Ultl 111 pAraly:u.-d for 3-S round.~. 
21 26 Ahmor1Lq'11 hend 1!1 poralyied for 3.6 round11 HI.' mo}' not use h111 breath W(l3J)(ln or 

2627 
2R 

29-32 

b1t.c. He m.ay still tllllt spells 111ett MCI. 
S!A!'am blllhUI from Abmor11J1'11 wound, b1tung tho 11ttnc.k"r for .Sd6 hp dnrnll.1(1!. 
Acid 11prnys fron\ Ahmortts's wound, hilhntt the "Uoclwr for 10d4 + 5 hp dorn11i;u. 
Smoke pouN from Ahmorut1'll enrs. a!Tecttng everyone withing n 20' rlldiu.e 011 o 
~tuiJttnR cloud spell AbmorM 11tt.ttcks s t - I for 2-..'i hoim1 but 111 not nffl'cwd by 
tl1(1 gu. 

33·35 Ahmoru'i. lt>g• u.rl.' J>Mlllyuci (or 3--6 round11. lie m11y not run or claw 
36 'lh:u<' 111111 poun< from Ahmoms's wound, riffN:ttng oil whhtn 11 20 rod1ua (11ove va 

pol"''" or bt• ov11r«1nw by 1touaen and rall 11nco118C1t1u11; If !<ave 11111ucce48ful, atU.cll 
ul - 4 for 3 6 round!!. no spe!J.cruslmg po!l.dible l. Ahmoras attacks ut -2 (or 2 5 
h 0 \11'11 but i11 nCll a.ffectt.>d by t.he gns. 

37·~9 Ahmorruf11 lnternttl work.1ngsJam. 11od ht.> lx.>grns w hup up and down Cor 14 
rounds Wh1!11 h(lppmg, ht' e.an take no othl'r nct ion but may m1tke one cru.sh 
0Ut1ek per round A 11ucc-H1.11ful nttack caut>t>s 2d12. + 12 hp dama~e. Ahmorn..~ moy 
hop 30' forward or 20' 1n uoy uther d1n.-ct1on 

40+ MUJOr structurnl damngo. Ahmorai; may ltlke no 11rt1on ... for U rounds Alarm 
liel~ n ng deafeningly for 3·6 rounds, and "l>Clll~iute~ mun aava vs «Pelis 111 - 4 
or their spcill concenlrat100 will b4! brokl'n Fire extinguiJ!hing foam sprays eve1ry 
thing within n 20' rodha All atlac.b madt l'by tllthur Ahmorno or lh.e nd\'entur· 
f'nl) arf! 11t -2duet.o11hppery footmg A d1sgusu.ng odor radintes from th<' dragon'• 
body too 20' rochus for two Lurlli. Tho&e in Lhe cloud mu.et save ,.s. po1w11 or t4k11 
no action until they am removed from the cloud Those who remain 10 the cloud 
and make their MtVing throws attack M -2. PuTp)e du.st spniyi1 from thl' drogon'• 
~ar11: the! du!t does absolut~ly nolhmi:. but 1t looks niC!4-• 0 
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"Somewhere ogre 
the rainbow .... " 

Artwo1l- bv Jim ~ollowov 
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,/(1/111 Tt-uu 1<1u{rl!l'· lum1• u•t1tl'I wlw 
/111•1< lia11p1/y u•1th h1.'I u•t{i'. RllN1 , m1</ 
rli1/drn1. Arlm•nM (llU/ .lohn Ill Sn11u• 
uf htlf pu.~t Raming pru.11•rt~ i11t'/mfr 1•11 

trwli 111 \.\'(;7 Cnslle Grrvhuwk nm/ 
Monstrous Compend1urru; I u11d 11. /It '"' 
rurn•ntlJ u•nrking nn Thi• 'ft•\•n TtLnn~ 
Sourc1•book for Jlu )fa1r',, DC-- HHJWES 
~am1 1/1. RPG /lN>up plm·t1•,0ft1•d thr 
{ollml'lnJl atlr 1•nt11r~. one/ tlu• pltnf'r" ar, 
all r1•etJ1•11rtnR nwt'/\ at a f,.x:ul mr11tal 
hralth fcmllf_v 

" R11nk J\malt.'Ur~" is a 0& 0' mod uh• 
for humnnmd PC!l rreott.'{f wlth (;AZIO 
Th r' Ore, of Thar Gazc.-tU.•t.'1 ll 11> in 
tt•ndt·d for 6·8 plnj·ers, prt'fc•rnhly 11:1 tht• 
<illll"I or t\T\ olf humonntd Cllmpatgn, 
thoul(h any humanoid PC of lt.•\'I..'!~ I !i 
c11n bf· ui<cd ll 1s prernahl1• 1t1 mclud1• 
nt lt•ll<;t one "big gun" i;uch th an U).'ll! 

1Jr trnll. onl' Lh1ef-or1f"nwd ly~· <iuch u!'I 
11 knbolrl .. ind a h.,mun or w 1ccu Arc:c•· .. 1 

lil GAZlO 1s requirt>J Tho:--<> who wnnt 
to truly do J~tice tn the lntwr pnrt or 
the nd\•cnturc? should aim hove ncceto" 
Ill GAZ:J Thr Pr111r1pultt11•.'( tJ{ (ifrwtri 

The OM is encouraged to r"nd 1 ht• 
GAZIO Player's Gu1dt' CPCl Llwrou.rhly. 
1·11pi•ci11lly the '!i'Ctlnn" dNlhni.: \\llh th.: 
c<md1l1<>n of weapons and hunu11101d 
"kill" All references to th•'- book nrt• 
h"ted by poge numlwr For 1.'lClru fun. 
th•• 0)1 hould cuni;ult th1· \\'1•11pon 
n •ft'<'1,. Chart <PG. pngt .a :l1 lo1 'iJX•e1Cir 
"i.-upon problems. 

For the Dungeon Moster 

Flooshpru~h 18 the name of the new 
v1l lnf:e thM sen·es as thl· horde centc1· 
for tht· Rude ~fongrt'ls. u trilw m11clt· up 
oflht• odd~ und ends ofvarn1ui. l(Obli 
1101tl races. It 1s s1tunted in Upp.>r 
Hu1tburh1nn ten:1t.ory. but fortunOl"IY. 
C'h1ef M mm Buh! urn 01otrl.'• 1» on 1.'tt•nt 
tf'rrn w1lh hu~ht>nr Tr1bul Chll'f Ohr'r 
nnd 111 O\\Cd a fa\•Or by lhl' lultt'r Of 
cnur .. t'. nny bugbears in tht• ~fonitrt•l 
tnhc mny very well l:w !!pll'~ for Ohr'r 
In uny cnsc. the ~fongrclt<, dut• LQ tht•1 r 
unquf''lt IQning ncceptnnct: nr nll who 
w11>h to S4!lllc with Lhem. uru vt!ry popu 
l11r with Inners und anynn.• wnnuni. 11 
fresh start in I ire 

UnfortunoLcly. the numlwr of!ltrui: 
wlers recentl) has swelled thf• ronk tn 11 

truly unmanagable oumbt'r Tu mukt' 
mnu.-rs wor;w u dozen of Ch1rr Mrnm 
Buh''" mort> d1sgusung ~lntt\'t'" nl(.• 
mnvinic inln tlw hordt· Ill u fort n1.:ht 
r ht> ChwfhoN LO come up "Ith an ld(•I) 



to deplete the ranks of the lower eche· 
Ions. but 10 8 way that will gwe him 
power And prestige 

Tht- PCs tlr(" low.level types whom the 
Ch1dhllll declared oxpendnble. though 
thev dn nnt know this. Mmm·Buh! feels 
like annoying his ncifthhor& in th!' Ptin· 
c1palities uf Glnntn. The PCs are led lo 
bcheve that th\'y ore Pnvoys ror lht• 
Chief, delivering a declaration of wnr to 
the Glnntn village uf 'lr1ntnn. 

Though nt first gltmc" thu1 adventu;t• 
scem11 to be a trnsh·the player sceoar10. 
at is nnt . The PCs de!"el've a chuncl.' tO 

ovoid the painful deaths awaiting th~m. 
Throu~huut this modul~ there are sub· 
t ie clues sho,ving the· PC11 thul Not All 
I!! As It SeemH. The&e clues should be 
dehverl'd in 111\ nlT·h11nd wuy, without 
unduly alerting the PCs to their s11.rn1fi. 
rnnce. If the PC!< are smart enough. 
they will realize the s1gn1ficance of 
these hinu;. If they are obtuse and 
sloppy- well. 11 wt\S n1Ct' knowing them 

While it ii: true that humanoids are 
n•h1lively stupid, tbt•y du know how t-0 
handle themselves in huule nnd uth(lr 
d11ngerou.s si tuations. T his skill comM­
from i1heer pnrnno111. a naturol t{ift for 
violence. at)d an aggressive nature h 
11ho11lcl be cmph1u111.ed, however. that 
even though humanoids are the "hc­
r0t:s," thi,ri• 1s no rl'llse>n for the nd,·en· 
ture lo disintegrate inln u mindlcss 
me11s of k11liog, looting. burninK. und 
pillaglng ofN PCs. &me NPC~ Ort! 

indeed deserving of rdntivt•ly unpleus­
n11t treaLment. but it will be ob\'ious 
who they ure. and even these inst.ancc:oi 
should be handled with class and good 
taste. Make sure to strike n bnhmcc 
between the humorous 6SJ>f'Cl <"Humnn 
oid herve!I? Come on nowl"l and thl' 
serious nspect Ct he11e PCs art! being 
cruelty set upl. 

If any pluyer who rolls up n bugbeur 111 

interested, his PC can be u EIPY for 
Tr1bnl Chwf Ohr'r. There can be only 
two auch spies in th{: porty, and they 
ench start off with one good Wl'apon nnd 
10 gp. Any PC who has a Knowledge 
skill <PG, page 35) such a~ tribul cu l 
lure, honiclnnd wrraio. etc. can make a 
roll to ~e 1fhe knows the Rudt: Mon· 
gTell'' h111tory nod u niversal oppeul aii 
wl'll as I he stale of aJfAir~ bet,,een 
Chief Mmm·Buh! and Tribal Chief 
Ohr'r. The only bits of information lhat 
he cannot know are the Chiers real 
plan11 for the party and lhe fact that the 
Cb1ef"s revolt mg relath•es art: due to 
lln"l vo soon. 

