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COVER: A minotaur 
casting spells? What's 
going on here? Carol 
Heyer's cover 
painting won't tell , so 
you'll have to read 
"Deception Pass." 

A Few Tips on Home-Grown Modules 
Dungeon Mutel'll are game designers It's an 1ne11eapable fact J don't 
kno" of a amgle OM who use11 only prepared modules and never 
chtmgH a word of lhe wxt Mo~t of you write your own ad·H•nture11 
from 1Cratch at lea!lt 110me of the lime. and 110me of thcM? "home 
STOwn" adventures"' 111 Sc.'<' print In th11 magazine. 

BecauM! we can't 11.lway11 give detailed cntique~ on your 11ubmi1sion11. 
J thought I'd mcnllon aome of the more common problems that we .._'<' 
1n submllU!d modules If you're thinking of sending UJ111n adventure. 
look ll over carefully with regard lO the following areu 

Be sure your adventure tt>llll OJI mtt>rei.ung story. Don't spend pages 
and page11 giving local hi11tory for the IL~t i;everol thou.und years. but be 
llUN the OM who will run your adventure hu a feel for the h11toncal 
context in which events Lake pla<:t!. Tiwn qpend a bit of um£• givmR the 
aet-up Who haa done what to whom. and how the PCs become invohed 
m the story. Avoid wnng coeniion ll(NU 1pells. etc I on the PC!' They 
should have thetr own mouvauon.s for getting caught up 1n th!.' tall.' 

Give your 11U\JC)r NPC ant.agonista spcc:llic goal• and mouw11, and 
muke them mteresting charactcn Avoid lhe stereotypes oflhe crazed, 
cvtl WWlJ'd in his dark tower fond hu1 ilk from lhe olhcr clrut.~). Why Ill 
he c:rozy? For that matt.er. why 11 he evil? Even moruiters lassum1n11 they 
have eome mtelhgenccl have pe1110nnhty and motivation.' Spice up your 
mol\BU!r enc:ount~rs with a hne or two exph11n1ng what theioe creature!! 
are doing in the area, and how they will react to ad\-enturers 

If you've dea1gned a complicated action-an ambu11h. a chmacllc final 
bntLle, et.c.-give enough 1nformnt1on to run 1t properly What lttctlCll 
will the NPC foes u..e? Wlwre are they locaU!d at the 1UIJ't of Lhe light? 
What will they do if the battle turns again:<L them? A small d1ag-rnm 
can be invaluable in complicated 11tuat1ons ( ee "Oecttpt1on Pau" in 
Lhi1 1111ue for eome good examplttsl. 

And finally. be eure to include complele 1L8tist1cal information Cm 
the proper formall for all rruvor and minor NPCs and mon.qt.ers that 
will be encount.ered m your advenlun.•. If you de~1gn a new monat.er, 
gwe deuuled 1nformallon 80 thnt the OM can nol onlJ run 1l m your 
adventure, but u11e 1t cll'cwhere, too. 

If you Lhink of your module Ba a gnppmg story peopled w1Lh interest· 
ing characters 1NPC1 and monllterel, you'll increase the po!18ib1lily of 
someday seeing your name on a DUNGEON adventun· 
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LETTERS 
BBS Alert! 

I'm in the process of t rying to compile 
a list of computer bulletin board sys· 
terns thal support gaming forums, for 
possible information in a service publi­
cation. lf you or anyone you know is in 
contact with such a BBS. please write 
me. I'll try to get. in touch with the 
sysops [system operators) and ask if 
they would like to be included. Thank 
you for your help. 

M. Williams 
2410 S. Fem St. 

Arlington, Virginia 22202 

The Best In Europe 
In response to Steve Smith's Jett.er in 

issue 20: You must be kidding. I have 
played and DMed both D&D and 
AD&D games. Believe me, I'm as seri· 
ous about roleplaying as the next per­
son, and I'm mostly into the D&D game 
(I think it holds more possibilities in 
character development). 

I enjoy DUNGEON Magazine, and it 
bothers me that you would like what 
few D&D adventures that are published 
t-0 be rubbed out. I know that in the 
USA, the AD&D game is preferred, but 
in most European countries, the D&D 
game rules. Seeing as DUNGEON Ad· 
ventures is sold in Europe as well, l 
think your request is unfair. I would 
further ask the DUNGEON Adventures 
edit.ors to put in more S-Olo quests. 

P.S. for DMs: If you're having magic 
item trouble-what are thieves for? 

See? Troll! 

Yoav Nachmias 
Thi Aviv, Israel 

I just wanted to say that I was really 
impressed with t.he cover of issue I 19. 
It's really great. In fact, I act.ually cut it. 
out and hung it on my wall, right next 
to the poster in issue 121. By the way, 
what kfod of creature is that in the 
poster, anyway? I have a fairie book 

that describes it pretty much as a peg 
powler, but I'm not sure. Is that what it 
is, or did you make it up? 

Could you possibly put more posters 
in your magazine? 

Allen White 
No 1bwn Given 

Da11iel Home, our poster art artist, 
calls the creature a sea troll (as in "S ee? 
Troll!- thejoke is Roger Moore's). We 
sometimes refer l-0 it as the "Swamp 
Thing." This painting first appeared on 
the couu of the May 1988 i$sue of 
DRAGO Magazine. 

Gem of the Giants GP 
I love to read your magazine, even if I 

don't play very much. It gives me ideas 
for other adventures and S-Ome tricks to 
use, but we have a problem. "White 
Fang," in issue 120, has no price or 
experience points mentioned for the 
Gem of the Giants. Personally, I loved 
the adventure. It gave me a chance lo 
play without getting everyone together 
in one place. I would appreciate it if you 
would include the price of these things 
in future modules. 

Chris Cycus 
Lakewood, Colorado 

The diamond is worth 5,000 BP· Under 
AD&D 2nd Edition rules, no experience 
points are given for picking up treasure. 

Need the Books? 
I am a 16-year-old who has been role· 

playing since age eighl, and has been a 
Dungeon Master since age 13. I just 
received DUNGEON issue 122 and am 
very pleased. It's a great opportunity for 
kids who enjoy role-playing. Its short 
adventures are great for the shorter 
attention spans of kids, and it costs 
about half as much as a regular module. 
My only complaint is that in some of 
your adventures, it says to consult a 
TSR hardback Oike in "The Leopard 

Men," when it says to look at the NPC 
monks in the AD&O 1st Edition Players 
Handbook and barbarians in Unearthed 
Arcana. Well, being a teenager saving 
money for college, it is hard to buy all 
Lhese books or even borrow them. I feel 
if you put all the information in the 
adventure, you would eliminate a lot of 
problems for the OM. J believe this 
would be greatly appreciated by every· 
one who uses your magazine. 

Tim Seidel 
Eureka, Montana 

We do expect that all DMs have a Play· 
ers' Handook and Dungeon Master's 
Guide. We try to 111clude enough 111for- . 
mat1on to play an adventure, but we will 
often point you to other books where you 
can get more in-depth information if you 
want 1t. 

A Message From King Thar 
Thar sez, Bring dis Turra guy to 

Udhgar Palace. Hav' big axe sharpend. 
Cuz " Rank Amateurs" (issue 1221 uzed 
da wrong map! Good map be in GAZlO 
[The Ores of Thar]. Brok'n Landi be 
nice konlree, lots uv mountenz, pretee 
glashurs. an' trollz forest too-not all 
brok'n lands. Furzt, we r ip his legz ofT, 
then sprinld' salt, then tikle, then be· 
head, then kill. 

Thar, King of the Broken Lands 
Chief of Orcus Rex, and 

Supreme Commander of the Legion 

King Thar is referring to /he map on 
page 51 of issue 122. He'd lilre you to use 
the map titled "The World A boue­
Upper Broken Lands" on the fold-up 
map sheet in GAZJO. l th111k he may be 
011erreactina, since the adventure is quite 
playable as 1s. Then aga1n. maybe we'd 
better do as he says. I feel honor bound. 
as editor. to accompany the author to 
Udhgar Palace and explain how thi.s 
error occurred. If you don't get another 
i.ssue of DUNGEON A dventures, please 
come and rescue us. 
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To place an order call toll-free 1 (800) 543-0272 
or send $3.00 for our complete photo catalog to: 
RAL PARTHA ENTERPRISES. INC. 
5938 Carthage Court . Cincinnati , OH 45212 

ME IN 
OUR SMALL 
PACKAGES 
-~ RAL PARTHA 

RAL PARTHA miniatures are also available from: 
MINIFIGS 1/5 Graham Road, Southampton, England S02 OAX 
RAFM 20 Park Hill Road East. Cambridge. Ontario.Canada N1R1P2 
JEUX DESCARTES 5. Rue De LaBaume. 75008. Paris. France 



LITTERS 

Boxed Text: No! 
I just received my second issue of 

DUNGEON Magazine (#2 1}, a nd in 
issue #20 l take it there is a large dis­
cussion on the subject of boxed scr ipts. 
Here's my answer: NO! 

Phewl I had to get that out of my 
aystem. Think about it for a moment. 
Here's the situation. The PCs are flee­
ing from a large band of ogres when 
they enter a room. Suppose the boxed 
description says, "Wben you enter this 
room, you see a large sack in the faJ' 
corner. 1b the north is a passage leading 
straight for about 30', but you can see 
no farther. Tu yoUJ' lefl. you can sec an 
unsheathed sword with what looks like 
elven runes." If the PCs are running, 
how are they going to see this? If they 
do see this, they'll be distracted and run 
right into the wall! 

What happened to the map symbols in 
issue #21? It's not like I haven't got 
them all memorized, but having them 
available for reference helps. And be· 
fore I forget, how about making one 
issue with two I-Ong adventures, prefera· 
bly AD&D adventures. 

Greg Muller 
Nepean, Ontario 

Room deacr1ptwna (boxed or otherwl.8e) 
tell the PCa what they can see 1f they are 
loolung around. If they aren't /,ooking, 
they obu1ou•ly don't see much deta1L 
That doesn't mean those items aren 't 
there. If the PCs eBCO/H from the ogres 
and return to the room, they might haue 
more of a chance to /,oo/c around. That's 
when the DM will read or paraphrase 
the room description to the players. The 
DM 1hould haue read the module 
through before playing it and should 
le now what 18 in the room. If the ogres 
an getting too c/,ose, that sword might 
trip the leader; causing a chain reaction 
that leu the PCa esca~ 1n the niclc of 
time. 

For those of you keeping score, 1t seems 
that our ma1l 1s fairly euenly split but 
running slightly 1n favor of boxed de­
scriptions. 

Boxed Text: So-So 
In issue #19 you asked your readers to 

respond to the question: Should every 
adventure have boxed descriptions to be 
read to the players? 

I have been a OM of the AD&D game 
for 10 years now, and when the first 
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modules were published with the boxed 
text I thought, "What a great idea!" 
But I soon found out, as I'm sure other 
DMs did, that my players quickly be­
came bored and disinterested, no matter 
how energetically I read the boxed text 
to them. 

My players and I feel that reading 
straight from the boxed text takes away 
from the enjoyment of the game. It does 
not allow the OM to use his or her skills 
for entertaining the players. What it 
does do is cause the players to rely on a 
sometimes inadequate description of an 
area or encounter. 

I am not, however, saying that the 
boxes are entirely bad. They do give the 
OM a general description of the area 
that is grouped together in one spot 
instead of spread all over the entire 
entry. I usually read the boxed text to 
myself, and then give my players my 
own personal description. 

Boxed Text: Yes! 

CaJ'I V. Tuttle, Jr. 
Brussels, Belgium 

I have been playing the AD&D game 
for ten years now, and I've subscribed to 
DUNGEON Adventures since the be­
ginning. I enjoy Lhe magazine very 
much, and it is of inestimable value to 
me. 

Io the boxed text vs. non-boxed text 
controversy, I greatly desire boxed text! 
Having discovered how hard it is and 
how bothersome 1t is to specify boxed 
text while writmg an adventure, I 
would hesitate to make it mandatory. 
However, it has ofl.en happened that I 
have been skimming a room descrip­
tion, giving informat ion to the players, 
and then said "and under the bed 
there's ... uh .. 1 mean ... dust, yeah, 
that's it!" thus giving away that there 
is something under the bed. lf people 
think boxed text insults theLr intelli­
gence, then they should simply ignore it 
or paraphrase 1t in their own words. No 
one forces people to use the boxed text, 
but for those who like it, it is very diffi· 
cull to do without it in a quickly pre­
pared adventure. 

One thing that I have found annoying 
that was voiced several issues ago is 
that the cover of the magazine is always 
revealing some facet of the module 
inside. ln the issue where the red 
dragon Flame returned, my characters 
unmediately suspected a red dragon 
somewhere when they saw the cover 

with the red dragon holding all the 
diamonds. The cover with the green 
cows ruins that plot line, and there 
have been similar occasions. 

And a request that I put out to all 
module designers: How about writing 
some adventUJ'es that center on solo 
characters who are not thieves? It 
would be a challenge but much appreci· 
ated for when I am playing with only 
one other person. 

Matthew Vienneau 
1bronto, Ontario 

An Over-full Deck 
Congratulations to Randy Maxwell 

and his creativeness ("House of Cards," 
issue 119). However, I believe the oppo­
nents overpower the player characters. 
There are 67 HO worth of daemons, an 
ice devil, and 12 energy drainers com­
pared with an average of six PCs of 
10th level. The problem 1s the spell­
castmg powers of the daemons. 

Also, the doors which are bruncally to 
be opened only by the PCs (create a 
problem). The Talons, Don.ion, and Void 
cards can eliminate three party mem· 
bers. No thief, once realizing how the 
card doors work, would try all of them. 
Life before greed. The doors are execs· 
s1vely protected. A 35~ magic resist­
ance would have been more reasonable. 

Also, the Void card on the front cover 
should be a Skull card. 

Randy Kosiorek 
Johnstown, Pennsylvania 
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U you re looldng 10 1 some good 
readlng you ve JUSl lound II The 
llee Consumer lnlor mat1on 
Catalog 

The Ca1alog Usts about 200 lederal 
publications. many ol them tzee 
They can help you eat nghl 
manage your money stay 
healthy. plan yow chtld s 
education learn aboul lederol 
beneUls and more 

So sher pen your pencil Write 10 1 
lhe !Jee Consumer lnlor motion 
Catalog And get reading worth 
Wrillng IOI 

Consumer Information Center 
Department RW 
Pueblo, Colorado 81009 



Palladium Books Present 
Robotech "' 
Ht!~ Unlimited • 
Teenage Mulant Ninja Turtles 
Be,>ond lhe Supernatural "' 
Re' i-.ed R1'~CON • 
and man) others ..• 

One game ~ystem . . . 
Mega,·erse of adventure! 

Palladium Bool\s 
5926 Lonyo 

C"l')rtifd Q I~ 11.c•la ~~ 

Dep1. 0 
Detroit, Ml -'8210 

hi~ 11',... \1 A l>l•J.,tno- .,. • .,_..°"'""'ti)· K..,la Sic:t>!>lcd;a 

Teenage Mutant 
Ninja Turtles RPG 

!'>E\\ l! Turtltt Co Hollywood p1<1,, up v.hen.' Trudin' lurt/1'1 kuc' oft • v.ilh \\'c~t CoaM 
11e11on &I'd lkhen1urc Your hcroc~ \lumblc llCfO)~ 1.1 drug nng opcnucJ by on 1n,1d101» group 
or mu11u11 1nun11h who ha\C no reglltd for hum;in hie. 

In lldd111on 10 fish11ngji1(• new, \le:IZy "1ll;11n~. our hcroc' mu't also r..ce Shrrddrr and rhe 
Joor' Chcd. II out! 
• Artworl. b)' Kevin Long. 
• Compaublc w11h Ht roo Unllmlltd, and Mrl,jai. & Supen11les 
• 48 pa~cs, S7.9S plu' St 00 Cor po'1attc and lmndhnt 

1 ht lo ldt "100P on Che TMNT lht 11c1lon mo\ It I found In 1k M11JIC of Pa//uJrum BO()t.r 
I S. \IOP 15 cc.>nwn• the \Cl) firn ((Jlor JnJ blac._ .ind whuc pholognaph~ from the l .\tNI 
h\t ..:tton m<l\'lt Plu' mo\·1e cUla, Palladium coming attractton) (mcludmg more on Rljul . 
Compendium llddcndum. unil Ienco. 16 p.ig~s. <111ly SO ~nt'! 

Truckin' TurtJb! tr )OOr loo .. mg for 001Mtop acuun, thl' h the book IPf )OU Your heroc' are 
scm on a c:ro,, -coun1ry gJumlc1 of 8dvemun.' and v1llatn)' Sin>a 1Aamon, mutani villain~. 
tCJTOri\I\, su~rnatural betng), :md lhc mtemauonal de.,perJ!do, Ch1qu1t.J ~ but a iew of the 
ob\tKIC\ lllong the W8) 

• Seven ~uper sccnAnos and encounter idea' 'pann1n11 11Cro~' ''"'"' and t111' for the \UJ'Cf· 

tru.; I, "The Blue o~ N 

• Comp1111blc wllh HtrntS Unllmlltd and l\lnjti & Suptr;plt\. 
• 48 page' S7.9S plU\ SI 00 po\lilj.:C and !Wldhog 

TttnaRt Mutant 'ih\I• Turli~ & Ocher Stnin~tnc-~ 1' all )OU need 10 crcJAtc )OUr o"n b.it'h 
ol ".1per-hcm mul.lnt <lll1mah Tbt' ""lln& rule boo .. enable )OU 10 rc<:l'Clltc the " lunlc•· 
comic bollk achon Of' tnln~rorm illl) :an11111I from cunllt) to rtt1noccf0) into the cnmc ligh1c11 
of tomonow 

Plu~ p-.1on1''· animal powcn, lllllS11.tl urh. a comic ''"P by EJi,cman ancJ l.auJ, \tdt\ on the 
runic\, C:a\C) Jone\, Shrcddc:r, ;inJ other charACICf\, ;is 14Cll ;t\ tour 11n:;ll 11chc111urc,I ~11 .95 

plu, SI SO ror J>O'll~e and hanJhng, Compatible wtth Heroes Unlimlctd. 

Tran.~lmcn~lonal 1'MST Citp;tncb rhe world or mutant :ammah into a mr~a\l•ru (lf dmlCn\iOD\ 
and ha1ttn the biirncr of umc 

Ruh\tu: ndc for umc lr.l~cl. d1mcn,100 hopping. Urnt rn.tgk:. :a d11fcrcn1 \tnltn ol mu1ant 
human,, mut11nt 1ltnosuul'\, nc" po"t~. ;md SC\cral achcnlUrc' round out t.ht~ bciuk . Sll.!15 
plu• SI.SO tor P"'tage. 

Mullln~ or tht \'uc11tan I\ the latc~1 tn the Mtrr '"" Bomb :sent• b) Erick Wu.)Ctl 'lhh 111nc 
"c uplon: lhc wild• or !iCKllh Amen.a. with rule\ fur Junslc 111hen1111c,, u•cr 2011rw mu1J1nt 
11n1mah, mu1'111t m~cl\, 411J ,.d\cntlln.'\. S7.9S plu' SI 00 for p(»LilEC· Am1/abll'Spr111~ 1990. 

Mulllnb in i\~alon , the Ajur rJu. 8flmb F..ngland ol 1he fu1un.' , v.htrc mul.Allt ;.m1m:1I\ ;ire rhe 
l.nighti. of the Round Tl&ble Wnucn b) Paul 
Jaqu.i)' $7.95. um1lubll' /alt SpT111g 199'1 

TM!'I. r Ad\tncurn pro~jcJc:, fi\C d111cren1 od\'Cnturc:' lh~I Wiil ~nd )OUf ch<tTacleD lllOUnd the 
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THE VINEYARD 
VALES 
BY RANDY MAXWEU 

The lizard men are 
just pining for the 
fjords. 
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'' Writing a module is a k>t like baking a 
cake," Randy trlla U4. "Sometime$ it's a 
111/le ouerdJJne, sometimes 11'11 a little 
underdone, and no matter how you spice 
it, 1t'11 not to everyone's ta.11te. Howeuer. 
cakes are fin14hed by the baker and not 
by those who t>al them. Modulea, on the 
other hand, arr finuhed by those who 
pl.ay them and not by those who write 
them. I simply supply the caJte. DMs and 
players supply the frosting." 

"The Vineyard Voles" ia a O&~ odven 
lure for 4-6 characters or levels 24 
(about 15 total levels). The adventure 
takes place in the Soderfjord Jarldoms 
and is compatible with GAZ 7 The 
Northern Reachea Gazetteer. Unless the 
OM has an e t.ablished campaign mi· 
lieu, the aforementioned gazetteer is 
recommended for use with this module. 
While it is not required for play, the 
gazet teer informat ion adds depth a nd 
fills m many minor details, allowing the 
OM to present players with a more 
complete, polished, and "living" world 
than is otherwise possible. The OM 
using his own campaign world need 
only set the module in any frontier area 
near a marsh. 

Adventure Background 

AB the adventure opens, the PCs should 
already be in the SoderfjOrd Jarldoma. 
They may be following a treRBure map, 
pruising through in search of adventure, 
or traveling to one of the larger cities of 
the northern ktngdoms- Soderfjord, 
NorTVik, or Zeaburg-in hopes of selling 
their swords and services to the highest 
bidder. Whatever the reason, the PCs 
are in the area known BB the Vineyard 
Vales (Just west of the hex numbered 16, 
above the ''F J " in ''Soderfjord" on the 
map on page 18 of GAZ 7). 

The Vineyard Vales is an area or 
green rolling farmland between Great 
Marsh and the Otofjord River. The Vales 
ore not under the control of any jor l or 
jnrldom and, for the moment. enjoy an 
independent existence. 

The most bountiful and rewarding 
crop being grown in the Voles is grapes. 
The vmeyards of the Vales ore rapidly 
becoming known for the qualit.y of their 
wines. "Vale Burgundy" and "Vale 
Sauteme" are renowned table wines in 
the kingdoms of Veatland and Ost land. 
They also hove excellent reputations as 
far away as Rockhome, Ylaruam, and 
Karameikos. 



A secondary wine that the Vales pro­
duce is the infamous J arldom 20-20, 
also known as JD 20-20 and usually 
referred to simply as "Jolly Dwarf." 
This is a cheap and very sweet wine 
that delivers a powerful wallop. It also 
delivers a hangover that can leave the 
most hardened and stoical of warriors 
bleating and pleading for mercy. For all 
its drawbacks, the wine is extremely 
popular in the taverns of the north. It is 
precisely because the Vale vineyards 
are becoming known for their wines 
thaL the area has ceased to be seen as 
simple frontier steads and is now con· 
sidered valuable property. 

For the Dungeon Moster 
The Vale farmers realize the value of 
their steads and have banded together 
in a loose confederation known as the 
Vineyard Vale Defense League. In addi­
tion, they have hired many mercenaries 
from Whiteheart. a city ju.st. across the 
Otofjord River from the Vales (see The 
Vineyard Vales map). Thus, anyone 
wishing t-0 move in and take over the 
Vales by force is in for a fight. The Vale 
farmers are from many different clans 
and nations and do not wish to seek the 
protection of any jar!. They prefer to 
remain independent. of any jarldom (and 
any jarl's truces). 

Even with the defense league and 
mercenaries, all is not well in the Vales. 
Giant locusts, normally subterranean 
creatures a nd of no problem to farmers, 
have in the last six weeks come in great 
numbers out of caves Lo the south. The 
hungry locusts have at.tacked the vine· 
yards, eating the grapes, leaves, and 
tender new vines. They have st.ripped 
the vineyards to such an extent that 
only the tough. twisted stalks of the 
grapevines remain. 

The farmers have no idea whet has 
caused the giant locusts to swarm. The 
defense league is currently discussing 
the matter and arguing over what's to 
be done. In the meantime, several 
farmers have lost heart.. With their 
vineyards ruined for the season and no 
solution LO the problem in sight, they 
have abandoned their steeds. In addi· 
tion, as if to add insult LO iajury. the 
lizard men from Great Marsh have 
au.acked and destroyed several steads. 

Rhungold and HJs P lans 

What the farmers don't. know is that 
their current problems with giant lo· 
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custs and lizard men are part. of a well· 
orchestrated plot for taking over the 
Vineyard Vales. 

A mage known as Rhungold the Trick· 
ster (see area 5E for complete details), 
once a member of the Royal Household 
of the Court of CnuLe of Zea burg in the 
Kingdom of Ost.land, has had his eyes 
on the Vales for some time. Rhungold 
was a minor councilor to the king of 
Ost.land, advising on matters of magical 
research. He abused his position by 
extorting money from other wizards for 
advising in their favor, whether their 
research was worthwhile or not. He also 
duped many of the household into in· 
vesting large sums into fraudulent 
magical research projects (a potion of 
1mmortaltty. a ring of 1nfiniu wishes, 
etc.). Rhungold simply took the money 
and had a good time. If investors 
pressed him on the subject, he would 
tell them that progress was being made 
on a particular magical item, but ·•you 
can't rush magic." The Royal Household 
grew tired of his endless web of treach· 
ery and deceit; they bool.ed him out of 
the kingdom a nd forbade his return. 

Rhungold is of a mind to start his own 
jarldom, and the Vineyard Vales, with 
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their excellent source of revenue, seem 
a good place to start it. He has heard of 
the Black Eagle Barony in Karameikos 
and would like to pat.tern his own 
jarldom after it, but first he must "win" 
his kingdom. Rhungold is an astute 
politician, completely unscrupulous, 
and an excellent tactician when it 
comes to maneuvering other people to 
suit his purposes. For the taking of the 
Vales. he has a simple three-step plan. 

Step 1: Rhungold plans to drive as 
many farmers a.s possible from the 
Vineyard Vales using giant locusts and 
lizard men. He does this by poly. 
morphing himself into a black dragon 
and terrorizing the lizard men of Great 
Marsh into doing his bidding. 

Step 2: Once the farmers have been 
driven from the Vales, Rhungold can 
claim the lands and make them his own 
clan hold. 

Step 3: Once he bas claimed the Vales, 
Rhungold will cease the attacks by 
giant. locusts and lizard men. With the 
Vales once again safe, he can entice new 
farmers to take over the abandoned 
steads. He then need only sit back and 
take his "fair share" of the profits for 
taxes and protection. 

DUNGEON 7 
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Thrond's Stead 

When the PCs arrive in the Vales, step 
1 of Rhungold's plan is well under way. 
Many steads have been abandoned or 
destroyed. 

Read or paraphrase the following to 
the players: 

It is nearing the end of the day, and 
you are looking for someplace to 
camp-better yet, someplace that wtll 
put walls between you and the night. 
You are riding leisurely down a cart 
track through a vineyard toward a 
rather homely but sturdy.looking 
stead. Suddenly there is a great 
whirring noise in the air behind you. 
You turn just in time to see six giant 
locusts land among the grapevines 
and begin stripping the planta of 
leaves and grapes. 

Giant locusts (6): AC 4; HD 2 .. ; hp 9 
each; MY 60'(20'), flying 180'(60'>; / AT 
l ; Dmg 1·2 or 14 or special; Save F2; 
ML 8; AL N; BD/33. 

If cornered or attacked, the giant 
locusts bite for 1·2 hp damage. They can 
also spit a foul brown gooey substance 
up to 10'. The Larget of the spittle is 
treated as AC 9 and, if hit, must make a 
Saving Throw vs. Poison or be incapaci· 
tated with nausea for one tum due to 
the awful smell. When the locusta at.· 
tempt to nee. there is a 50~ chance per 
locust that it will become confused and 
accidentally jump into the party instead 
of away. lf this occurs, the OM should 
choose a victim randomly and make a 
to-hit roll. If a giant locust hits a char· 
acter, the vlct.im is battered for 14 hp 
damage. The OM should roll for each 
locust to see how many of the creatures 
accidentally land among the PC party. 

lf the PCs attack or attempt to drive 
the giant locuslS away, all six Jocusl8 
stand thetr ground. They are raven· 
ously hungry aft.er a Jong night and do 
not want t.o leave an area of abundant 
food . Because of their hunger, these 
locuslS have morale of 8 rather than 6. 
lf a locust fails a morale check, it imme· 
diately flies away. The PCs will be un· 
able to follow any escaping locusts due 
to the speed of the flying creatures and 
the intervening grapevines. 

Just as the last locust is killed or 
escapes, a group of people from the 
nearby stead come running up. They 
hail the PCs and thank them heartily 
for killing or driving off the locust.a. The 
PCs are invited to eat. and spend the 
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night at the stead. lf the PCs JUSt looked 
on as the locusts ravaged the crops, the 
people-acolytes, as descr ibed later on­
are upset at the loss but do not chide 
the PCs for their inactivity. However, 
the PCs will be charged 1·6 gp each for 
room and board at the stead, and they 
will be treated coolly at best. 

Although this particular farm is 
known locally as Thrand's Stead, it is 
actually a monastery established by and 
for clerics of Frey and Freyja. The mon· 
astery's real name 1s the Cloister and 
Peaceful Settlement of the Brothers and 
Sisters of Frey and Freyja. Naturally, 
no one ever calls it that. The place gelS 
its name from the elder in charge of the 
monastery, Thrand of Vest.land. 

The monastery 1s not a place of reli· 
gious instruction, but a place where 
new acolytes are sent to contemplate 
their choice of a religious vocation. If, 
aft.er a year of hard work m the vine· 
yards, they are still of a mind to JOin the 
clergy, they a re sent on to various tem· 
pies and monasteries throughout. the 
north for serious inst.ruction in their 
faith. However, if at. any time during 
that year they find their faith is not up 
to the task. they may leave the clergy 
without. penalty or dishonor. At. the 
moment, the monastery contains only 
Thrand and 14 acolytes. 

Thrand or Vestland: AC 4; C6: hp 
22; MV 120'(40 '): IAT l ; Dmg by 
weapon type; Save C6; ML 9; ALL; I 15, 
W 17; chain mail, shield, war hammer, 
sling, medalli-On of ESP; spells: cure 
light wounds, purify food and water; 
ble88, spealt with animal, continual 
light. 

Thrand is a kindly, intelligent, well· 
educated man who is devoted to his 
Immortals and his acolytes. He can t.ell 
the PCs information about the local 
jarls, feuds, geography, history, and 
general gossip. He can also tell them a 
good deal about lhe kingdoms of Ves­
tland and Ostland, and SoderfJOrd. He is 
familiar with the names of most of the 
nobles, jar ls, and aristocracy of the 
three kingdoms, including the Court of 
Cnute. Thrand received his training as 
a cler ic in Norrvik, the capital city of 
Vest.land. While in that city, he took 
many classes in history, politics, and 
religion at the college located there. 

Acolyte (14): AC 6; Cl; hp 4 each; 
MV 120'(40'): /AT l ; Dmg by weapon 
type; Save Cl; ML 8; ALL; leather 
armor, shield, mace. 

The acolytes are equally d1v1ded be. 

tween males and females They are 
completely loyal t.o Thrand. lfthe PCs 
are in need of men-at-arms, bearers, 
guards, or messengers, they will have to 
seek them elsewhere. Under no circum· 
stances will Thrand allow the acolytes 
t.o go adventuring with the PC party. In 
all instances, the acolytes know much 
le than Thrand about what 1s going on 
in the Vales. lf the adventurers queshon 
them about anything, the acolytes e1· 
ther do not have the information re· 
quested or refer the PCs to 1'hrand. 