Mission Impossible 
nead ur pllrttphrase thl' following w the 
players· 

You all are hangmg around one of 
the cookfir~ 10 your native village or 
Flooshpragh. warding off the win· 
wr's c:hil11rnd di!1cuss1ng unport.anl 
matters ouch as: How many evil 
spirits can danca on t he head of~ 
pin? and: If an elf falls down a pit m 
11 quarry and no one ls around to 
hear il. does n make a noise? These 
philosophical arguments tend U> be 
rl'tiOlved by a fow strategically plac«t 
blows in tertam appropriate areas. 
nnd even now the punches are begin· 
oang to Oy. So absorbed '"everyone 
in thu• intellectual discourse that you 
fuil to 5'1e the Head Garbage Picker, 
Harrideal the kobold. striding pur· 
posefully toward your conversation 
pit. . 

He str ikell lhe smallest one m your 
group on t he head, unrolls n rnouldy 
scroll. and begins reading in a pom· 
pous bellow: " Be it known dat on dis 
day, do following gnrbage has been 
picked to a duty of great importance 
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lo da royol. aborrunable. terrible, and 
very unpleasant Almighty Chief 
Mmm·Buh! T he below·ment ioned 
garbage is ex peeled tn report to H 111 
Chiefness on da double or yer 
lungs'll be ripped out!" HI" rolls up 
his !!<:roll, lipins on his het.>l, and 
gestu res for the group to follow hlm. 

The hut of Chief Mmm·Buh! is 
dark, dingy. and very smelly. The 
Chief IS perched on u throne made or 
a pile of rocks and deodwood skill· 
fully arranged tn look like a heup or 
stones und branches. The Chief is tho 
biggest ogre aoy of you have ever 
seen. Behind ham, ready to attack 
any enemy. real or imaginl'd. stand 
h1a six troll bodyguards. Sc:ttted here 
also a.re Hnrrideal: Ooku Scpp, the 
hobgoblin shaman; and Scratd1, the 
goblin chief scribe. 

The Chief clears his throat , a proc· 
ess lhal takes two minutes, and 
Spclaks . .. Okay. youse guyti! Lissen 
up. cuz yer gonna do sumpin' dat will 
give ya heaps o' glory! Ooi;e stoop1d 
hoooun typcls up in OlantTI are tryin' 
to muscle in 1,1n our turf, bringin' in 
dor godless wmirda an' fat mer. 
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chants w seltle on our frontiers! We 
ain't gonna take dis lyin' down! h 's 
war, an' youse ~·s nre gonna be dn 
dip.s ... uh . . da diplomats an' 
deliv~r to dose guys in da village Cir 
'lrinlan a challenge t.o fight. 

" J es' take ft diplomatic pouch t.o 
der number One honcho an' WIU\ r11r· 
der answer. Don' worry, diplomats 
gel sumpin' calllo.>d immoonity. so d1.•y 
won' kill ya. Do dat an' C'Ome back, 
an' we'll give ya all some gold an' 
stuff like dal. In fact. go to Eb Nee-i. 
our supply chief, on' get da special 
equipment ya gonna need 

" Youse are ordered ta take da 
marked trail. Da goin's is ea.sier an' 
you might make yeri;tilves useful b)• 
attackin' any stoopid hoomin mer­
chant caravans. Oa trip takes a cou· 
pie a days. so make sure ya st-Op at 
da Sign of da Lost Lunch, a neat. inn. 
Keep yer ears open dere fer a ny good 
information. I'll pay ya extra if ya 
gets ony u11efol n('ws You hM my 
permission la do a bit o' adventurin' 
an' explonn' if da opport.oon ity 
presents it.self. 1f youse guys do 
everyting right, ya can keep any 
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neat stuff ya find~ Now gid outta 
here before I chonge my mind and 
nstngn ya t110me javehn-catchm' 
dooly! .. 

The PCa are et1Cnrted l o Eb Neez the 
Scrounge. the gnoll supply chief, and 
lefi alone with him. Eb 1s expecting 
them and has their equipment 1111d 
weapons lnid out for them to take. lf t he 
Weapons Oefc-ct$ Chart IPG, page 42l 11; 

used. make a note or which PC gets 
which weapon. The invent-Ory include:i: 
-2 swords - l club 
- 1 battle axe!> - 1 hammer 
- 1 dagger - 1 bow 
-2 maces -24 arrows 
-2 suits of leather armor lone kobold 
sill.e. one ore size) 
-2 suits or chain mail (one ore size, one 
ogre sizel 
- 1 suit of plate mail logre siiel It falls 
to pieces the flrst t ime t he DM rolhi the 
exact number needed to hit the wearer. 
Of course, the group can salvage the 
bits and Ul!O them es partial armor. 
-2 shield.s (one with lhe same disndvan 
wge as the plate armor) 
-8 backpacks (empty; one has an unno­
t iced small hole) 

-2 coils of 50' or rope (one coil is defec­
tive und will break if used t.o suppurl 
the weight. of more than one orc-siic or 
two kobold-size creatures> 
-a pouch with 10 A'J). 20 sp, und 30 cp 
-a map of the area to be tra\•eled l"Da 
Map"I 
-a letter of credit entitling the gToup t.o 
free room. food. and drmks at the Sign 
of the Lost Lunch, n humanoid.run inn 
on the road to 'lrintan 
-n diplomnt1c pouch, sealed with a blob 
of groon goop. that supposedly holds 
Chit•f Mmm-Buh!'s declaration of war ht 
oct."Uolly holds 2 lbs. ofa vile, smelly. 
unidentifiable glop). The PCs a re in· 
11tructt>d not. w open this pouch on pain 
of a relatively unpleasant death. 

Ir tht•re ti re more PCs than weApons, 
armor, and equ1pmant., too bad! Only o 
successful use of Intimidation or Bawl· 
ing skill f PG, pnges 35 und 38) will 
sway Eb t.o gh•e over one additional 
item. Such tactics work only three 
times. If 1mempted a fourth time, a 
half·dOZ<?n ogre bodyguards come in a nd 
beat up thul not kill> the PCs. then kick 
them out of the supply hut and hastily 
:.end them ofT. 

Chief Mmm·Buh! len unusually 
large ogreJ: AC 5: HD 5 +2: hp 39; MV 
90'<30' 1; I AT 1; Dmg by weapon type; 
Save Fo; ML 12: AL C; XP 150; B0/35. 

HarridenJ <koboldl: AC 7: HD iJ..i; hp 
3; MV 90'(30'>; I AT l weapon; Dmg by 
wcnpon cype -1; Save NormaJ Man: 
ML 8; AL C: XP 5: BD/32. 

Oo ku.Sep < l sl-level hobgoblin sho· 
man). AC 6: HD 1+1: hp 7: MV 90'<30'): 
I AT 1: Dmg by spe 11 or weapon type; 
Save Fl; ML 10; AL C; XP 15; 80131 
and MD/21-22. Ooku-Sep has no spells. 

c ra tch <g<>blin l<Cribe): AC 6; HD 
1-1: hp 5: MV 90'<30'); IAT 1: Om~ by 
wenpon type; Save Normal Man; ML 9; 
AL C: XP 5; 80'3 l. 

Troll bodyguard CS>: AC 4; HO 
6+3•; hp 22 each: MY 120'(40'>: iAT 2 
clawllfl bite; Dmg 1 6fl-6 /J. IO: Save F6: 
ML 10: AL C: XP 650; ER/56. 

Eb Neez the c rounge (gnolll: AC 6; 
HD -&: hp 22: MV 90'(30'); IAT 1 
wenpon; Dmg hy weapon t.ype + 1: Save 
F4. ML 8: AL C: XP 50; B0/30. Eb ts 
very greedy and mi1:1erly, hnting to part 
with any of his precious equipment. 

Ogre bodyguards 16): AC 5: HD 
5 +2; hp 40 each ; MV 90'C30'l: IAT l 
club: Omg by weapon typo + 2: Save F5; 
ML 11; AL C; XP 150; 80135. 



HH lbe Road. J ack! 

As the sun sets, lhe PCs depart on their 
hazardous mission. The entire tribe 
Cwhich hos been let in on the chiefs 
neal plun and swom t.o secrecy) has 
come out to give them a rousing sendoff. 

The PCs may notice that t.beir rela­
tives are wearing black while wailing 
and gnashing their teeth. A black cal 
crosses their path as they walk below 13 
vult.ures perched on a nearby tree. A 
gong bongs IS times, a nearby mirror 
cracks. and t.hc t ribal flag is flying at 
hnlf mast. Perceptive PCs may feel that 
.someth ing is wrong. 

Aoeording t..o the D&D Erpert Rul-e· 
booff. the party moves overland at the 
rate of its slowest member. This move. 
menl rate per turn, when divided by 
five, gives the number of miles per day 
thnt. can be covered. When traveling off 
the road, I.be party's mileage is t.wo­
thirda the normal rate. Roll for random 
encounters once in the morning, once at. 
noon, and once at night. An encounter 
occurs on a l or 2 on ld6. tr an encoun· 
u.ir is called for, roll ld8 and consult the 
Random Enc-0unt~r 'Th.ble. 

At the Sign of the Los1 Lunch 

Your JOumey finally takes you t-0 a 
haven of rest, a sprawling t.htee-st.ory 
inn called the Sign of the Lost Lunch. 
Pos~ out.side is a board that rends: 

SIGN Of U)e Lost LUNCh­
LOOkMa NoHaNOS. pnop. 

No bean reat 
S)Jintz MUSt be WORN 

No t>wanvz. etvz. on t)aJpliNGS. 
except ON leest) 

No IJooMaNs anoweo excep t 
FOR niclJ kaotic typz 
No sweanlN' a.lout> 

newane uv naNt>OM vioH:Nce 
No pnozleryziN' 

Opening the door reveals n smoky, 
smelly, dMk, loud taproom where 
humanoids of all races congregate for 
drinking, eating, drinking, gaming, 
drinking, gambling, drinking, brawl­
ing, aod drinking. Behind ~he bar 1s 
a gnoll dressed in a greasy apron. 
The most. unusual feature of this 
fellow is his lack of bands. You are 
unpressed by his ability t-0 move 
mugs around with the hooks at the 

ends of his arms and turn the ale 
spigot with his snout. When he sees 
you, be grins a broken·too~hed smile 
and welcomes you, introducing him· 
self as the proprietor and asking 
what you wish to order. 

The PCs will be safe here as long as 
they behave, which is unlikllly t-0 be 
long. Even if they arc on their good 
behavior. the rest of the patrons most. 
certainly wm not he! Lookma is friendly 
and properly subservient, as the letter 
of credit impresses him greatly. If 11ny· 
one buys him a drtnk, he may tell how 
he lost his hands juggling axes on a bet. 
Everyone else here is out for blood and 
a few cheap laughs at someoM elSt!'s 
expense. For each PC, roll ldlO 11nd 
consuh. the following t.nble· 

ton Mish ap Tublc 

l : Six yellow ores from the YUP horde 
recognize the armor and weapons or 
their fallen comrades and 1ntack, no 
questions asked. Everyone else bets on 

Random Encountel"S 
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t.he outcome of the 11ght. 
lf lhis mt.Shap never happens, eight 

YUPs will engage the PCs in a tavern 
brawl at the end of the evening, since 
Lhclr tribe and the Rude Mongrels are 
intense rwals. 

Yellow ores f6): AC 7 (leat.herl; HD 2: 
hp 10 each; ]\if\' 120'<40'); l/tJ 1 
weapon; Dmg by weapon type (sword>; 
Save F2; ML 11, AL C: XP 20: B0/35. 
Their equipment is in good ahape. sod 
they each have 5 gp. 

Now: if the party did not pick up any 
of the YUP equipment from the tiger 
beetle random encounter, u...<;e mishap 12 
instead. 

2: Balch, an ogre, challenge-5 the PC to 
a drinking cont~st using the Constitu· 
tfon skill <PG. page 38). He has a Con· 
s tit.ut.1on of 17. T'he first person to fail 
loses one possession. Balch O\\'J\S a large 
club, a shield, and 23 sp. 

Balc h !ogre): AC 5: HD 4 + l ; hp 30: 
MV 90'!30'>; MT 1 club; DmK by 
weapon type + 2; Save F4; ML 11: AL C: 
XP 125: 80135. 

3-4 : A kobold trae11 t.a ~teol one •t~m or 
10 coins from a PC victim. The thief 

t : Tia~r beetles, glnnt 12>: AC 3: HD 3+ 1, hp 13 Meh, MV 160'(5()'); IAT I h1w, Om11 
lf.12: Save f2: ML 9; AL N: XP 50; aOrl6 Th11 p11lr or hl(ur ~~ti~ ambU!lh\·~ an ott patrol 
n.nd UI llr\foying 11 Hg.ht .1.nnck lf t.hc pArl)' i(.'llOrl!d t.hcm, the)' cl1>1M." in LO Acquire m<>ro rood 
The four dead Ol'CI have two 11u.i111 orlut.her nnn1>r, on(• 9u1t of chain mall, une ah1eld, two 
good swords, ooe good spear, one dagi:er. 12 gp, 34 t<p, 55 cp. and n potion of ht!(J/1n11. Thu 
shields and armor 11.J'(l embll\J.Onod w\t.h n U'1bnl irymbol A KMwlcdge roll <PC, page 36J for 
tribal wlturo skill reveals that the JJYmbol repre&enl.ll ~he Yellow Uiily Pign0&>1 <YUPa), a 
yt11low ore horde lhot is a licrce rs val o( lhe Moogrtll• 'fhlll llncountc-r happens onl.v once 

2·3: Trtider!f (4): AC 5: HD t ; hp 4 "Och, MV 90'(30'); fAT t wropon, Ding by weapon typo; 
St\Vi! Normal Mao: ML 7: AL N; XP tO, 80134 They 11re e.sco™.'<l by eight fil(bten lAC ~: 
Fl. hp 7 each: MV 90'130' r. IAT 1 wrapon: Omg by wCApon type-. Save Ft ; ML 9: AL N; XP 
251. Thie caravan 1s compotled of four wagons, each pullt'd by two hOTIK'!l llnd oceupiod by (IOO 

trader and t.wo Ogbte~. The trudcn1 arc armed with short &wordi. tbe fighteni are IU'med 
with long 11Worda, nod both group. wenr cham mail Wot COW1U1ll; of type A lreuurc. Th~ 
C8tllV8n 'l! reactiOM lll'fl rollrd with n -2 ptll\Olty due 10 b1111ic humon dl!ltrutt orhU"181101dJ, 
Jn battJe. the tnlders wlll not J(lln Ule fray unle11t1 four or mon.- of th111t eilet>r1.ill are »hlUt. 

4; tupid cnravan: 1\#i 13 abo\'t•, but thu.1e tredcl'l! wt•r<.- too cheap to him nn lllK'Ort. Thoy 
are very anxiou1 t0 avoid conn1ct and w1ll 11wc the PC• up to 75'1- of t)1c1r wftrf.'s, u w 11 oc 
rumor 12 from the rumor chart oo page~- lr pr~ for moro, lhl')' launch a del.peratCl 
ntuck Thi. enoountor happen11 only one•• 

5-6: Bugbear buJJiH (81. AC 6; HD 3+1: hp 17 Mch, MV 9()'(30'>, IAT l wellpon: Drug by 
weapon type + 1 fbaule axes); Save P3; ML 9; AL C: XP 75; BDf..!7. Thf'Ml bugl'IC'a,.. nl'C' 
membenr ofTnbaJ Chu.if Ohr'r 's clan 11nd 11tt here to aha.kc down pa~rahy for money. Thoy 
are snt~fied only after ta.king~ of the PC.a' eo1N1 rse>q, from any PC bugbear>. 1f a PC 
bugbear is a spy for Oht'r and somt!how letM th!! bulliclf kno"' t.hta, no money 1• Lllken from 
that re. 

7, 1'rogJodyte8 (5}. AC 5: }{() 2 • : hp 10 each: MV 120'!iW r. IAT 2 clawtlll bite;. Dmg 1~/ 
1 ... lfl-4: Save 1-'2; ML 9; AL C: XP 30, 80138. AJI troglodyte en~unllITT' nre 900utma part.1e.1 
fr11m subterrnncon lond&. They h&ve no treMore. During battle, how1•vcr. they i;ecrote tin oil 
that the PC$ find really Auat. I~ eon. o( remindJI them of ho111e C!OOkLn11. 

8· Giant shrews (4); AC 4 , HO 1 • ; hp 3 t'uch: MV 180'(60'1\ IAT 2 bita: Om.g 1.S 1-6; Snvt' 
Pl: ML 10; AL N: XP 13; 8036 When thtaen~unwr i4 roll<'d. ld4-l PC8 lltep onsomo 
IOOie earth. ea11110g them to fall •I' 1nw a tunnel fuU of hungry •httwa. UnfortunAt..ely, tho 
Broken Lanth art! infested with .uc:h geolog1cnl flaws! 
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musl roll h111Dexterity11 i i or less nn 
ld20 On u roll of 1 or 20. the victim 
detect.B the attempt. 

Koh llld: AC 7; HD y.,; hp 4; MV 
90'C30'>; /AT 1 weapon; Omg by weapon 
l.ype lshort swordl; Snve Normal Mun; 
ML 6; AL C: XP 5: BDf32. 

5·6 : The PC is challenged to a Bawl 
mg conwsr cPG. page 38> with Ikky· 
Nikky. a ~'lloll. The gnoll has 11 
Charis ma of 16. The bawlees are a 
group of four kobolds. The finit conl<'st· 
ant to fail a skill check must buy t>\•ery 
on•• o round of drinks (at a cost of 30 gpl. 
If Lhe loser will not or cannot buy. he is 
attacked by oil 45 cust.omers, who force 
him to sleep out$ide for the night. 

JkkyNikky <gnoll r. AC 5: HO 2; MV 
90'!30'1; I AT 1 weapon; Omg by weapon 
type <long sword): Sa\'I! F2; ML 8 ; AL C; 
XP 20: BO 30 

7·9: A brawl breaks out. for 2·20 mm· 
utes <no more than one brawl per houri. 
Each PC fi ghts one humanoid with the 
same stat1st1cs as the PC. The battle 1s 
nonfatal . u11mg the unarmed combat 
rules on page 23 of the E:c~rl Rulebook. 
lf any PC g~s looking for more victims, 
he geu; one s imilar to the first opponent 
but with one extra hit die. 
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10: A PC i!I invited to join a dice game 
with five goblins. a.11 of whom have 
Gambling skill and Charismu of 14 
They play 3-12 (3d4 J games for a pot or 
3·30 sp per game. The winner of each 
game is the e>1111 who rolls the highest on 
ld20. A successrul rull agamst the 
Gambling skill <PG, page 38) gives Lhe 
roller a + 2 bonus. lf the PC loses. he 
must pay 611p per game. 

While in the taproom. each PC picks 
up 1-l rumors. Roll ld8 and consult the 
following chart : 

Rumor Churt 

I : "You come from Chief Mmm.Buh!? 
What a guy! He just loves sttacking his 
enemies without giving them any warn· 
ing!"('l)-ue> 

2: "There be a small abandoned fort to 
the northwest. They say Lhat there Cie 
101.S of treasu:re and neat stuff there. but 
the risk be big, loo!" !1'ruel 

3: "Dere 1s a small fort nenrby It iz 
abandoned bec:uz sum stoopid ol' dragon 
ate everyone dere a.nd slill duz it. toda.y! 
Stoopid dragon! Probably tinks da fort 

1s it.a long·lost bnby or sumpin! Stoopid 
dragon!" CFal~l 

4: ''A whole lot of elves and wiuu-ds 
from Glantr1 are patrolling the trail 
tlwl leads south from 1'rmtan." <False> 

5: " Hee Hee Hee!! I heard dot ol' Cluef 
Mmm-Buh! 1s gonna play a neat practi· 
cal JOke on duae 1'rintan wimps! If it 
works. he' ll get Jou;a respect an· pres· 
tige from da other chiefs." CTr-uc) 

6- "Man. tho.~ humans in TrinLnn 
don 'l mess around! They hate goblin 
races and are just aching for a reason l.O 
bash any of our kind!" l'I'r-ucl 

7: " Chil'f Mmm-Buh!! Wha l a guy! 
Salt of the ermh? When they were defin· 
ing honor, they had him in mind!" (Very 
Fal1;el 

8: " l hear dat da Rude Mongrels are 
gonna be gettin' in a whole lotta rein· 
lives of da Chit!fs! Oat tribe is gettin' 
too big ta reed it.aelfl Somethin's gotw 
give!" ('JTue) 

9: "There's a group of real dumb half· 
lings north of here, between us and 
Trintan. They is so easy to fool." IFalseJ 

10: "Kmg Thar is working on a new 
book called King Thar's Manual of Good 
Comlurt: Sei..-ond Ed1tum." (False) 



The evening ends in the wsual drunken 
humanoid good fellowship, with m~ l 
arguments and hatreds las well n1. dead 
cust.ome-rs> swept u.side as everyone }01ru. 
m a grand old taproom 'l1ngalong. 
Among the featured sonRS: "I'm a Ilu· 
mAnoid and I'm Oka.y" l"l raid 1ill n1ghL 
and I sleep all day''l, "Ninety-Nine 
Owarvco Skull!! On the Wan:· and the 
potentially fotnJ " If \ ou're N <1ty and 
You Know lt, St.ab Your Friend:' Aft.er 
lhls, everyone turns m 

There are extra tough iron locks on 
the bedroom doors, and the beds are of 
pBss6ble quality. Each room has a win. 
dow that can be barred from the inside. 
The ruorns each nccomm!Xi11t~ four 
mcdrnm-R1ze guc~t.8. 