When the PCs have been escorted 
indoors, they meet Thrand in the mon· 
astcry's large common room. Read or 
paraphrase the following to the players: 

The leader of these people, a kindly 
cleric named Thrand, greets you m a 
large, warm room lit by a blazing 
fire " You are welcome t.o stay as 
long as you hke. We are 10 need of 
strong arms and backs at the mo­
ment. The acolytes tell me you have 
seen the giant locusts. Well, their 
presence is very st.range indeed! 
Giant locusts usually slay in their 
caves and don't venture forth except 
in some great need. For them to 
leave their caves in the hills to the 
south is uncanny strange, I say. 
What with the locusts eating the 
vineyards and the lizard men attack· 
ing out of Great Marsh, I'll wager 
that a t hird to a half of the steads 
have been abandoned or burned 

" We've hired a good many men·at· 
arms to protect the steads and fields, 
but they can't be everywhere and we 
need them here in the Vales. lfwe 
send them gallivanting through the 
southern hills looking for locuslS and 
trouble, many steads would be ten 
unprotected, and only Frey knows 
what would happen then We, that is, 
myself and the other farmers-we 
call ourselves the Vineyard Vale 
Defense League-have put a few 
coppers in a pot as reward for any 
who might have a look int.o the caves 
and tell us what's stirred up the 
locusts." 

If the PCs ask for more information 
about the hzard men. Thrand can tell 
them only that the creature have been 
attacking recently-attacking with 
more ferocity end frequency than usual. 
If the PCs accept Thrand's offer to go 
and have a look in the caves, he sup. 
plies them with a map (the OM should 



give the players a copy of The Vineyard 
Vales map with the encounter numbers 
deleted). The OM may use the hill indi· 
cated fo r the locat ion of the locust cave, 
or he may use any of the nearby hills to 
the south. The "few coppers" Thrand 
mentioned turn out to be 200 gp in 
assorted coins, primarily copper and 
silver pieces. 

When the PCs are journeying through 
the Vales, the OM should make encoun· 
t.er checks twice per day due to the 
marauding lizard men. A roll of 6 on 
ld6 indicates an encounter; the OM 
should choose from the VaJe Random 
Encounters that. begi n on page 17 or roll 
ld8 for a random encounter. 

The Co ve 

The cave is large and vaguely rectangu· 
Jar about 500' wide by 1,000' long. Its 
entrance is on the north side of the hill. 
Upon entering, the PCs immediately 
notice that the air is very warm and 
humid, heavily tinged with the odor of 
burning wood. Various fungi, mosse~, 
and lichen grow on the walls and ce1I· 
ing, but the floor is bare except for nu· 
merous sandy patches. The general 
atmosphere of the cave is one of stuffy, 
damp, dismal decay. 

A. Shriekers. At this point, a long 
line of giant mushrooms extends in a 
wide arc across the cavern, each about 
25' from the next. These are not normal 
mushrooms but are shriekers that react 
to 1 ight and movement . lf the PCs set 
lhem off, their piercing shrieks star~le 
10 giant locusts Chp 9 each; full statis­
tics on page 8), the 1811t ones remaining 
in the cave. 

Shriekers (20): AC 7; HO 3; hp 12 
each; MV 9'(3'); /AT nil; Omg nil; Save 
F2: ML 12; AL N; 80/37. 

The noise of the shriekers and the 
sounds of the giant. locusts scuttling 
about attract the attention of three 
giant crab spiders that live on the roof 
of the cave. These creatures arrive in 
2.12 rounds and attack immediately. 

Giant crab spiders (3): AC 7: HO 2•; 
hp 14, 8 ( x 2); MV 120'(40'), oo webs: 
/AT 1 bite; Dmg 1·8 plus poison; Save 
Fl ; ML 7: AL N; BD/38. Victims bitten 
by a crab spider must Save vs. Poison at. 
+ 2 or die in 14 turns. Crab spiders 
have a chameleon like ability to blend in 
with their surroundings and surprise on 
a roll of 14 on ld6. These horrible crea· 
lures have been living off the giant 

locusta. They are always hungry, ag· 
gressive, and more than willing t-0 vary 
their diet by adding an occ911ional side 
order of adventurer. 

The shriekers must be passed both 
enter ing and exiti ng the cave. Thus, the 
PCs may avoid the shriekers upon first 
enter ing the cave. only lo set them off 
on their way out. The PCs should re· 
ceive experience points for only those 
shriekers actually causing trouble. If 
the PCs pointlessly hunt down and 
destroy every shrieker in the cave, they 
receive no points for such actions. 

B. Pool. This murky pool of water is 
about 50' in diameter and 4'-6' deep 
throughout. There is a small 10' x 15' 
island of rock in the center. The pool is 
occupied by a giant. toad that attacks 
anyone standing on the shore or enter· 
ing the water. 

Gian t toad: AC 7; HD 2 + 2; hp 12; 
MV 90' (30'); #AT l bite; Omg 2-5; Save 
Fl ; ML 6; AL N; ER/56. Unless the PCs 
have already destroyed the crab spiders 
at. ar ea A, the splashing and noise 
caused by fighting the giant load will 
attract the spiders' attent ion. They 
arrive and at.tack in 2·12 rounds. 

Anyone standing on the shore of the 
pool with a torch or better light source 
is able to see that there is some sort of 
debris or rubbish scattered about on the 
tiny island. The PCs are unable lo tell 
exactly what the rubbish is until they 
croSB the murky water to examine it. 
Any PC examining the rubbish immedi· 
ately realizes that part of the remains 
a re those of a giant locust, and has a 
cumulative 20% chance per round of 
searching to discover that part of the 
remains are those of a lizard man (a 
foot. part of the tail, the skull, etc.). 

C. Ashes. In Lhe very back of the cave 
are the remains of a huge bonfire. The 
PCs can see a large pile of ashes and 
several half.burned branches and logs. 
It is obviously the remains of a large 
fire, the smoke of which drove the giant. 
locusts from their cave. The bonfire was 
built on a large sandy area of the floor. 
PCs examining the sandy area for 
tracks find the footprints of lizard men 
in abundance. Once these tracks have 
been found , the PCs shouJd begin to 
wonder why lizard men are using giant 
locusts to attack the vineyards. 

If the PCs return lo Thrand's stead 
with this information, Thrand pays 
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them the 200 gp bounty and asks the 
party to stay on for a few more days 
while he discusses matters with the 
defense league. 

lf the PCs were unable lo get far 
enough into the cave lo discover the 
tracks of the lizard men, they may try 
again. Neither Thrand nor his acolytes 
will assist the PCs, since they must 
defend their own stead. 

Into Great Marsh 

Thrand calls a meeting of the defense 
league for the following evening. Either 
Thrand or the PCs can report their 
findings from the cave at. this meeting. 
The defense league members agree that 
there is some connection between the 
lizard men and the giant locusts, but no 
one will venture an opinion on what the 
connect.ion might be. Thrand (or the 
PCs, if they think of it) points out that 
lizard men are not intelligent enough lo 
think of deliberately using the giant 
locusts lo attack the farmsteads. This 
opens up the possibility that some more 
sinister intelligence is behind the giant 
locust and lizard man attacks. 

The defense league would like to wrap 

DUNGEON 9 



THE VINEYARD VALES 

things up quickly and wants to resolve 
the situation itself. Under no circum· 
stances do the farmers want to call on 
one of the local jarls for protection. They 
are acutely aware of the old North man 
saying "Jarls are quick to send their 
men, but slow to t.ake them back again." 
The old saying refers to the fact that 
once a jarl has used his men to protect 
an area, he usually considers that area 
annexed and part of bis jarldom. The 
league, therefore, posts a 1,000 gp re· 
ward for the destruction of the lizard 
men and another 500 gp for information 
concerning who or what is behind the 
attacks. 

lf the PCs offer to search for the lizard 
men, Thrand and other defense league 
members advise them not to take off 
into the marsh looking for trouble. The 
cleric tells the PCs to t.ake the old aban· 
doned spur road that once connected 
Whiteheart with the Marsh Road in the 
west. He mentions that no one knows 
the current condition of t he bridge (area 
4) and the shelter (area 5) marked on 
the map. The PCs will have to discover 
for themselves whether these structures 
still st.and. The cleric leaves the PCs 
with the comforting t hought. that the 
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spur road and shelter were abandoned 
because they proved too costly and dan· 
gerous to maintain. 

1. The Marsh Road Spur. Everyone 
knows where t he spur road starts, for it 
is almost impossible to miss. The road 
entrance is marked with two tall stone 
columns. They bear no marks or carv· 
ings; they are simple, rough-hewn stone 
pillars that lean toward one another 
and are covered with lichens. 

This old trail was an attempt to build 
a side road from the Marsh Road to 
Whiteheart. IL heads due west into the 
marsh until it eventually joins the 
Marsh Road. The road proved too expen· 
sive to defend and maintain and was 
eventually abandoned. The PCs will 
discover and lose this trail time and 
t ime again as it d isappears into bogs 
and mires, then reappears on finner 
ground. lf the OM wishes to play this 
out, give a 50% chance per eight-mile 
hex traveled through that the road is 
lost , with another 50% chance of finding 
it again per hour thereafter. 

2. The Little Hill. This hill is the only 
true dry ground along the route of the 

old road. It is crowned by a small circle 
of trees and is an easy landmark to spot 
by those attempting to use the old road. 
Examination of the hill area reveals old 
charcoal rings of long-dead campfires, 
bits and pieces of rolled leather, sections 
of old rope, and other rubbish denoting 
one or two very old campsites. The hill 
is no more than a pleasant dry spot. 
surrounded by the marsh. 

The area a round lhe hill is the hunl· 
ing ground of two giant leeches that. 
will be attracted to t he hill by the noise 
of the party and the ground vibrations 
caused when the party moves about. 
The leeches will not attack so long as 
the party remains on the dry ground of 
the hill. 1f any PC attempts to leave the 
hill and reenter the marsh, the giant 
leeches attack immediately. 

Giant leeches (2): AC 7; HD 6; hp 26, 
21 ; MV 90'(30'); /AT l bite; Omg Hi; 
Save F3; ML 10; AL N; ER/52. Once a 
leech scores a hit., it attaches to its vie· 
Lim and continues to suck blood for 1·6 
hp damage per round. Leeches are not 
particular about their meals, and the 
party's horses, mules, or other warm· 
blooded pack animals (or NPCs) are just. 
as likely to be attacked as lhe PCs. 

3. Lizard Ma n Camp. This section of 
the road passes through dense, tall 
reeds. These large cattails grow heavily 
along each side of what is len of lhe 
road. The weeds block the view of what 
is beyond: a camp of 16 lizard men just 
off the north side of the road. Anyone 
attempting to pass down the road or 
near the camp is ambushed by these 
lizard men. If the PCs st.ate they are 
prepared for an ambush or are alert to 
the possibilit.y of an ambush in t.his 
area, they are surprised by the lizard 
men only on a 1 on ld6. 1f the PCs make 
no such preparations, they a re surpr ised 
on 1·3 on ld6. 

Lizard men (16): AC 5; HO 2 + l ; hp 
10 each; MV 60'(20'), swimming 
120'(40'); /AT 1 weapon; Omg by 
weapon type + l ; Save F2; ML 12; AL 
N; B0/33; large clubs, spears. 

The lizard men use the simple attack 
method of half their number rushing 
directly at a party while the other half 
comes up behind to cut off retreat . If the 
PCs run, there is nowhere to go but. 
deeper into the marsh. lf the PCs a re 
defeated and any are captured alive, 
they are taken to the lizard men's camp 
to be the "guests of honor" at a horrible 
feast. 



If the PCs defeat the lizard men and 
find the creatures' camp in the tall 
reeds, they find evidence that. at least 
one such feast has taken place recently. 
In t.he camp are many well-gnawed 
bones of obvious huma noid or igin. AL 
the edge of the camp is the rubbish hea p 
of the lizard men. This trash includes 
old turtle shells, sna ke heads, fish 
bones, bird beak s, etc., a ll such things 
that. even lizard men fi nd inedible. 
Mixed in with this trash are the belong· 
ings, clothing, and boots of the victims. 
By searching through the lizard men's 
garbage, the PC's can find a s uit. of 
leather armor +I; a jewelled sheath for 
a dagger (wort h 25 gp); a leather purse 
containing 15 gp in aasorted copper, 
s ilver, and elect.rum pieces; and a silver 
brooch (worth 40 gp). The jewelled 
sheath and the silver brooch are so 
encrusted with grime that the PCs will 
have lo clean them before discovering 
their value. 

4. Dead Ma n's Bridge. This old 
wooden bridge is built of logs and rough. 
hewn planks. Time and nature have not 
been kind t.o the structure; it has a 
weatherbeaten look but is still very 
sturdy. The bridge crosses the Wyden­
deep, a swift, deep stream that. runs 
through Great Marsh. There is no ford 
for many miles up- or downstream. The 
bridge is blocked at each end by a large 
wagon and is guarded by 12 zombies. 

lo the final days of the road, before it 
was completely abandoned, brigands 
took control of the bridge. These brig­
a nds would either attack travelers us­
ing the bridge, extract a toll from them, 
or leave them aJone, depending on the 
appearance a nd number of warriors 
present. The zombies are the remnant of 
that. band of brigands. A magic· user 
among the br igands created the zombies 
from faJlen comrades and victims lo a id 
in the defense of the bridge. The magic. 
user and the remaining live brigands 
were eventually overwhelmed and cap­
tured by the lizard men of Great Marsh. 
The lizard men, preferring only live 
captives for their feasts, lefl. the zombies 
where they were and have never both­
ered with them. 

The zombies are there still , followi ng 
their last orders to defend the bridge. lf 
the PCs attempt lo search or move the 
wagons blocking the bridge or attempt 
to cross the bridge in a ny ma nner, the 
zombies immediately attack. 

Zombies Cl 2): AC 8; HD 2; hp 9 each; 

MV 90'(30'); #AT 1 claw or weapon; 
Dmg 1-8 or by weapon type; MV 
90'(30'); Save Fl ; ~fL 12; AL C; BD/39. 

Searching the wagons reveals that 
they once held some sort of foodstuff 
(possibly flour or corn meal) in four 
Large casks per wagon. What.ever it was, 
it has long since spoiled to a putrid 
green·black muck. In addit ion, the PCs 
can find scattered about in the wagons 
six silver-l ipped arrows, one ornately 
carved wooden scroll tube (empty, worth 
10 gp), a nd one tooled-leather scroll 
tube (worth 15 gp) containing a scroll 
with a hold portal spell. This loot. is all 
that remains after the last battle of the 
briga nds with the lizard men. Weather 
and t ime have a lso taken their toll on 
the wagons. They are worthless, being 
warped and rickety from t heir long days 
and night.a in the open. 

5. The She lte r Compound. These old 
buildings are the remnant of a well· 
fortified compound with a stl'ong timber 
palisade. After being abandoned and 
unattended for years, the entire north· 
ern side of the palisade, including the 
gate and gate tower, has collapsed into 
the marsh. The buildings of the com-

THE VINEYARD VALES 

N 

* 
pound have been ransacked time and 
again by various swamp dwellers. 
Rhungold the Trickster has recently 
taken up residence here and uses the 
compound as his home. 

5A. Tools hed. This building was the 
Loolshed for the shelter. There are sev­
eral empty &helves on the southern 
wall, and the other walls and even the 
back of t.he door have pegs and hooks for 
hanging tools and utensils. In the cen­
ter of the room is a pile of junk and 
refuse. This rubbish heap contains bits 
and pieces of metal; broken handles 
from rakes, hoes, and other tools; 
warped and broken boards; and rotten 
bits of rope. It also hides a nest of giant 
centipedes. If the PCs attack the giant 
centipedes, the noise attracts the att-en· 
tion of the lizard men in area 5B. lf the 
PCs have not previously encountered 
these lizard men, the creatures arrive in 
2d6 rounds lo investigate. 

G iant centipedes (11): AC 9; HD 1h.; 
hp 2 each; MV 60'(20'); #AT 1 bite; Omg 
poison; Save NM; ML 7; AL N; 80128. 
Anyone bitten by one of the centipedes 
must Save vs. Poison or become vio­
lently ill for 10 days. 
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5B. Barn. This large building was 
used lo stable horses and other drafl 
animals and to store hay and fodder. 
Lizard men serving Rhungold have 
moved into the building and made it 
their home The horse stalls serve as 
separate sleeping areas for the lizard 
men. If the PCs enter the barn, they are 
attacked immediately by 10 lizard me n 
Chp 10 each, see statistics at area 3) and 
their shaman. If the PCs defeat the 
lizard men and search the barn, they 
can find a cache of 20 spears and 10 
clubs, which they may sell al standard 
prices upon their return to the vale. 
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Lizard man s hama n: AC 5; C4; hp 
16; MV 60'(20'), swimming 120'(40'); 
/AT l; Dmg by weapon type + 1; Save 
C4; ML 12; AL N; 80133, MU/21; club, 
spear: spells: cause light wounds, dark· 
ness, hold person. The lizard man sha· 
man should be treated like any oLher 
4th-level cleric. For more information 
on nonhuman spell-casters, see the 
Master DM's Book, pages 21 -22. 

5C. Small Hou e. This is a bare, 
empty building. Any sleeping benches 
that were in the building have been 
removed, and all that remains to denote 

that this was once sleeping quarters is a 
large fire pit. If the PCs carefully exam­
ine the fire pit, they may notice that 
there 1s an unusual amount of dirt 
mixed in with the ashes. If they dig 
through the ashes they find nothing, 
but if they dig into the fire pit itself, 
they find a chest buried in the dirt un­
der the ashes. Rhungold keeps his trea­
sure stored m this chest, which 1s locked 
and trapped with a poison needle. The 
needle's poison is not deadly, as 
Rhungold wants to interrogate any 
person who tampers with his treasure 
before he kills him. The poison merely 
paralyzes the victim for 1·6 hours: a 
Saving Throw vs. Poison reduces its 
effect to l ·6 turns. The treasure in the 
chest is 300 gp in various coins (mostly 
silver pieces); a ruby ring (worth 50 gpl; 
three gems (worth 50 gp, 25 gp. and 10 
gp>; a potion of treasure finding; and 
five quarrels + 1. Buried under the 
coins in the chest is a bone scroll tube 
inlaid with silver (worth 100 gpl. The 
tube contains a scroll of protection from 
eleme11tal.s. 

50. Collapsed Building. When t.hc 
palisade fell, it apparently took this 
building with it. There 1s nothing lefl 
here but a jumbled pile of lumber that 
hides nothing of interest. 

Four robber nies make this junk pil<' 
their home and attack anyone disturb­
ing it. The noise of any battle with the 
robber flies attracts the attention of the 
lizard men in area 58, if they have not 
already been encountered by the PCs. 
They arrive lo investigate in 2d6 
rounds. 

Robber fli es <4 >: AC 6. HO 2, hp 9 
each; MV 90'C30'l, flying 180'160'); /AT 
1 bite; Omg 1 ·8; Save Fl; ML 8; AL N; 
80136. 

5E. Main Hou e. This building was 
the main hall for the compound. There 
are several sleeping benches along the 
western and eastern walls, and the floor 
is paved with large flagstones. 
Rhungold's spell book 1s under the 
southernmost of the eastern benches. 
He has made a small, dry cubbyhole 
under a broken flagstone and placed his 
spell book in it. Each PC searching the 
main house has a 1 ·in-6 chance of notic­
ing that t.he flagstone 1s slightly askew. 
In addition lo the spells Rhungold has 
memorized, the book contains the fo}. 
lowing spells: read magic, ventrilo­
quism, web, infrauision. 



Down the center of the room are four 
small fire pits for cooking and heating. 
These are nanked by sbc large wooden 
pillars. Rhungold has made this entire 
building his private quarters. He sleeps 
on the eastern benches and stores blan­
kets and clothing on the western 
benches along with a supply of food, 
cooking ut-ensils, water, and wineskins. 
A large amount of wood, mostly old 
lumber scavenged from the other build· 
ings of the compound, is stacked under 
the western benches. 

Rhungold the Trickst-er: AC 7; 
MU7; hp 19; MV 120'(40'); IAT l; Dmg 
by spell or weapon type; Save MU7; ML 
9; AL C; I 16; Ch 16; ring of protection 
+ 2, dagger + 1, pot.ion of invisibility; 
spells: magic m issile, shield, sleep, invis· 
ibil&ty, wizard lock, hold person, light· 
ning bolt, polymorph self. 

Rhungold's treachery and trickery 
caused him to be exiled from the Court 
of Cnute in Zeaburg. The Kingdom of 
Ostland has no bounty for Rhungold; 
the nobles simply want him out of Os­
t.land. What he does outside that king· 
dom is of no concern to them. If the PCs 
capture Rhungold and attempt to return 
him lo Ostland, they will be told lo lake 
him back to where they found him, for 
he is not welcome in Ost.land and nei· 
ther arc the PCs as long as they accom· 
pany him. 

Rhungold's double-dealings (see 
" Rhungold and His Plans") are not 
based on greed, but rather on the sheer 
joy he gets from cheating and tricking 
people. He especially enjoys creating a 
great deal of emotional distress. How­
ever, his high Charisma oil.en leads 
people to give him the benefa of the 
doubt; so far, no one has removed his 
head from his shoulders. 

In an attempt to accomplish step one 
of his plan, Rhungold used a polymorph 
self spell to change into a black dragon. 
In this form he confronted a tribe of 
lizard men in Great Marsh, killed some 
of their warriors, and claimed rulership 
over the tribe. The lizard men serve 
Rhungold out of fear, believing him to 
be a real dragon. 

Rhuogold (in black dragon form): 
AC 7; HD ns MU7; hp 19; MV 90'(30'), 
flying 240'(80'); #AT 3; Dmg 2·5.rl-512· 
20; Save MU7; ML 9; AL C. Rhungold is 
unable to cast any spells while in a 
polymorphed form. The lizard men have 
never seen Rhungold in anything other 
than dragon form; he always poly. 
morphs while in the main house and out 

of sight of the lizard men. He can exit 
and enter the main house in average. 
size dragon for m through the great. 
double doors at the northern end of the 
building. 

Under no circumstances will 
Rhungold help the lizard men fight the 
PCs. Rhungold's strategy is to remain 
hidden in the main house until one side 
or the other wins the battle. If the lizard 
men win, he has nothing to worry 
aboul. If the PCs win, Rhungold will 
u.se his invi.'libility spell or potion of 
invisibility t-0 evade the adventurers as 
long as possible. If the PCs do not dis· 
cover Rhungold's spell book or the trea­
sure buried in t.he small house (area 
5C), he will not. show himself at all. 

lf the PCs destroy the lizard men but 
are unable to find Rhungold, he begins 
to attack the Vales in dragon form. 
Lizard men are not the brightest. crea· 
tures in the world and Lend to take 
things at. face value. However, even 
inexperienced adventurers know drag· 
ons have a breath weapon. As Rhungold 
does not. gain one when be polymorphs, 
the PCs should realize that there is 
something odd about the dragon. 

If the PCs do discover and take either 
the spell book, the treasure, or both, 
Rhungold attacks them from the best 
cover possible, probably around the 
corner of one of the buildings ( -1 to the 
PCs' to-hit rolls) but within spell range. 
He quickly casts magic missile and 
lightning bolt spells at the nearest PCs, 
then immediately polymorphs himself 
into a black dragon and attacks in that 
form. 

When Rhungold is in black dragon 
form , PCs in combat with him should 
not attempt to subdue him or strike for 
subduing damage. As Rhungold is not a 
real dragon, he cannot be subdued; the 
PCs merely waste their time and do no 
damage to Rhungold. If the PCs can 
reduce him to 8 hp or less, he will Sur· 
render. lf Rhungold surrenders or is 
captured, he tells the PCs nothing about 
his plans. He claims to be e simple 
brigand who is using the lizard men as 
his henchmen. The PCs or the defense 
league can discover the truth through 
either ESP or a charm person spell. 

Rhungold will attempt to fight in 
dragon form until he recovers his t.rea· 
sure, spell book, or both. Once he recov­
ers his property, he immediately mes 
away. If Rhungold escapes, he will not 
return. The DM has the option of using 
him again in some future adventure. In 
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such a case, he remembers the PCs and 
certainly holds a grudge against them. 

Concluding the Adventure 

If the PCs succeed in destroying the 
threat of Rhungold and the lizard men, 
the defense league will pay them the 
bounty in full. If Rhungold is captured 
or surrenders, Thrand, using his medal· 
lion of ESP, interrogates him. lf the PCs 
destroy the lizard men but are unable to 
capture Rhungold, the defense league 
pays them the 1,000.gp bounty for the 
lizard men but not. the 500 gp for their 
leader. 

lf the PCs are unable to destroy 
Rhungold and the lizard men, the ad­
venturers may make a second at.tempt 
using a band of defense league fighters 
for help. The OM must decide on the 
exact number of fighters accompanying 
the PCs and their rank (elite, typical, or 
both; see " Vale Random Encounters" 
for complete defense league fighter 
details). If the PCs use the defense 
league for help, the bounty is reduced 
by half, and the defense league claims 
half of any treasure found. In a ny event, 
if Rhungold escapes but the PCs destroy 
his lair or cause him trouble, they will 
have made an enemy in the Northern 
Kingdoms. Rhungold will neither for· 
give nor forget. the PCs. lfRhungold has 
been captured, he is no longer of con· 
cem to the PCs unless he escapes. 

If the PCs are unable to resolve any of 
the adventure but. still wish to remain 
int.he Vales, they may become leaders 
in the Vineyard Vales Defense League. 
They can help defend Thrand's Stead or 
other vineyards against the lizard men. 
They may act as escort for caravans or 
help train defense league fighters. The 
maximum amount. paid for such aid by 
the defense league will be 100 gp per 
party (not per PC) per month. However, 
the PCs may keep all arms, armor, 
equipment, magical items, and treasure 
they can capture. 

Va le Random Encounters 

While there is no treasure to be gained 
in the following encounters, the PCs 
may strip prisoners or fallen lizard men 
of their arms and sell these at. standard 
prices (see the Expert Rul.eboolt, page 
19). In addition, each lizard man has 
personal belongings, coins, or jewelry 
worth approximately 5 gp (copper wrist 
bands, decorative tooled leather arm 
bands, small silver neck chains, etc.). 
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When defense league, lizard men, or 
Wbjteheart mercenaries are encoun­
tered, use the following statistics and 
details: 

Vineyard Vales Defense League 
The defense league is made up of ill· 

trained and poorly armed farmers. It 
has no leader, and all decis ions are 
made by a committee of the stead own· 
ers. Each owner or his emissary may 
voice his opinion or cast a vote on any· 
thing brought before the committee. 
The defense league is not a well· 
organized military machine but is able 
to field small bands of warriors from the 
steads and farms of the Vales. 

Elite defense league fighter: AC 6; 
Fl; hp 5 each; MV 120'(40'; /AT 1 
weapon; Omg by weapon type; Save Fl ; 
ML 7; AL L; leather armor, shield, short 
sword, hand axe. 

Typical defense league fighter: AC 
8; zero-level human; hp 3 each; MV 
120'(40'); I AT 1 weapon; Omg by 
weapon type; Save NM; ML 7; ALL; 
shield, dagger, club. 

Lizard Men 
Lizard man fighters are simple tribal 

warriors and shamans. They have no 
idea what Rhungold is up to; they are 
simply doing as they are told. The lizard 
men fighters do not greatly value stral· 
egy and t.actics, prefering headlong 
charges into the enemy's ranks. In bat· 
tie, they adopt an "every Oizard) man 
for himself' attitude. 

Lizard man s h aman: AC 5; C2; hp 
12; MV 60'(20'); IAT 1 spell or weapon; 
Omg by weapon type + 1 or spell; Save 
C2; ML 12; AL N; 80/33, MD/21; club; 
spell: cause light wounds. 

Typical lizard man fighter: AC 5; 
HD 2 + l ; hp 10; MV 60'(20', swimming 
120'(40'); /AT 1 weapon; Omg by 
weapon type + 1; Save F2; ML 12; AL 
N; 80/33; club, spear. 

Wbiteheart Mercenaries 
The Whiteheart mercenaries are a 

mixed bag of battle-wise veterans, bar· 
room brawlers, and downright brigands. 
The city of Wbjteheart lies west of 
Great Marsh and north of Gnollheim. 
Constant skirmishing with lizard men 
and gnolls has honed the battle skills of 
the mercenaries and I.aught them the 
value of thinking about a battle before 
engaging in it. Like all Northmen, they 
greatly value personal strength and 
courage, but they also have a much 
better grasp of strategy and tactics than 
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the average Northman. They use this 
knowledge to best advantage and tend 
to avoid charging headlong into an 
enemy. 

Elite Whitebeart mercenar y: AC 4; 
F4; hp 18; MV 120'(40'); #AT 1 weapon; 
Dmg by weapon type; Save F4; ML 10; 
ALL; chain mail, shield, war hammer, 
hand axe. 

Typical Whit~beart mercenary: AC 
6; F2; hp 9; MV 120'(40'); #AT I weapon; 
Omg by weapon type; Save F2; ML 10; 
AL L; leather armor, shield, mace, hand 
axe. 

Be rserkers (optional) 
For some uneicplained reason, 

Northmen are particularly susceptible 
to the berserk battle rage that over· 
comes some warriors in combat. Some 
sages suspect it has something to do 
with the Northmen's lmmort.als, Odin 
and Thor, while others point. to purely 
racial factors. Whatever the reason, 
berserkers are more common among the 
northern kingdoms than elsewhere. 
When using the following encounters, 
the OM may change 20% (round all 
fractions down) of the typical fighters to 
berserkers (see B0/27) once they are 
engaged in a battle. For this adventure, 
use t.he statistics given for a typical 
defense league or Whiteheart merce· 
nary but add + 1 to hit points and + 2 
to hit rolls. 

A berserker engages only enemy 
fighters so long as there are enemies to 
fight. Once all enemies have been van· 
quished, however, the berserker keeps 
on fighting, turning on PCs, friends, 
and allies in a blind battle-rage. Once 
the berserk fury has taken hold, it will 
not pass as long as the fighter is en· 
gaged in combat (with either friend or 
enemy). lf the berserk fight.er can be 
subdued (by using a skep or hold person 
spell, by knocking him unconscious. or 
by whate"ver means the OM deems pos· 
sible), the berserk fury passes in 1-4 
turns, after which t.he fighter returns to 
normal, though he will go berserk again 
the next time he is engaged in combat. 
Elite fighters do not go berserk, due to 
the self-discipline and training they 
have acquired. 

Battle Guidelines 
Lo large battles involving many war· 

riors, the fighti ng is often confused and 
chaotic. Because of this confusion, the 
PCs must be careful in using missile 
fire or spells on jumbled and shifl.ing 
targets. The OM should roU percentile 

dice for any hit that. a PC scores by a 
missile weapon (spells such as magic 
missile and hold person automat ically 
stike their desired targets). There is a 
50% chance of hitting an enemy or ally; 
a roll of 1-50 means the hit was scored 
on a friendly fight.er or allied creature, 
while a roll of 51-00 hits an enemy 
fighter or monster. Spell-casters must 
a lso be careful when using area-effect. 
spells such as sleep or bless, as frien~ 
may be accidentally harmed or enemies 
accidentally. For convenience, the OM 
can use the 50% rule: ln any confused 
jumble of people, 50% are friends and 
50% are enemies. Thus, if a sleep spell 
is cast and puts four fighters to sleep, 
two are friendly fighters and two are 
enemies. lf an odd number is affected, 
the OM may choose or roll randomly to 
determine if the one Jell over is a friend 
or an enemy. 

The OM may roll randomly for the 
following encounters or choose an 
encounter as appropriate. Each encoun· 
ter s hould be used only once, but if the 
OM wishes, encounters 1 and 6 can be 
reworked and used over again. 