Dut the YUP& are not finished "'ith 
the PCs qutle yeL. In the hour hf•fnre 
dawn, four YUPs attack each of the 
PC's rooms. This 1s n battle of lift. nnd 
death, the YUPs being fa.nae 1cal about 
their tribal rivalry. Use the same \elloYt 
ore stat1st1cs pro,•1ded in Tuvern Mishap 
11. Any PC with th(.' altr1butc i<kills of 
ln11t1nct, Alertness, Hear No1W!, or Odor 
Scenting <PG, pages 37 381 uutomuu 
cally gets a roll which, if succeS>iful, 
enables the PC to IX' a\\ akened lgeu m.: 
m1tiativu) by the r.ound.8 of lhe YUP 
coming ioU> the room (they stole the 
mMLcr key from Lookmul. 

Small Inconveniences 

J..<.a,'ing behind the wnmuh, compan­
ionsh1p, und bloodehed or the L<>st 
Lunch, your intrepid h tth.' bnnd 
st.rikcs its way down the trail lhst 
stretches across the w1u1teland.s. 
Monotony sets an ai;:ttln, i1nd 1t seems 
painfully likely thal everyone is on 
the verge of having another "ph1lo 
soph1cal dU1C\18!11on" whl.'n you sec n 
group of eight small figures r1ding 
ponies a nd lead10ir; three puck ani­
mals. They are 200 yards ahead. and 
apparently they ~e you too, because 
they are waving ond calling. 

The strangers carry no visible "eap-
1m.s A11k the PCs 1fthey would like to 
close 1n. If they refuse to get closer, Lh~ 
s trangen; shout out on encouraging, 
respectful gTeeting. If even this raila to 
sway Lhc PCs, the 11trangers hruJi: nnd 
ignore them also. Should the party 
indeed close, conL10u1.- the description. 

As you draw cloller, the 1dent1ty or 
the rider11 be<-omes clenr They are 
helflings! The eight li t tle pe<>ple, all 
clud in leather ond warm clothmg, 
wn,·e cheerfully nnd bout out. 
"Good s1n1, Id us trade! We hov<' 
many goods lo interest tht> like of 
you.!" The presence or ~vernl ca.'lks 
or ule lashed to lhe packhon1es pro­
vides a further tempLation. 

The halnings set up camp and begin 
cooking some savory s tew and roll mg 
out barrel.s of ale. It is the 1um of thf.' 
ha.lning~ to drug the PCs and rob them 
blind ur. foaling this. to s1.;11l them der<-c 
t1ve t1nd folli<' goods. 'rhe "troder:1" 
carry t he followmf: iteinA, which Lht!y 
nffn for sail" al the prices hst.cd 
-pol ion of ht>aling. 10 gp I ugar waterl 
- potion of giant ~trl'ngth · 25 1fP (nhi<I 
sugar wett:rl 
-glowing magtcal sword: 50 gp (a 
phosphorous.cont~. unbaloncl.'<I blade> 
-50-gp dtomoncl 50 gp lnace glass. but 
that's nl11 
-u·aml nf trnp drt1•('twn· 7f> gp (o 'ar­
n1qhed twigt 
-rang t>f ll'atrr u•nlJung· 100 KP Ill nice 
brags nn~ • 
-black \\Olf·fur capti. 50 gp ructunll). 
it'!'. rat hn1r1 
-loaded dace: 10 gp rthey'rta purfoctl~ 
normal d1cel 
-warm, waterproof hooU4: 50 gp I they 
leak profUS('lyl 
-wood scuJplur~ or (I dragon· 70 gp 
Ctermite·ridden l 
-guide to speaking the language of' 
Glant.ri; 5 gp lal1 the phmses a.re hope 
le-ssly wrong, being the most lnsullmg 
and disgu11ting in that. language! 

Bei:ides selling bad merchand1t!e. the 
halfljnb-s tell the PCs about Lhe lc~end· 
ary Fort Boastt and how lhere JS much 
gold and other treasure there. They My 
thal the old rort he, to the north off tho 
main trail. The halflings give the party 
this information, not out of the goodne 
of their hearts. but out of t he hope that 
the poor suckers will buy the haln1ngl!' 
defective equipment m order U> go ad­
v1:ntunng al the fort. The halflings plnn 
lO catch up to the PCs Bl the fort and 
t;Cavenge from t he dead 
Th~ halfl1ngs have three cnsks or ale. 

They drink from lhe first cnsk, which 1s 
unuunted, and let the party drink from 
the ot.her two Roll a i>ecrel Constitut ion 
check for each PC for each hour spent 
dnnkmg. Any PC who ha!! the Dnnkang 
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Ilk 1 I I 1PG, page 38> rolls against half hts 
Constitution Those who pass their roll~ 
are not awn.re of anything wrong unlt'ss 
they nre su...<;piciou.<1 or poison Attribute· 
related kills that can be u.ed to detect 
something amiss nrc· un opproprn1te 
Knowledge field of study. lnstancl. and 
Odor Scenting tPG, pages 35 381. 

There 111 enough ale for each PC lo 
8J>t!nd four hours drinking. At thl• end of 
the ruur hour period, tall who failed their 
Const1tut1on checks fall inw a deep 
sleep for thl.' nex-t eight b(lurs tun less 
rouS(.'d). Ourmg that t ime. Lhe haln1ngs 
take the PCs' armor. weapons, gold, and 
anyth ing even remotely useful. Anyone 
who did not succumb U> the po180n 1i­
uttocked by all l•11(ht hal n1n10• wielding 
club11 They do not wish to kill, so dnm 
age is nonlethal. 

Of cour"<', tht· party moy very well 
decide lo throw aBide any semblance of 
ci"1bty and thrash the halflmgs. 1.akmsc 
all 1he1r booty Tb.i~ is considered appro 
priat-t! behavior for humanoids. 

All the gag items an~ labeled ati 1f 
they were thC' real thing. UnfortunaLel), 
l•ach hol'bC't- pack holds a nasty-tempered 
f1•rr ·t lhut has been trained to attack 
ony nonhalfling who open1o a pock. 

Fe rre t!! 131. AC 5; HO I, hp 4 each, 
M\' 150'C50' l; AT 1 bite: Omg l-4 , Save 
FI. ML 8, AL N: XP 10; BO 30 

The halOmgs' real Lreatture constSUI or 
800 gp, l.2-'S sp, 2.331 cp. SIA rub1e~ 
wc1rth 100 gp t-uch , two bottlr a.J.ra +I. n 
lll't>-horided 111i·ord + 1. a u·ar l1ammer 
+2, four potions of J1eo/1ng, a :1uit of 
man-s1zl' rltmn mat/ +I. and o wand of 
magic cietectwn. all of which .ore cor 
reclly lahele<l-in the hnlJhng tonl(lle1 

The eight ponies a.od three packhorbt?JJ 
nre u versatile prize and can ht> used ru1 

mounls, beasts of burden. or last.y 
snacks. 

HaJflings 18>: AC 7; HO 2; hp 10 encb: 
MV 90'130'); IAT 1 weapon: Dmg b.>• 
weapon type. Save HalOmg 2: ML 9, AL 
C. X.P 20: BO 31 Each halfling has a 
dagger. short sword, and club. The hulf 
lings ere talung the t.n1l bound for 
Da.rokm. They had also hoped lo run 
1nlo 11-0me nol tro-bright humanoids and 
swindle them. lfthey survive thlS 
encounter, the halflmgs cont10ue cm 
t heir merry way. However. 1f the half 
hng!I outnumber the PCs, they "'111 
follow the party, staying one hour be 
hind them at all t1mei;. wailing for the 
humanoids to strike 1t rich so they can 
swoop down nod rob them. Nasty little 
wretches, aren't they? 
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Note: lf the party has not taken tho 
trail and has consequently avoided this 
E'ncounter, make it their nex-t random 
enrounter. 

The Haunted Ruins of Fort Boostt 

Thnugh the t-rail here turns lo lhe 
northwest, a second lrrul. o.lmost 
obliterated by age. st.retches north· 
word, Could this be the woy Lo that 
legendary ruin, Fort Boastt? 

If the PCs follow ~he northbound troil. 
r-ead the following: 

The stark. tumbled ruins of Fort 
Borum. formerly a bugbear outpost , 
are enough to snap cveryono's mmd 
back lo serious matters. The very 
are.a radiates an ominous feeling of 
disruitar. There i.s a single wat.ch· 
tower still standing, surrounded by a 
fl'W walls !one of which abut.s the 
remnfos of a barr acks> and lots of 
rubble. The only vegetation in the 
are3 1s made up of wilting gray and 
brown weeds and n few dead trees 
t hat still cling Ul the rocky soil. 
There are no signs of animal life 
except for lt solil.hry \'Ullure that 
stares balefully ut your party. 

This place was ahandoned 75 years 
ugo afler a group of bugbears performed 
a cowardly doo-0 and enraged Bartzi­
lulh, their god of strength and bravery. 
The Immortal cursed the plore, and all 
prnper bugbears in Upper Bugburhia 
shun the area despite their belief that i t 
is a minor storehouse of treasure. What 
good is we11lth 1f you've boon turned 
into a piece of beef jerky? Any PC bug­
bear with Lhe Knowledge skill of1'r1bal 
Lore IPO. page 35) automatically knows 
the story. Any PC of another race must 
make his roll in Tribal Lore . 

I. Ruined Barracks, First Level. 
The door sticks, requjring a Strength 
roll t<> open An lnt.elligence roll shows 
that thi-. was once a barracks 

The! room has been reduced t.o a 
shumbles. Heaps of r ubble are every­
where. Each wall is pierced wilh 
arrow 6hls. One set of stairs goes up 
and one set goes down. 

Under a pile of rubble in the north· 
wesL corner of the room he four inhabit· 
ants who are very much alive. 



Pit vipe r s (4): AC 6 ; HD 2"; hp 9 
each; MY 90'<30'); iKf 1 bite: Dmg 14 
+ poison; Save Fl; ML 7; Al. N; XP 25; 
BD/31 (snakeJ. The have oo lreaRure. 

2. Ruined Barrac ks, Upper Le'•e l. 

On the outside of the building, a 
ramp made of rubble leads to the 
second floor. At the top. a boulder 
seals off a gap in the wall from ca­
sual visit.ors. 

This is the lair of J erk. a hill giant. 
He lives int.ht• upper level of the bar· 
racks, using the ramp to gel up here 
and the boulder as his front door Cthe 
original door is long gone). Since this ls 
an all-humanoid adventure, Jerk will 
not attack immedint-0ly. In a perverse 
manner of speaking, the PCs are like 
long-Josi "little cousins," a term that 
Jerk will use if his reaction to Lhem is 
favorable. He has moved into this level, 
sealing off the staircase leading down 
and the hole in tho wall by mnssiva 
boulders, each requiring a Strength roll 
Cat -2 penalty) to inove. 

J erk loves food and wine. and may be 
bribed by such. If he is given large 
amounts of both plus the promise of 
treasure, and his Moru1t.er Reaction ts 
Immediately Fr iendly, he will join the 
PCs as a henchman. though if he is 
verbally or physically abused. he under­
goes another reaction roll. Note: If Jerk 
joins the party. add one more creature to 
every multiple-creature encounter. 
adding the extra beast to the type of 
monster t11at has the greatest number 
already (e.g., iftbe party encounters 12 
rats and a wererat , add one extl'a rat, 
not an extra wererat.). 

Jerk <hill giant): AC 4: HD 8; hp 39: 
MV 120'(40'>: IAT 1 club; Omg by 
weapon type; Save F8; ML 8; AL C: XP 
650; ER/50. His treasure coMist.s of 
2.105 sp, l ,028 gp, 477 pp, a spear + 2, a 
s uit of human·size leather armor + 2. a 
potion of lwulirig, a potion of invisibility. 
and a ritig of protection + J This is all 
hidden in a hole under the rock that 
blocks the down stairway. 

A lrapdoor in the northeast corner of 
the ceiling leads to the roof. Up there, 
J erk has a stash of 24 boulders to hurl 
at his enemies. There is no. ladder. Jerk 
is big enough to grnb the Hp or the open· 
ing and pull himself up. 

3. Tower, Ground Level. 

The door is stuck (requiring a 
Strength roll lo opt!n). As you enter, 
the odor of frci;hly turned earth as· 
sai ls your noses. There is also the 
smell of bodies both living and dead . 
The room looks bare save for the 
arrowslit.s In the walls, the st.airs 
heading ominous ly downward. and 
t he ladder leading to a trapdoor in 
tbe ceiling. 

There is nothing of nny consequence 
in here. The st.rurs lead down to the 
area 8 in the undergrt.1und complex. 

4. Tower, Second Level. 

The trapdoor is stuck, like the door 
at area 3. As you push the trapdoor 
open. you notice many strands or 
webs cr isscrossing the room and 
catching the light streaming in from 
the arrowslits. There are some 
vaguely humanoid.shaped lumps in 
the webs. The north wall has u 3'­
wide hole in it. The ladder you 
climbed continues up t.o another 
trapdoor in the ceiling of this room. 

A giant black widow spider rests at 
the X and scuttles to the rrapdoor as 
soon ns il is opened, trying lo surprise 
the first PC t.o pop up. The three Jumps 
ar~ ores, but the only salvagable items 
are a dagger, 45 gp, 83 sp, and a good 
pair of boot!!. 

Spider, giant: AC 6; HD 3•; hp 12; 
MV 60'(20'), in web 120'{40'); /AT 1 
bite; Omg 2.12 + poison; Save F2; 1YIL 
8; AL N; XP 50: 80138. 

6. Tower, Third Level. 

This level has the usual arrowslits 
and the ladder continuing ever up­
ward to another trapdoor. There 
seems to be some nesting material 
jumbled in the r afters. 

Scrawled on the east wall ore these 
words in hobgoblin: 

Bartziluth 's curse for our cowardice. 
We die but do not rest. 
Awa,v from sun light w tire depths 

below, 
If you know what's good ft>r you. 

you better n11t go. 

H idden In the rafters are eight 
stirges. Their nest contains a potion of 
healing. a riflJl of identify . SL"( rubies 
worth 600 gp each, and 23 sp. 

RANK AMATEURS 

A riug of identify enables its weartir Vl 
correctly ident ify. 95'11 of the time. the 
exacl properties of any siic items every 
24 hours. The Item must be grasped in 
order for the ring lo work. The ring 
identifies itself lo its wearer as soon as 
it is put on. Not.c that a t•ur.~ed ilem 
appears to be a legitimate it.em of value. 

S tirges (8): AC 7; HD l '; hp S each: 
MV 30'00'), flying 180'<60' ); llJ' l ; 
Dmg 1·3; Save F2: ML 9: AL N: XP 13: 
BD/38. The st irges ny out of th~· ttrrow 
slits in order to hunt. 

6. Tower. Top Leve l. 

ft smells bad up here. There is guano 
all over the noor. and twittering 
sounds come from the rafters. The 
ladder continues upward. 

Four giant bats reside here, though 
sharp PCs wm pick up on this. 

Buts. giant (4): AC 6; HD 2; hp 10; 
MV 30'(10'), flying 180'(60' ): IAT l b ite, 
Dmg 1-4 ; Save Fl; ML 8: AL N; XP 20: 
80125. They have no treaimre . 

The ladder leads to a stuck lrapdoor 
that opens out into the fresh air of the 
roof. There is much rubble up here, but 
this high perch affords an excellent 
view of the countryside. One can see an 
c:nemy miles away. If llw halllings are 
following lhe PCs, secretly roll for any 
PC up on the roof against any skill thal 
may alert him to the danger. 

? . Covere d Well. 

This stone·rimrued well has boards 
covering its mouth. Some of the 
boards have been chewed through. 

It takes live minu~ to pry all lhe 
boardi; awav. The air t.hat billows out is 
rnjJdewy. and a disgusting green growth 
clings to the well's sides. Anyone ot.. 
tempting to use Climbing skill <PG, 
page 37) to descend does so al a - 4! 
penalty. The well shall. leads to area 20. 

Fort Boastt- The Underground 

8. Ba rracks, Lower Leve L 

Descending the stairway. you see two 
dozen beds a nd footlockers. Wh11t is 
more disconcerting is that 10 beds 
still hnve figures lying in Lhem, the 
covers drawn over their faces. 
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loec.:z.. 

J'he tigur011 nre the skelet.on. or 10 
bugtx•uN that w1:re eurs~d all thuM> 
yl'tu·'4 OJtO Now thl'Y do in dt•nth wh1•l 
lhoy railoo to do in life· be vig1lonL nnd 
brtiw, fi.:h t1ng tmd killing nll 1ntrud1•rit 
w1lhout quarter 

kelet-0ns <10>: AC 7: HD 1, hp 4 
1J1tch; MV 60'(20'>; IKr 1; DmR by 
weupon type; Snve Fl ; ML 12: AL C: XP 
10; ROt.J7 The skeletons art• t\rJnt'd 
~1th short sword6 but have no other 
tn•u ur1 . 

9. Armory. 

The on 111 still and quiet to h"rc 
Th11rt nrc.- four t~rches st'L an 11Conc••M, 
one in t!och wall. Running ulong tht• 
walls ol'e shelves thal hold a varwty 
or weupum1. Quite a lind! 

This wns the armory, and it still holds 
S-Ome good weapons. There ure two 
swords lone long a.nd one shoru. two 
d1t)Cl(C'M4, .1 mact!, LWo spear!', two polt 
arrn11, .i battle axe. two qul\·er11 with 12 
l\rrtlWll ~nch. t\nd A two hondt>d aword J( 
tbo OM wishes. up to hnlf of th~lle \\t!llp· 
on• may be Jefoctive 1PC, page• 421 
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10. 1bwer. C\!llar Level. 

The air is ... t. le ht>rt-, und dt•sth 
hangs all around you-ltwrnlly. 
There are skull». parual akelNons. 
and other irruesomt• lruph1es nailt'<l 
lo the w1.1lls . 1'ht> noor ir. 0 carpet or 
bones and t1kulls. Even more disturb· 
ing, the bones look o"' 1r they bave 
been gnawed 

It gets wor!!{: Any PC who aovest1· 
gates lhe hones tlvM"ly tand mokes an 
lnsttnct check 1PG. pait<• 37> notices lhot 
the gnawing bas been done in patterns 
An intelligent cn•oturl' did tht•. not 
some animal The wel'('rl.ll in area 22 
was here enjoyanic 11 N1p(1~1 und gnawed 
lhe patterns on tho bone& ns o way to 
alleviate th!! boredom while waiting for 
his next meal 

l I. Chier s Rot1m. 

The heavy uak door before you is 
locked and hiu1 o halning skull 
mounted on It at ey"' l('vel. A mes· 
sage 1· scrawlt'<f on the door tin the 
bugbear ianlifUnR , of c:our••d 

"Ch1._'(lf8 Ruml'. Oont c:umm inn un· 
le!i u r 11w1ud. ='lok an tok into d.n 
skull " 

Thr room beyond the door ia qu1&.c.> 
c:utttfy Thi.! floor is covtm:d wall·to­
woll in rul('S made from polt1r oonr 
s kins /\ brazier hangs over th(I plWlh 
bed, prC'8umably for wtirmlh. A crurlt• 
writing desk has been pluccd ug~inst. 
the ~ll!lt wall and hulds some parch· 
mcnta m clear sight. The stot.uu of o 
bugbettr in bnltlt" armor 1nanJB men· 
nc1ngly in front of lhe south wult 

ThiB wos the bugbear ch1eft1 room 
Onl!' parchment. wntten in bugbear, 
1U1ys. "Okny. $0 WI;! mes..~ up. w~· 
turned on' ran when attuekcd hy dnt 
group uf t.•lves, dwarves n.nd halflin'11 
Okoy. so doy only outnummered \hi two 
t.a on1.1. Dose are okay odds for cough 
nu-htur» lik1: u.11! But no, we ran back LO 

our comfy fort. cuz we werti nil blet.-dll'\K 
too mueh So. Mighty Ba.ruiluth gives 
u1 ull dn doublv wham.my cunie. nn' 
now we gotta wander aroun' an· guard 
do pin«." llVln' but kinda det\d too, ya 
know? But hey. ol' Ban. he's u nice guy 
nn' ~ d t ull onyone's gouu J<1 u. w 
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kill da dirty rat dot is gonna sumday 
move into our fort even dough we are 
suppoosedly guardin ' il, so I guess we'~e 
gonna be failures in death as we were m 
life, huh? So, anyways, if any follow 
bugbear or udder goblinoid ty~ can , 
kick out da dirty ra t. dat moved 1n, an 
toss his body down da well, den we !Lin 
rest in pieces and da neat types dat did 
do favor will get lot.aa valooable cash 
prizes! Good Juk, an' si~ce I'm now a . . 
guard in my own fort, I m really lookm 
forward lo my dead body killin' ya real 
good, real soone. After all. I'm closer 
den o tink! Signed, Chief Heltu" 

The other parchment is a map of the 
lower level of fort C"Da Bas'ment"). 