1. Renegade Lizard Men . Sixteen 
lizard men (hp 10 each) are attacking 
five defense league fighters (one elite, 
hp 5; four typical. hp 3 each) on a scout· 
ing mission. The lizard men are not 
trying to kill the scouts but are attempt.· 
ing to drive them westward into the 
marsh. The lizard men feel that. the 
marsh offers much more opportunity for 
sport with t.he scouts than dry land. lf 
PCs attack the reptiles, they stand and 
fight to the last lizard man. The lizard 
men are renegades, deserters from 
Rhungold's forces in Great. Marsh (see 
" Into Great. Marsh"). They deserted 
several weeks ago and have been living 
in the marsh ever since. lf any are cap­
tured and interrogated, they attempt to 
trade information on the locat ion of 
Rhungold's lair in Great Marsh for their 
freedom. lf Rhungold's lair has already 
been found and attacked, these lizard 
men will not know of it. 

2. Defending the Defense League. 
Read or paraphrase t.he following to the 
players: 

As you approach a small hill, you 
hear lhe sounds ofbatlle: men shout­
ing, horses whinnying, the clash of 



sword against shield. These sounds 
rise on the wind and come from the 
far side of the hill. Tu see what is 
happening, you musl go directly over 
the hill. as the heavy brush on either 
side of it is virtually impassable. 
Once atop the hill. you see 10 defense 
league fighters attempting to repel 
Lhe onslaught of20 lizard man war· 
riors. The lizard men have their 
backs to the hill and cannot see you. 

If the PCs charge immediately, the 20 
lizard men Cone shaman, hp 12; 19 typi­
cal, hp 10 each) are surprised and disor· 
ganized. The PCs can atLack once more 
before I.he reptiles recover enough to 
defend themselves. In addition, the PCs 
automatically win initiative for the 
next. two combat. sequences. ff the PCs 
issue a challenge before attacking, the 
lizard men will nol negotiate but will 
simply divide their forces and send half 
against the PCs and haJf against the 10 
defense league lighters (four elite, hp 5 
each; six typical. hp 3 each). In this 
case, initiative is rolled normally. 

3. T he Burning Stead. For this 
encounte r, the DM may use the map 
above or the fold-out map and 3-D card· 
board buildings of Otkel 's st.ead sup­
plied with GAZ 7 The Northern 
Reaches. ADM who owns module 810 
Night 's Dork Terror can use the fold-out 
map of Sukiskyn and the counters sup­
plied with that module. In lhe latter 
two cases, the DM need only note the 
placement of fires in this encounter to 
use the maps. 

Read or paraphrase the following to 
the players: 

You have stopped lo rest your horses 
and eat a meal. The day is hazy, but 
r ising over one hill in the distance is 
what looks like smoke. As you watch, 
it. becomes thicker and stronger until 
il can only be the billowing smoke 
from a large fire. As you ride toward 
it. to investigate, you begin lo hear 
the sounds of battle t'TOwing louder. 
You top a small rise and can clearly 
see a burning stead. The gates are 
down and the gate tower, main 
house, and a shed are burning furi­
ously. A batlle still rages among the 
names. 

The stead is defended by 12 defense 
league fighters (four elite, hp 5 each; 
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eight typical, hp 3 each). The attackers 
are 15 lizard men (two shamans, hp 12 
each; 13 typical, hp 10 each). The PCs 
will have a difficult time reaching the 
battle because of the blazing gate tower, 
the only entrance and exit to the stead. 
This also means that. the combatants 
within the walls are unable to retreat. 
Any PCs attempting to pass through 
the fire without magical protection, 
such as a resist fire spell or ring of fire 
resistance, suffer 2-8 hp damage from 
the names (the OM may also include 
further penalties, such as clot.hes catch· 
ing fire for additional damage, scrolls 
burning and becoming useless, or loss of 
Dexterity or Charisma due to burns). 

The easiest way for the PCs to ent~r 
the burning compound is for a thief 
character to climb the wall (normal 
chance of success) and throw down a 
rope for the others. One attempt can be 
made for each wall of the stead. If the 
party does not contain a thief, other 
characters may attempt to climb the 
walls using the guidelines supplied on 
page 22 of the Erpert Rulebook. As the 
defenders and attackers of the stead are 
busy hacking and slashing at each other 
among the burning buildings, no one 
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will notice the PCs until they attack. 
There is lighting throughout the burn­
ing stead, so the DM may place encoun­
ters anywhere within its walls. 

4. Rescuing Whiteheart Merce­
naries . Read or paraphrase the follow· 
ing lo the players: 

You hear the sounds of battle as you 
follow a well-tended wagon road 
through a small tree·shrouded glen. 
Around a bend in the trail you come 
upon a Whiteheart wagon train un­
der attack by lizard men raiders. 
There are seven wagons stopped in a 
line on the road, with the wagons 
about 20' apart. A total of 50 Wbite­
heart mercenaries and lizard men 
are locked in deadly hand-to-band 
combat in, on, under, and around the 
wagons. From the look of the battle, 
the Whiteheart wagoneers are get· 
ting the worst of it. 

The wagons are defended by 23 White­
heart mercenaries (23 typical, hp 9 
each) and contain foodstuffs and arms to 
resupply t.he mercenary bands defend­
ing the Vales. They are being at.tacked 
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by a force of27 lizard men (two sha· 
mans, hp 12 each; 25 typical, hp 10 
each). lf the PCs charge into battle 
immediately, they aulomat.ically have 
initiative for their first attack. lf t hey 
challenge the lizard men, nothing hap­
pens or changes. The fighters are too 
preoccupied with their combat. to disen· 
gage or worry about the PCs. lf the PCs 
issue a challenge, however, roll init.ia· 
tive normally. 

5. Loc usts and Liza rd Men . Read or 
paraphrase t.he followi ng to the players: 

You are r iding down an old cart track 
when you hear the sounds of battle. 
As you round a thick stand of lrees, 
you see a battle bet ween defense 
league fi ghters and lizard men. Ap­
parently, the defense league fighters 
are trying to get into the vineyard 
just. beyond, bul the lizard men have 
formed a skirm ish line and are pre· 
venting anyone from entering. Look· 
ing into the vineyard, you see lhal it 
is being attacked by severa l giant 
locusts. The defense league members 
are cursing the lizard men and 
screaming bloody murder, but they 
are unable to get at the locusls. If 
you want to drive the locusts from 
the vineyard, you are going t.o have 
to deal with t.he lizard men your· 
selves. 

There are 12 defense league fighters 
(two elite, hp 5 each; 10 typical. hp 3 
each) trying to break through a line of 
25 lizard men (two shamans. hp 14 
each; 23 typical, hp 10 each). In the 
vineyard are 15 giant locusls (hp 9 
each). The locusts are very hungry and 
fight with a morale of 8 rather than 
their usual 5. 

If the PCs challenge the I izard men or 
engage In combat with them, the rep· 
tiles are forced to give up their game 
with the defense league fighters a nd 
allow them to enl.er t.he vineyard. If the 
PCs attack the lizard men, several 
things happen at once. The defense 
league men attack the giant locusts, 
and the locusls begin jumping. There is 
a 50% chance per giant. locust that. it. 
becomes confused and jumps into the 
fight between the PCs and the lizard 
men. lf so, a victim (either a PC or a 
lizard man) is determined randomly and 
a hit. roll is made. lf the giant. locust 
hits, the victim is batt.ered for l-4 hp. 
Any victim hit by a locust cannot a ttack 
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in that. round because he is surprised 
a nd off balance. 

It will take t.he defense league fi ght· 
ers 30 rounds to drive the locusts from 
the vineyard. lf the PCs defeat t.he liz· 
ard men before this, they may join help 
the fighters. lf the PCs are st.ill engaged 
with the lizard men after the fighters 
have either killed or driven the locusts 
away, the fighters will help t.he PCs 
fight. the lizard men. Oft.he NPC fight· 
ers, 1-4 will have suffered 1·6 hp dam· 
age in the fight with lbe locusts. 

6. Ambus h. Read or paraphrase the 
following to the players: 

You are following a narrow track 
through a heavily thicketed area a nd 
are unable to see more than 2"3' 
through the heavy brush. 

Sixteen lizard men (one sha man, hp 
12; 15 typical, hp 10 each) have been 
lying in wait for some unfortunate 
passers-by to enter this thicket. lf the 
PCs all.empt to pass through, they a re 
ambushed immediately. lf the adve ntur· 
ers state they are preparing for an am· 
bush in the thicket, lbe lizard men 
s urprise t hem on a roll of 1 on ld6. If 
t.he PCs make no such preparations, 
they a re surprised on a 1·3 on ld6. The 
lizard men waiting in ambush are out. to 
kill anyone entering the thicket. They 
attack from both sides and attempt to 
block the track ahead and behind the 
party. 

7. Captives. The PCs come across 20 
lizard men (20 typical, hp 10 each) re· 
turning from a raid. The lizard men 
have four human captives a nd are re· 
turning to t.he marsh for a feast. The 
captives are bound a nd cannot light 
until they are released. lf the PCs at· 
tack, the lizard men divide their forces, 
with eight lizard men trying to escape 
with the captives while the other 12 act 
as a rear guard to prevent. anyone from 
at.tempting a rescue. lf t.he rear guard is 
destroyed, the first eight lizard men 
abandon the captives and high·tail it as 
fast as they can for Great Marsh. 

Captives (4): AC 9; zero-level hu· 
mans; hp 3 each; MV 120'(40'); 1/!J l ; 
Dmg by weapon type; Save NM; ML 5; 
AL L; unarmored and unarmed. lf freed, 
the captives are grateful but can offer 
no reward to the PCs because their 
stead was burned when they were 
captured. 

8. Refugees in Need. Read or para· 
phrase the following to the players: 

You are riding down an old cart track 
when you hear t he sound of a large 
number of people weeping and wail· 
ing. Ahead and off to the right you 
see a number of peasants being har· 
assed and bullied by a group of fi ght­
ers. The fighters are going through 
the peasant's goods and possessions 
and taking what they please. 

The peasants are 30 refugees fleeing 
the fighting in the Vales. They are be· 
ing robbed by 15 Whiteheart merce· 
naries (two elite, hp 18 each: 13 typical, 
hp 9 each) who have decided that there 
is more money to be made in robbing 
the Vales than in protecting them. The 
mercenaries are so busy searching 
through and arguing over the peasant's 
pitifuJ belongings that., if the PCs at· 
tack immediately, they a utomatically 
surprise the mercenaries and win in itia· 
tive for the next two rounds. If the PCs 
challenge the mercenaries before at· 
tacking, the men from Whiteheart col· 
lect themselves and prepare for battle. 
In this case. normal initiative rolls are 
made. 

lf any of these renegade mercenaries 
are captured, they can be I.urned over to 
the defense league. The renegades will 
be treated as common brigands, i.e., 
lashed, imprisoned, used as forced labor, 
etc. Once a group of mercenaries turns 
to robbery, the other Whiteheart merce· 
naries will have nothing to do with 
them and do not care what becomes of 
such renegades. If a ny PCs are captured 
by the brigands, they will be stripped of 
all equipment, arms, armor, magicaJ 
it.ems, and anything else of value, then 
released along with the peasants. 

Refugees (30): AC 9; zero-level hu· 
mans; hp 3 each; MV 120'(40'); IAT nil, 
Dmg nil; Save NM: ML 5; ALL; un· 
armed and unarmored. Cl 
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THE PYRAMID 
OF JENKEL 
BY WILLIE WALSH 

In this town, nothing 
goes like clockwork. 

Artworlt by ferry OykJllO 
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This aduenture is Willie's eighth offering 
to readers of DUNGEO~ Adventures. 
Willie writes to tell us: "/ had a terrific 
response from readers when I had my 
address published back in issue 118. I 
got one letter-from five miles away. 
Thanks folks! Excuse me while I 
sulk . ... " 

"The Pyramid of Jenkel" is an AD&D"' 
module designed for a party of six 
player characters of levels 8-10 (about 
54 total levels). The alignment of the 
PCs should not be evi l and should tend 
toward good. The group should be 
equipped with magical weapons of+ 1 
or better enchantment. 

Adventure Background 

In an area that is now largely wilder· 
ness, there was once a great city named 
J uncert. It.s people were both wise and 
enlightened, and it was known through­
out the ancient world for it.s learned 
sages, its innovative architects, and it.s 
inventive engineers. 

Perhaps the city was envied by some 
jealous god, or perhaps it. was founded 
on unhallowed ground, for it.s splendor 
and might vanished abruptly in one 
great catastrophe, now only dimly re­
membered in tales 500 years old. The 
stories tell of a great rending of the 
earth, with gouts of flame and darkness 
reaching to the skies. Cracks and fi s­
sures of unplumbed depths were the 
downfall of turrets and spires. Houses 
and workshops, palaces and temples­
all were obliterated as the heaving soil 
closed over the buildings as if the city 
had never been. 

Only a few dignitaries and officials 
esc.aped Juncert's destruction, and only 
because they were outside the city when 
it fell. Returning from a meeting with 
foreigners who were eager lo share in 
the lore of the fabled city, the officials 
beheld only a waste of new-turned earlh 
where once their homes had stood. 

Time erased most of the learning that 
had made Juncert famous. A hamlet 
grew up on the site of the ancient. city. 
Its name, Jenkel, was thought. to be 
der ived from the or iginal place name. 

Modern thinking among the youngest 
of sages cast.s doubt on the factual exist­
ence of Juncert., claiming it to be a fan ­
ciful, romantic tale thought up to 
ennoble the cotters and herdsmen of 
Jenkel, who claim to be descendants of 
the survivors of the catastrophe. But 



those sages call this claim merely aJle· 
gorical. They explain it as a folk mem­
ory of an immigration of people into the 
area from some far-off place, which 
would also explain certain practices still 
peculiar to the village of Jenkel. 

Perhaps, the sages say, the people fled 
some major earthquake, which became 
the "downfall of Junoert." Certainly, the 
Jenkelians' devotion to the Ceremonies 
of Spring, which attempt to placate di­
vine anger, is inordinately pious. ln 
Jenkel, these ceremonies are held not 
only at. the vernal equinox, but are re­
peated a total of seven times throughout 
the year, with only minor variations! 

The Jenkelians have erected an unu· 
sual pyramidal structure in the cent.er 
of their village to serve as a focus for 
their worship. Sacred libations of oils 
are offered by their priest, and the 
farmers offer plant and animal sacri· 
fices here in an a ttempt to "keep time 
with nature." 

But for all their devotion to their 
unique religion and their legend of 
fallen grandeur, the villagers are just 
too far off the beat.en track to attract 
much notice. Jenkel is just a dot on the 
edge of some maps. On most, it doesn't 
appear at all. 

For the Dungeon Moster 

It sometimes happens that established 
opinion is wide of the mark on certain 
issues, and the village of Jenkel serves 
to illustrate this well. 

Juncert was truly a fine and wonder­
ful city, but it was unfortunately sited. 
It was not, as skeptics claim, a mere 
figment. of the peasants' imaginations­
it actually existed. Tu try to understand 
its downfall, we must look t-0 certain 
magicks that are ra re but not unknown 
in the world al large. 
ll is not unusual for magicians to open 

magical portals to other planes for rea· 
sons best known to themselves. These 
gates are fashioned by powerful spells 
and are opened only after the most 
intensive study and precautions. How­
ever, like most. magic, such gates are 
also a naturally occurring phenomenon. 

ln the case or Juncert, time and the 
movement of the multi verse collabo­
rated in an ecliptic movement of planes 
to a juncture that opened beneath the 
city. The Prime Material plane, plane of 
elemental Fire, and plane ofTart.erus 
focused for an instant on one spot. Two 
gales opened at once beneath the city. 

Some parts of Juncert were sucked 
through to destruction in the plane of 
Fire; some were transported, almost 
intact, to the horrors ofTarterus; and 
some were merely swallowed by the 
very earth on which they stood. In the 
next instant, the gates refocused or 
shrank, but the city was no more. 

Whether this natural focusing of cos­
mic forces is a singular phenomenon or 
ifit mjght have been the downfall of 
other cultures and cities in the past. 
cannot be known. Most of what lit.t ie 
remains of J uncert in the Prime Mate­
r ial plane is inaccessible unless the 
layers of earth and rock area stripped 
away to find again the broken and shat· 
tered walls and streets below. 

However, our adventure still touches 
on the events of 500 years ago, for 
though the sages have made a mistake 
in dismissing Juncert as merely legend· 
ary, it is not their only mistake. Their 
other oversight was in assum ing that 
the Jenkelians built their pyramidal 
shrine. They didn't. One night, only a 
year ago, the ground beneath the ham· 
let. trembled and the st.ructure .. . 
appeared! 

The Pyramid of J enkel 

Let us return to the gates beneath the 
fabled city. They open, and Juncert is 
destroyed. Some parts oft.he city are 
forever gone; others are hidden beneath 
the earth. The clock tower of J uncert 
subsides into the ground, and the fis· 
sure closes over its pit.ched roof. It 
stands in a sealed cavern for many 
years, sometimes experiencing sharp 
rises in temperature as the vestige of 
lhe gate to the plane of Fire waxes and 
wanes. 

Perhaps the forces that caused the 
coincidence of the twin gates' original 
catastrophic opening will one day let 
them shrink forever, as the Prime Mate· 
rial plane heals itself of these unwanted 
portals. But on the 500th anniversary of 
the descent of the clock tower int.o t.he 
earth, just a year ago, fate or the gods 
had another trick to play. 

Abruptly, the fiery port.al spewed out 
black smoke and noxious fumes, send· 
ing out tendrils of force through the 
plane of Fire seeking someone-or 
something-to fit some obscure plan. Or 
perhaps it was mere chance that sud· 
denly carr ied creatures from the infer· 
nal plane into the grotto. What.ever the 
motive, three creatures stepped through 
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t.o survey their surroundings in bewil· 
derment. These lava mephits were con­
fused. One moment they were going 
about their business; the next, t hey 
found themselves in this gloomy cave 
without a clue as to what to do or what 

Abhir 

CLIMATElrERRAIN: Any land 
FREQUENCY: Rare 
ORGANIZATION: SmaJJ group or 

solitary 
ACTTVITY CYCLE: Any 
DIET: Carniuore 
INTELLIGENCE: High 
TREASURE: G 
ALIGNMEN~ Chaotic evil 
NO. APPEARING: 1..J or 1-6 
ARMOR CLASS: - 11-6 
MOVEMENT: 12 
IDT DICE: 1+7 
THACO: 13 
NO. OF ATTACKS: 7 
DAMAGE/ATTACK: 2-8 (constric-

tion) and by weapon ty~ ( >< 6) 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: + 1 or better 

weapon to h it 
MAGIC RESISTANCE: 80% 
SIZE: L (7' tall, 30' long) 
MORALE: 16 
XP VALUE: 10,000 (includes use of 

masical weapo11.11) 

This wicked denizen of the outer 
planes has a multiarmed female 
torso atop the body of a great snake. 
When uncoiled, she can stand taller 
than a large man. Each of the abbir's 
six arms can wield a weapon (favored 
weapons are magical swords and 
battle axes). Thjs monster can con· 
strict her victim with her snak.ey 
tail, and can cause magical darlcneu 
in a 5' radius. She has in(rouision 
and other extraordinary abilities, 
any one of which can be used once 
per round: charm ~rson, u kport, 
kuitau (as an 11th-level wizard), 
read languages, detect invisibility, 
pyrorechnics, polymorph self, project 
image. The abhir can go.le in another 
abhlr with a ~ chance of success. 

Abbirs desire the sacrifice of strong 
warriors, and they are constantly 
looking for ways to do evil deeds in 
service of their lords. Lower· level 
denizens of the outer planes greatly 
fear the domineering and cruel 
abhirs. 
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terrors lurked an this horrible piece. 
While the meph1t.s hesitated, the 

ground beneath them trembled and a 
gout of darkness momentarily spilled 
out into the lesser gloom of the cave 
The mephit.s trembled, LOO, as a shape 
formed in the black fog. It slathered and 
writhed horribly as 1t. slowly moved 
forward . The mephit.s were amazed to 
see the serpentine form of an abh1r! 
Perhaps this place had possibilities 
after all! Shrewdly, the meph1ts bowed 
down to Sefnu the abh1r (see sidebar), 
knowing that her leadership might 
bring them great reward. 

And Sefnu accepted their service. 
setting as their first task a thorough 
examination oft.he cave to which they 
had all been tranBported They first 
examined the clock tower, which had 
risen in the disturbance unt.11 1t.s 
pitched roof burst through the center of 
the isolated village of Jenkel above 

Quickly and silently, heedle oft.he 
barking dogs and screaming geese, the 
meph11.8 scouted the village Sefnu was 
pleased with their reports and promised 
them one of the human sacrifices she 
wouJd receive from the village The 
meph1ts cackled an ant1c1pation, but 
Sefnu would not allow them LO do any· 
thing .. yet. They must wo1t and con­
solidate their pos1t1on, because if Sefnu 
was right about the stup1d1ty of human­
kind, she could do some free lance evil 
and gain many souls for her lord an 
Thrterus. Yes, Scfnu could do very well 
here for a while- if she was careful! 

The Ceremonies of pring 

The villagers- most of them dcscen­
dant.s of the Clock wardens of Juncert 
who were at tending a meeting at the 
tame of t he original cel88trophe- hove a 
strange rehg1on. It 1s a mixture of no 
ture worship and the lore of the Clock· 
makers that has been corrupted over 
the years. 

The ceremony in sprang began, as may 
be expected, as a celebral1on of the 
arrival of warmer weather The other 
six ceremonies a re remnants of the six 
windings of the great clock sprang, 
which used to be days of celebrauon 
when Juncert was a t.hnvang city After 
hundreds of years, both type of celebra­
tion have merged The hbat1on of oils 
once gwen in maintenance of mecham­
caJ parts has become an element of the 
Jenkehens' rites LO preserve the fruit· 
fulness of the land, and "keeping ume 

20 Issue No. 23 

with nature" is an amalgam of both 
tradit ions. 

In this confusion, the appearance last 
year of a relic from days of yore Jen the 
villagers open to suggestion. Their 
priest, Broderick, on viewing the newly 
risen pyramid, declared it a shrine sent 
by the powers of nature as a reward for 
the villagers' fajthful worship. In fact, 
the pyramid was the pitched roof of the 
clock tower that had been pushed up 
from below. ln the semidarkness of the 
new shrine, Broderick saw the old cogs 
and wheels and mechanical parts, and 
remembered ancient stories about the 
knowledge of power held in lost Juncert . 
This power was in 1t.s engineering, but 
Broderick did not understand this al the 
time. Obviously, this shrine could help 
Broderick lo gain more power an his 
community. as he would be the religious 
leader responsible for its maintenance. 

Then, as Broderick wondered what to 
do, a voice came LO him, seemingly from 
the depths of the eanh. The voice told 
him that his village was favored by the 
gods, Lhat it was chosen to nse above 
greater towns and even cilles an pres­
t ige and fame. All Broderick had to do 
was follow the instruct ions of the "Ora· 
cle of the Pyramid," provide her with 
such items of sacrifice as she demanded 
and keep the secrets that she told him 
to keep. Sefnu spoke from the shrine, 
never revealing herself to the villagers 
or the priest , and they began to believe 
themselves potential rulers of all the 
lands around. 

Gradually, Sefnu changed the Ceremo­
nies of Spring (after Broderick "re· 
freshed her memory" about them) to 
include more animal sacrifices and 
fewer offerings of gram in the first step 
of her plan to work up lo more suitable 
gifl.s. In the meantime, she sent her 
mephit servants to gather more evil 
creatures, quietly expanding the grotto 
beneath the pyramid into a more useful 
dungeon and incorporat ing several 
other old buildings hailing from the 
days of Juncert. Then she fel t the time 
was npe for her newest instructions 

As guardians of the shrine ($efnu 
related through Broderick), the vii· 
lagers were m a sense all clerics of the 
religion. with Broder ick, their leader, a 
sort of high priest. They should consider 
1t an honor lo be counted among the 
or iginal worshipers, and it was now the 
villagers' responsibility lo recruit more 
worthy people lo be tra ined by the ore· 
cle to spread the word. But first, new· 

comers must be convinced to come LO 
Jenkel and descend the shaft below the 
pyramid. There the testing and initia· 
l ion would take place, until one day the 
"acolyteS" would return to share the 
inner mysteries of the Riles of Spring 
with the wider world. 

But, Sefnu related, she wanted no 
rccrui t.s who were interested merely m 
religious fame. Those who were to 
spread the faith must be hardy souls 
able lo defend themselves and their 
religion. In fact, it might be best to 
attract. capable adventurers LO J enkel 
without mentioning Sefnu's religious 
goals. The testing of such people would 
then be unaffected by any preconceived 
ideas about the Ri tes of Spr ing. 

In truth, Sefnu means for high-level 
adventurers lo be tricked int.o believing 
that a store of hidden treasure exists 
below the pyramid. When they come to 
collect it, Sefnu will destroy them. 
Twelve individuals have entered the 
shrme and not returned. The next LO be 
recruited are the player characters! 

For the Player Characters 

Tu involve the PCs, the OM should have 
them meet one of Broderick's "special 
messengers," either on the road or at 
the inn in which they are staying. De­
pending on how the module is being 
used (as a single adventure or as part of 
a campaign), some informat ion regard· 
ing Jenkel may be available The PCs 
may hear fragments of what. the sages 
know about the \•illage (sec "Adventure 
Background"), or they may hear of it. 
only ns a "mere dot of a place" at. the 
extreme edge of a kingdom or state. 

Tu introduce the PCs to the adventure. 
read or paraphrase the following lo the 
players: 

A man approaches and asks if he 
might.join you He looks extremely 
ragged and smells strongly of pigs 
You arc not surprised when he intro­
duces himself as Caden, a swineherd 
from the \•11lage of Jenkel 

" I've got some mformat1on," he 
says. "that might interest you folk I 
know where there's a treasure to be 
found. but as you can see, I'm not the 
type to go looking for it. Perhaps you 
gentlemen would like tO do the job?" 

Caden glances at each of you in 
turn. He looks the typical peasant 
and not one to know anything about 
treasure, adventuring, or laking u 



bath. He pauses a moment before 
going on. " I don't have much money 
myself, but where l come from, a 
good lol of goods and silver 1s col· 
lected seven times a year and offered 
up at. the ceremonies in our shrine. 
The priest. throws the whole lot down 
a shan beneath this shrine t.o keep 
the gods happy. But I've got my 
doubt.s about it. all. l want lo know 
where all that money is going, and 
why. Half of us don't have enough to 
eat when we pay the tithe, and l 
reckoned that the treasure that's 
collected over the years shouldn't. be 
left there to go to waste. My family 
could use it t.o get. some food int.o us 
for a change! 

"That's where you come in, if 
you're interested. l reckon that. only 
a tenth of what.'s down there could 
feed five families for a year, and 
lhat.'s the port.ion l want from the 
deal-you keep nine·lent.hs of what.· 
ever's there and give the rest. to me 
for telling you how t.o get Lo the 
shr ine. Whal do you think?" 

PCs using a detect lie spell on Caden 
will detect no falsehood, as he has been 
Jed to believe that successful adventur· 
ers will, among other things, return 
some oft.he collected wealth to be used 
lo better the lives of the villagers. lf the 
PCs ask about any protections placed at 
the shrine, he Lelis them about the 
wooden fence, but he doesn't. know of 
any traps inside the shrine. If they ask 
who built the shrine, Caden says that 
he doesn't know. and of course he's 
telling the truth. 

1f asked t.o which god the shrine is 
dedicated, he appears uncertain (he 
wasn't. coached for this question), then 
names a lawful-neutral deity and adds. 
truthfully. "But I' m not quite sure ir it. 
still is." 1f good-aligned PCs kick up a 
fuss over the apparent. thievery in­
volved in the plan, Caden stresses the 
supposed immorality of collecting a 
tithe from poor people. only to " let it go 
lo waste by throwing it into a hole in 
the ground." Some PCs mighl be greedy 
enough to be swayed by such shaky 
arguments, but. even more "moral" PCs 
may wish to investigate this problem 
more closely for themselves. 

If the PCs accept. Caden 's terms Cor at 
least agree to travel to the \'illage), it 
should take about. two days for the PCs 
to reach Jenkel from wherever they are. 

A short Wandering Monsters table for 
travel t.o Jenkel is provided. 

Caden has no qualms about stayi ng 
with the adventurers t.o act as guide, if 
they insist on his doing so, but he would 
prefer to go on ahead because, as he 
puts it, "I've done my Job by telling you 
about Lhe money. l just wanL to get 
home now.' ' Again, he's telling the 
truth. 

Caden: AC 10; MV 12; zero-level 
human; hp 7; THACO 20; #AT l ; Dmg 
by weapon type; ML 8 ; AL CN; hand 
axe. These a re typical villager sLat1sucs 
that can be used for all resident.s of 
Jenkel unless otherwise noted. 

The Village of Jenkel 

Assuming the PCs (with or without. 
Caden) arrive, more or less intact, from 
their crossing of the wilderness, you 
may wish to display the Players' Map 
on page 23. Because of the detail on this 

Wandering Monsters (Roll ld4) 
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map, a Dungeon Master's map with 
numbered areas is also provided (see 
page 22). Information should be re­
vealed only as the PCs actively seek 
it out. 

The villagers' attitudes toward the 
PCs should be likely to arouse some 
suspicions. Some Jenkelians may prove 
over ly friendly by wishing tO touch 
items of clothing their guests have 
worn-or are wearing- with no explana· 
tions pro\lided as to their motives. In 
much the same way that believers wish 
to touch a religious relic, these villagers 
wish lo come inlo conLact with the new 
"acolytes" before they are tested by the 
oracle. Of course, they'll not tell the 
PCs that for fear of spoiling their 
chances in the test. 

Other villagers may shun the adven· 
turers to avoid defiling them in some 
way. Such villagers might include older 
people-especially those incapable of 
producing offspring- as well as any 

Encounter rolls may be made at. dawn, noon, and dusk. A positive result is indi· 
cated by a 1 on ld6; then roll ld4 to &elect the encounter. 

1: Horse: AC 7; MV 18; HD 2 +2; hp 10; THACO 19; #AT 3; Omg 1-611-611-3; ML 
6; AL N; MC. At a djst.ance, the party sees a medium horse, complete with saddle, 
bridle. and baggage, though without its rider. It. is very frightened and skittish, 
but. its loneliness makes it easy to approach, especially if the PCs have pack ani· 
male with them. The horse belonged to an adventurer named Gerwet, a victim of 
Sefnu since last. week. Sensing danger, the horse escaped and has been wandering 
aimlessly since. Apart from clothing, tack, and a week's iron rations, the animal 
bears no valuable items. Besides its value as a clue lo trouble ahead, the horse 
will fetch 200 gp if caught and given a good feeding and grooming. Caden hasn't 
seen it before, so he can truthfully deny any knowledge of its owner, what.ever his 
suspicions. 

2. Gritfons (2): AC 3; MV 12, fly 30; HD 7; hp 32, 22; THACO 13; #AT 3; Dmg 
1411-412-16; ML 12; AL N; MC. Tbeee two griffon& are a mated pafr just setting 
out to hunt. There's a 30% chance they are mere dots in the sky when encoun· 
tered, and a 70~ chance they are 10-100 yards from the party. In the latter case, 
they at.lack immediately. 