Anyone who tries to move the statue 
should make a Strength roll. If the PC 
is successful, lbe statue swings away 
and a secr et door opens. 

12. Tt-easure Room. 

As the stone secret door swings open 
with a loud gratmg sound, you are 
amazed to see a large pile of gold, 
silver, gems, and other loot glisten· 
ing under the light of a half·dozen 

torches burning with what is obvi· 
ously magical light. There dOt's seem 
lo be one thing barring your way 
from all oflhis treasure. though: a 
dead bugbear who bears an uncanny 
resemblance to the statue in the 
Chiefs room. 

l~'s the Chief, all right. He's a zombie, 
transformed by Bartziluth. His hoard is 
there for the 1.aking, if the PCs can 
defeat him. Of course, t.hey can always 
run away and lighl another day. 

Chief Reltu (zombie): AC 8; HD 5: hp 
38; Move 90'C30'>: IA'T' 1 sword; Dmg by 
weapon type + 3; Stwe F5; ML 12; Al. C: 
XP 50; BDl39 <this is a nonstwtdnrd 
zombie). Chief Heltu is using a two­
handed sword +.1. 

The treasure cons1st.8 of 3,264 gp. 
3,933 sp, 11 diamonds worth 300 ~ 
each. t.wo potions of healing, o pot10~ of 
heroi,o;m, a ring of int1i91bility. a halfling­
size suit of leaJher arm<lr + 2, a dagger 
+I. a sh~ld + 2, a wand of feor. a flying 
carpet, a scrol I of protection from . magic. 
a nd t he two-handed sword +3 wielded 
by the zombie chief. 

Jfthe lucky PCs can kill off Chief 
Heltu, Lhe "dying" zombie says, "Nice 
goin', guys! Nothin' personal, right? 
Now do me a favor an' get da dirty rol 
dat has moved in. Aaarrgghhh' ' ' lf the 
PCs have already slflin the wererat 
(area 22), the Chief says everything 
except the last sentence. 

13. Shaman ' Room. 

A sign on this locked oaken door 
reuda. "Shaman Tune. Chief Priest or 
Fort Boasll. No \'i!Sits without on 
appointment. Confessions at.10:00, 
absolutions at 1:00. inquisitions 
whenever no one expects t hem." 
There is a small slot in lbe door for 
donations to the poor box. 

Inside, a bed even richer tha11 the 
Chiefs dominat~s this comfort.able 
room. Even aft.er all these years, the 
snwll of incen.8(! still hangs in the air-a 
smell l1ku a backed-up sewer at low tide 
(yep, that's the favored incen~ of bug· . 
bear shamans, all right! ). Various mysh· 
cal symbols a.re drawn on the walls, and 
a locked cabinet stands against the 
south wait. 
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Any shaman in lhe party will recog· 
niz.e the symbols WI incantations of 
great power beyond his meager under, 
standing. The only olher interesting 
thing is Lhc cabinet. If the PC!! get it 
open, read the followmg; 

The hinges squeak as the doors of Lhe 
cabinet creak open . Inside are only 
two things: something lhat appears 
to be a rattle decorated in odd colors, 
and t.he gl'inning head of a bugbear. 
The: head focuses its eyes on your 
group and speak.s: 

"Grt'etiags, intruders! You didn'L 
muke en appointmcnl, did you? Bwa· 
ha·ha! Thon die, fools!" The head 
Oieit ufl' th1.i shelf ond begins swoop 
inA around the party. cackling 
menacingly. 

Yes. lhis is Shaman 1hnc. He was 
truly cursed and now exists as som~­
t.hinJ1 that could be calJed a "flying 
head." He intends to pass his bad for· 
tune on to the PCs as best he can. E11ch 
PC must make a Saving Throw vs. 
Death Ray or flee from the room in 
gibbering fear for l ·6 t.urruo. Those PCs 
who makt: their Saving Throws znay 
ch008e to attack the head. 

S haman Tune <flying head): AC 3; 
HO 3; hp 24; MV flying 120'<60'); INr 1 
bite + curs~: Omg 1·6: Save F3: ML 10: 
Al. C; XP 395; new monster. The shu· 
mun head can curse one PC per round 
as well nB biting a victim <they need not. 
both be the same PC). The curse mani· 
fests it.self as either a new physical 
detail !55Cl chance; PC. page ~H l or a 
now unfortunate legacy C15% chance: 
PG, page 46). 

lf unyone at.tempts to LOuch lhl' so· 
called rattle (it's a gri-gri; see GAZlO 
"Dungeon Master's Booklel" rDMBI. 
ps,gc 8; any PC shnm~n will recognize ii: 
as such). the offender loses one point 
from any one attribute, randomly deter­
mined, before the gri·gri loses its power. 
All turses and affi1ctions are permnnent. 

M . Supply Rooms. 

You see a room that shows clear 
signs or abuse and looting. There are 
heaps of rubble everywhere. and an 
occasionaJ startled rat dart.s out from 
lhe piles. 

These areas have been looted and 
ruined, but in each room there is a 15't 
chance per PC of finding one oft.be 
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following: backpack, 50' rope. ttnderbox. 
lantern, large sack. small sack. mallet. 
six iron spikes. chalk, blanket, bedroll, 
four.man tent , wineskin . 

15. Gu8.J"d Room. 

Obviously once used as a barracks. 
this large room has been reduced to a 
place of junk. Splintered cots and 
t.orn·up pillows lie strewn every. 
where, with chicken feathers cover· 
ing every surface. The north wall has 
an elaboral.ely engraved door made 
of solid iron. 

The place smells bad e\' en by your 
st.andards. The eight mouldy·looking 
bugbears who are shuffiing toward 
you with sightless eyes and slack 
jaws may have something to do with 
lbe arnma. 

The PCs get t.he first strike agaiost 
these bugbear zombies. who are t.be 
corpses of c1usrd garrison soldiers. 
There 1s no lreDSure here. 

Bugbear z-0mbies t8>: AC 8; HD 2: hp 
10; MV 90'(30'}; /AT 1 claw or l 
weapon; Dmg 1·8 Cclawl or by weapon 
type I sword); Save Fl; ML 12: AL C: XP 
20; BDt99. Thi! weapons are rmity, but 
only PCs get penalties for using them 
(see PG, page 42). 

16. Shrine. 

The iron door leading into lhis room 
1s locked. Engraved on the door's 
surface are scenes or the tortUJ"e and 
sacrifice of halnings to a bugbearlike 
lmmort.ul, It is o beautiful and rare 
work or art that warms your heart. 

Entering the room, you are amazed 
al lbe reddi11h glow that lights up the 
place. ln the northwest corner. on a 
three-tiered dais, is the statue of a 
bugbear Immortal with en altar of 
black basalt at his feet. The entire 
eastern wall is decorated with a 
plaater fresco showing hordes or 
bugbears defeating an army or eh•es. 
dwarves, and halfl!ngs. 

Paying hCJmatre lo the statue are 
two bugbears. but they look rat.her 
odd. Their fur js falling out, 81ld the 
flesh beneath is u sickly gray color. 
They sport fangs the likes of which 
are not seen during a bugbear's nor· 
mal life. Their eyes burn a feral red, 
and their lilt.hy <even by humanoid 
standards) fingernails reach out 

hungrily toward you. They do not 
stand up straight but lope hunched 
over toward you. 

The statue is of Bartxiluth. The bug· 
bears are ghouls, changed t.o t.bjs st.ale 
by Bart himself. Now they spend their 
days pleading to his image for mercy. 
All these years of fruitless pleading 
have gotten them a bit. angry. and they 
would just love to wke out. their frustra· 
tions on 110meone. 

If the plaster fresco is chipped away, ti 
secret door is revealed in t he middle of 
the east.em wall. Furthermore, any PC 
who puts an offering of al least 10 gp 011 

the altar will receive + l to bis bit and 
damage r olls for one hour. If some wise· 
guy PC steals this offering when no 
one's looking, he is permanently 
chenged into a ghoul like t.he others. 
Any PC who actively worships Barbu· 
luth ond ma!<es a sacrifice get.s 1,000 
XP in addition t.o the combat bonus. 
The.re is nothing orvf1lue in the room. 

Bugbear ghouls (2): AC 6; HO 2•; hp 
10; MV 90'(30'); IAT 2 clftWsfl bite; 
Omg l ·311 ·3fl ·3 + ttpecial; Save F2; ML 
9; AL C: XP 25: B0/30. 

17. Crypt.. 

The double doors leading inlo t..his 
room are heavy stone. lnaide, the 
ploce is unnaturally CQld-so cold 
thot you can see your breath. 
Twenty•seven stone coffin.a are lined 
up in rnwa. They're not lhe carved 
stone works of art that thoae wimpy 
humans uw. but slub!J of rock st uck 
together in rough semblanoes or 
rectangles. Tun of Lhem. unfortu· 
nately, have been broken open-from 
lhe inside. The place is quiet, like 
crypts are supposed t-0 be. 

Any PC attempting to open the door 
must make a Strength cheek. There are 
10 bugbear skeletons lurking behind 
lhe int~ct sarcophagi, ready tO spring 
out at lhe PCs once they enter the room. 
This is more of Burtzilulh 's work. 

Bugbear s keletons (10): AC 7; ill) l; 
hp 4: MV 60'(20'); IKI 1: Dmg by 
weapon type (.sword >: Save Fl! ML 12: 
AL C; XP 10; 80137. 



18. Guard Room. 

Thia gloomy room contains three 
cot.s, two tables, eJghl chairs, two 
flagons on each table. a set of ruce on 
onu table, and n key ring with t1 

single iron key on it. hongmg from a 
hook on the east wall. 'IWo unlit 
lanterns hang from ceiling chains. 

This room belonged to the guards who 
kept an eye on the prison area t-0 the 
north (area 19). The prison door is iron 
and has a big p(lctlock on it. The key on 
the east wall opons the door. 

19. Prison. 

A st.alt! blast or tlir u.s.sails you as you 
open the door. h. smells like an elf 
crawled in here and died. You·~ Bl.and· 
ing on (1 i;tone plateau, beyond which 
is a 30' drop 14 a vru;l chamber with 
drunp walls. A 35' ladder hes ac.roas 
the plateau. A small pool of water Ues 
below in the northeast. oomer. Dancing 
around down there are two short skelt'­
wn.s and two elf·8Ue i;kelewns. They 
look up at you with their homfic soclc· 
ets and open their mouths in o noisel­
less scream of defiance. 

Prisoners were tossed into the pit, its 
slimy walls making escapo impossible. 
When the place was cursed. six priB· 
oners (three elves, Lwo dwarves, and ~ 
halfling> were left here to die- which 
they did. They. loo, were cursed and 
beeame skeleton&. Two of them. a dwarf 
and an elf skeltlton, hove climbed up the 
plateau and lurk just. below the edge. If 
anyone gets too close. t~ the brink, the 
skelelons make a grab ror nnkles and 
toss their vict.im..s into the pil. Each 
skeleton must mnkt: a lo·hll roJI LO 
obtain a grip on o single PC lf a 
grasped PC falls t() roll his Strength or 
less on ld20. he is dragged over the 
ledge and plummets screaming off the 
plateau, t.nkinte Sd6 hp falling damal!lc 
as well as automatically losing initia­
tive against the skeletons at the bottom. 

Skeletons C6): AC 7; HD 1; hp 3 each; 
MV 60'(20'): /AT 1 claw: Dmg 1-6; Save 
Fl; ML 12; AL C: XP 10; B0/37. Despile 
their size differences. all of the skele· 
t~ms have the same statistics. 

The pool of wet.er is a well filled with 
green, slimy water. Anyone who drinks 
or immerses himselr in it standB a 75% 
chance of getting a disease or the OM 's 
discretion. 

20. Ra ncid We U. 

The well shaft from the surface opens 
into this r oom. A rancid pool or water 
sits directly under the shaft. That 
leaves 10' of open air bet ween the 
end of the sba.J\ (set. into the c,eilrng 
or this room) and the well proper. The 
water is a sickly green. but thnl is 
not your worst problem. The creature 
walktng on the ceiling ts. 

This is a rhogodessa thaL ha.a taken LO 

hunting down here. Thert' 1s nothing 
el~ or consequence here, except lhal 
the water has the same nice qualities '1s 
tho~ in room 19. 

Rhagodessa: AC 5; HD 4 +2; hp 22. 
MV 150'(60'); IAT l leg/ l b1te; Dmg 0 + 
:1uckersfl· l6; Save F2; ML 9; AL N: XP 
125: ERl55. Uw the same strength 
procedure outlined in room 19 w det.cr­
mine the chance for a victim lO free 
himself fTom the rhagodessa's suckers. 

2 1. Kitc he n . 

Oh joy! Oh bhss! Could it be? Yes! 
Sides or beef1 Links of saUBagc! 
Wheels or cheese! All of il fre~h and 
ready to eat! And could that. be a 
cask or ale ly1ng in the northwest 
corner? Yes. it isl This is a kitchen, 
which eve11 someone with the brairut 
of a small soop diBh could tcll , judg· 
ing by the battered cookware. the 
two bread·baking ovens, and the two 
firepits , There's even some cutlery 
here. rusty but servicable. 

The food is both pre.scrvt>d and cursed 
by Baruilulh. Roll ld6 to dehlrn,ine the 
etTec:t on anyone who ingests food from 
this room. 

1: Embarrassing gas noises for thu 
next 24 hours. so loud that they cun be 
heard 40' away. 

2: Singing off key for the next turn. 
3: Weakness. All die rolls at - l for 

the next 12 hours. 
4: Pointer's curse. Victim point,:; at 

one object e"ery five .seconds. loudly 
declaring what it is <"Floor! Sword! 
Boot!"). This last& for one hour. 

5: Severe nausea. F811ing a Constllu· 
tion cheek means the victim is wracked 
by intense stomach pains. unable to do 
anyt.hing for one hour. 

6. Fall asleep. snoring loudly, for the 
next two hours. not waking up for 
anything. 
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22. Great Hal.l 

lo ils day. this must have beeo a 
tYuly wondrous feaBtrng hall The 
tattered remains of bugbear banners 
line the walls, and there are large 
fireplaces to the east and west sides 
of the room. Several long oak tables 
and dozens of chairs lie in splinters 
on lhe floor. Skulking about is a lhio 
human in ralty clothing, surrounded 
by 12 giant rats He sneers and 
points al you. 

Tho young man, named Will Erd, is a 
wererat. He commands the gi&nl rut.8 to 
alt.ack ~he party and takes that round to 
tran?lform into a man·siw rat. 

WUJ Erd Cwererat): AC 7 (9 in bumon 
formt: HD 3•; hp 18; MV 120'C40'J: #AT 
1 hilt- or weapon: Dmg 1-4 or by weupon 
t.y~; Save F3: ML 8; AL C; XP 50; BOt 
33 OycanthropeJ. 

Giant r uts (l2); AC 7; HO 1f.2; hp 2: 
MV 120'(40'): #AT l bite, Omg 1-3 + 
disease: Sa,•e Normal Mun: ML 8; AL 
N; XP 10; B0t36. 

Will Erd is the "dirty rat" whom the 
party must deftiat in order to end the 
curse on lhe fort . If the PCs have made 
excessive noise coming in here (a loud 
feeding fTenzy in the kitchen. for ex.am· 
pie), the rota will be hiding, end Will 
Erd will try to lull the PCs into lower 
ing their guard before he signals the 
rat.a to leap out and attack. 

Hidden in the east fireplace ia a SRCk 
with 25 gem:1 (each worth 50 gpl, a 
potion of heal111g, a ring of mu1.~1b1hty. 

and a 8ling + 2. 
Will Erd is the " dirty rat" whorn the 

party must. defeat in order to end tho 
curse on lhe fort . If the PCs have made 
excessh1e noist> comm~ rn here Ca loud 
feeding frenzy in the kitchen. for e~um· 
pie>, the rats will be hiding, and Will 
Erd will try to lull the PCs into lower 
ing their l,f\UU"d before he signals Lhe 
rats to leap out and ntt.ack. 

mdden in the east. fireplace is a sack 
with 25 gems <each worth 50 gp), a 
potion of healing, a rmg of 1nv1.111bility, 
and a sling + 2. 

Coo{'luding tbC' 1''ort 

lf the PCs are victorious sgniruit Will 
and toss his remuiNi down the well <as 
they were told to dn by Chief Heltu's 
note}, the gh<>SU or all 40 bugbeani 
appear and thank them. Furthermore, 
Chief Helt.u's spirit upponr~ and says, 
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"Thanks for clearin' out my fort! Great 
Barnilulh is so impressed wit ya dat he 
sent mo to tell yn dat your chief h1 plil· 
lin' a fast one. Thke dat for what it's 
wort'!" He then disappeurs foreveT. 

Should the PCs desire t.o continue on 
th\!1r mission lQ 1)-inum in spite of Bart· 
ziluth's warning, don' t try too hard to 
di"-<1uade them. In fact, a truly mea1l 
DM can wonder aloud wheth(l't' anyone 
can lrU8t a dead bugbear t-0 tell the 
Lruth. 

Of cou~. if the PCs choose to heed 
thc- gh~tly warning, tlH: question of 
what to do next arises. The PCs can (CO 
anywhero in the Broken Lands that 
they wish. There are several other 
places on the map that may provide 
110me entertainment {Ree "ContinuinH 
the Adventure"), but the DM should 
make sul"c that t.h~ PC. have at least 
been able to advance in level before 
going off exploring on their own. Con· 
eluding the fort is 11 good st.oppmJf point 
to allow PC level incTeases. 
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Welcome To Glonfrl-Who's Your 
Next of Kin? 

lf the PCs decide U> contume on their 
diplomatic m1ssic>n to 1)-intao, read or 
paraphrase the follo~ ing: 

tl's sunset., and at loog last your weary 
bunch arrives at the village ofTrintan. 
Situated on n hill and surrounded by n 
wooden palisade. it looks well de­
feruted. This opinion is reinforced 
when two do1.en guards dressed in 
chain mru] and SuroC>alB emblazoned 
with Trint.an's rolors. all bearing crosa­
bows and long swords. pour out of the 
gate to challenge you. "Halt, nasty 
unwashed humanoids' What business 
do you have among honest folk?'' tlle 
squad leader demands. 

It will t~kl' some heavy convincing to 
persuudc the guurds t.-0 let lhl1 PCs Into 
town, Mentioning thal lhey bear tiding~ 
from a powerful chief, and that their 
mission is a diplomatic one, will most 
likely sway the guards into b<tinl{ a t 
least cooly courteo\1!. A PC with Serv1l 
ity skill <PC, page 38) may wheedle 
permission for the party to enter. In any 
caBe, a Reaction roll should be mude. 
and en.ch PC can try his ha.rid at it. If 
the guards relent <and they should 
eventually-just make the PCs work ol 
it), they insist that the PCs not draw 
any weapons while in the village. elf 
Jerk accompanied the party, he must 
remain outside the palisades-no ifs, 
ands. or butsl> They are given direct.ions 
to the Dog and Bone, a low-cl1188 mn on 
the river fronl, llnd told thaL they have 
an appointment with Lhe village lord for 
the next morning 11t three hou~ afu•r 
sunrise <9:00 A M l. 

1f the party tries to tight the gate 
guards. an alarm sounds and another 60 
guards arrive in 10 rounds to reinforce 
Lhe first group. 

Gate guards: AC 5; Fl: hp 8; MV 
60'(30 '); I A'T' 1 weapon; Omg by weapon 
type; ML 9; AL L: XP 10. 

Unknown to tlle PCs, the gu11rds send 
two human thieves to t.t11I the group 
through the city. 

Thieves C2 >: AC 6; 1'2; hp 6. 5; MV 
120'<60'>: IKI 1 weapon; Dmg by 
weapon type; ML 8; AL N: XP 15. They 
are armed with short swords and have 
25 gp each. The PCs can d!se-0ver the 
thieves only with n t1ucccssful roll on 3 
skill that can help them realize are 
being followed, and if either thief fail 11 
his Hide in Shadows roll 05~ each! 

A Igo, a contingent <>f 12 guard!! are 
never more than two rounds' travel int: 
lime from the party, though they ri:­
main unset;n, relying on silent :Jignali;. 
from the two thieves. These guards 
have the same statistics as the gate 
guards 

Curious PCs may go shopping in the 
village, huying cornnion items found rn 
th<.' Playrr's Handbook ond bemg 98• 

au.red of their quality. They could buy 
clc1thmK lthcntgh this may be tough for 
ogre.size PCs!J and perhaps even hon1es. 
They will be treated with fear and s-u~· 
p1cion at best. outnght hostility Ht 
worst. All prices have a 50<:l markup 
due l('I their race. Mnny pe<>ple nee In 
panic when they appear. and motberis 
hide their children. 

Trlntan Key 

1. M nin Gat<i. Thti only gate ml<l 
1'rintan 1s open from down to dusk. It is 
usually m11nned by six guard.'>, hnving 
the same statistics rui the gate guards. 