3: Criospbinx: AC O; MV 12 (Fl 24); HD 10; hp 52; THACO 11; #AT 3; Dmg 2-8/ 
2-813-18; ML 16; AL N; MC (sphinx). 'Thnohon the criosphinx migrates annually in 
search of treasure and victims. He has chosen to take a vacation in the area of 
J enkel this season. The monster descends on the party and demands a payment of 
1,000 gp per person to pass. lflhe PCs pay, 'Thnohon is true to his word and does 
not molest them on their journey, but he'll expect a similar toll if they come back 
this way and he's around. 1f the PCs refuse to pay, the monster attacks. If he kills 
a PC, he again demands the toll. If refused, he continues fighting until reduced to 
10 hp or fewer, at. which time he attempts to escape to safer parts. 

4: Pyrolisks (4): AC 6; MV 6 (Fl 18); HD 6+2; hp 25, 16, 21, 15; THACO 16; #AT 
1; Dmg 1-4; SA gaze (save vs. petrification or erupt in fatal gout of flame; save for 
2-13 hp damage); SO immune lo fire; ML 12; AL NE; MC (cockatrice). At night, 
these nasty creatures are likely to be attracted to the PCs' campfire. If the die roll 
indicates a daytime encounter, the pyrolisks attack the PCs as trespassers on 
lheir territory. The pyrolisks attack until either the interlopers nee or they lhem· 
selves are destroyed. 
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villagers with physical deformiLies or 
flaws. This peculiar behavior may be 
explained as a remnant of Jenkel's 
original primitive nature worship, BB 

part of the newer religious rites, or as 
purely superstitious nonsense. 

Naturally, Jenkelians will try t.o pre­
vent the PCs from becoming aware of 
their intended induction in the local 
religion. The PCs could resort to bribery 
in order t.o gain information, but as 
Broderick has not given his congrega· 
tion many facts about the oracle or the 
shrine, there's little lo learn directly. 
The cleric is not a mine of information 
hi !ll1le If. 

Some villagers have not been con­
verted lo the worship of the oracle, 
having their own suspicions about what 
happens l-0 the adventurers who enter 
the pyramid. These Jenkelians drop 
hints that the PCs should stay away 
from the shrine, but such is their terror 
of the oracle's unknown powers (see 
rumor 17) that not even the dissenters 
will speak plainly about. their fears. 

But. it would be unfair lo allow the 
PCs t.o descend int.o the pyramid with· 
out some inkling that this local religion 
migbl not be as harmless as it appears 
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t.o be. The following lis t offers items of 
information, or rumor, which the adven· 
turers may uncover 88 they move about 
the village. The DM can choose the 
rumors that. the PCs hear as t.hey move 
about in Jenkel , or he can use a roll of 
ldl2 t.o randomly determine what is 
heard. 

1. Broderick's official title is "Warden 
of the Spring of Jenkel." (True. This is 
the full title of the former Clockwardens 
of Juncert, passed on to lhe priests of 
Jenkel.) 

2. Formerly, the Ceremonies of Spring 
were held in the cleric's house. Now 
they're performed in the pyramid. 
(True. This may arouse the PCs' suspi­
cions in relation l-0 the length of time 
the Jenkelians have been using the 
shrine as a place of worship.) 

3. At one lime, Jenkel used lo be a 
great city, and all of its people were 
kings. <Untrue. lt. was the site of a city, 
but lhe people who formerly lived here 
were merely better off than the current. 
residents.) 

4. Broderick's fruit trees used t.o bear 
fine fruit. Now they are no longer cared 
for. (True. His duties al the shrine cause 

him t.o neglect the trees. The PCs may 
wonder what new duties have war· 
ranted the demise of the cleric's trees.) 

5. The pyramid is hundreds of years 
old. (True, but the implication that it 
has been just as it is for hundreds of 
years is false; the villagers don't know 
that the "pyramid" is truly centuries 
old, and they try to steer strangers 
away from the knowledge t.hat the pyra­
mid simply appeared last year.) 

6. When unbelievers fail t.o pay their 
proper respects to the shrine, the 
ground trembles in anger. (False. The 
area beneath Jenkel is st.ill unstable 
from the presence of the 500-year-old 
interplanar gates.) 

7. Spirits of fire carry away those who 
disobey the teachings of Broderick. 
(Kind of true. The mephits have had 
recourse to some nighttime bullying 
tactics against rabble rousers identified 
by Broderick. Though the mephits have 
scared some people by burning their 
crops-the mephits danced about in the 
gardens, laughing uproariously at. the 
expressions of fright on people who saw 
them-they've not actually "carried oil" ' 
anyone to date. Damage t.o the gardens 
has since been repaired. Broderick has 
seen the mephits and believes they are 
avenging spirits.) 

8. It. is important that Broderick pro­
vide the village with Lhe proper riles t.o 
follow, so the people can keep time with 
nature. (False. This is part of the de­
based clock lore from the days of Juncert.) 

9. Broderick conveys the wishes of the 
oracle lo the people each lime he con­
ducts a major ceremony. (True. Sefnu 
gives him instnictions that. he passes on 
to the villagers.) 

10. The cleric pretends he gets inspi· 
ration from medjtating in the pyramid, 
but he really invents aJI the laws and 
rules himself. (False.) 

11. A party of adventurers passing 
through the village a week back spoke 
of being attacked by trolls. (False. This 
is a cover story in case the escaped 
horse (see Wandering Monsters table) is 
discovered loose in the wilds. The party 
descended into the pyramid and never 
returned.) 

12. Each time someone new passes 
through Jenkel, the villagers hold a 
welcoming ceremony. This ceremony is 
different from the regular Ceremonies 
of Spring. CTrue. Instead of offering oils 
and a token amount. of grain, a fatted 
calf is sacrificed and cast. into Lhe shaft 
88 a signal t.o expect company.) 



Encount~r Areas ln J enkel 

1. Bridge a nd South Ga te. The viJ. 
lage is entered over a wooden bridge 
that spans a wide, shallow stream. At 
the far side of the bridge, a pair of 
wooden gates are set in an old, much· 
repaired palisade. 

During daylight hours, the gates are 
kept open; travelers and villagers alike 
come and go as they please. At dusk, 
the gates are closed against the possibil· 
ity of monsters or bandits. PCs arriving 
aft.er t.he gates have been closed must 
attract the attention of the gatekeeper 
(area 2) in order to enter the village. 

2. Gatekeeper's Residence. The 
gatekeeper, Maltron (hp 5; AL LN; see 
Caden's statistics), lives in this cottage. 
He is responsible for the much-used 
south gate and is pajd an allowance of 
16 sp per week. (The north gate is kept. 
closed much of the time, alt.hough 
shouting for someone to come and open 
it. usually gets some response-even if 
this is only lo rurect the traveler around 
the village to the south gate). 

Because of his wage, Ma.Itron can 
afford small luxuries. He purchases 
foodstuffs from the local store (area 6), 
so the patch of vegetables around his 
cottage is smaller than those of the 
more self-reliant villagers. 

This cottage also lacks the wooden 
sidewalk that fronts most of the build· 
ings in Jenkel. Maltron's cottage is 
buHt on stony ground, and liltle mud 
collects around it. 

Maltron bas little interest in any of 
t.he goings-on concerning the pyramid. 

3. Villagers' Cottages. Each of these 
cottages is the residence of a family of 
villagers (choose one for Caden t.o live 
in). From 3-8 people share the two 
rooms that make up each cot.tage. A 
wooden sidewalk along the front of the 
building goes some way toward keeping 
mud from indoors. A typical cottage 
floor plan is shown on page 24 . Each 
house a lso has an out.house at. the far 
end of the vegetable garden. 

Tu supplement an infrequent. diet. of 
meat, each family grows food in the tiny 
plot at the rear of their cottage. These 
vegetable and fruit. gardens provide the 
bulk of foodstuffs for each family. Al· 
though the villagers keep livestock, the 
rough ground does not yield up a crop 
easily, so grass is in short supply­
especially on the rocky ground north 
of Jenkel. 
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An allotment system, whereby four or 
five families are given a 12-mont.h free· 
hold on a plot of land to the east of the 
village center (see area 5), attempts to 
alleviate the hardship of subsistence 
farming, but life remains a struggle in 
this tiny outpost of humankind. 

4. Village Common. Thls field is 
enclosed on the north and west by 
hedges, and on the south and east by the 
village palisade. It serves as common 
grazing land for those villagers who own 
cattle. This area is used mostly in 
winter, as the cows are allowed to roam 
freely outside the perimeter of the vii· 
lager at other times of the year. How­
ever, only rough grasses grow in the 
wilderness, so the cattle are seldom more 
than poor specimens of their kind. 

Some few cows raised for dairying are 
kept. within the confines of the village 
at all times of the year, due to their 
value and the need to milk them regu· 
larly. Sheep roam the wilderness at 
most times of the year, but these are ten. 
much to their own devices apart from 
such times as lambing, shearing, and 
s laughtering (wbkh are considered 
village events). 

None of the livestock found in or 
around Jenkel is worth more than 50% 
of the value found in the Player's Hand· 
book, due to inadequate food and lack of 
care. The OM should inflate the price, 
though, if the PCs wish to purchase any 
animals for whatever reason. 

5. T he Allotments. This is the space 
of land allotted to four or five families 
each year on which to grow crops. Vege· 
t.ables are tilled in neat rows to supple­
ment each family's own small garden. 
Necessity dictates that each allotment 
is as well tended as circumstances al­
low, despite any temptation to slacken 
ofT work near the end of the year when 
the allotment is due to be handed over 
to someone else. 

The crops grown here are as spindly 
and pest ridden as those in any other 
part of the village-they're just grown 
on a slightly larger scale. 

6. Merchant Square. What few shops 
there are in Jenkel cluster here near 
the cent.er of the village. Few goods are 
bought if they can be made or grown, so 
the shopkeepers are as impoverished as 
the rest. of the villagers. 
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Each proprietor lives with his wife and 
family at the back of his shop. At the 
OM's option, these three shops might 
also have basement areas for storage. 

6A. Smithy. This forge is owned and 
operated by a man named Refon (hp 7; 
AL LN). He makes most of the tools and 
repairs metal objects used in the village. 

68. Victualle r 's Sho p . This building, 
which also serves as a simple tavern 
and inn, is owned by a man named 
Feont (hp 5; AL CN). Apart from salted 
meats and other foodstuffs, it stocks 
agricultural supplies, seed grain, reme· 
dies for both livestock and humans, and 
tools (made by Refon Smith, area GA). 

6C. Supply Shop. This building sells 
many kinds of misceUaneous equipment 
at 400% of book values. Its owner, Ne­
vant (hp 5; AL N), is sure that passing 
adventurers are likely to have plenty of 
money, and the isolation of the village 
means they can hardly take their busi· 
ness elsewhere. The OM must use com· 
mon sense in deciding what can be 
bought here (no canoes, magical items, 
or "fancy" things, for example). 
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7. Paddoc k. A long, low stable is the 
only building in this paddock. Draught 
horses and an occasional pony are kept 
here. A stone water trough stands in 
the northeast corner and is used to 
water the horses in lhe event of a spring 
or winter floodfog of the river. At these 
times, the river becomes muddied and 
sometimes causes stomach ailments in 
the horses, so rainwater is collected and 
doled out in lhe trough. 

8. Priest's House. This is the house 
traditionally set aside for Jenkel 's 
priest. Broderick is the current custo­
dian of the villagers' traditions, so he is 
counted as the leading person in the 
village. 

Broderick: AC 9; MV 12; C4; hp 29; 
THACO 18; /AT l ; Omg by spell or 
weapon type; S 17, 0 15, C 17, I 12, W 
9, Ch 18; ML 11; AL LN (changing to 
CE): club; spells (20% chance of spell 
failure): cure light wounds, command, 
curse, hold person, speak with animals. 

Broderick's poor wisdom makes his 
spell-casting sometimes go awry, but his 
charismatic appeal and physical appear· 
ance have maintained him in the vii· 
lagers' esteem. He leads the Jenkelians 
in the Ceremonies of Spr ing and coveys 
to them the wishes of their "oracle." 

The priest's glimpse of the mysterious 
machinery below the pyramid holds out. 
hope for more revelations in the future, 
so he carries out the wishes of Sefnu 
(whom he believes to be a true oracle) in 
the hope of gaining personal power and 
prosperity for the village. He has never 
actually seen the abhir, though it is by 
no means certain that seeing the mon· 
ster would turn him against her current. 
plans. 

Broder ick, once a priest of a local 
lawful.neutral god, now prays to the 
deity to whom Sefnu owes allegiance 
and for whom she is collecting souls on 
the Prime Material plane. Because of 
this, he gains spells in the normal way 
without apparent penalty. The OM may 
choose some chaot.ic·evil dei ty or outer· 
planar lord to be the source of Bro· 
derick's continued clerichood, but the 
priest has been tricked into using some 
lesser (and not widely known) name 
when praying to this deity and so is 
unaware of the exact nature of this new 
god. Broderick, who is basically selfish 
and immature, wants glory and 
importance-and he wants it now. He 
shows a certain lack of concern over the 
fate of adventurers who enter the 

shrine, thinking only that he has finally 
become someone worthy of renown. 

Broderick used to keep fruit lrees at 
the rear of his house. These provided 
good quality fru it , which he distributed 
to the villagers a~ festival times as a 
special treat. Now, as his attention has 
been diverted by the pyramid, these 
trees have grown wild and no longer 
produce a good crop. The cleric obtains 
his food through a special tithe to which 
all the villagers contribute. He doesn't 
grow any food of his own, following a 
long tradition for priests in Jenkel. 

In welcoming the PCs lo the village, 
Broderick is formal and polite. The PCs 
might notice that he fails to enquire 
about to their business or their proposed 
length of stay in Jenkel. This, of course, 
is because he doesn 't expect. them to be 
leaving. He believes they will either be 
slain if they fail the test, or they will 
stay on for training if they pass it. 

9. T he Pyra mid. Jenkel's pyramidal 
shrine is surrounded by a recently 
erected fence of 5'·lall sharpened 
wooden stakes, put up to protect the 
shrine (or so Broderick said). Entrance 
may be gained through a locked gate to 
the north: only Broderick has a key, but 
the lock may be picked by a thief with 
normal chance of success. At times of 
ceremonies, shuttered windows in lhe 
fence are opened to allow spectators to 
view the enclosure. The upper 10' of the 
pyramid is visible over the 5'.high 
fence, showing clearly that the pyra· 
mid's apex points west at an incline of 
about. 18° from the perpendicular. 

Welcome t o J eoke l 

The ceremony welcoming the PC11 to 
Jenkel takes place on the first evening 
of the party's stay in the village. Bro­
derick leads the villagers in the rites. 
which are summarized at rumor 12 on 
page 22. Sefnu likes to impoverish the 
villagers even further by requiring this 
ceremony for all newcomers. IL also 
allows adventurers a chance to suspect 
something is amiss-cautious adventur· 
ers provide better sport for the abhir. Tu 
describe the ceremony to the PCs (who 
may attend or not without pressure or 
hindrance from the villagers), the OM 
may read the following boxed descrip· 
lion. The PCs may either be openly 
present or hiding and spying on the 
ceremony. 



As the villagers gather for the cere­
mony at the pyramid, you see that it 
is only the cleric, Broderick, who is 
permitted to actually go inside the 
structure itself. In fact, the two at­
tendants holding a young calf by the 
neck look quite nervous about being 
inside the enclosure at al l. 

Special shuttered windows in the 
fence are opened to allow spectators 
to view the proceedings from outside 
the enclosure. Most of the village is 
watching when Broderick walks to 
the center of t he arena and clears his 
throat lo speak. 

"People of Jenkel! We are blessed 
lo have visitors in our humble vil­
lage. Let their strength be ours in 
the t ime that they stay here! Let. us 
keep faith with those who have been 
here before us, and who kept in time 
with nature. Let our hands be true, 
that the aspects of our faces remain 
forever clear. And let us pass on to 
that world where the tolling of bells 
will accompany us in our work and 
a t our rest. 

" ln keeping faith with our fathers, 
whose knowledge was of keys to 
things forgotten, we offer this sacri­
fice to our shrine, that our guests 
may pass safely on their way.'' 

The cleric then produces a knife, 
which an attendant uses to slit the 
throat of the struggling calf. The cere­
mony ends with the cler ic dragging the 
sacrifice into the shrine on hls own, 
where be remains for several minutes 
before reappearing. lf any PCs are 
known lo be present, the villagers ap­
proach them lo shake hands and say 
goodnight. as they leave. If Caden is still 
with the PCs at t his point, he tells them 
that now it's up to them to deliver on 
t he exploration of the shrine. He clears 
off with no other word. 

The Shrine 

The PCs may wish lo do their treasure 
hunting after Broderick locks the front. 
gate and retires for the night. The follow­
ing numbered descriptions refer to areas 
on the Pyramid and Buried 1bwer map. 

9. Roof Structure (''The Pyramid"). 
Entrance lhrough the hide coverings is 
gained by a flap, marked X on the map. 
When the PCs enter the pyramid, read or 
paraphrase the following to the players: 

THE PYRAMID OF JENKEL 

PYRAMID AND BURIED TOWER 
l square•5' 

Areo 9 

Are a 12 

N 

Area 10 * 
Area II 

Passing through the flap of leather 
covering lhe entrance, you discover a 
wooden floor that slopes sharply 
downward to the west. It would seem 
that the pyramid was not intention· 
ally built at such a radical angle, as 
the slope of the fl oor suggests that 
the structure once stood upright. 

Looking at the roof from inside the 
shrine, you see that. it. is almost 10' 
below ground level at its western 
end. Obviously there has been some 
major subs idence here. 

Ide View orTbwer 

The floor is littered with scraps of 
old seed and pieces of straw, as well 
as fresh blood. Odd bits of twigs stick 
out from the timbers of the roof 
structure. Apart from these features, 
the inside of the pyramid seems 
unadorned. There is neither statuary 
nor furniture of any kind. 

The PCs should remember that Bro­
derick pulled the bleeding body of the 
sacrificial calf in here after the cere­
mony. However, the calf is nowhere lo 
be seen. 
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The odd bits of twigs st ick ing out of 
the rafters are actually petrified birds' 
nests, well over 500 years old. The nests 
were made by ordinary birds when the 
original tower was on the surface. The 
timbers are petrified, too, from the 
building's long stay underground. They 
refuse to burn, though the outer akin of 
hides may IJD'loulder with some encour· 
agement. 

A search reveals a trapdoor in the 
floor. It drops without st.airs or ladder to 
an area 10' below. The PCs may use any 
sensible means to drop the 10' to this 
lower room; otherwise, damage from a 
fall is 1-6 hp. 

10. Upper Cloc kworks. 

This square room has a sloped floor 
similar to the one above, and it. is 10' 
below the pyramid. Large spiked 
metal wheels of various sizes pro­
trude from each of the four walls. 
They are aet on axles connected to a 
10' cube of met.al in Lhe center of 
the floor. 

Agajnst the west. wall, where the 
floor is lowest, there is a line of rub-
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ble and rubbish. The north, south, 
and east walls each have one low, 
semicircular window. The cast win· 
dow is smashed. All is still and quiet. 

The spiked wheels are the various 
wheels and cogs that once kept the 
machinery of the clocks going in this 
tower. The semicircular windows are 
the t-0p halves of the clock faces. The 
vertical drop through the east window 
is about. 60'. PCs may just be able to 
make out the cavern in whlch the tower 
rests if they have infrovision extending 
to this limit. or have B-Ome means of 
shining a light to this range. 

The 10' cube is a box containing the 
clock's mainspr ing and winding mechn· 
nism, and t.he ropes by which the clock 
was rewound seven times a year in the 
original "Ceremonies of Spnng:• If 
anyone takes the lid olT this container 
<after first. oiling and removing several 
dozen large bolts), there is a 75% chance 
the inner works have been protected 
enough lo still be supple. If so, each 
person in the room takes 4d6 hp dam· 
age from the explosion of Lhe uncoiling 
mainspring released from il.8 holder 

(save vs. breath "eapon for half dam· 
age: the PC manages to duck, or the 
spring uncoils with less force in the 
direction of the PCl. The noise from the 
uncoiling spring has a 95~ chance of 
alerting the et.tins at area 12. 

Lying atop the pile of rubble tS a lad· 
der made from hollow iron tubes hastily 
welded together. A PC who rolls his 
Intelligence or less on ld20 may decide 
Lhe ladder is here to get up to the shrine 
above, BB Broderick wouldn't throw the 
ladder into Lhe room from above if he 
wanted to make use of it again himself 
Some of the rungs are shiny, so the 
ladder seems recently used and not a 
relic from the past (the ettins in area 12 
have used it, and Sefnu , 1n polymorph.ea 
form, hns been out scouti ng the village). 

11. Lower Clockworks and haft. 

'IWenty feet below lhe trapdoor is 
another floor. More of the metal 
wheels and the central cube protrude 
through the ceiling into this space. 
In the center of the floor is a 1 O' • 
diameter hole that leads down int.o 
darkness. 

'IWo old ropes hang from lhe center 
of the ceiling, where they enter and 
are alt.ached within the met.al cube. 
These ropes exlend downward 
through the hole 10 the floor. A long 
ladder lies on the sloping floor near 
the pile of rubble agrunsl the west 
wall 

It seems this ladder, too, is well used 
and has been lef\. here to allow someone 
to climb up to the floor above with a 
minimum of fuss. 

The PCs may be able to reach out over 
the 10' -diameter hole and grab one of 
the suspended ropes that allowed lhe 
Clockwardens to wind the great. clock 
from the ground floor of the builwng. If 
a PC makes a percentile roll of01 ·34. 
the rope he reaches for is strong and 
handy, and with one successful dexter· 
ity check he may safely climb down. But 
if the percentile roll is 35·00, the rope is 
brittle with age and useless for loads 
heavier than five pounds. In either case. 
if the PC falls, he takes 3·18 hp damage. 
Anyone falling to the fl oor below has a 
95% chance of alerting the ettins at 
area 12. Like all other monsters in this 
dungeon, these creatures were rounded 
up by the abhir t-0 be her slaves. 

The wheels and Lhe central cube are 
the lower parts of the clockworks. The 



four faces of the clocks are also partially 
visible, hjgh up on each wall. The west 
and east faces are smashed. Bloodstains 
near the central shaft. show where the 
sacrifice was tos..~d by the obhir's ser­
vants. The rubble near the west wall, 
though less substantial than that in the 
room above, shows signs of exploration 
by previous adventurers. A ripped back· 
pack (caught in the trapdoor by its 
owner), some torches, and a stashed 
waterskin (its contents now evaporated) 
are all there are l-0 be found. Large. 
humanoid footprints in the dust.. suggest.. 
something big has been in the room of 
late. A quiet. examination and a glance 
into area 12, below, might reveal some 
likely candidates. 

12. Clockwarden 's Quarte rs. tr the 
eltins are awakened by noise from 
above, they hide in the crates. Adjust 
the boxed description accordingly. 

This room is empty of furnishings 
except for a couple of crates that. hove 
been piled together in much the same 
way as children might create some 
structure with odd bits of wood. Loud 
snores come from the nearest of the 
two structures, and what looks like a 
large purple leg can be seen sticking 
out. of a crate near I.he west wall. 

The cent.er of the floor is broken by 
a 10'-diamet.er shaft that falls away 
into a darkness disturbed by flickers 
of reddish light. 

Sefou considered it amusing to house 
Jim-Jem and Mick-Rick, two ettins, in 
these comfortable surroundings so that 
they could soften up adventurers before 
they meet the abhir. The eltins' low 
intelligence has made them afrwd of 
Sefnu despite their gTeat.er physical 
might. They brought the head of the 
slaughtered calf to the abhir in return 
for keeping the carcass as food . 

Jim..Jem and Mick-Rick (ettins): AC 
3; MV 12; HO 10; hp 70, 64; THACO 11; 
IAT 2; Dmg 2-1613·18 with clubs Cl -10/ 
2-12 with fists); SD surprised only on a 
l ; ML 14; AL CE; MC. 

The ell.ins have a quantity of treasure 
from the booty found in the ruins. This 
tTeasure is useful as bait to whet explor­
ers' appetites for further progTess. It 
amounts to four silver bowls (worth 400 
gp each). 180 gp, and 506 sp. 

Another long ladder lies on the floor. 
At the central shaft, another ladder 
leads down to area 13. 

13. Ground Floor. 

The ladder drops into a room much 
like the one above but filled with 
debris. There are noticeable cracks in 
all four walls. tn the southeast cor· 
ner is a large pile of rock and dirt 
through which a tunnel leading 
downward has been cleared. Through 
the opening to this tunnel, a red 
light flickers fitfully. 

Debris falling from above came to rest. 
in this lowest level. There is still a 
closed door in the east wall, which is 
completely blocked wilh rubble. Access 
to area 14 is gained through the floor of 
this room instead of by the door. Be­
cause the tower is tilted, the blocked 
door is 16' above the level of the cave 
floor. 

Refer to the map of Sefnu's Lair for the 
follcwing descripti-0ns. Not.e the change 
of scale on this map. 

14. Large Grotto. 

The tower leans against the west.em· 
most wall of a large gTotto. On the 
far side, to the east, rests a pile of 
rubble that may have once been a 
building. In the center of the cave, 
the floor is lined with regular blocks 
of smooth stone and edged with a 
higher curbing that is mostly intact. 

'lb the south, a red flare illumi· 
nat.es a wide area. Noxious fumes 
and smoke belch from a fissure in the 
rock that swirls with a strange, hyp­
notic pattern of lights and gasses. 
Two openings in the east wall sug­
gest tunnels learung farther under­
gTOund. 

The PCs are standing in a section of 
the once-famous city of Juncert. The 
smooth st-0nework they stand on is 
weathered, shoe-worn cobblestones. The 
curbing marked the sidewalks-a fea­
ture the villagers stm use today in 
Jenkel. 

Searching around the pile of debris 
that was once a residential house re· 
veals nothing without magical aid to lift 
the great blocks of masonry. Three 
crushed skeletons and it~ms of house­
hold goods are all that. remain. 

15. E ntrance Lo the Plane of Fire. 
'lb the south, the hypnotic pattern is 
caused by the portal to the plane of 
Fire. Anyone coming within 30' of this 
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gate must make a save vs. wands or be 
irresist.ibly drawn toward the entrance 
to the plane. Without magical protec· 
lion of sufficient. potency, the PC is 
doomed. However, with proper magicks, 
the PC may find himself in the midst of 
what seems to be a never-ending lake of 
lava. AB the focus of the gate shifts 
about lhe plane of Fire every three 
hours, PCs adventuring there have a 
real chance of being stranded. The OM 
may wish to detajl a separate adventure 
on the plane of Fire if the PCs possess a 
means of surviving in the intense heat. 

16. Portal to the P lane of Tarteru.s. 
This portal spews out 5' -wide clouds of 
darkness every few minutes, but these 
dissipate around the gTotto in 1-4 
rounds. 

Any being coming within 30' of the 
gate is 50% likely to be affected as if by 
a fear spell (no saving throw). He has a 
further 50% chance to want to walk 
through the portal if unaffected by such 
fear, unless restrained (save vs. wands 
to avoid this latter compulsion). 

As in the case of area 15, a separate 
adventure may be conducted on the 
plane of Darkness, with an equal 
chance of the adventurers becoming 
stranded there. 

17. Worked Tunnel. PCs passing 
through this tunnel have a 5% chance 
to notice that it has recenUy been 
worked. Sefnu bad the lava mephits dig 
along the line of curbing at the south 
wall to see where it led. The dissolving 
touch of the mephits was used to 
advantage-though with a certain 
amount of gTumbling- when digging 
this tunnel. Dwarven characters have 
their normal racial chances to detect 
the new excavation at thls point. 

18. Ancient Diggings. 

Some ancient implements of the type 
most commonly found in well· 
cultivated gardens lie around in this 
cavern. Bones and skulls indicate a 
large number of humans-perhaps a 
dozen or more-died or were placed 
here. All the bones are yellow with 
age. A tangle of ancient timbers sits 
against the north wall where the 
floor slopes upward. 

The household implements of the few 
inhabitants of Juncert who survived the 
initial collapse of these buildings into 
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SEFNU'S LAIR 
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the cavern were used in a vain attempl 
to dig l.O freedom. Unfortunately. they 
rapidly ran out of the stored waler 
needed for lhem to survive. lf Lhey had 
managed to contmue digging for an­
other 20' vertically, they could have 
made it oul onto lhe surface world 
again. 

The evil inOuence of the nearby gate 
to Thrterus, coupled with lhe bitter 
deaths of the survivors, has transformed 
lhem into shadows. Sefnu used a special 
ring l.O inscribe two glyphs thal confine 
the shadows to this cave. This docs not. 
st.op lhem from attacking anyone wan· 
der ing into the area, but they cannot 
follow their victims elsewhere. 

The locations of lhe glyphs are shown 
as G symbols on the map. The glyphs 
may be seen by a cler ic using a detect 
traps spell, a nd they can be erased us­
ing a dispel magic spell , but lhis will let 
any remaining shadows roam free . 

Shadows (12): AC 7: MV 12: HO 
3+3;hp24,20, 19, 18(X2), 17, 16, 15, 
14 ( x 2), 9 < x 2); THACO 17: IAT l ; Dmg 
2-5; SA strength drain: SO + l or better 
weapon lo hit, immune to sleep, charm, 
hold, and cold-based spells: ML special: 
AL CE; MC. 
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19. Lair of the Mephits. 'J'his cave 
may also be entered via the north cave 
(area 18) if the boulder between them is 
removed. 

The cave is lil by a gar ish, shifting 
light that comes from a fissure in the 
floor. About 10 ' wide. the gash cuts 
the cave into two uneven portions. 

Most of the lighl is reflected on the 
ceiling from the molten lava below. The 
20'.drop ends 1n the pool that is the 
quarters for Sefnu 's three mephil ser­
vants: Fax, Sto, and Fer. The trio is 
under st.anding orders not to attack 
il'\iured parties wandering into this 
area, so that Sefnu may have the plea­
sure of dealing with them personally. 
Unfortunately, the three are not im­
pressed by Sefnu 's orders if Sefnu her· 
self is not present to enforce them. 

If the adventurers arrive here in a 
damaged or irtjured state. the mephits 
are 45'* likely to press an attack. If 
Sefnu kicks up a fuss later, they claim 
that the PCs attacked them firsl , and 
they were forced to defend themselves. 
Tf a melee is going against them, the 
mephits try l.O fly out of Lhe cave to lhe 

relative safety of Sefnu 's lair (area 24). 
Alternatively, they shape change back 
into their pool or slip out. under the 
boulder at area 18, braving the undead 
there to keep their hides intact. Option­
ally, they may gale in other mephits, 
but only if at least one mephit is slain. 

These creatures a re good examples of 
their kind and share similar tempera­
ments. Fax likes gaudy fireproof neck­
ties of at least 7" Y.ridth; Sto wears an 
asbestos fedora; Fer is a bermuda shorts 
man. 

Fax, Sto, and Fer {lava mephits): AC 
6; MV 12, Fly 24; HO 3; hp 24, 23, 22; 
THACO 17; IAT 2; Dmg l hp per attack 
plus 1-8 hp heat damage; SA breath 
weapon for 1 ·6 hp (no save), dissolving 
touch: SD regeneration, gale in other 
mephits, shape change to pool of lava; 
ML 10; AL CE; FF/64 . 

20. Ancient Building. If lhe mephits 
are in retreat from area 19 and come 
through here, they attempt to block the 
passageway with a large boulder to 
delay pursuit. Mephits are quite strong, 
but il takes two of these creatures to 
roll such a large rock (the trolls who lair 
here may help, at the DM's option). 



This seems to be an ancient building, 
possibly some type of artisan's dwell­
ing. The roof, though sagging, is still 
largely int.act. Shutters serve as a 
front door to the single-story dwelling. 
There are no windows visible, though 
fallen beams and plaster may have 
hidden them beneath rubble. What 
furniture remains is overt.urned, and 
some of the smaller pieces are 
smashed. Large areas of the floor are 
spread with roughly cut sheepskins. 

Sefnu has given this house to a band 
of mercenary trolls. They are supposed 
to wait for adventurers Lo come into the 
street out.side, then move to cut them off 
from escape through area 17. Sefnu 
knows the PCs may come in the back 
way Ct.hrough the tunnel to the north of 
the house) instead of the planned route, 
but she is quite pleased to allow noise of 
the lrolla' combat to raise the alarm so 
she can prepare her defenses. The abhir 
has no qualms about. sacrificing the 
trolls lo weaken the party. 

She has allowed lhe lrolls the luxury of 
stealing livestock from the surrounding 
lands as long as this is done quietly. The 
skins on lhe floor are from sheep taken 
from the area around Jenkel and 
brought in through t.he tunnel at area 23. 

Trolls (4): AC 4: MV 12; HD 6 +6: hp 
36. 31, 30, 24 ; THACO 15: IAT 3; Dmg 
5-815-812-12; SA at.tack three different. 
opponents at once, severed limbs attack; 
SD regeneration; ML 14: AL CE; MC. 

21. Locked Store. 

What might have been a shop or 
store stands here. although its rear 
portion has been e ngulfed by rock 
falling from the side of the cave. The 
building'a roof is still sound. though 
the shop front is dilapidated and 
boarded up. The door is firm ly closed 
by a single, freshly oiled bolt. 

A bell hanging inside the door oft.he 
shop rings loudly as the PCs push the 
bolt back and shove on the door, unless 
magical silence is used. The ringing of 
the bell alerts the trolls at a rea 20 if lhe 
PCs have not already disposed of them. 
It also alerts Sefnu (area 24> if they've 
nol yet encountered her. 

Inside, the furnishings have been 
removed and the timbers used for scaf· 
folding in the diggings at area 18. The 
abhir has turned the shop into a storage 

area for some of the items dedicated to 
the "oracle" by Broderick. Barrels of 
grain and vegetables lie with carcasses 
of wild a nimals and livestock in various 
slat.es of decay. In the space just behind 
the boarded-up window (exactly where 
an enterprising PC will step should he 
decide to crawl in through the window 
instead of using the door). a sheep car· 
cass is infested with rot grubs. If dis· 
lurbed, the gTUbs do their best. to grab 
onto the nearest. living being. 

Rot gru bs (15): AC 9: MV l; HD 1 hp 
each; THACO nil; IAT 0; Dmg nil ; SA 
burrow int.o living flesh to kill host in 
1·3 turns; ML 5: AL N; MC. 

Aside from the rotting offerings, 
everything else in this room is a ncient. 
hailing from the days of vanished Jun. 
cert.. The animal sacr ifices have had 
their throat.a cut in the same manner as 
the calf at the "welcoming ceremonies." 
One or two are headless. 

22. Crawl Space. The roof here has 
collapsed almost entirely, but PCs may 
enter the crawl space inside quite eas­
ily. This area is uninteresting unless 
t.he PCs wish to hide in relative safety 
for a ny reason. 
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23. Exit Tunnel. A tunnel hidden 
behind these boulders wends its way 
eastward and up lo the surface. exiting 
some way from the village. Sefnu and 
her servants use t.hia exit when they go 
out scouting or raiding. 

The tunnel ends in a short ravine 
about a half-mile from the village pal i­
sade It may be located with a 25'l 
chance of success per half day searching 
an the area. If the OM feels disco"ery of 
the t.unnel op<ming will dest.roy the 
atmosphere of the adventure, no 
amount of searching will uncover it; the 
PCs muat first explore the dungeon. 
finding the exit from inside. 

24. Colo nnade and Library 
Building. 

This is the largest building 1n the 
cavern. Its roof has been crushed flat 
by the weight of the ca"e ceiling. but 
pillars of marble still support a colon· 
nade running along the front of the 
st ructure. In the cent.er of the win­
dowless north wall is a pair of bronze 
double doors. 'lb the east and west 
are two single bronze doors. each 
closed tightly. 
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l t.s architect.s designed the library 
with skylights but no windows, allow­
ing more space for shelving inBide. 
These skylights are now gone, and t.he 
library is the lair ofSefnu. The abhir 
has added spyholes lo the frequent 
ventilation holes in tho outer walls of 
the buildings, so she should have a good 
view of the approach of t he PCs under 
normal circumstances. There is no set 
place for the abhir t.o be, as she tel~porls 
about the var ious rooms every few min· 
ules, keeping I.abs on the adventurers. 

The OM who wishes t.o randomize 
Sefnu's movements when the PCs arrive 
can use the following table and percen­
tile dice: 

l dlOO Sefnu is in: 
01· 19 Minor study (24A) 
20-39 Second study C24C) 
40-59 Main chamber (248) 
60-79 Kamadans' lair (240) 
80-00 Evil shr ine (24E) 

The abhir wunt.s t he PCs captured so 
that. they may be sacrificed t.o her lord 
in the shrine at area 24E. lfher traps 
and monBters fail t.o achieve this end, 
she will intervene personaUy, using her 
teleport<Ui-0n power t.o remove herself to 
a place of safety if badly injured. 

Sefn u's Plans 

Sefnu is on Lhis plane to collect souls for 
her lord <Broder ick 's new deity) through 
sacr ifices of strong war riors-in game 
terms, high-level characters. If she can 
pervert the workings of law and good· 
ness in the process, so much the better. 
She has combined both tasks by duping 
the villagers int.o changing t heir Cere· 
monies of Spr ing. The abhir under· 
stands humans and their psychology 
from examining captives in Turterus. 

Sefnu delights in her task of spread· 
ing evil almost as much as she does in 
physical combat, but her high intelli· 
gence means she has contingency plans 
in case any group of PCs proves loo 
strong for her. If this occurs, she tele­
ports l-0 the at.tic of the clock t-Ower (a rea 
9) and po/ymorphs int.o a human female 
warrior. t.o personally command Bro­
derick in br inging the villagers t.o war 
readiness. As the cleric knows her voice, 
he'l l obey. thinking the "oracle" has 
revealed herself at last. Because she has 
purposely not shown herself to Bro· 
der ick, even in polymorphed form, the 
impact of revealing herselft-0 him in an 
emergency will be more powerful, and 
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he will not. delay in carrying out her 
wishes. The PCs may find themselves at 
odds with the whole village-possibly 
besieged in a cottage or shed-and the 
OM must handle things from there. 

Sefnu will have caused lhe deaths of 
at least those 12 adventurers she has 
already slain, and many villagers might 
die if ordered l-0 at.t.ack the PCs. ln these 
conditions, even her involunt.ary trans· 
ferral l-0 Thrterus will nol be seen as a 
defeat. 

Of course, Sefnu is not. going l-0 allow 
herself t.o be banished while she Slill 
has a chance t.o defeat the PCs. In abhir 
form, she at.tempts t.o charm party mem· 
hers to gain their confidence, using her 
other powers againBl troublemakers as 
necessary. In combat she wields six long 
tfwords +I (using only one of these if in 
human form). lf badly pressed, she is 
likely l-0 gau in another abhir, blaming 
its presence on the PCs if above ground, 
or using it as an ally if below. 

Sefou: hp 56; s ix long swords + I ; 
ring of undead confinement that allows 
t he wearer to write special glyphs to 
confine undead t.o a particular area (see 
area 18). For Sefnu's complete statistics, 
see the sidebar on page 19. 

24A. Minor Study. 

The brass door opens onl-0 a scene of 
dust and decay. Broken shelves and 
t-Orn books lilt.er the floor. The shelves 
standing near the north wall are 
laden with scrolls and parchments. 1b 
the south, a headless skeleton lies on 
its back, clad in plate mail and still 
clutching the hilt of a broad sword. 
There are numerous scuff marks and 
stains in the dust all around. 

A trip wire st rung between two 
shelves releases a weighted net at· 
t.ached LO the ceiling (which lies in dark· 
ness). PCs caught in the 10'-square net 
may try Lo cul themselves free if they 
have cutting weapons in hand. Other· 
wise, they are at. the mercy of 15 ogril· 
lon11 who rush in from area 24 E. 

The books on the shelves are non· 
magical but. historically valuable. They 
t~ll the story of the city of Jenkel and 
include a handwritten account of its 
downfall (penned by one of the survivors 
before she per ished). There are from 10· 
100 useful books here, ranging in value 
from 100·1,000 gp each. 

The skeleton is that of an adventurer 
who resisted capture too strongly. There 

1s nothing of value on hi11 person. 
lf they are unable t.o subdue the party, 

the ogrillons have been ordered t.o re· 
treat LO area 24E. lft.hey capture any· 
one, they bring him to that area. 

248. Main Chamber. 

This looks like 1t was once a fine 
library. although only a few shelves 
of the freest.anding type are lefl.. 
Books and papers are strewn every· 
where, as if the shelves were over· 
turned and removed without due 
care for their contents. 

Spell-casters may be pleased that 
searchers over looked a scroll with the 
spells polynwrph other and incMdiary 
cloud, which may be located a.f\.er 7- 12 
turns of searching. However, the mass 
of paper under which these are hidden 
is home t-0 a number of bookworms. 

Bookworms (10): AC 2: MV 12, bur· 
row 3: HD 1/•; hp 2 each; THACO 20; 
IAT nil; Dmg nil; SA eat. books; SD 
camouflage; ML special; AL N; MC. 

The shelves here are also trapped 
with a trip wire and net, with ogrillons 
from area 24 E attacking (if there are 
any left) as at area 24A. 

24C. Second Study. Apart from the 
lack of a s keleton, the description of this 
room IS similar to area 24A. However, 
the t rip wire here is also connected t.o a 
pressure pad, so that if it is set ofT(and 
the net falls), or if weight is put on any 
area in the 10' south of the wire. Lhe 
door Lo area 240 opens. 

The books here are as valuable as 
those found at area 24A. 

240. Kamadans' Lair. These beasts 
serve Sefnu and have been trained t.o 
use their breath weapons on intruders 
in the first round of combat (unless 
surprised). 

Kamadans (2): AC 4; MV 18; HD 
4 +2; hp 34, 24; THACO 17: IAT 3+5; 
Omg 1-3/1-3/1-6 plus 1-4 ( x 5); SA 
breath weapon (cone of sleep 30' long, 
with base diameter 10'); l\fL 13; AL CE; 
FF/55. 

Hidden in the bones and rubbish of 
the kamadans' lair is a baltl.e axe + 2. 

24E. The Evil Shrine. This is the 
room Sefnu has made her own. The 
ogrillons mentioned at. 24A congregate 
here. 

Ogrillon guards (15): AC 6; MV 12; 



HD 2; hp 15, 14, 12, 1Hx2), 10. 9 C x 2), 
8, 6 C x 3), 5 ( x 2), 4; THACO 19; /AT 2; 
Dmg 2-7/2-7; ML 11: AL CE; FFno. 

This room smells foul. Incense burn­
ers reek of noxfous weeds and pro· 
duce thick, oily smoke. Piled about 
the room are containers of precious 
and semiprecious st.ones, gold and 
silver coins, copper bowls, candle· 
sticks, jewelry, and fine weapons. 

Against the north wall is a large 
block of ~'l'anite (actually the top of a 
fallen pillar), blemjshed with dark 
stains that cover its top and sides. 
Atop this stone is a huge black knife 
stained liko the altar it rests upon. 

In front of this altar is a pile of 
gear and supplies similar to your 
own. On top of the pile is a gruesome 
sight: The heads of a dozen adventur­
ers in various stat.es of decay st.are 
horribly at you. 

What happens next depends on what 
has already gone before in tnis adven­
ture. This might be a good time for 
Scfnu to make a dramatic entrance with 
her tekport ability, if the PCs have not 
already encountered and slain her. 

Scfnu 's preferred method of sacrifice 
is to capture victims and slay them on 
the stone altar. However, unless the PCs 
have been defeated at thls stage, com­
bat is likely. 

Scfnu fights with six wng swor<:U + 1 
but hedges with spells before closing to 
strike. The final combat should be fast 
and furious-there is a good chance 
Scfnu may get between the PCs and the 
exits, and she is large enough to present 
a formidable challenge to anyone trying 
to reach the doors. 

Scfnu reserves her constriction attack 
for the PC she considers to be the most 
powerful spell-easter. She fights six 
different opponents at once, unless one 
PC is doing greater damage, in which 
case she directs three or more weapon 
attacks at this unusual nuisance. 

Scfnu is a frightening figure (in abhir 
form) with fiery red eyes and golden 
hair. She wears studded, decorative 
bracers (nonmagical) on her humanoid 
arms. Her snake body is metallic black 
with a high sheen. Refer to "Scfnu 's 
Plans" for further options in role­
playing this confrontation. 

The treasures in this room are a col ­
lection of goods scavenged from the 
ruins in these caves, a nd personal trea· 
sure and gear carried in by unwitting 

victims. The following list identifies 
some of the items in the hoard. The DM 
may add to, delete from, or otherwise 
change the list as he sees fit: 5,548 cp; 
3,487 sp: 546 pp; 4,327 gp; a long sword 
+ 1, a suit of plate mail + 2, a cursed 
shield -4, a wand of lightning; 17 sil· 
ver platters worth 170 gp total; a brass 
candlestick worth 60 gp; a small sack of 
gems worth 800 gp ( x 10); 7 50 gp ( x 2); 
450 gp ( x 2); 300 gp; 100 gp; and 80 gp. 

Additional magical items to be found 
include a ring of spell turning, a potion 
of deluswn, a scroll of protection from 
water elementals, and a carpet of flying. 

Included in the haul are four pieces of 
statuary, each worth 1,000 gp but. very 
difficult to transport; a disconnected 
ornamental fountain worth 900 gp; and 
a book. This book is the working man­
ual for the clock tower of Juncert, so its 
value to Broderick is high. If sold to a 
sage or gnome interested in clockwork 
mechanisms, it may fetch 1,000-6,000 
gp. The miscellaneous adventurers' 
gear and equipment is worth a total of 
5,000 gp. 

Concluding the Adventure 

The PCs had best not expect a dinner 
party to be given them if they slay 
Sefnu and reveal the plot to lure adven­
turers to the village for what it actually 
was. The villagers will be aghast that 
they were so duped, and they will 
swiftly lay the blame on Broderick. 
They will also lay blame on the PCs just 
for showing how gullible they were and 
for revealing their communal guilt in 
causing the deaths of a dozen advent.ur· 
ers. Broderick will quickly be attacked 
and either slain or driven from the 
community. The unlucky cleric will also 
be abandoned by his most recent patTon 
deity (and by his former deity as well), 
and he will never again gain spell­
casting powers. A broken, haunted man, 
Broderick will attempt to flee, never to 
be seen again. 

Once the cleric is gone, the villagers 
will turn their backs and shut their 
doors to the PCs and to all other clerics 
and holy men who visit them from that 
day on. The pyramid will be covered 
with debris, cursed, and ignored. 

Other adventures may suggest them­
selves by the PCs' actions in this sce­
nario. lfScfnu gates in a second abhlr in 
any combat, the adventurers may have 
more troubles. The second abhir will 
work with Sefnu to create further havoc 
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of the worst possible sort throughout 
the area. 

The PCs could enter the gates below 
Jenkel and adventure on either the 
plane of Fire or in Thrterus. In the lat­
ter case, they may go as rescuers of the 
enslaved descendants of the people of 
Juncert who were tTapped there when 
their section of the city was gated away. 

Rumors of other buried sections of lhe 
city may lead to further adventures, 
with the PCs discovering a relic from 
the past glory of Juncert that they can 
make use of themselves. For instance, 
the magical apparatus of Kwa/i$h (1st 
Edition DMG, page 137; 2nd Edition 
DMG, page 169) may have had a proto­
type in some buried part of the city. 

Finally, Sefnu may neither win nor 
lose in this adventure, but simply with­
draw to another village, town, or city in 
polyrrwrphed disguise, to further the 
cause of evil. Can the PCs locate her in 
her new disguise a.nd thwart her newest 
plots? Q 

Moving Away? 

If you have a subscription and plan 
to move soon, please let us know at 
least six weeks beforehand. If you 
live in 1he United States or Canada, 
send your old address. your new 
address, and your most recent mail· 
ing label 10: Subscriptions Depart· 
ment, DUNGEON Adventures, P.O. 
Box 111 , Lake Geneva WI 53147, 
U.S.A. The more quickly you let us 
know about your move, the easier it 
is for us to keep your subscription 
going. We might not be able to re· 
place copies of the magazine that 
you miss! 

DUNGEON ~ I tr•demlrlc of TSll Inc 
°t990 TSll, Inc All P.lghu 11~1.'d 
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OLD 
SEA-DOG 
BY THOMAS M. KANE 

A barque with a 
bark; or, You can't 
be Sirius! 

Mwoftt by Poul Joquoys 
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7bm write•: "My family celebrated 
Thonk8gluing early, olld I got the con­
tracl8 for this oduenture while clwpping 
celery. Chick.ens used to bring luck, but 
maybe any poultry will do. 

"Ignore the rumor81 l S/Hok. a little 
Putonghuo., but my OURP~ Chino 
book {from Steut> J aclt•on Gomes/ will 
oppeor 1n Engluh." 

·'Old Sea-Dog" is an AD&03 adventure 
for 2·5 characters of levele 2-6 (about 10 
total levels). Any class or race is possi· 
ble, although thieves and druids have 
an advantage. This adventure lakes 
place ma seaside city called Chardon, 
but you can adapt it to any port in your 
campaign. 

For the Player Characters 

Read or paraphrase the following to the 
players: 

When Sir Vencti of Chardon invites 
you to his villa, you can already 
guess what he wanLs. The whole 
town is talking about his stolen dog. 
Each year, the aristocrats of Chardon 
stake fortunes and honor on the 
city's Mastiff Duel. Everyone ex· 
pected Veneti 'e splendid mastiff 
Sir ius to win. Then the animal 
vanished. 

Your intuition proves correct. 
Veneti needs "t.rust.y soule" to re­
cover his dog, although he knows 
quite well who took lhe animal. His 
rival, Sir Machi. lord of a nearby 
island, covets a sire for his own ken· 
nel. Veneti offers you 100 gp each if 
you get Siriua back in time for the 
mat.ch. 

For the Dungeon Moster 

The OM may either reveal the followi ng 
information in the introduction or force 
the adventurers to unearth it.. 

Sir Machi paid a seafarer named 
Leono to kidnap the dog and ship it to 
him just before the Mastiff Duel. The 
dog is currently aboard Leono's ship, 
the Gale's The.th. Captain Leono himself 
et.aye al the nearby Whale's Eye Inn. 

Leono is the roguish younger son of a 
Chardon nobleman and oil.en does bus1· 
ness with Sir Veneti. His birth entitles 
him to the honorary post of commis­
sioner in Chardon's constabulary. The 
post allows him to give orders and en­
tails some bureaucratic duties, but. 



Leono spends most of his time in adven­
lurous exploits. This makes Sir Veneti's 
circUJllBtances doubly difficult. He can· 
nol expect help from the police, because 
lheir commissioner is lhe thief. 

The central adventure concerns the 
party's attempl lo seize Sirius from 
Leono's ship. If you want lo start the 
action al once, assume that Sir Veneti 
bribed a local informer lo learn that 
Leono has Sirius. The party can then 
begin the adventure near the Whale's 
Eye Inn, with the above information. 
You might also have the party piece 
Sirius' story together from gossip. The 
following lists show rumors and con­
tacls who can provide information. This 
adventure leaves the city's geography 
and politics nexible, for the benefit of 
DMs who wish lo convert Chardon inlo 
an already-existing port. in their own 
campaigns. 

Any NPC to whom the PCs talk may 
know one story from the following list. 

Common R\lmors (Roll ld8) 

1: A gambler named Shif\.y Nicco 
plans lo "fix" the upcoming Mastiff 
Duel. If you find out. what dog he is 

wagering on, bet everything on it. 
(F alse) 

2: Leono, the Commissioner of Consla· 
bles, is simply discarding a ll complaints 
dealing with the Mastiff Duel instead of 
investigating them. (True) 

3-4: The Whale's Eye Inn is becoming 
the wildest bar in lown. If you're look· 
ing for pirates, smugglers, or swords-for­
hire, that's the place to go. The owners 
just bought a new sign with their hush 
money-elf-blown glass, no less. (An 
exaggeration, but for the PCs' purposes, 
close enough.) 

5: One of Duke D'Menichi's warriors 
recently Jost several hundred gold 
pieces of the duke's money in bels on 
the qualifying matches that come before 
the Mastiff Duel. Aft.er that, one of Sir 
Mach i's lackeys sent a package wrapped 
in tissue paper to D'Menichi's villa. The 
package contained a tin cup, presum­
ably for begging. The duke went red 
and swore lo meet. Sir Machi in a duel. 
(True) 

6: Longshoremen are working day and 
night t-0 get the Gales' Teeth loaded and 
ready to sail. Somebody must be in a 
hurry! (True) 

7-8: Sir Machi, the coward, refuses lo 
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leave his island estate because he 
knows Duke D'Menichi wants to fight 
him. (True) 

In addition, anyone in the city has a 
60% chance of knowing that Leono, 
Commissioner of Constables, owns the 
Gale's Teeth. They have a 15-30% 
chance of knowing where it is berthed 
{the OM should choose the exact per­
centage based on how close the PCs are 
to t.he waterfront when they ask; lhe 
closer they are, the higher their 
chances). Nobody sees anything particu­
larly interesting about Leono's profes­
sion or ship. Therefore. no one will 
reveal this information unless asked. 

The PCs may meet the following peo­
ple by accident or through their own 
actions. Constables automatically ar­
rive within 5-30 (5d6) minutes of loud 
noises. The PCs might also seek out. 
certain NPCs mentioned in rumors they 
have heard. Tu generate random city 
encounters, roll ld6 once per hour. On a 
roll of 1 or 2, the party meets an NPC 
from the following list: 
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Mino r City Encounter <Roll ld8) 

1: Constables. Police lravel in groups 
of four, armed with clubs and wearing 
studded leather vests. They arrest law. 
breakers and keep the peace. Ordinary 
officers know nothing about Sir Machi's 
plol. lfthe PCs ask for help with Sirius, 
the police open an investigation. How. 
ever once the patrol officers consull a 
city garrison, I.hey immediately stop the 
search and will not explain their rea· 
son. Leono has ordered them not to 
investigate dog affairs. 

Const a bles (four per group): AC 7; 
MV 12; F2; hp 10 each; THACO 19; #AT 
1; Dmg by weapon type; ML 13; AL LN; 
clubs, long swords. 

2: Duke O' Me nichi. A 1.all, swagger· 
ing man, the Duke D'Menichi gallops 
through the street.a on his great war 
horse, trampling anyone in his polh. If 
members of the party encounter him 
randomly, each PC must roll below his 
dexterity on ld20 to get out of the way. 
Those who fail suffer two hoof attacks. 
Five servant.s ride with the duke and 
keep angry victims at bay while the 
duke rides on. If necessary, they pay up 
Lo 5 gp in compensation. 

The duke seldom grants audiences to 
strangers. If the PCs want to see him~ 
they must bribe his 10 door guards with 
at least 50 gp or gel O'Golan (see #5) to 
vouch for them. The duke greets guests 
heartily once he agrees to receive them. 
He bates Sir Machi passionately, due to 
both the recent insult and a continual 
dispute over trade rights in foreign 
ports. The duke would love to help the 
party discomfit his rival. He knows that 
Leono would conduct any of Sir Machi's 
business on the mamland, and he can 
guess that Sirius is on the Gale's Theth. 

Duke D'Me nichi: AC 5; MV 9; FS; hp 
60; THACO 13; #AT 312; Dmg by weapon 
type; S 16, D 12, Co 13, 1 11, W 9, Ch_ 
15; ML 15; AL CN; broad sword, cham 
mail. 

Servants (6) and Door guards ClO): 
AC 6: MV 9; F2; hp 15 each; THACO 19; 
#AT 1; Dmg by weapon type; l\fi. 11; AL 
CG; staff, scale mail. 

Warhorses (6>: AC 7; MV 18; HD 
2 +2; hp 12 each; THACO 19; #AT 2; 
Omg 1·611-6; ML 6; AL N; MC (horse, 
medium). 

3: Leooo's ailor . The PCs eocoun· 
ter 2-8 muscular sailors from the Gale's 
Theth who are enjoying their shore 
leave. They talk freely with anyone who 
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buys them drinks. If the PCs get an 
encounter reaction of Friendly (see the 
AD&D 2nd Edition Dungeon Master's 
Guide, page 103), these sailors tell hu· 
morous stories about. their captain's 
attempts to hide a dog in bis room at 
the Whale's Eye Inn. However, u the 
PCs roll a Host ile reaction or reveal 
that they work for Sir Veneti, the sail· 
ors start a brawl. Alternately, the OM 
may have the sailors react according to 
the way in which the PCs role·play the 
encounter with them. 

ailor (2-8): AC 8; MV 12; F2; hp 16 
each; THACO 19; #AT l ; Dmg by wea· 
pon type; ML 12: AL N; leather armor, 
long swords. 

4: Shifty Nlcco. Despite the rumors, 
Shif\y Nicco has not. managed to rig the 
Mastiff Duel; he just wishes he could. If 
anybody asks about his schemes. this 
red-haired hustler merely smiles 
broadly and offel"S t.o sell gambling tips 
for 10 gp each. Most of these hints in· 
volve revealing which city notable bas 
bet on which dog. Leono, for example, 
has bet. large sums on Sir Machi's 
kennel-for years in advance. Nicco 
gives him especiaJly favorable odds 
since he is trying to predict the distant. 
future. 

Nicco olso accepts bets of up to 500 gp 
on the Mastiff Duel. A PC haa a 10% 
chance of winning any wager he makes 
with Nicco (30~ chance if the PC has 
animal handling proficiency). 

Nicco: AC 8; MV 12; T5; hp 15; 
THACO 18; #AT l ; Dmg by weapon 
type; pp 35%, OL 30%, F/RT 26~, MS 
40%, HS 35%, ON 46'1, CW 90<J:, RL 
nil ; l\1L 10; AL N; short sword, leather 
armor. 

6: D'Golan. This young swordsman 
wears a fur vest and a huge, expensive 
ha1. but leans against a wall in the 
Chardon slums. He is lhe henchman 
who bet Duke D'Merucbi's money on o 
dog that lost the qualifying match for 
the Mastiff Duel. 

The duke confiscated O'Golan ·s funds 
in anger, leaving the swordsman with 
no way to pay for his inn room. D'Golan 
feels angry enough to fight anyone who 
offends him. However, he is also eager 
to find new friends, especially consider· 
ing his circumstances. If he learns 
about. the party's quest, he will eagerly 
introduce the adventurers t.o his duke, 
hoping to take credit for helpi~g to 
humiliate Sir Machi and get his old 
position back. The duke's door guards 

will admit D'Golan and anyone with 
him, since he is still one of House 
O'Menichi's best warriors. 

O'Gola n: AC 5; MV 12; F7; hp 48; 
THACO 14; #AT 312; Omg by weapon 
type +2; S 18, D 17, C 16, I 11, W 9, Ch 
16; ML 14; AL CG; broad sword, leather 
armor. 

6-7: Beggars. These three young men 
hold out tin cups; they may or may not 
be feigning blindness C50% chance each 
time the party sees them). If the PCs 
ask questions, one steps forward and 
explains that. money help his memory. 
None of the beggars have any useful 
information. However, Clfter receiving 
sufficient bribes, they will make up a 
story. The OM should invent false an· 
swers for the party's questions. 

Beggars: AC 10; MV 12; zero-level 
humans; hp 4 each; THACO 20; IAT l; 
Dmg by weapon type (unarmed); ML 6; 
ALN. 

8: Thief. This short mon attempts to 
pick a PC's pocket or rob a lone pedes­
trian at knife point. He knows nothing 
that might help the party. 

Thie f: AC 6; MV 12; T8; hp 30; 
THACO 17; #AT l ; Dmg by weapon type 
+l; S 16, D 17, C 15, Ill, W 10, Cb 12; 
PP 75%, OL 6~. F/RT 25%, MS 65%, 
HS 65%, ON 55%, CW~. RL nil; ML 
8; AL CE; short sword, leather armor, 
knife. 

The Gale'i Teeth 

The adventure begins the evening be· 
fore Cha.rdon's Ma.stiff Duel. Leono 
plans to sail at dawn, so this 18.!t night. 
is the perfect. time to rob the ship. Un· 
fortunately, other people think so, too. 
Leono accepted another bribe from a 
woman who caUs herself Julia and 
claims to be smuggling pearls. She is 
actually Red Francis, a pirate whose 
ship sank in a recent typhoon. The 
pirate woman needs a new vessel and 
plans to hijack this one. . . 

FTancis escaped the shipwreck with 
nothing but a cutlaas, the jewelry she 
wore and a Oagon of enchanted tonic 
that. ~as on her belt. That is enough. 
While hiding her pearls, Francis ~Bed 
her magical, physical, and financial 
charms (from strategicaUy converted 
pearls) to corrupt several ofLeono's 
co118Cript sailors. They swore a blood 
oath to seize the Goh'• Theth and grow 
rich toget.her on stolen gold. These mu· 
tineers returned from their shore leave 



early and plan to sail away before the 
loyal sailors return. 

Sir Vencti will probably hire the party 
over his afternoon tea. This mearu1 their 
adventure begins in the early evening, 
giving the PCs time to gather informa­
tion before going to the ship. 
If the PCs can swim. they might 

sneak onto Leono's sh ip by climbing the 
lines that hang over iLs sides. See Tuble 
67 on page 123 of the 2nd Edition Play­
er'• Handbook, considering the lines as 
a slightly slippery rope-and-wall sur­
face. Under 1st Edition rules, thieves 
can climb the lines with a + 30% bonus, 
and other characters have a 60% chance 
to succeed. Anyone who fail s falls into 
the water, taking no damage but mak­
ing a splash. There is a 70% chance that 
this sound brings Leono from the poop 
deck (area 4) to investigate. 

Although the party might win a batlle 
with the ship's crew, they should lry to 
avoid one. A noisy fight anywhere on 
the ship attract.a the guards from the 
gangplank (area 2), the poop deck (area 
4). and the bunkroom (area 10). The 
"drunks" (Red Francis's men) on the 
quarter deck (area 5) avoid trouble. 
However, if the fight moves to their 
area, they obey Capt.ain Leono's orders 
and avoid revealing their treachery. 

At 11:00 PM , consult "Anchors 
Aweigh" for Red Francie's plaru1. The 
adventure climaxes as the ship lurches 
out of the harbor while the adventurers 
try to get Sirius away without annoying 
him. Red Francis may st.art the mutiny 
sooner if her plans seem threatened. 
Throughout. the adventure, be ready to 
improvise NPC responses to PC actions. 

Set Encounte rs 

I. Whale's Eye Inn. The Whale's Eye 
Lon advertises it.a name with a foot-wide 
glass eye that has a large crack running 
across the pupil. The air inside the inn 
smells like fish, more due to the cus­
tomers than the dinner. The inn serves 
wine, ale, and meals at PHB prices. 

lf the party hunts for gossip, they 
bear tales of a sea-serpent who ea Ls only 
black-haired sailors, advice on finding 
prawns, and a rumor that Red Francis, 
the infamous female pirate, lost her 
ship in a recent storm. Since she sur· 
vived, "a man does well to watch h is 
anchor." 

Three plump serving women, a gray. 
haired innkeeper, and two pot.boys wait 
on customers. All of them chat happily 

about Captam Leono, who gave back his 
room key at noon. They like the captain 
because he bas "the purse of a gentle­
man and the thrift of a drunken swab." 

loo staff me mbe r (6): AC 10; MV 
12; zero-level characters; hp 2 each; 
THACO 20; IAT nil (unarmed); ML 8; 
ALN. 