2. ign of the OQg nnd Booe. This 
less-than·respecwble inn is three stories 
high. Food and drink or ttv~·raiW t1unlity 
nre served hl'rc. 

3. Raoul' Oen erctl Good . This 1s 
probably the only establishment tbnt 
will wait 1>n the PCs. Any common item 
from the various D&D rulebooks can b~ 
bought here at 50~ markup 

4. I land Fortres.11 Castle. This l& the 
PCs' ultimate des tination. It is garri· 
soned by 200 lightenl with the same 
st.atistiCB as the gai.e guar ds 

5. Constabulary. This building ts 
mnnned by 24 guard!I having the same 
1:1tatist1cs as the gate guards. Any PCs 
who m1sbeha\'e will be confinl'd htire in 
cells with iron bnrs, 

This Is Diplo macy? 

lf the PCs behave an 1'rintan Cnever 
usaume it ), there are no incidenUI but 
they remain under SltrVeillance every 
minutl' that they are! in town The inn is 
a nasty sort of live. hut 1t 111 opuh1nt by 
humanoid standards. There are 10 
ho11!e$ in the inn's 11tables, a fnc:t that 
the PCs may want LO file awa.y for fu. 
l ure reference. There may be a tt1Vtlrn 
brawl or two at the OM's disaetion. and 
if the City Guard 111 summoned, the PCs 
automattcally gel the blame. They are 
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fined 20 gp eoch tmd thrown into ja il 
Cureu 6) overnig ht. Oth\lrwt&e, the nif(ht 
passes without. event. 

The next morning, ll IP'OUp of g'Uards 
~uo.I to Lwice the number of PCs ap­
pears at the inn t.o escort the group to 
t.he village lord. These guar~ have t.h~ 
same stali.stics u lhe ones at I.be gate. 
The PCs a.re led across the met.41 gales 
that span the Ve:mbia, onto an island 
caalle-fort.reas in I.be middle of the river. 
Atl.er numerous security checlul and 
paperwork, lhe pa.rty i8 led into the 
great ball or the lord. 

You step onlo 11 red carpel and into 
vast hall of clever ly worked atone. 
There are 40 gu8J'ds in the place, 
their halberds, crossbows, and long 
swords nonchalantly cr9dled in their 
arms. Al Lhe end of the red carpet 
st.ands a vast dois, and at<lp it sit.3 a 
man in elegant robes. He is rather 
chubby and bis nose ui red. Cray h?ir 
tumbles down hia shoulders, aod h111 
gray beard reaches to his navel. He 
is dressed In brocaded green robes 
and wears much ,ewelry on his hands, 
nt-ck, ears, toes, and wnisl. A 

11CTaggly orange cat with a mi.ashat>­
pen eye sit.a perched Ul\flt.eadily on 
rus 11houldor. 

Flanking him are severa.1 lords and 
ladies, the only ones whose curiosity 
has overcome their revulsion a t lhe 
sight or you. Many of them are . 
squtrting perfume abou1 And fanning 
the rur in your direction. Stifling a 
burp, the lord addresses you in his 
most officious voice: 

" I nm the Lord Ivroigne (pro­
nounced: Eee·vron-yah), ma.st.er wU· 
ard and Lord ofTrintan. Th is fine 
animal (the cat., you assume> is my 
fmnllior, Gu11Jame. You are human· 
oid swi ne end we spit upon you und 
your etTorta t.o be civilized." In what 
is obviously a rehearsed Rctlton, ev· 
eryone in court spit.8. 

Ivroigoe, looking satisfied. con· 
tinues. " I am told that you have 
bu.<tiness wtth me. Very well, then! 
Conduct your business and be done 
wilh it ! Your presence offends us 
deeply and makes us feeJ not a~ all 
well!'' He takes a deep breath and 
sits back to a smattering of apphu1se. 
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Guillame topples off his shoulder and 
hits the noor. pllS.91llg out, Everyone 
pretends not l<I notice. 

At this point, the PCs hould hand 
over the diplomotic pouch if they bave 
not nlready tampered with it (or If lhey 
have looked ln it end decided to 81~ 1t 
t(I Lord Ivroigno anyway). Fortunately, 
the lord hAS seen such pouches and 
accepts it readily. 

h troigne brenka the seal and opens 
the pouch, tipping it in the process, 
which causes a dlgusting.JookJng 
mBBS to plop rather unceremoniously 
onl<I his lap. Everyone in the pla~ 
drt\ws a sharp breath in horror, with 
some of the ladies tand yes, some or 
the men) fainting from the stench. tr 
it's any help, lhe 5mell revives Gui!· 
lame. Thti cat. siUI up and loou at 
IYToigne, at. t.he party, ot. the m<:.Sa on 
hi.a master's lap. then curb lnto B 
fu.uy ortHlgc ball and fall.s a. l~p. 

The lo-rd, h.is rocc turning a deeper 
red tba.n Ms nose, rises ouL of his 
c:h111r. " trike them! Rum their 
day!" he snarls. 
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Yes, someLhing 1s horribly wrong, but 
the PCs were warned, weren't they? 
Fortunately, lhe guard!! are so overcome 
by UUR d1sgu.<;ting turn of events thaL 
the PCs automatically get u round of 
free ac11on before making an imtiative 
check. Running seems to be the best 
choice and should b<" suggested by tht· 
consc1enl1oua OM 

Ivr oignc: AC 4: MUS, hp 12; MV 
120'<40 ' ); I AT 1; Ding by spell or 
weapon type; Save MU6: ML 10: AL C; 
S 5, l 17. W 10. D 16, C 5, Ch 11 ; spells: 
magic n11,~sile. sllidd. 111tJ1,~ib1l11y. web, 
hold person; magical items: rinl{ of pm· 
1ect1on + .1 

In case of battle, IVToigne hill! caAt 
prolec11on {mm e1J1l and protection from 
normal mi11Bifo11 spells upon himself. 
Guillame gh•c·s him no noticeable 
benelitl;. 

lvroigne has a deep rooted (ear of 
humano1da. He has repeutedly pleaded 
Lo Glantrl City for additional funds for 
more lroops t-0 strengthen his outer 
defenses. lf al all possible. lvroii,'llc 
should not die in this ndvcnture. 

Run Away! Ru n Away! 

There are st>veral ways oul of town. 
Five boats are moored by the lord's 
custle, and the south gat.e of the citadel 

is open Smart PCs could steal OM or 
two boats and sail south down the Vesu· 
bm River. 

The PCs could also try to nee t.hrough 
the city gnte by which they onginally 
entered Trintan. Fonunately, there are 
only half o dozen guards at the gate 
during Lhe day. The hue and cry from 
the castle will spread throughout the 
vil11tge in seven rounds. The PCi;. if 
they run, can make the ga~ in six 
rounds. If they remember the horseg. 
stabled a l the Doi? and Bone. they can 
be out in four rounds. 

If Jerk is still waiting outside oft.own 
for the PCs. he runs olong the banks of 
tht- river and eventuallv 8'Ytmi; toward 
the boat 1f the PCs go by water. U they 
leave \'la the gat\!, be lobs rocks as 
artillery support to cover their escape. 

The Lord of1'rintan will not ~nd any 
1.ruards out tu chase the PCs, fearing an 
elnoornt.e ruse lo draw out the village's 
defen~s ~ that it can be sacked. The 
PCs should be able lo make a good es· 
c.apc if they think (and act) fast. 

We're 80000-ooockl 

It would serve Chief Mmm-Bub! r ight if 
the PCs never returned They could go 
off on their own, wander ing the Broken 
Lands and trying t.o put together a tribe 

Mark Your Calendars 
Now!! 

Plan to Attend the World's Largest 
Gaming Convention. 

August 9th-12th, 1990 
at the MECCA Convention Center 

Milwaukee, WI 
OEN CON tt a ,,..~r..,d .,lf"I'_ m ,r',. 11r1'SR, Inc 
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of outcasts like themselves. This could 
be t he s tart of a whole new camp1111{n! 
If the PCs decide l-0 return lo their 

tribe and confront. Ch1('f Mmm-Buh!, 
read the following: 

You trudge back to the familiar lands 
of the Rude Mongrels, holding your 
heads high despite lhe humiliation, 
cold. suffering. inJury, and oll·nround 
inconvenience you've bel'n pul 
through. A II of th(' tribe looks 
amazed to tWe you. A select few de 
mand payment of many coins from 
an army of gi-umblers who glare l\l 
you. Bad losers. yo\I gucs.i. 

Harrideal the kobold drops his 
scroll in amazement and snivels and 
simpers at your feet, promising to 
t.akt- you to Mmm·Buh! perS()nally 1f 
only you do not. kill him. You arnve 
Bl the C'hWf!l tent, where all of the 
tribe memoors you saw during your 
initial briefing ure here ugam. 
~!mm-Buh! look~ amazed lhal you 
survived. His reaction is even more 
pronounced if Jerk is with lhe parly!. 

1'he Chief ahif\.s uncomfortably and 
cleur11 his throat. "Well, youse guyR 
made 1l, huh? Well, uh . 11 w1u-1 u 
Joke! Yoh! Joke! Okay'! So uh .. 
y11u can keep da neat stuff. but we 
can'l pay ya anylhin' else. Now glL 

hack t.o yer huts or else!" The troll11 
take o few s teps clo.ser and snarl 

There are clearly WO many enemies t<I 

take on all at once. C\l('n for tht• PCs in 
their new stfllf' of riche!!. Needle!l.'I to 
say. their adventures have gt.11ned Lhcm 
much prestige in the tribe. and they 
will nol b<.1 kicked oul t.o make room for 
Mmm-Buh's 11leazy relatives PCs who 
cannot stand the Chief anymore may 
try lo starl their own horde tPG. page 
32: DMB, pages 3 1·35>. 

lf Jerk aa Wllh the party, Ch1ofMmm­
Bub! tries lo sway the hill giant lo his 
service. The Chief and one PC should 
make Reaction Rolls t.o see who gets a 
better reaction from Jerk, and therefore 
i!ftlls his loyalty. Mmm-Buh! has a Cha· 
risma of 17. 

Should J erk stay with the party, the 
Chief will get very chummy with the 
PCs. calling them his "good friends." 
They will eajoy the pack of the spollA 
and a relatively good life. including 
some truly heroic m1BA1ons. For in· 
s t1tncc, the Chief wants to send an en· 
voy l-O Oarokin . . . 0 
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Subscribe to 
DUNGEON® 
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D&n modules 
delivered to your 
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when adventure 
calls. 
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Pie . A Winner! 
PLAYING GAME ASSOCIATIONTM 
i ing housands of gamers world-

e isco ered adventure in the RPGA 
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