The PCs can befriend a serving 
woman by sharing stories and buying 
large amounLs of food or drink. S he can 
tell them that last night Leono tr ied to 
s neak a huge dog into h is room by hid­
ing it in an ale barrel. As two sailors 
carried the keg through the common 
room, the dog started barking. In panic, 
Leono tried to pretend he was making 
the dog noises. lf anyone asks for ot her 
stories about Leono, the servant s mirks 
and whispers, "Well ... I won't say 
anything, but I think he's got a sweet­
heart. He spent several evenings in the 
common room with this dark-haired 
litlle thing, and he wa.s so earnest." 
lf the adventurers visit Leono's room, 

they discover the door unfastened. lf a 
thief examines the door, he realizes that 
somebody picked the lock but broke it. in 
the process and was unable to close it 
again. lnside the room, they find gray 
hairs and other traces of dog. (Red Fran­
cis picked Leono's lock to obtain deck 
plans of his ship.) 

2. Gangplank. Five Milors in open 
leather jerkiru1 guard the Galt'• Tteth's 
gangplank. Leono bas not told them 
about Sirius, and they assume this is a 
routine voyage. Therefore, if the adven­
turers shuffie up disguised as nonde· 
script. sailors, the guards may let them 
aboard. Obvious ly, this trick will not 
work if the party contains a halfling, 
dwarf, or other attention·getting mem­
ber. The guards attempt to take any 
obvious intruders before Captain Leono 
(on the poop deck, area 4). These deck 
bands have no qualms about breaking 
the beads of troublesome adventurers. 
They serve their captain loyally. 

Gangplank guards (5): AC 6; MV 12; 
F5; hp 30 each; THACO 16; /AT l ; Dmg 
by weapon type; D 16; ML 13; AL LN; 
leather armor, long swords. 

3. Main Deck. The masLs cast long 
shadows in the tv.tilighl. Nobody guards 
this area, but the sailors on the gang­
plank and poop deck (areas 2 and 4) 
automatically see anyone who stands 
erect here. Spools of rope and boxes of 
cargo lie everywhere. The boxes contain 
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bolts of linen. It takes 15 minutes of 
searching to examine them a ll. A thief 
may hide in shadows with a +4~ 
bonus amid the mess. Other PCs can 
hide with successful dexterity checks, 
making additional dexterity rolls every 
fi ve minutes lo avoid detection from the 
gangplank and poop deck. Despite the 
disorder, all rigging is in place and the 
sail ready to unfurl. 

Two rowboats are strapped to the 
main deck, inverted and stacked. Sirius 
na ps beneath the lower one, pacified 
with a once-meaty hambone. He is nei­
ther cha ined nor tied. However, the 
boats are too heavy for him to move, 
and he cannot escape. Anybody who 
thinks to use h is nose may at tempt an 
intelligence check to detect the smell of 
dog. The odor is too general, however, to 
trace to the rowboats. The party must 
pass two dexter ity checks and two extra 
hiding checks to unfasten the boaLs. 

Sirius feels content and sleepy. He 
growls in cur iosity when the party lifts 
t he boat that covers him. The mastiff 
has dark gray fur with golden high­
hght.s, sharp black eyes, wide toen&Jls 
that grip the deck, and massive jaws. 
He blinks at the party, making up his 
mind about them. A PC must pass an 
animal handling proficiency check to 
befriend Sirius. Characters without 
animal handling proficiency may at­
tempt wisdom checks instead, with - 4 
penalties to their wisdom scores. lf 
anybody fa ils a check, Sirius barks once 
in warning. This bas a 30% chance of 
attracting Leono's attention from the 
poop deck (see area 4). lf the party per· 
sists in annoying Sirius after a bark, he 
attacks. The party must alt.empt a n­
other check for each action they wa nt 
Sir ius to take. They may gain a + 2 on 
these checks by offer ing h im meal. 

iriu : AC 6; MV 12; HO 2 +2; hp 16; 
THACO 19; IAT l ; Dmg 2-8; ML 9; AL 
N; MC (dogs, war). 

Sirius does not care about. being res. 
cued. Veneti never spent much affection 
on h im except for a rowdy thump on the 
head after a winning bout. lf anyone 
uses a apeaJt with animal& spell or other 
magic to communicate with Sirius, he 
responds with languorous gruffness. 
The mastiff merely snarls if the party 
threateru1 him or warns that he may be 
ill-treat-ed by h is new masters. The only 
bribe likely to interest him is a steak 
d inner. 

Sirius cannot. climb. Tu get. him off the 
sh ip, the party either must smuggle 
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him over the gangplank or lower him 
overboard. He weighs 160 lbs. A thief 
who can carry him suffers a -70% 
penalty on his climb-walls roll for carry· 
ing him down a ralline. Nonthieves 
have no chance at all to succeed. Fur­
thermore, anyone carrying Sirius must 
pB.88 both a strength and dexterity 
check to avoid holding him in an un· 
comfort.Able position. If either check 
fails, the dog yelps loudly enough to 
alert Leono and then retaliates with a 
severe bite. Sirius also hata water and 
attacks if the party gets him wet. 
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4. Poop Deck. Captain Leono stands 
by the tiller directing two sailors as 
they prepare the ship to sail the next 
day. Naturally, they seize intruders. [( 
Leono calls, the guards on the gang­
plank (area 2) hurry here. However, if 
newcomers walk aboard on the gang· 
plank and ask to see the captain, Leono 
has no justification to assume that they 
are enemies. He feels suspicious but 
does not want to draw attention by 
at.tacking strangers. Therefore, he talks 
cordially with the adventurers until 
they betray their intentions. 

Captain Leono: AC 7; MV 12; F7; hp 
27; THACO 14; /AT 312; Dmg by weapon 
type; S 16, D 15, C 13.112, W 9, Ch 17; 
ML 17; AL N; leather arm.or, long sword. 

ailo r (2): AC 8; MY 12; F2; hp 15 
encb; THACO 19; IAT l ; Dmg by 
weapon type; ML 13; AL N; leather 
armor, long swords, long daggers. 

Leono sees himself as a dashing man 
with the trace of out.la wry a true swash· 
buckler requires. He stands 6' tall, with 
long dark hair, a white blouse, and a 
block captam's hal. A slim long sword 
swings from his hip. The rank of Com· 
missioner of Const.ables is mostly honor· 
ary, and Leono spends most of his lime 
at sea. He knows little obout police 
business 10 the city. 

If Leono catches the PCs sneaking 
aboard, he arrest.a them. He assumes 
they planned to stow away and nee 
Chardon, probably afl.cr some crime. He 
laughs sardonically at the irony­
escaping the police on the Commis· 
sioner of Const.ables' ve88CI. By playing 
along with this, the party could appeal 
lo h lB sense of roguishne and buy 11.8 
freedom. He demands al least 500 gp as 
a bribe. Otherw1Be, Leono trusses his 
captives and sends them with two 
guards to the city palace to face a judge. 
This removes the PCs from this adven· 
lure, although you might create more 
scenarios around their trial or escape. 

If the PCs enter on the gangplank and 
ask to buy passage on Leono's boat or 
discusses other legitimate transactions, 
he brusquely t-01ls them t.o try someone 
else; his ship is full. The guards from 
the gangplank immediately escort the 
party away. 

If the party somehow learns of Red 
Froncis and warns Leono about her, 
make a reaction roll (2nd Edit.ion DMG, 
page 103) on the Indifferent. column, 
modified by lhe speaker's charisma. On 
a roll of Hostile, Leono assumes that. the 
adventurers arc plotting against him 
and the woman he knows only as "Ju­
lia." He calls his crew to capture Lhe 
PCs and sends them to prl80n on 
charges of burglary. On a Friendly re· 
suit, he irunst.s on unmediately confront­
ing Red Francis. Role-play this as 
appropriat.c. On all other results, he 
refuses to believe them. 
If, through stupidity or cupidity, the 

PCs reveal that they wants Sirius (or 
worse, get caught with him), Leono 
panics. He calls his guards to lock the 
party in the hold, and sets sail at once 
with whatever crew is available. While 



lhe PCs a re in captivit.y, Red Francis 
attempts to charm them. Afterward, she 
releases them for her own plot. See 
areas 8 and 9 for more det.ails. 

Leono's two assist.ants now serve Red 
Francis. Both or them toil vigorous ly, 
since the ship must be ready to sail 
much sooner than their master knows. 
Their long daggers are concealed in 
their boots. Until the mut.iny begins, 
they obey Captain Leono. 

5. Quarte r Deck. Piles or sailcloth lie 
ready for I.he sailors to haul up the 
masts. Six men lie sprawled on the 
piles, pretending that. they got very 
drunk in town a nd returned early to 
s leep. Actually, they plan lo join Red 
Francie's mutiny. These men do their 
best to ignore distract.ions. 

Sailor s (6): AC 8; MV 12; Fl ; hp 8 
each; THACO 20; #AT l ; Dmg by 
weapon type; ML 11; AL N; leather 
armor, long swords. 

6. Forecastle. No sailors occupy this 
crenelated tower. However, ir the PCs 
climb aboard here, their elevated posi· 
Lion makes them obvious from lhe poop 
deck (area 4 ). Furthermore, the sail is 
ready and somebody has cleared all 
clutter away. Therefore, thieves hide in 
shadows with a - 10% penalty. A chest 
to one side or the deck contai ns 20 cross· 
bows and 300 quarrels. 

Red Francis's accomplices have pre­
pared this area for their escape. The 
main anchor has been lined. Anyone 
with seamansh ip proficiency knows that 
sailors would never berth a sh ip like 
this for long. The slightest breeze could 
tear it from the dock. 

7. Balcony. This wooden lower hangs 
below the stern, providing a fortress for 
archers. A chest bolted to the noor here 
once held crossbows, but Red Fra ncis 
removed them for her mutineers, then 
relocked the chest. A trapdoor on the 
balcony leads inlo t he hold (area 8). 

8. Hold. The hold smells dank. Foul 
water sloshes in the central bilge. Boxes 
and barrels stand everywhere. in vari­
ous stages of packing. Except for any 
light source the PCs have brought., the 
hold is pitch dark. 

Several huge barrels lean against the 
hold walls. Each one has a plugged 
bunghole where a tap can be inserted. 
They contain drinking water, which 
gushes out if anyone pulls the cork. The 

crates contain linen and fine vases for 
trade. Each vase weighs 1 lb. a nd is 
worth 5 gp; there are 100 vases in all. 
The PCs can also find the ship's provi­
sions here: 200 man/days worth of rood 
and water. 

Leono learned not to keep Sirius in a 
barrel. He now has the dog under a 
lifeboat on the main deck. It takes the 
adventurers two hours to assure them· 
selves that. a dog could not be in any or 
the containers. Allow the players to roll 
a six-sided die once every 10 minutes or 
game t ime. They should t.hink this 
means their characters might find 
something. Actually, if they roll a l , 
Red Francis notices the searchers and 
at.tempts to enchant. them. See private 
quarters (area 9). 

9. Private Quarters. These cramped 
rooms each contain a pallet , cabinet, 
mirror, and fi st ·sized porthole. Captain 
Leono lives in one room (area A). His 
two mates must share a nother (a rea 8 ) 
because Red Francis took over lhe first 
mate's quarters (area C). The mates are 
both in town, leaving Francis alone in 
the area. She paces her chamber while 
reviewing every detail of her ploL 

Red Francis needs a larger crew. If 
she meets the adventurers alone, she 
attempts to enslave them. The pirate 
woman wears a wide finger-band or 
perforated gold that acts as a ring of 
human influence. She prefers to save 
t.he ring by inviting "guests" into her 
room and giving lhem rum laced with 
philter of loue. 

Red Francis: AC 5; MV 12; T9; hp 
40; THACO 16; IAT l ; Dmg by weapon 
type; S 10, 0 17, C, 110, W 15, Ch 17; 
PP 60%, OL 50%, F/RT 50%, MS 55~. 
HS 45%, DN 45%, CW 95%, RL 45%; 
ML 18; AL N; leather armor, cutlass 
(short sword). 

Red Francis is a dark woman with 
hair in a loose braid. Her voice is hoarse 
from years or shouting over the surf. 
She has dealt with buccaneers too long 
to believe anything the PCs tell her, 
whether it is true or not. She will Lalk 
mysteriously with the PCs to ent.rap 
lhem, but she has no interest in their 
bargains. If she cannot enchant the 
adventurers, she offers to stand guard 
at the ladder while they search the hold 
for "Leono's treasure." lf the party ac­
cepts this plan, Francis goes above 
decks a nd immediately starts her attack 
(see "Anchors Aweigh"). Once al sea, 
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her accomplices can beat. the party into 
submission. 
lf the party recognizes Red Francie's 

attempts to divert and trap them. a 
fi ght may erupt. The pirate defends 
herself masterfully in battle. All her 
accomplices come if she calls, and until 
the mutiny, Leono will defend her, too. 

Red Fra ncis is hiding five pearls 
(worth 100 gp each) in a felt bag under 
her mattress. She robbed a magician's 
galley shortly before her shipwreck and 
also has several of his magical items. 
Francis wears a ring of human influence 
a nd keeps a nagon on her belt. that 
holds five doses or philter of loue. Fran­
cis also wears a ring of spell storing th al 
holds the spells guards and warch, 
lightning bolt, and {1.y. She uses the last 
power to escape a ny battle where she 
seems near defeat.. 

The mates' room contains a chest 
holding 1,000 sp. Captain Leono's bed 
has a silk pillow worth 5 gp, a silver 
lantern worth 10 gp, and a purse with 
100 gp. 

JO. Bunk:room. The crews' hammocks 
swi ng from this chamber's beams. A 
crate or sea biscuits stands half open on 
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one side of the room. Tun sailors who did 
not have the money to go drinking 
snooze here. They are loyal to Captain 
Leono and wake up if he shouts for t.wo 
rounds. Each one has a blade within 
reach. 

Sailo rs (10): AC 10; MV 12; F2; hp 13 
each; THACO 19; /AT l ; Dmg by 
weapon t.ype; ML 12; AL N; long 
swords. 

Anc hors Aweigh 

At 11:00 P.t.t, Red Francis and her ac· 
complices attempt to steal the ship. 
Their plan calls for the following 
events: 

Red Francis walks onto the deck and 
whistles once. At. thfa signal, her accom· 
plices on the poop deck (area 4) and 
quarter deck (area 5) unfurl the sails. 
This takes only two rounds due to pre­
vious preparation. For several frantic 
moments, Leono shouts quest.ions and 
orders to "his" crew. As his circum· 
stances sink in, he grips his sword and 
finally draws it. 

While Leono yells, Red Francis uses 
her ring of spell storing to cast a guards 
and wards spell on the ship. This traps 
the sailors in the bunkroom (area 10) 
and hampers any of Leono's attempts to 

retake the ship. AB her optional effect., 
she uses a gust of wind behind t.he sails 
to propel the ship into the harbor. The 
gangplank tears off, dropping anyone on 
it into the water. 

Once at sea, Red Francis and her 
accomplices subdue Leono, his crew, 
and any free PCs, with Red Francis 
using her magic as appropriate. Unless 
the party intervenes, the chaos keeps 
Leono's crew from presenting any orga· 
nized defense. 

When the takeover begins. tell the 
players only what their characters see. 
lf the PCs a re in the hold, for example, 
they merely see Red Francis hurry up 
the ladder. Several minutes later, they 
h~ a whistle and then feel the ship 
heave. They discover the effects of the 
guards and wards spell as they encoun· 
ter them. 

Role·play the rest. of the adventure to 
reflect the NPCs' motives and the par· 
ty 's act ions. Leono rains curses and 
blows on his traitorous crew. However, 
his sense of drama outweighs his effect. 
at least. until the party intervenes in 
the bat.tie. The pirates want the ship, 
and they fight anyone who interferes. 
Once at sea, they plan to shanghai 
everyone onboard. They will not waste 
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time chasing anyone who jumps over· 
board. though, and they care nothing 
about. Sirius. 

Since this mutiny endangers both the 
PCs and Leono, the adventurers might 
join forces with the captain. The OM 
should take Leono's part as necessary, 
remembering that. his main goals are to 
recapture his ship and keelhaul the 
scoundrels who betrayed him. lfthe 
party helps him. he can pay up to 1,000 
gp in rewards. This money comes from 
his accounts with a city merchant. All.er 
the mutiny is put down, Lhough, Leono 
will remember his mission for Sir 
Machi. lf the adventurers rescue Leono 
a nd he subsequently learns about their 
plot to rekid11ap Sirius, he will feel 
doubly betrayed instead of grateful. 

Concluding the Adventure 

Tu return Sirius in time for Veneli's 
reward, the party must. fight. or sneak 
Lhe dog ofT t.he ship while still in Char· 
don. If they succeed, Sir ius wins the 
upcoming Mastiff Duel and Veneti pays 
the promised sum. At the OM's option, 
he may also reward the party with a 
pup that will grow into a war dog with 
the same stat istics as Sirius. 

lf t.he adventurers cannot get off the 
Gale's Theth before it leaves the harbor, 
a different adventure begins. Since Red 
Francis plans to enslave the PCs, they 
probably must escape. However, they 
might try to join her pirate band. lf they 
impress the buccaneers by helping steal 
the ship or leading lhe crew to easy 
booty, Red Francis might. make PCs full 
members of her crew. She feels espe· 
cially safe in this if male PCs are under 
the influence of her philters. 

The city council of Chardon will send 
pursuers aft.er Red Francis if they learn 
of her trick. At the DM's option, these 
hunters might free captured PCs, or 
they might. attack a party that has 
joined the piraLes. lf the pursuers try to 
rescue the PCs, they should be weak 
enough to make the adventurers do 
some fighting too. If the party has 
joined Red Francis when Chardon's 
pursuers attack, make the hunters 
strong enough to challenge both the 
PCs and the pirate crew. As another 
alternative, if the PCs return to Char· 
don, the council might. hire them to 
recover the Gale's Theth. lo any of these 
cases, the PCs should have a ticklish 
time explaining why they were on 
Leono's ship at all. n 
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DECEPTION 
PASS 

BY RICH STUMP 

Looks can lie as well 
as words. 

Anwoo by Jamie Lombardo 
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Rich Stump is currently a freshman at 
the University of lllin-0i-S, where he is 
trying to find a way to write more mod· 
ules without neglecting his studies. "/ 
decided that killer kobolds had receiued 
too much press," he said, "so I came up 
with killer ogre magi. I hope this will 
put the 'luller humanoid syndrome' to 
rut for good." 

"Deception Pass" is an AD&IY adven· 
ture designed for 4.7 characters of levels 
7.9 (about 44 total levels). It is impor· 
tant for the party to have a wide mix of 
character classes. Al least one wizard 
and one thief are recommended for the 
adventurers to have the best possible 
chance of success. 

ln this adventure, it is important that 
the OM keep the true identity of the 
monstrous adversaries unknown for as 
long as possible. The descriptions of 
these monaters should be carefully read, 
and possible actions for each planned 
out in advance, as their variety of 
powers make them formidable enemies. 

Adventure Background 
Over 400 years ago, the Armgion clan of 
dwarves came to the ore-laden regions 
of the Tuamusk Mountaina. After care· 
ful searching, the dwarves located a 
great rin in the mountain range- a 
passage 40 miles long that cut straight 
through the heart of the mountain 
chain. As this pass was conveniently 
locatoo near large deposits of precious 
silver and gold, the dwarves settled in 
to mine their newfound wealth. 

Ninety years after the dwarves began 
mining the Tuamusk range, their long· 
time champion, Oron of Shel tac, became 
ill and passed away. His son, Aggrion. 
assumed control of the clan and set to 
work improving upon Lhe s mall civiJiza. 
tion that his father had created. The 
dwarves had begun to experience diffi· 
cult.y with local humanoid bands, and 
the two countries bordering the 
Tuamusk Mountains had been warring 
against. each other on and ofT for a cen­
tury. As both nations had expre8800 
more than a passing interest in the 
dwarven-held pass, Aggrion decided 
I.hat defensive precautions needed to be 
taken. Tu prevent any hostile takeover 
of their lands, the dwarves erected a 
pair of great st.one gates at either end of 
the pass and fortified the mines by 
constructing an outpost near them. 

Aggrion continued his conservative 



policies for several decades until he was 
approached by representatives of the 
t.wo neighboring lands, Ascheria and 
Aldenheim. The diplomats maintained 
that the two nalions had declared peace 
between them, and that. now they were 
eager to begin trading goods. However, 
the majority of the existing routes 
through the mountains were very dan­
gerous to merchant caravans, and the 
dwarves held the clearest path through 
the craggy Tuamwik peaks. Would it be 
possible, the diplomata asked Aggrion. 
to pay for the privilege of safely passing 
through the dwarven pass? Aggrion was 
unsure of the diplomats' motives, but 
when they presented him with a large 
monetary gin and the promise of more 
forthcoming, Aggrion heartily agreed. 

Sixty years pasaed, and merchants 
safely traveled the pasa between Asche­
ria and Aldenheim under the watchful 
eyes of the dwarves. When Aggrion 
allowed some merchants into the dwar­
ven halls to to take refuge from a terri­
ble storm , he began a n "open-door" 
policy bet.ween the humans and the 
dwarves. Merchants were allowed to 
spend a night in the dwarven halls 
instead of camping in the pass or travel· 
ing the 40 miles all at. one time. This 
policy stimulated trade between the 
dwarves and the humans. The dwarves' 
amiability prompted outsiders to nick­
name the dwarven stronghold Reception 
Pasa. and the name stuck. 

Unfortunately, Aggrion's hospitality 
led to h is own downfall. Several years 
aft~r the first merchants rested in the 
dwarven halls, Aggrion and his advisors 
were approached by Taskem, a touchy 
and thoroughly evil wizard who con­
trolled one of the few wooded regions 
nestled among the Taamusk Mountains. 
Taskem wanted the dwarves to turn 
over some of their mines to him, as they 
already had plenty of ore. When Ag­
grion refused lo give or sell any of the 
mines t.o Tuskern, the mage lef\ in a 
fury, vowing revenge. 

A year later, Tuskern disguised him· 
self as a merchant., "hired" several of 
his henchmen as bodyguards, and joined 
a caravan that was headed through 
Reception Pass. No one recogniz.ed 
Taskem for anything other than a mer· 
chant, and he concealed his true nature 
with several spells. After a feast in the 
dwarven halls, Tuskem and his ser­
vants attacked their hosts by surprise, 
slaying many dwarves and seriously 
wounding Aggrion. Taskern was finally 

cornered and killed by dwarven war­
riors, but not before he had destroyed a 
great deal of the underground mines 
and the dwarves' trust in humans. 

Greatly contributing to the dwarves' 
loss of trust was the reaction of the 
other visiting merchants during 
Taskern's devastation of the dwarven 
citadel. The -lwarves expected the other 
merchants to come to their defense 
against Tuskem; instead, the merchants 
protected only themselves. and many of 
them fled the dwarven home aner the 
battle as quickly as Lhey could. 

Fel\Ting other attacks by humans and 
fueled by prejudice, Aggrion ordered an 
attack upon nearby human settlers, 
whom he falsely believed were responsi· 
ble. The dwarves burned three villages 
and an outpost before the army of A&· 
cheria could arrive. Aggrion and his 
followers then disappeared deep into the 
Taamusk range to rebuild their civilita· 
tion, abandoning Reception Pass to 
whomever wished to Lake it. 

The inhabitant.a of both Ascheria and 
Aldenheim condemned the actions of 
the dwarves, and the commoners began 
referring to the passage through the 
mountains as Deception Pass-in mem­
ory of what seemed to them a cowardly 
action by the dwarves. Merchants con­
tinued to use the pass, but they were 
now required to defend themselves from 
occruJional humanoid. monster, and 
brigand bands that wandered through 
the area. Several months ago, Decept ion 
Pass became a hotbed of rumors BB 
caravans began to disappear there, only 
to be found destroyed later. Unless the 
problem is remedied, Deception Pass 
will be abandoned as a trade route, and 
the villages who profit by traffic 
through the pass will suffer. 

For the Dungeon Moster 

A century ago, in a remote Oriental 
land, several ogre magi banded together 
to hatch an elaborate scheme to gain 
personal power. Tu complete their plan, 
lbe monsters stole a pan lung egg from 
the Waterfall of Flowers, an ancient 
dragon hatching ground guarded by a 
sect of good shukenja. 

When the then was d iscovered, the 
shukenja petitioned the Celestial Em· 
peror for the knowledge of who was 
responsible for stealing the dragon egg. 
The Emperor became incensed upon 
learning of the deed, as he took a per· 
sonal interest in the waterfall and the 
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dragons that were born there. The Em­
peror relayed news of the then to Kiji· 
an-Jo, Watcher of the Dragon Spirits, 
who vowed to bring the culpable ogre 
magi to justice. 

A.fte a short search of the land, Kiji·an· 
Jo local.Cd the ogre magi as they rud in a 
cave. However, Kiji-an.Jo did not find the 
pan lung egg. Krugii, lhe leader of the 
band, bad anticipat.ed the arrival of one of 
the Celestial Emperor's servants and had 
rudden the egg in a place known only to 
him. Krugii refused to reveal the location 
of the egg unless he and his compatriots 
were left unpunished. 

Not knowing what to do, Kiji-an.Jo 
returned t.o the Celestial Emperor with 
the six ogre magi. Krugii still refused to 
return the sacred egg; however, not 
e\•en be could resist the iron will of the 
Celestial Emperor. Broken, Krugii re­
turned to the secret biding place to 
recover the pan lung egg. What Krugii 
found there doomed the six ogre magi to 
suffer the harsh sentence of the Em­
peror; the egg was gone, destroyed by 
an act of nature. 

The Celestial Emperor waa furious at 
this turn of events, and he banished all 
the guilty ogre magi. "Never again 
shall you harm a sacred dragon egg:• 
said the Emperor, ''for you shall never 
again be allowed to set foot in your 
homeland.' ' This was a great blow to the 
ogre magi, even worse than death it.self, 
as being exiled from their homeland 
entailed a great loss of honor and face 
for all of them. The ogre magi, who 
fiercely prided themselves on their 
honor, were devastated. Pull of resent­
ment., Krugii and his band set out for 
the gajin lands rumored to exist across 
the ocean. 

Al\.er several months, the ogre magi 
reached the gajin lands. Without pur· 
pose they made their way ocross the 
land, killing anyone unfortunate 
enough t.o encounter them. During their 
wanderings, the ogre magi stumbled 
across the lair of a bronze dragon and 
slew the unlucky creature. Upon search· 
ing the cave. they discovered that the 
dragon hod a single egg in its nest. The 
ogre magi, remembering the Emperor's 
words, decided to hatch the dragon and 
use it to further their dreams of 
conquest-thus gaining revenge against 
the word of the Emperor as well. 

Krugii allowed the dragonet to bond 
itself to him af\er its hatching, and he 
named it Sablius-a crude twist upon 
the ogrish word for "deceit." Five years 
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aft.er the dragon hatched, the ogre magi 
discovered the abandoned dwarven 
stronghold of Deception Pass. The ogre 
magi decided LO move in and, upon 
discovering that easy prey in the form 
of merchant caravans passed near their 
home, began setting ambushes for 
them. 1b further Sablius's abilities. 
Krugii used a stolen staff of withering 
on him. Krugii's goal is to gain enough 
power to control a kingdom, with the 
dragon and his companions at his side. 

All of the ogre magi in this adventure 
have the following statistics. Altera· 
lions for each individual are not~ with 
his character description. 

Ogre magi (6): AC 4; MV 9, fly 15; 
HD 5+2; THACO 15; /AT 1; Dmg 1·12 
or by spell or weapon type; SA/SD spells 
and spoil-like powers; ML 14; AL LE; 
MC (ogre). Ogre magi can fly for 12 
turns, become inui8ible, cast darlrness in 
a 10' radius, polymorph them.selves into 
human or humanlike beings 4·12' tall, 
and regenerate l hp per round (lost 
limbs must be reattached to regenerate). 
Once per day. they may cast each of the 
following spell·like powers: charm per­
son, sleep, gaseous form (self only), and 
cone of e-0/d (8-64 hp damage; 60'-long 
cone, 20' dfomeler at wrminus; save vs. 
spells for half damage). 

All of the ogre magi are very intelli· 
gent and well versed in dealing with 
adventurers. They should be played 
intelligently. and Krugii, the ogre ma· 
gi's leader, should be played as the OM 
would a favorite PC. The ogre magi 
thrive on deceptive tactics. Oil.en they 
will disguise their powers as the effects 
of wands, amulets, or other magical 
items to conceal their true nature. All of 
the ogre magi use their polymorph self 
ability to its greawst advantage, and 
they change to various humanoid forms 
to confuse and taunt the PCs. 

None of the ogre magi. except for Turi. 
care for melee combat. as they do not 
wish to be killed by some sword· 
swinging fool. Instead, they prefer hit.­
and-run tactics, especially under the 
guise of inuuibil1ty. If the PCs are mov· 
ing around the outpost and the action is 
slow, a guerrilla-style crOSBbow attack 
from the rear of the party by two inuu1-
bu ogre magi is sure to keep the PCs on 
their t~s. The ogre magi value their 
lives greatly, and they will not. fight a 
losing battle. 

When an ogre mage is hit by an ioca· 
pacit.ating spell such as blindTU?8B or ray 
of enfeebkTTUnt, or is wounded to under 
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half of its hlt points, it will nee. turning 
inuisible or flying if necessary to get 
away and regenerate lost hit points or 
wail for a spell LO end. lo d ire straits, an 
ogre mage will assume gcueou$ form, 
particularly if it. ia paralyzed or held, 
has only a few hit points remaining, or 
has suffered damage while inuisibk. 

When the ogre magi are in combat 
with the PCs, they will not only use 
their inuisibility powers as of\.en as 
possible, but they will polym-0rph into 
various humanoid forms as well. This 
tact ic is designed LO confuse the PCs so 
that the PCs think that they are fight.­
ing a group composed of various ene­
mies instead of ogre magi. Not.e that 
when an ogre mage ia polym-0rphed, he 
gains only the size, movement speed 
and mode, breathing mode, and manipu· 
lative abilities of the new shape as­
sumed. No special attacks or defenses 
are gained; an ogre mage in the form of 
a vampire cannot drain life levels. The 
ogre mage retains his true armor class, 
hit points, THACO, intelligence, and so 
on in his polymorphed form. 

Krugii (AC 2; hp 52; D 16, I 17) is the 
leader of the ogre magi. As chlef\ain, he 
attacks and saves as a 9-HD monster. 
He masterminded the takeover of De­
ception Pass and the ambushes, and he 
is loath to let introders disrupt his 
plans. Krugii is very intelligent, and he 
has learned some g&jin magic from the 
books of a wizard that he slew years 
ago. Krugii can memorize and cast 
spells u a 5th-level wizard in addition 
to his ogre mage abilities. Krugii nor· 
mally memor izes masic mis1ile C x 2), 
protection from good, uentriloquism, 
Melfa acid arrow, web, and lightning 
bolt. Krugii's high dexterity reduces his 
a rmor class to 2. 

Krugii 's battle tactics include waving 
a nonmagical silver wand (worth 100 
gp) when using his innate cone of cold 
or darlcness powers, and prot.endiog to 
twist a topaz ring (worth 500 gp) when 
he t urns inuiaible. If cornered or 
wounded, Krugii assumes gaseous form , 
then becomes inuiaible and flees. He 
may polym-0rph into a minotaur or a 
common om, but his favorite form is 
that of a dwarf (note the possibility for 
deceiving the PCs!). Krugii may use his 
stolen staff of withering (nine charges) if 
needed. 

EU (AC l ; hp 40; D 17) is Krugii's 
right-hand man and informs him of any 
activity in the local area. Eli enjoys 
posing as a hermit (see "The Village of 

Amril" and " Rumors in Amril '') in 
order LO learn of caravan departure 
dates. Eli often uses dwarvcn crossbows, 
and he has instructed the other ogre 
magi m their use. Eli 's high dexterity 
makes him very dangerous with a cross­
bow, and his armor class is lowered to 1. 

Eli carries a staff of yew that he may 
use LO cover hls innate abilities. He also 
owns a necklace of missiles with two 4· 
HD fireballs remaining. Eli may sneak 
up on intruders, toss a globe al them, 
and flee inuisibly to create maximum 
confusion. His favorite formB are an elf 
or human, but he may polymorph into a 
dwarf to navigate low corridor ceilings. 

Zus ka (AC 3; hp 35) is very sycophan· 
t ic toward Krugii, as he wishes to re­
place Eli as the chief\ain's lieutenant. 
'lb gain approval, Zusuka will hound 
the PCs at every opportunity, and he 
may try to capture lone PCs for Krugii. 
Zusuka owns a ring of protect um +I 
that lowers his armor class to 3 and 
doubles as his "power item." Zusuka 
may appear to the party as an oni or 
gnome, but not before he has a chance 
to charm the PCs first. 

lnko (hp 32) is the most complacent of 
the ogre magi, being sat isfied with prac· 
ticing the arts of his homeland. Al· 
though he is evil, Inko is very curious 
about the dwarves' previous civilization 
and t.he gejin lands. His interest. in these 
t.opics and his desire LO learn about the 
land's inhabitants are the reasons that 
many of the ogre magi's captives are still 
alive. Inko, when not. in his true form, 
may appear in the guise of on ancient 
Orient.al man or a korobokoru Ca Orien· 
ta! dwaril ike being). 

Inko does not try LO hide his powers. 
although he owns o wand of wonder (28 
charges) that. he loves to use. lnko's 
prize possession is a fochlucan bandore 
that. he obtained during a caravan raid, 
and he plays it on.en. 

Tori (hp 38; S 18195) is the most ag· 
gressive of the ogre magi. He loves 
killing, and this quali ty allows Krugii 
LO easily manipulate him. Turi eajoys 
polymorphing into un oni or fire giant; 
in these large forms he often hurls rocks 
or spears. He is the strongest ogre 
mage. with a +2 bonus to hit and a +5 
bonus on damage. Turi uses his buge 
sword to disguise his powers. This 
great.sword has a gilded hilt ond does 3· 
12 hp damage vs. small- or mt!dium·size 
creatures and 2-20 hp damage against 
large-size beings. 

Ondako (hp 33) is very sly and cun-



ning, and the forms he chooses to as· 
sume reflect this. He oft.en appears as a 
fox hengeyokai, a creature of his home­
land. Ondako can a lso pass ofT a credi· 
ble imitation of a vampire, as he has 
learned to mimic its appearance and 
mannerisms. However, Ondako does 
not know much about vampires and 
will fail standard vampire tests such BB 

fear of holy water or of a holy symbol, 
and be will certainly cast a reflect.ion 
in a mirror. 

Ondako wears a moonstone on an 
electrum chain (worth 116 gp) that. he 
uses t.o cover his powers . He also owns a 
brooch of shielding (30 hp of absorption 
remaining) that bears a white enam· 
elled skull. Ondako's favored weapon in 
combat is a lajatang I.hat he brought. 
with him from bis home (Dmg 1-10; 
consists of a 5' shaft with a crescent 
blade fitted at. each end; used as a staff). 

The Bronz-0 Dragoo 

Sablius is an unus ual bronze dragon, 
unlike any that. the PCs have ever en· 
countered. While he is six years old 
chronologically, his body is that of a 36· 
year-old dragon. This condition occurred 
through the judicious use of Kruggi 's 
staff of withering. The ogre mage has 
worked to corrupt Sablius to evil ways, 
and he has been moderately successful. 
However, PCs who realize that Sablius 
has been corrupted from his normal 
lawful-good alignment may be able to 
reform the young dragon and ease him 
back to his natural ways. 

Sablius is loyal to Krugii, as the ogre 
mage represents the only " mot.her" 
figure that Sablius has known. Sablius 
obeys Krugii's commands, but his loy­
alty does n't. extend to the other ogre 
magi, as Krugii has tried t.o make the 
dragon distrustful of other beings. Sab· 
lius still has the inquisitive nature of a 
child, which means that his curiosity is 
unbounded. Unless Krugii is around to 
curtail his actions, Sablius will speak 
with anyone who talks t.o him, and he 
may befriend anyone who is exception· 
a lly nice to him (ogre magi are not gen­
erally nice). Sablius is quite intelligent 
(though he can speak only Common and 
the ogre mage tongue, having learned 
them from the ogre magi and their 
captives), and he can c&Bt spells. At this 
point in his life Sablius knows only one 
spell, magic missile, which he learned 
from Krugii and uses at the 12th level 
of ability. 

Sablius's greatest weakness is his 
inexperience. Although he looks fonn i· 
dable, a blow with a sword makes him 
whimper, and he tries t.o fly away from 
combat in which he suffers over 20 hp 
damage. If he cannot flee, the dragon 
curls up, covers his head with his fore· 
legs, and cowers from bis enemies. 

Sablius can relate his life story t.o any 
PCs who defeat. him in combat or sub­
due him. He doesn't know what kind of 
creatures the ogre magi are, only that 
they are his "fr iends" and that humans 
are supposed to be his enemies. A 
lawful-good character that spends time 
with Sablius may be able to change the 
dragon's out.look on life; however, this 
may take months, or even years! An­
other option for reforming Sablius is t.o 
find another bronze dragon for him t.o 
live with (which would be an adventure 
in it.selO. 

In combat, Sablius is dangerous. He 
has been taught to use his breath weap­
ons whenever threatened, and he will 
definitely use his repul.sion gas cloud if 
he is sUJTounded by multiple opponents. 
Good·aligned characters should be given 
double experience points if they attempt 
to reform Sablius instead ofkHl ing him. 

Sablius, bronze dragon: AC -2; MV 
9, fly 30, Sw 12; HD 14; hp 56; THACO 
7; #AT 3 (claw/claw/bite) plus special 
(see MC); Dmg ld6+4/ld6+4/3d8+4 
plus special; SA +4 to hit with physical 
attacks, breath weapon (lightning for 
8d8 +4 hp damage, or repulsion), one 
spell (cast at 12th level); SD immune to 
electricity, spell.like powers; ML 11 
(special); AL LN (special); MC. Sablius 
can naturally breathe water and speak 
with animals, but he has not developed 
his other innate powers to create food 
and water, polymorph self, or cast wall 
of fog. The ogre magi are unaware that 
he has this potential, since they had 
never seen a bronze dragon before. 

The VIiiage of Amrll 

Before the adventure can begin, the PCs 
must be given a reason to visit the re· 
gion where Deception Pass and the 
trading village of Amril are located. 
Possible methods to achieve this include 
the promise of monsters to kill in the 
Taarousk Mountains, legends of un­
claimed dwarven gold in hidden mines, 
or even offers of work as caravan guards 
to the village of Amrll itself. 

Once the PCs reach the village, they 
quickly learn that everything is not 
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well. A merchant and his entourage 
have been staying in Amril for a week. 
The merchant, Chelsby of Greensboro, 
refuses to leave until he is allowed lo 
hire Arnril militiamen as guards for his 
journey through Deception Pass. Hen­
drick von Holt.sen, the military leader of 
Amril, bas adamantly refused to allow 
this. The great.est problem is that 
Chelsby has ofTered excellent pay- more 
than the village can afTord to give its 
guardsmen. This lure has interested 
several of the villagers, and they would 
be willing to brave the dangers of De· 
ception Pass if Hendrick will a llow 
Chelsby to hire them. Of course, this 
volatile situation might be alleviated if 
some powerful adventurers were to offer 
lo guard the caravan or even to get rid 
of the threat permanently. 

What the PCs and the residents of 
Amril do not know is that the ogre magi 
a re aware that a caravan will leave the 
village soon. Eli, in his hermit disguise, 
wandered into Amril two days before 
the PCs arrived. The ogre mage discov­
ered that Chelsby plans to enter the 
pass, and he quickly returned to the 
dwarven outpost so that Krugii might 
prepare an attack upon the caravan. 

When the PCs reach Amril, they a re 
directed toward the Iron Horse by help­
ful locals who are used lo dealing with 
visitors. The lron Horse is the only inn 
in Amril, as its reputation for good food 
and drink would keep other taverns 
from doing well in the village. The Iron 
Horse also serves as the meeting hall 
for the village council, which is in the 
middle of a heated debate when the 
adventuren1 arrive. Hendrick and 
Chelsby, as well as the citizens and 
businessmen of Amril, appeal t.o the 
PCs for help with their crisis. None of 
them want to see Amril lose its profit­
able business of trade. The PCs should 
either agree to join Chelsby's caravan 
as guards or decide to go in search of 
the monsters of the pass. See area 3, 
"The lron Horse;• and "'Ibwn Meeting" 
for more information. If the PCs do not 
agree to help, they may still encounter 
the ogre magi if the party tr ies to travel 
through Deception Pass. If they leave 
Amril in any other direction, the adven· 
ture is over. 

Amril is a small community and trad· 
ing post situated about eight miles from 
Deception Pass in the country of Asche­
ria. It is home to 250 humans and a few 
demi-humans, including a military force 
of70 trained men-at·arms who protect 

DUNGEON 43 



DECEPTION PASS 

VILLAGE OF AMRIL 

-

Amril from allack. The l-0wn is bu ill on 
a low hill and consists of a small keep 
and buildings that. dol the hill's slopes. 
Surrounding the hill is a 10'-deep 
trench and an 8 '·high wooden palisade. 

While the village has an elected cou n· 
cit, the true leader of Amril is Hendrick 
von Holt.sen, a decorated veteran of 
several humanoid wars who stands 5'8• 
tall. His steel.blue eyes and mental 
capabilities are his hallmarks. Cur· 
rently, Hendrick is worried about the 
monsters in Decept ion Pass, as he has 
no idea what they really are. Rumors 
are spreading through Amril , and the 
populace is beginning to panic over the 
thought of a possible monster attack 
upon the village. Hendrick realizes that 
the situation is urgent; even if the vii· 
)age is not attacked, no merchants will 
wish to travel on a monster-filled trade 
route. Consequently, Amril's greatest 
S-Our~ of income will dry up. 

Because of t hese problems, Hendrick 
has had to part with several men·at· 
arms to escort merchants through the 
pass-sometimes to no avail. Now he 
and the cit izens of Amril face a grim 
situation. 'lb combat this problem, they 
have decided that they will pay 

44 Issue No. 23 

0 48 96 
Feel 

---........ --
N 

* 
S-Omeone-anyone-to remove the crea· 
tures threatening their trade route 
through Deception Pass. 

With the exception of the numbered 
encounter areas, the buildings of Amril 
are homes or storehouses for grains or 
equipment. It is 70% likely that any 
given building is a residence; if not a 
dwelling, a building is either a sL-Ore­
house (15%), a private st.able (10%), or a 
smokehouse/livestock storage area (5%). 
Residences usually contain 1-3 adult 
males and 1·3 adult females; il is 20% 
likely that any adult. functions as a 
zero-level man·at·arms in combat (all 
adults are given equal opportunity to 
join the militia). In addition, there are 
0·3 children under 14 al any residence. 

The majority of the people of Amril 
are of lawful·neulral alignment, al· 
though there are a few citizens who are 
either lawful good or true neutral. The 
village's church (area 1) is dedicated lo 
the worship of any deity of the land, 
mountains, or agriculture that the DM 
desires. The church's three priests are 
very concerned about the fate of their 
church and Amril; if approached in civil 
manner, they will aid the PCs. The 
church has a main temple dedicated to 

the major deity of Amril, but it alS-O 
includes a small shrine for worshipers 
of other deities. 

1. T he Church of Amril. This low, 
single·story building houses the rcli· 
gious facilities of the village as well as a 
short bell tower (the bell is rung l-0 
celebrate holidays and l-0 warn of dan· 
ger). The church is staffed by three 
clerics, all of whom live near the 
church. The main worship hall is kept 
open from dawn until dusk, and the 
alternate area of worship is opened for 
visitors upon request. The church has a 
beautiful copper nnd silver font s uitable 
for creating up t-0 10 vials of holy water ; 
at any given time, the church has 
ld6 + l vials available for sale al the 
price of 25 gp per vial. 

The high pr iestess of the temple is a 
female half-elf named Alysia Oeudr ix. 
She and her brother, Rcumont Deudrix, 
have been taking care of the church for 
the last 30 years. Recently, an adventur· 
ing cleric named Bor ic retired in Amril. 
He befriended the two half-elves and 
now serves as the third cler ic of the 
church. While Boric doesn't spend a 
great deal of time at the church itself, 
he is always nearby or at his armorer's 
shop (area 4A). 

Alysia and Reumont are initially cold 
to outsiders, but if they a re politely 
approached by PCs who are on a mis· 
sion for Amril, they are eager to help. 
Either cleric will cast spells for the PCs 
at 40% of the costs in the Dungeon Mas· 
ter's Guide if they are aware that the 
adventurers have been hired by Amril 
l-0 relieve Deception Pass of its unwel· 
come inhabitants. 

All three cler ics will defend the 
church with their Jives if it is attacked. 
ln case such an event occurs, one cleric 
will try l-0 ring t he church bell; th is will 
bring a squad of six village guardsmen, 
3d6 concerned villagers, and Boric (if he 
is nol present) in 2·12 rounds. 

Alysia Oeudrix (half-elO: AC 5; MV 
12; C7; hp 38; THACO 16; #AT 1: Omg 
by spell or weapon type; S 13, 0 16, C 
10, I 15, W 15, Ch 13; ML 13; AL spe· 
cial; bracers of defense A C 7, mace + l ; 
spells: bless, cure light wounds ( x 2), 
light, protection from evil, augury, hold 
person, slow poison ( x 2), dispel magic, 
cure disease, cure serious wounds. 

Reumont Oeudrix (half-elO: AC 6; 
MV 12; F3/C3; hp 20; THACO 18; #AT 1; 
Omg by spell or weapon type; S 16, D 15, 
C 15, 1 12, W 14, Ch 12; ML 13; AL spe. 



ial; leather armor + l , mace, long sword; 
spells: cure light wou11ds. detect magu:, 
commaru:i, light, speak with animals. 

The alignment of these cler ics <and 
that of Boric, in area 4A), should be 
whatever good alignment matches that 
of the deity chosen for this land. 

2. Amril Keep. This century-old forti · 
fication rest.s atop the highest point. in 
the village. While it has never been 
besieged, Lhe keep houses 30 men-al· 
arms at all t imes. The remainder of the 
militia is made up ofadult.s who live 
throughout the village. Also stationed 
al the keep are Hendr ick, his lieutenant 
Aryles Bowin, and four sergeants. At 
any one time, ldlO + 10 men-at-arms 
are present at t.he keep; the others are 
out on patrol or in the village. Once a 
week, the ent ire militia drills on a field 
outside of town lo the north. 

Amril Keep is structurally sound from 
a defensive standpoint, as it has its own 
well and storehouses of food that can 
last. 100 humans for a fortnight. The 
keep also contains several ballistas and 
a light catapult. to bolster its defense. 

The keep is rarely open to the cit izens 
of Amril, but if an emergency were to 
occur, the majority of the populace cou Id 
be sheltered inside its walls. The recent 
series of attacks upon caravans have 
prompted Hendrick and Aryles to devise 
an elaborate plan lo defend Amril from 
at.tack by a large hostile force. (Of 
course, this plan of defense would be 
useless if the ogre magi attacked, as 
they could easily bypass any conven­
tional form of defense.> 

The layout of the keep is very simple 
and ut.ili1.arian: one three-story lo\1er. 
two shorter and smaller towers, and a 
12' outer wall connecting the towers in 
an isosceles triangle. A small gatehouse 
bisects the short third wall of the keep. 
Several buildings and two underground 
levels of cellars round out. t he grounds 
of Amril Keep. 

Hendrick von Holtsen: AC 8 (AC 1 
in armor); MV 12; FS; hp 61; THACO 13; 
#AT 3/2; Dmg by weapon type; S 15, D 
16, C 13, I 14, W 16, Ch 16; ML 15; AL 
LN; long sword +2 (specialized), chain 
mail + 2, light crossbow; 12 arrows. 
Hendrick usually wears normal cloth­
ing when he is in Amril, but he will 
wear his armor if the situation merits il 
(and whenever he leaves the village). 
Hendrick never lets his magical sword. 
Moondancer, leave his side; Moondancer 
is intelligent Cl 12) and possesses an ego 

of 4. Ct can detect magic or detect euil 
three times a day. 

Aryles Bowin: AC 4; MV 9: F3; hp 
22; THACO 18; /AT l ; Dmg by weapon 
type; S 17, D 10, C 14, I 12, W 13, Cb 
15; ML 14; AL LN; chain mail, shield, 
long bow, 12 arrows, long sword. 

Sergean ts (4): AC 4; MV 9; F2 ( x 2), 
Fl < x 2): hp 18, 15, 9, 6; THACO 19 
( x 2), 20 ( x 2); I AT l ; Dmg by weapon 
type; S 15, C 14, other statistics unre­
markable; ML 12: AL LN; keep militia 
have ring mail and shield; village mili· 
tia have leather armor and shield; all 
have spear, short bow, 12 arroY.rs, long 
sword. 

Men-a t-arms (70): AC 6-7; MV 9: zero­
level humans: hp 4-7; THACO 20; /Kr 1; 
Dmg by weapon type; S 12 +. D 10 +, C 
12 +,all other statistics unremarkable; 
ML 11; AL LG, LN. N; keep militia 
have ring mail and shield; village mili· 
tia have leather armor and shield; each 
has a spear, short bow, 12 arrows, and a 
long sword. 

3. The Iron Horse. This inn and 
t.avern is recognized as the symbol of 
Amril, as its hospitality is well known 
to merchants and traders alike who 
travel through these lands. The Iron 
Horse beasts 30 private rooms and its 
own small vineyard that produces some 
of the finest wine grapes in the area. 
Across the road is the Iron Stable, a 
large, 36-st.all building where a mount. 
or draft animal may be stabled over· 
night for 1·2 gp, depending on the s ize 
of the animal. 

The Iron Horse owes its name to an 
incredible feat of endurance performed 
by a steed belonging to the inn's first 
owner, Randolf Ingram. During the 
final weeks of the inn's construction, 
the establishment was still without. a 
name. However, Randolf was ambushed 
by bandits while returning from a jour­
ney. He was able to evade their trap, 
and he raced for the safety of Amril-15 
miles away-with 20 mounted bandits 
in hot pursuit. 

All but three of the bandits were 
forced to drop out. of the two-hour chase 
that ended at. the walls of Amril. There, 
Randolf wheeled his tired steed and 
slew his antagonists in mounted com­
bat. Randolf named the inn "The Iron 
Horse" in honor of his steed's stamina. 
This tale is a favori te among the pa· 
trons of the inn, and if the PCs talk to 
the locals for any amount of t ime. it is 
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likely that they will hear the tale of 
Randolrs nameless yet honored horse. 

The Iron Horse is currently owned 
and operated by a retired fighter, 
Raebaad Komerex. and his elven wizard 
friend, Delvon Montague. Raebaad won 
the inn from Randolf in a high-stakes 
poker game several years ago, and with 
the funds he and Delvon had acquired 
from adventuring, he created a magnifi­
cent inn that rivals the best ones in 
large cities. Word has spread about the 
Iron Horse, and it is a rare night that 
the taproom is not packed. 

Although business at The lron Horse 
has nol suffered great.ly yet (0-9 patrons 
frequent it during the day, and 6-36 at 
night), both Raebaad and Delvon fear 
that business may go bad because of the 
problem in Deception Pass. Because of 
this, the two proprietors are willing 
(and able) to help sweeten any reward 
for adventurers willing to clean up 
Deception Pass. 

Prices in The {ron Horse are reason­
able. The cost of a private double room 
is 2 gp per night; a single room rents for 
5 gp. The prices for food and drink are 
roughly equivalent t.o those listed in the 
Player's Handbook with the exception of 
the house wine, which sells for 2 gp per 
bottle and is highly recommended 
among the patrons of the inn. 

The village is proud of its inn to such 
an extent that the taproom doubles as 
the village meeting hall. Once a month 
(or more frequently if the need arises) 
the aleroom is packed with villagers 
and visit.ors alike t.o discuss important 
problems. It is no coincidence that the 
PCs arrive in Amril just when such a 
meeting is taking place, as lhe Decep­
tion Pass situation places Amril's future 
in great peril (see "1bwn Meeting"). 

Raebaad Komerex: AC 7 (leather 
apron) or AC 2 (armored); MV 12; F7; hp 
50; THACO 14: #AT 312; Dmg by weapon 
type; S 18/09, D 15, C 14, I 13. W 12, Ch 
13; ML 13; AL LN; apron, banded mail 
+ 1, short sword + 2, dagger. 

De lvon Montague (elf): AC 10 (AC 6 
with arm-0r spell); MV 12: M6; hp 19; 
/AT l ; Dmg by spell or weapon type; S 
12, D 14, C 13, I 17, W 15, Ch 16; ML 
13; AL LN: wand of magic missiks, ring 
of inuisibility. dagger. De Ivon cast.s an 
armor spell on himself at. all times, and 
he memorizes the following spells: 
magic missile, detect magic, shield, 
light, detect inuisibility, ESP. clairaudi­
ence, hold perso11. 
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4. The Circle. This community of 
shops comprises the business section of 
Amril. All of the shops' proprietors are 
either Amril natives or retired adven· 
turers. Each building is built of wood 
and is two stories high. Several of the 
buildings are not numbered on the map; 
these shops are minor businesses (fresh 
food, etc.) or other types of businesses at 
the DM's discretion. 

During daylight hours, 5d6 villagers 
and traders can be found in this section 
of town doing business, haggling, or just 
loafing around the various shops. A 
squad of four men-at-arms is always 
present in the area to handle any argu· 
ments or disputes. 

4A. Blacksmith and Armore r 's 
Shop. This shop is run by the village 
blacksmith Jarge Holmstelt with his co. 
owner, Boric Brauswith, and their two 
assistants, Randle and Kameren. The 
prices for goods at this shop are 105% of 
the price listed in the PHB, although 
armor of higher qualJty than chain mail 
is not normally available for sale. Bet· 
ter armor can be ordered by Ja rge, a 
process that requires 2-4 weeks. The 
blacksmiths cannot obtain plate or full 
plate armor. Boric is 30% likely to be at 
the Church of Amril (area 1) instead of 
at the forge. 

Jarge Holmst~lt: AC 8; MV 12; Fl ; 
hp 7; THACO 20; /AT l ; Dmg by 
weapon type; ~iL 11; AL LN; S 17, D 13, 
C 17, 113, W 12, Ch 9; leather apron, 
hammer. Jarge is 5'7" tall, but he pos­
sesses a rather imposing build as he 
weighs 190 lbs. Jarge is always willing 
to haggle over the price of goods, and he 
loves a good adventuring tale. 

Boric: AC 8; MV 12; C5; hp 25; 
THACO 18; /Kr l; Dmg by spell or 
weapon type; ML 14; AL special; S 16, D 
13, C 15, l 10, W 14, Ch 12; leather 
armor, mace + J; spells: cure light 
wounds ( x 2), endure heat ( x 2), Light, 
resist fire, speak with animals, silence 
15' radius, protection from fire. Boric's 
alignment matches that of the other two 
clerics in town (see area l}. 

4B. Trading Post. This building is 
owned by Alford Bohlswain, a cunning 
man in his late sixties. Alford handles 
all prospecting deeds, pelt trading, 
selling of small goods, and general sup· 
plies. Even though Alford seems sly and 
s neaky, he is an honest dealer and his 
business does well because of it. He can 
(and will) try to sell mining deeds to 
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interested parties for 50 gp; the claims 
are valid, but the titleholder is responsi· 
hie for enforcing his own claim! 

Alford is friendly to everyone he 
meets, and he tends to be very loqua· 
cious, especially with new customers. 
Most of the goods listed in the PHB can 
be found here at 110% of the listed 
price. Alford will barter goods with 
customers; he credits used goods ai 50% 
of the price of the same item in new 
condition. 

Alford Bohls wain: AC 10; MV 12; 
zero-level human; hp 4; THACO 20; /AT 
1: Dmg by weapon type; ML 10; AL NG. 

4C. J ewele r. This small shop is the 
establishment of one of Amril's wealthi· 
est citizens. The owner, Veros Gould· 
storm, is a retired thief with a keen eye 
for items of value. He possesses the 
appraising and gem-cutting nonweapon 
proficiencies. He charges 20 gp (refund· 
able if he purchases the item) to ap­
praise gems or jewelry; the charge for 
cutting a gem is 10 gp or 5% of the 
gerr·'s rough value, whichever is higher. 

Veros understands the Deception Pass 
situation could financially ruin Amril, 
but he is unwilling to contribute any of 
his time or money to an effort against 
the monsters of the pass. If asked, he 
will sell nearly any kind of gemstone to 
a needy adventurer, as he owns at least 
two gemstones of all types worth a base 
of 1,000 gp or less. Veros keeps his gems 
in a triple-locked and trapped vault 
beneath his shop. 

Veros G-0uJdstorm: AC 5; MV 12; T6; 
hp 28; THACO 18; /Kr 1; Dmg by 
weapon type; ML ll; AL N; S 12, D 18. 
C 13, I 16, W 12, Ch 12; ring of prol4!c­
tion + 1, dagger + 2. Veros is really 35 
years old, but his appearance is that of 
a 26·year~ld man thanks to a potion of 
1-0ngeuity. His attitude is aloof and cold, 
but he usually can overcome this when 
dealing with customers. 

40. Soot hsayer's Home. The village 
soothsayer, Lyllidia, earns her living by 
telling fortunes for anyone who pays for 
the privilege. Her skills are no secret, 
as her ability to predict the future with 
accuracy is highly respected. lf she 
learns that the PCs are planning to 
liberate Deception Pass, Lyllidia offers 
to tell each of their fortunes for 5 gp 
apiece. Her reading is 60% likely to act 
as a portent spell, 39% likely to be un· 
true, and 1 % likely to act as a vi8ion 
spell. Lyllidia may also act as a sage 

with detailed knowledge of the art of 
prediction; however, she requests 40 gp 
and two days t-0 gain divine guidance. 
There is a 50% chance that the knowl· 
edge gained is superfluous or fa lse. 

Lyllidia is 30 years old and very beau· 
tiful, but she has taken a vow of chas­
tity in order to maintain the powers 
that she possesses. She ha<J many spirit· 
ual trinkets in her possession for sale, 
and she will always try lo make a sale. 

LyUidia: AC 9; MV 12; zero-level 
human; hp 3; THACO 20; /AT 1; Dmg 
by weapon type; S 7, D 15, C 13, I 14 , W 
15, Ch 15; ML 9; AL N; dagger. 

Rumors About Deception P ass 

When the PCs accept. an offer to become 
caravan guards or to liberate Deception 
Pass, they may desire to learn more 
about recent events from the inhabit· 
ants of Amril and any traders and mer· 
chants currently there. 

R-011 ld6 when the PCs question a 
possible source of information. On a roll 
of l, that person has nothing interesting 
to tell. On a 2 or a 3, the individual 
knows one rumor; a 4 or 5 means that 
the person knows two rumors; on a 6, 
the person knows three rumors. Unless 
the c-0ntacl is aware that the PCs are on 
a mission for Amril, he has a 50% 
chance of asking for compensation of no 
less than l sp per rumor (the person 
rec.ognizes that the PCs are not locals). 

Roll ldlOO and consult the " Rumors 
in Amril" sidebar for each rumor that 
the PCs hear. Not all of the rumors are 
true. If the PCs think to question every· 
one present at the town meeting, they 
will learn eight rumors (duplications 
are possible). 

Town Meeting 

This encounter is designed to introduce 
the PCs to the situation surrounding 
Deception Pass and to spur them on· 
ward to the completion of the adven· 
ture. When the adventurers reach 
Amril, the guards at. the gate direct 
them to the Iron Horse Inn. The PCs 
should reach Amril near or after dusk, 
as a nJght arrival will coincide with the 
town meeting and insure that the PCs 
will not look elsewhere in the village for 
amusement. 

As the PCs approach the stable, they 
can hear a loud argument coming from 
the tavern. Begin to read the following 
passage to the players. lf the PCs jump 
into the discussion, some of the reading 



Rumors In Amril 

Die Roll Rumor Die Roll Rumor 
01-05 1 54-56 16 
06-10 2 57-60 17 
11-13 3 61-64 18 
14·19 4 65-68 19 
20-21 5 69-72 20 
22-24 6 73.74 21 
25-27 7 75.77 22 
28-31 8 78-80 23 
32-33 9 81-82 24 
34.37 10 83.86 25 
3840 11 87-88 26 
4143 12 89-92 27 
4447 13 93-95 28 
4849 14 96-97 29 
50-03 15 98-00 30 

1. The dwarves have returned to 
Deception Pass as an act of revenge. 
(False) 

2. Last. week, two sheep disappeared. 
(True, but unrelated.) 

3. There is a hermit who comes into 
town every so oil.en; he was here re­
cently. (True, but the hermit was really 
the ogre mage Eli.) 

4 . The crops haven't been doing well 
in the last month. (True, but unrelated.) 

5. Some people claim to have seen a 
dragon in the area recenlly. The drag­
on's color was not noted; only its sil­
houette was seen. (True; this was 
Sablius.) 

6. The dwarven stronghold in Decep­
tion Pass is being used for evil pur­
poses. (True, but an unremarkable 
guess.) 

7. The humanoids who live north of 
Deception Pass are massing for an 
attack upon Amril. (.False) 

8. Lyllidia, the sooth.sayer, could tell 
you the nature of the creatures in 
Deception Pass. (False; she doesn't 
know anything about them.) 

9. Hendrick really wants to see 
Amril fail as a village; he hates his 
work. (False) 

10. Delvon, one of the proprietors of 
the Cron Horse, is really a spy for the 
dwarves who still live in the moun­
tains. (False) 

11. Several guards from a recently 
destroyed caravan were found frozen to 
death, but. the weather had been warm 
for weeks! (True; one of the ogre magi 
used his cone of cold power to destroy 
the guards.) 

12. The ghost of an evil wiUU'd stalks 
the ruins. <False) 

13. Many treasures still lie un­
claimed in the dwarven stronghold. 
(True-a good guess.) 

14. If one more caravan is destroyed, 
the merchant's guild in the capital will 
refuse to use Deception Pass as a trade 
route. <True) 

15. Several caravans had io pay a fee 
to a large, one-eyed giant to avoid 
being destl'oycd in Deception Pass. 
CPartially true; the creature was 1bri 
polymorphed into oni form.) 

16. There is a secret passage through 
the Tuamusk Mount.runs that leads t.o 
the dwarves' stronghold. (False; the 
pass doesn't. go through lhe mountains.) 

17. Hendrick cannot spare men to 
accompany caravans through the pass 
because too many hove been kilJed on 
earlier excursions. (True) 

18. Not every caravan is attacked; a 
few have traveled the pass safely. 
<True; several caravans were com­
pletely ignored by the ogre magi be­
cause they did not want to prematurely 
dry up their supply of prey.) 

19. Ores are controlling the dwa.rven 
stronghold. (False) 

20. A fire-breathing dragon has been 
attacking the caravans! (False) 

21. The monsters in Deception Pass 
will attack again soon. I feel it in my 
bones. <True-a good guess.) 

22. There ore many entrances into 
the dwan1en caverns, but beware-I'm 
sure that they're trapped as well. (Par­
tially true; there is only one entrance, 
and it is trapped.) 

23. The other night I was silting in 
front of my campfire with a friend and 
I heard some noises behind me. I 
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turned around and saw a grinning man 
with long canine teelh. l think it was a 
vampire! He disappeared before I could 
get another good look at him. (True; 
the "vampire" was the ogre mage 
Ondako.) 

24. [ beard that a guard on one of the 
caravans tried io fight olT an attacking 
gianl. He looked into the giant's eyes 
and turned lo stone! <False) 

25. There's shape.cbangin' monsters 
in those mountains, and ifl were you, 
I'd buy rne some wolfsbane to protect 
me from the were·beasts that prowl 
around. (Partially true and a good 
guess, but wolfsbane will be of no 
help.) 

26. A merchant who lried to cross 
Deception Pass told me that a dragon 
destroyed one of his wagons with a 
great blast of ice before his very eyes! 
f Partly true; the frost was a cone of 
cold cast by Krugii; the merchant's 
recollection of the event. was not. clear, 
as he didn°t see where the ice came 
from.) 

27. A hermit Jives in the wooded vale 
south oflhe pass. Don't disturb him­
he owns a powerful magical staff. 
(True, but the staff has been stolen by 
Krugii; see area B of"Deception 
Pass.") 

28. There may be other obstacles 
besides whatever monsters res ide in 
the keep. Humanoids in lhe north may 
control parts of the pass, and some 
caravans have had to deal with attacks 
by wolves. (True) 

29. It. is very probable that some 
creature from the lower planes, with 
help from a wizard, is behind the mis­
chlef in the pass. (False). 

30. The hermit in the mountains is 
directing the caravan attacks; I've seen 
him snooping around in town before 
caravans have lefl Amril. (False; the 
"hermit" who comes to town is really 
the ogre mage Eli in polymorphed 
form.) 
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may not be necessary; use your best 
judgment to incorporate the PCs into 
this situation. 

"It's been loud ever since the meet­
ing started," says the stable boy as 
he takes the reins of your horses. 
"They've been arguing about. one 
thing or another for t.be past three 
meetings. You can go on in and get 
some food and drink, and hsten to 
the meeting If you like-I can never 
make heads or tails of what they're 
arguing about" 

After paying the boy for his serv­
ices, you walk toward the huge two­
story building across the road. The 
sounds of arguing grow louder; all of 
the doors and windows in the com­
mon room are wide open. You soon 
understand why, as you see that the 
aleroom is packed full of people. As 
you go in through the main door, 
your senses are ossoulted by the 
noise, the commotion, and the odors. 
Intricate carvings decorate the walls 
and colorful shields hang over the 
bar, each one bearing the unage of a 
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silver-gray horse. The smells of good 
ale, wine, and roast pig fill the air, 
and it seems like all the people of 
Amril have crowded into this room. 

The arrangement of benches and 
tables suggest that a meeting is 
taking place. Over 100 people have 
packed the room, a nd the center of 
their attention is a man of average 
height yet imposing nature: his 
steely blue eyes seem to sweep across 
the entire room. Seated near this 
man are several older men and 
women, members of the town council. 
The remainder of the crowd is scat­
tered about the taproom. 

Not. wishing to stand out, you 
quickly sit down on some unoccupied 
benches near the door. After whisper· 
ing some quest.ions to the locaJs sit.· 
ting near you, you learn that the 
majority of Amril's important citi· 
zens are present, and some mer· 
chants and traders are here as well. 
The purpose of this meeting is to 
decide on a course of action that 
concerns the fate of the village. Your 
acquaintance says something else. 

but the noise level in the room pre­
vents you from understanding his 
words. 

As you prepare to ask the man to 
repeal himself, the ear.splitting 
sound of crockery being shattered 
pierces the air. silencing the noisy 
crowd. You look around to determine 
the source of the interruption a.nd 
realize that the steely eyed man is 
responsible for this unwholesome 
action. His face is set in an expr<UY 
sion of contempt. daring anyone lo 
cbaslise him. The man kicks the 
crockery shards out of his way and 
begins t.o speak: 

"With apologies to our fine inn. my 
friends, I ftnd it necessary to regain a 
measure of control over this impor­
tant meeting. All of you realize the 
gravity of our situation, including 
our merchant friends who see fit to 
use our fair town as a stop on their 
trading route. However, Amril lacks 
the manpower to defend caravans of 
any sort, mercantile or otherwise, 
through Deception Pass. We must 
look to ourselves now." 



Even before he finishes, several 
men, presumably merchants, jump lo 
their feet and shout: " How can you 
say such a thing?" "We need protec· 
tion too!" "What k ind of a leader do 
you call yourself, von Holt.sen?" " Do 
you want lo drive us out of Amril 
forever?" Eventually, the merchants 
are calmed by other patrons and sit 
down, but one well-dressed man 
remains standing. 

" Hendrick von Holt.sen," the mer· 
chant begins drolly, " I can under· 
stand your posit.ion. Obviously Amril 
needs to defend itself against a possi­
ble threat, although nothing has 
threatened this town since it was 
founded. However, as a merchant and 
contributing businessman of Amril, I 
cannot accept the chaJlenge of at­
tempt ing to move a caravan full of 
merchandise on a monster-infested 
trade route. An undefended caravan 
is easy prey for any ant.agonist­
huma n, monstrous, or otherwise. 

"The sit uation would be eas ily 
remedied if mercenaries were to 
accompany my own wagons, and 
those of others, through the pass. I 
do not understand your recalci· 
trance, as I have offered more than 
a mple payment to anyone skilled 
e nough to guard my caravan, in· 
eluding Amr il's mili t iamen. He n· 
drick, sur ely you can spare five 
willing men- I' ll compensate both 
Amril and the men themselves for 
their trouble in gold and platinum:' 
With a flourish, t he merchant dis· 
plays several thick, greasy coins 
between his right thumb and fore· 
finger. "Now, who wishes lo join the 
caravan of Chelsby of Greensboro?" 

In an inst.ant, the taproom turns to 
pandemonium. Men and women 
begin shouting, a fistfight breaks 
out, and a score of heated arguments 
develop. 

At this point., the PCs may decide t.o 
resolve Amrll 's problem by volunteering 
their ser vices, or they may elect lo act 
in another way- possibly starting a 
brawl! lf the PCs choose a violent. course 
of act.ion, the OM should remind them 
that their acts would not. be well re· 
ceived by the townspeople, and that the 
entire village might turn against them. 

After a time that seems t-0 last forever, 
order is restored. Hendrick von Holt.sen 
speaks anew. This time his words are 

not sharp and crisp; instead, they are 
imploring a nd entreating. 

" l understand there are many view. 
points t-0 be considered on the issue of 
our trade route. However, I am first 
and foremost responsible for the wel· 
fare of our village. lf I lel more of our 
citizens meet their doom at the hands 
of the monsters in Deception Pass, it 
will prove nothing. It is necessary 
that our merchants and traders be 
able lo use Deception Pass safely; 
however, it is also necessary that 
Amril be defended. lf there were only 
some powerful mercenaries to help us, 
t hen we might have a solution." 

Suddenly, a n elderly man sitting 
near your group st.ands up. "Hen· 
drick! Here's your mercenaries!" 
With a sinking feeling you realize he 
is speaking about. you. As you look 
around, you see that. all eyes are 
upon you. 

At this point, the PCs may offer their 
services lo the citizens of Amril or to 
the merchant Chelsby. If they remain 
quiet, Chelsby entreats them for aid, 
offer ing a great sum of money if the 
adventurers are obviously of great skill. 
Hendr ick and the merchants of Amril 
will also try to hire the PCs t-0 destroy 
the monsters of Deception Pass if they 
refuse t.o accompany Chelsby as guards. 

Allow the PCs lo bargain with Hen· 
drick or Chelsby for payment, but re· 
member that Amril is willing t.o pay 
brave mercenaries to alleviate its prob· 
lem, not just. escort. one caravan through 
the pass. Between the merchan ts and 
the coffers of Arnril, a great reward can 
be offered lo the PCs, but. they must 
provide proof that future caravans will 
not be molested. 

Chelsby initially offers the PCs a 
payment of 25 gp each, with an extra 50 
gp upon successfully escort.ing his cara· 
van through Deception Pass. The busi· 
nessmen of Amril cannot offer the same 
amount of coinage that Chelsby can, but 
they have a large supply of goods be· 
hind them. lf the PCs can liberate De· 
ception Pass, they will be paid 20 gp in 
coins and 60 gp in goods and services 
each, and they can keep any treasure 
that they find in the pass. 
lf the PCs bargain for a larger reward, 

Raebaad Komerex says he will hold a 
celebration in their honor if they are 
successful. He also offers each PC a keg 
of fine aged wine (worth up to 6 gp per 
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keg if t he PCs are cheap enough to sell 
them). Chelsby can sweeten the pot. by 
20 gp more per PC, but he would rather 
give them mercantile goods (he deals in 
spices, foodstuffs, and cloth) before part­
ing with an overly large sum of money. 
The PCs should eventually realize that, 
while the town may not be able t.o pro­
vide a fee worthy of their stature, it. 
desperately wishes to have its problem 
remedied at nearly any cost.. lf the PCs 
don't. realize this or are just plain 
greedy, the adventure could be very 
short indeed. 

The Caravan 

Once the PCs agree t.o help Chelsby and 
Amril, the merchant informs the PCs 
that they will leave in one day- time 
enough for them t.o replace any needed 
equipment, pick up some rumors (if they 
think to do so), a nd ready themselves 
for the trip. During this time, Hendrick 
or his lieutenant, Aryles Bowin, can fill 
the PCs in on the history of Deception 
Pass and what is known of the current 
situation there, if asked. On the mom· 
ing of the second day, Chelsby awakens 
the PCs at. dawn, as he is very nervous 
about the journey and wants to com· 
plete the trip as quickly as possible. 

Chelsby's caravan consists of four 
wagons, eight hired men-at-arms (not 
from Amril), a few mercenaries, a nd two 
fellow merchants. Three of the wagons 
have canvas roofing, but Chelsby·s 
wagon looks like a small hut on wheels. 
It has been outfitted with a door, win· 
dows, and shutters. Written on both 
sides of the wagon in green and gold 
lettering are the words "Chelsby of 
Greensboro, Master Merchant." 

The caravan will travel through De­
ception Pass in a set formation. The 
rtrst wagon contains the spices and 
wines of Zachary Delios, one of Che ls· 
by's merchant partners. Two men-at· 
arms ride on the driver's seal, while a 
third sits inside the wagon itself. 

The second wagon contains the vari· 
ous silks, cloths and expensive food· 
stuffs of Chelsby, guarded by another 
man·at.-arms and Wordal, a 3rd·level 
wizard. Wordal was hired to defend the 
wagons against. attacks, and his spell 
selection reflects this. 

The third wagon in line contain~ a 
sort of office for Chelsby, Zachary, and 
the third merchant, Arvos Stelding. The 
three merchants spend the journey 
inside this wagon unless the caravan 
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CHELSBY'S CARAVAN 

~[-·[·~ •"'l M3 

Arvns teldlng Living Qunrter1> Chelsby o( 

Grl.'l.'nsboro 
Zuchnry Delio .. 

st-Ops for any reason, such as l-0 camp or 
when the ogre magi spring their am· 
bush. Kept. inside the wagon are the 
caravan's payroll and each merchant's 
funds (a tot.al amounting l-0 roughly 300 
gp), logbooks det.ailing business transac· 
tions, personal belongings, and other 
tools or the merchant trade. Hidden 
beneath the wagon is a padded and 
locked iron box that contains three 
potions of healing for use in an emer· 
gency. The only key l-0 the box is held by 
Chelsby. A man.at.arms and a hired 
2nd-level lighter control this wagon's 
dray horses . 

The fourth wagon cont.a ins the weap­
ons and goods of Arvas $Leiding and is 
driven by two men-at·arms. The eighth 
man·at.·arms and another 2nd-level 
lighter ride 50' ahead or the first wagon 
l-0 give ad\•ance warning should the 
caravan be attacked. Chelsby suggests 
that some of the PCs r ide in the wagons 
and others ride on horseback so that the 
latter might be able to quickly move to 
the location or any threat against the 
caravan wagons. 

Before the caravan reaches the pass, 
the OM should ask the players to de· 
clare their PCs' locations in the caravan 
train (for example: "My wizard is riding 
in the first wagon," "Colin the Ranger 
is r iding l-0 the lefl. or the second 
wagon," etc.). Use the diagram of Chels­
by's caravan above l-0 make this task 
simpler, as PC position could make a 
great. deal of difference when the am· 
bush encounter is run. 

CheJsby: AC 10; MV 12; Fl; hp 8; 
THACO 20; /AT l; Dmg by weapon type; 
1 15; Ch 16; ML 12; AL N; long sword. 

WordaJ: AC 9; MV 12; M3; hp 10; 
THACO 20; /AT l ; Dmg by spell or 
weapon type; I 16; D 15; ML 12; AL N; 
dagger ; spells: sleep, magic missile, web. 
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Mer ch ants (2): AC 10; MV 12; zero­
level humans; hp 4; THACO 20; /AT l; 
Dmg by weapon type; ML 11; AL N; 
unarmed. 

Men·at--arms (8;: AC 4; MV 9; rero­
level humans; hp 6; THACO 20; I AT 1; 
Dmg by weapon type; ML 11; AL NG; 
chain mail, shield, long sword, short bow. 

The OM may wish Lo consider hand· 
ing over the NPC caravan members to 
players, allowing them l-0 set the merce· 
naries' posit ions in the caravan and 
direct t.hem in combat. This will greatly 
reduce the DM's workload for the am· 
bush at encounter area E in Deception 
Pass. However, the OM should still be 
the final authority on t.he NPCs' 
actions; none of the men·at-arms would 
suicidally charge an enemy or continue 
to au.ack if badly wounded, for example. 

Deception Poss 

The pass itself is a naturally formed 
crevasse lhal runs t he length of the 
Thamusk Range. Deceplion Pass is 42 
miles long; travelers using the pass 
musl spend at least two days lo com· 
pletely traverse its length. The moun· 
t.ain waJls rise from 110'-300' above the 
pass; if the height of the cliff walls 
needs to be determined at any lime, roll 
ld20, add 10, and multiply the result by 
10 to deter mine the height in feet. 

There is no random encounter table 
for the lrip from Amril to Deception 
Pass or for the pass it.self. lf the OM 
feels such encounters would help the 
pace of the adventure, he can add them 
as needed. Reasonable encounters 
might occur with a group of bandits, 
severa l tr appers, or eveo a band or hu­
manoids t.ailored i.o the PCs' abilities. 
Such encounters may shroud the iden· 
t.ity or the Deception Pass monsters in 
even more mystery. 

A. The Great Gates o f Oron. At 
these locations in the pass, pairs of 
gigantic iron gates were built into the 
mountainside. Their original purpose 
was to slow the advance or any army 
through the pass, but time and neglect 
have laken their toll; the once-mighty 
gates st.and rusted and broken. 

The gates are 15' high and 25' wide, 
and they bear the name of the greatest 
dwarven hero of the tr ibe's hist-Ory: 
Oron of Shel tac. When the gates were in 
operation, they could be dragged out of 
the cliff walls on iron rails and bolted 
shut. The mechanisms that or iginally 
made this a simple task have rusted 
away, aod the gal.es now sit in their 
moorings, immovable due l-0 their great 
weight. A space about 30' wide lies open 
between each pair of gates; the caravan 
wagons can easily pass between them 
over their rusty rails. 

Unknown l-0 the PCs a nd the caravan 
members, an invisible Ondako is spying 
on them from atop the southern gate. 
He watches the caravan pass through 
the gat.e, determines its composition 
(number of possible spell·casters. heav· 
ily armored fighters, etc.) and returns lo 
the outpost so the ambush may be set. lf 
the PCs somehow notice him, Ondako 
flees into the mount.sins to lose any 
pursuers before reporting back Lo Kru· 
gii. He will not light the PCs unless he 
is cor nered or chased by a lone pursuer. 

B. Aba ndoned Stairs and He rm.it. 
At this point. in Deception Pass is a 
crumbling, narrow staircase originally 
built by the dwarves. It is over 300' long 
and climbs 125' to a small plateau that 
cannot be seen from the pass fl oor. lf the 
PCs inquire about the st.airs, one of the 
mercenaries remarks, "That's where 
t he hermit is supposed l-0 live-but no 
one's ever gone up there to find hi m." 
Che Isby becomes angry if the PCs ex· 
press any curiosity about the stairs or 
the hermit; he wants them to st ick l-0 
business. PCs who decide l-0 search for 
the hermit will not be able to relurn Lo 
the caravan in lime for the ogre magi 
at.tack unless they have a means of 
movement that is much faster than 
walking. 

Any PCs who climb the stairs or fly 
up t.he cliff race find a small cleared 
area roughly 100' in diameter. Al the 
edge of this plateau farthest from t he 
steps is a crevice that winds for 1 lh 
miles between two mountains to a small 
wooded valley. Just inside the e ntrance 



to this vaJley is the camouflaged home 
of the druidic hermit Histellwyn, who is 
spying on the PCs as they enter the 
valley. Histellwyn reveals himself to the 
PCs only if he feels that they have no 
hostile intentions. 

Histellwyn answers questions con· 
cerning Deception Pass in exchange for 
usable goods such as food OT leather 
sacks. He knows that " huge, misshapen 
beings" reside in the dwarven keep, and 
he thinks that they have at lea.st one elf 
or half-elf ln league with them (be has 
seen ABhlor, the ogre magi's charmed 
guard, several limes). Hi11tellwyn can 
also tell the PCs that be has not visited 
Amril for three months, as he has tried 
not to arouse the alt.en lion of the mon· 
sters. This fact should be an important 
clue to PCs who heard that the hermit 
had visited the village recently. His­
tellwyn can confirm the presence of a 
dragon, but he is unsure of its t.ype. 
Finally, Histellwyn tells trustworthy 
PCs that a powerfuJ magical staff of 
yellowish wood was stolen from him two 
months ago. He is sure that the mon· 
Ste.rs in the dwarven outpost are respon· 
sible for its theft. 

The hermit would like to see the PCs 

destroy the creatures that now t.erroriu 
the pass, and to have his magicaJ staff 
returned to him. He offen the PCs a 
clooJt of tht manta ray that he acquired 
long ago but has no real use for if they 
return his staff. Histellwyn belie,•es 
that the monsters of the pass are giants, 
having seen one in oni form; this may 
confuse the PCs when they encounter 
the ogre magi. Histellwyn will not re­
veal that he is a druid unless the PC 
party includes a druid or ranger. 

Histellwyn: AC 6; MV 12; 06; hp 33; 
THACO 18; IAT 1; Dmg by spell or 
weapon type; S 14, D 16, C 13, I UI, W 
14, Ch 16; ML 14; AL N; staff, scimitar, 
ring of protection + 2. Hist-ellwyn's 
spells may be chosen by the DM, but he 
always has animal {ritnd8hip, speak 
wilh animah, obacuremtnJ, and 
borltllrin. 

C. Dead Cave . Al this location in 
Deception Pass, small cave openings 
can be seen high up on the cliff faces. 
Each cave is from 10'-60' above the floor 
or the pass, and all are naturally formed 
from shifts in Lhe rock that occurred 
long ago. No monaten1 can be found in 
these caves, which are little more than 
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crevices in the rock walls. There is a 
50% chance that each oflhe six "caves" 
at this location ia inhabited by a small 
flock or birds or bats; otherwise, the 
caves are empty. 

D. tirge Cave. At this location in 
the pass, a cave mouth yawns in lhc 
northern wall 9' above the ground. The 
cave appears innocuous, but. anyone 
venturing inside is in for a surprise. 
Nesting on the ceiling of this 10'· 
diameter cave is a group or 11 stirges. 
These creatures are nocturnal, but t.hey 
at.tack anyone enteTing their cave and 
pursue intruders foT 1-4 round.a during 
Lhe day. At night they arc out hunting 
and the cave is empty. Nothing of value 
can be found in the stirges' cave. 

tirges (11): AC 8; ~fV 3, fly 18; HD 
1+1; hp 5 each; THACO 19; IAT l ; Dmg 
1-3; SA blood drain; ML 8; AL N; MC. 

E. AmbUBh. The pass begins to nar­
row, and it is bere that the ogre magi 
attempt to exploit. or destroy the cara· 
van. SabliUB and the ogre magi have 
carefully prepared an obstacle for the 
wagons. lnuu1ble, they set the ambush 
for the caravan and wait. Read the 
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Ledges are 120'-130' above pass floor. 

following paragraph lo the players 
when the caravan reaches this point: 

Up ahead, the ground seems to be 
littered with pieces of scree and rock, 
as if a small rockslide had occurred 
recent ly. Several large slabs of st-0ne 
create an even narrower opening in 
the already cluttered pass; it will be 
difficult. to move the wagons through 
unless the rocks are removed. 

The PCs can attempt. to drive the 
wagons over the rockslide and risk 
breaking an axle and wasting valuable 
time, or they can clear away the rock 
and spend even more time. Chelsby is in 
favor of trying to cross the rocks, and he 
orders his hired men to do so unless the 
PCs protest. If the PCs get rid of the 
rocks t hrough the use of magic such as 
stone shape or tran.smute rock to mud, 
Chelsby is pleased at the prowess of his 
hired guards. However, Turi immedi· 
ately begins the ambush should the PCs 
elect such an action. 

lf lhe caravan attempts Lo cross over 
the rock slabs, the seoond wagon breaks 
an axle as it rolls over the rocks Cthe OM 
should pretend to roll for a successful 
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crossing, but the failure always occurs; 
repair work takes 20 man-hours). Other­
wise, 60 man-turns of work are required 
to clear a path through the rubble. In 
either case, an interruption occurs all.er 
one turn of rock clearing or while the 
caravan members alt.empt to fix the 
wagon's axle. When this happens, read 
the following: 

From behind a pile of rocks where 
you are certain nothing stood a min· 
ute ago, a one-eyed giant appears. 
This 10'-tall creature has dull 
reddish-brown skin, wears a giant 
black breastplate, and wields a huge. 
wicked sword. With a deep laugh, the 
giant surveys the caravan and 
speaks to all of you at once. 

"Welcome, miserable travelers! I 
see that you are having a bit of diffi­
culty on your journey. I have a propo­
sition for you. Give me a ransom of 
3,000 pieces of gold, or my friends 
and I shall destroy you!" The cyclo­
pien monster st.ares at.. you , his 
greatsword raised and his muscles 
tense, showing his distrust of your 
actions. 

Upon hearing t his, Chelsby shouts, 
"Destroy the monster!" as he doesn't 
want to pay such a large sum of money 
to a "vile giant." If the party begins to 
parley with the cyclops (which is really 
the ogre mege Turi polynwrphed inLo 
oni form), their alt.empts are ignored. 
Instead, Turi tries to charm the nearest 
PC who is looking at him. If a PC or 
NPC is successfully cha.rmed, Turi com­
mands him to convince the other PCs 
and Chelsby lo pay the ransom. 

It is very likely that the PCs will 
refuse to give in to 'lbri's demands. If 
the PCs are openly hostile (a sit uat ion 
that Tur i is expecting), the "cyclops" 
growls, "Okey, you asked for it!" Fol· 
lowing this he yells "Shamut!" (a non· 
sense word that he hopes will be 
mistaken for a commend word), turns 
inuisrble, and flies upward and over the 
caravan until he is behind the last 
wagon. By doing this he hopes to con· 
vince the PCs that he possesses an 
inuis ibrlity-inducing magical item. His 
actions are also the signal for the am· 
bush Lo begin. Remember lhat any 
attack by an inutSible creature d ispels 
the in u18ib1lrty. 

Round I : 'Turi turns rnuisible and flies 
over and behind the caravan wagons. 
Sablius and Krugii (both invisible) si· 
lently glide toward the caravan from 
their ledge, gaining a -4 adjustment to 
surprise rolls. Seblius breathes light· 
ning aL a group of powerful-looking PCs 
while Krugii uses his cone of cold to 
blast anyone casting a spell. The other 
ogre magi reedy their attacks for the 
next round, and the NPC mercenaries 
and Wordal r un for cover end draw 
weapons. 

Round 2: Ondako and lnko (both in· 
utSibleJ swoop down on unsuspecting 
PCs and drop large rocks on their vic· 
ttms' heads C3-18 hp damage). Eli fires 
two preloaded heavy crossbows from his 
position atop the pass. as his high dex­
terity allows him to do this with speed 
and accuracy. His target is an unar­
mored PC or one who 1s nying in the 
pass. The rocks surrounding his position 
provide Eli with 50~ cover (-4 to ar­
mor class>. Eli has one more heavy 
crossbow and two light crossbows re· 
maining, ell preloaded. 

An inuisible Zusuke flies down into 
the pass and attempts to <:harm an 
isolated or neeing NPC. He orders the 
charmed NPC to cease res istance and 
toss away all of his weapons. Turi waits 
for a spell-caster lo reveal himself, 



whereupon he nies over and invisibly 
alt.acks the mage or priest from behind. 
Sablius flies up out of the pass so he can 
turn around and att.ack the caravan 
again (if necessary). Krugii turns invisi­
ble again. 

Any surviving mercenaries must 
make morale checks or flee unless the 
PCs have effectively repelled the ogre 
magi. If the NPCs' morale is good, they 
help fight the ogre magi and dragon 
with missile weapons. Wordal, if still 
alive, tries to cast a magic m issile spell 
at any visible ogre mage. 

Round 3: Turi continues to fight his 
chosen target or selects one to at.tack if 
he haBn't already done so. Krugii casts 
a magic m issile or Melfs acid arrow 
spell at an armored or severely 
wounded PC. Ondako tries t.o charm a 
PC if he is not in danger of being 
harmed. Eli fires one heavy crossbow 
and one light crossbow from atop the 
pass, and lnko uses his wand of wonder; 
if a n adverse effect. occurs, he immedi­
ately leaves for the outpost. 

Zusuka attempts to charm another 
NPC or PC unless threatened, in which 
case he unleashes a cone of cold against 
his antagonist. Sablius wheels in the air 
this round unless he is wounded, in 
which case he flies back to t he outpost. 
Morale checks may be necessary for any 
NPCs who are stm alive. Wordal hides 
if he has already been killed. 

Round 4 and afler: Sablius strafes the 
caravan with another breath weapon 
attack, favoring repulsion over light­
ning if the PCs have spread themselves 
out. Eli fires a nd reloads his remaining 
light crossbow. If the fight breaks up, be 
gathers up his bows (a ll of which a re 
tied together) and fli es off. The other 
ogre magi continue the combat more or 
leSB as per round 3. lf more than a third 
of the NPCs are charmed or killed, the 
rest try to bide or nee. 

Throughout the combat, the ogre magi 
play a cat-and-mouse game, utilizing 
their magical abilities and turning 
inuisible as of\en as possible. None of 
them try to enter me lee combat (with 
the exception of'Ibri) unless the odds 
appear to be in their favor. The assault 
conlinues until the PCs and caravan 
guards are driven off, surrender, or die. 
The ogre magi will also break off their 
attacks if they are injured. Any time an 
ogre mage drops below two-thirds of its 
hit points, it turn inuisibl-e (or into gas­
eous form first if in serious trouble), and 
attempts t.o nee. The ogre magi also 

retreat to the outpost if face<4 with an 
obvious show of magical power. 

'!the PCs are defeated, the ogre magi 
raid the caravan and take any prisoners 
back to the outpost., locking them in 
room 21. lf the PCs repel the assault, 
Chelsby crawls out from his hiding 
place in lhe third wagon and demands 
that. the PCs vanquish "the scum who 
attacked my caravan!" Most good. 
aligned PCs should be honor-bound t.o 
do this; if they express reluctance, the 
hint of treasure should prod the party 
into action. The PCs should be able to 
guess that. the monsters are lairing in 
the dwarven outpost. lf they go in 
search of the ogre magi, the caravan 
will retreal to the Cates of Oron t.o set 
up camp for two days, and to retreat to 
Amril if the PCs fajl to return. 

F. Dwarven Mines. At one end of 
this natural valley in Deception Pass lie 
several of the ancient dwarven gold 
mines. The outpost and the dwarves' 
main entrance into the caverns and 
chambers of their once-great empire are 
situated on the opposite side of the 
valley, exact.Jy three-quarters of a mile 
apart. lron tracks and wooden ties once 
spanned the distance between the mines 
and the dwarven stronghold, but all 
that remains are an occasional rotted 
wooden tie or a small piece of rusted 
iron. Originally, five mines were acces· 
s ible Crom this valley; whether the PCs 
are able to enter them and if any valu­
able ore still exjsts in the mine tunnels 
a re decisions left to the DM's discretion. 

G. T he Dwarven Outpost. At this 
part of Deception Pass, the dwarves 
constructed a small complex even with 
the upper ridge of the cliffs bordering 
Deception Pass (120' above the pass 
floor). This complex was primarily a 
defensive fortress; it allowed the 
dwarves to survey I.he pass and the 
surrounding mountains for a distance of 
nearly two miles on clear days, and it 
provided protection for the ore cars t.hat 
were brought. up from the mines. 

At. the base of the clifT face are a pair 
of 15' tall stone portals that once served 
8ll the main entrance t-0 the dwarven 
realm; however, the dwarves magically 
sealed the entrance closed when they 
abandoned their stronghold for a new 
home. The doors can be opened only by 
the following means: battering them 
down (250 hp damage required- any 
sharp or pointed weapon must. save vs. 

DECEPTION PASS 

normal blow for each successful strike 
against. the AC 0 stone port.sis or be 
damaged and unusable until repaired); 
using a dispel magic spell (vs. 12th-level 
magic); casting a transmute rock to 
mud, disintegrate, limited wish or wish 
spell. A knock spell does not work, nor 
do spells such as dimension door or 
passwolL 

The Dworven Outpost 

The dwarven outpost, even though it 
has been maintained somewhat by the 
ogre magi, bas areas in various states of 
decay. Part of the entry tower has col­
lapsed due to structural damage from 
Tuskern's spells, and a collapse has 
occurred on t he access ramp as well 
(area 25). However, the majority of the 
outpost is fairly intact, and the ogre 
magi have restored some oft.he dwarven 
traps to working order. 

All corridors in the outpost. have 5'· 
high ceilings unless otherwise noted. 
This may cause problems for some PCs; 
anyone over 5' tall is forced to fight 
awkwardly, suffering a -2 penalty t.o 
hit in combat. Any weapon over 4 'h.' 
long cannot be used in the corridors 
unless it is a stabbing or thrusting 
weapon such as a spear. This rule ap­
plies to the PCs as well as servants of 
the ogre magi and the ogre magi them­
selves, if they have assumed a form lhat 
is at leaBt 5' high. A light source, if any, 
is indicated for each encounter area in 
the outpost. 

The location of the ogre magi in the 
keep will depend greatly upon PC 
actions. As the PCs move through the 
complex, it is likely they will be shad· 
owed by one or more inuisible ogre magi 
a rmed with missile weapons. lf the ogre 
magi were able t-0 successfully retreat to 
the complex after their surprise ambush 
and were not. pursued, I.hey defend their 
lair as described in various area descrip· 
tions. If the PCs were able to give chase, 
Krugii and Eli make sure that. Sahli us 
is able to safely retreat. t.o his lair in 
room 38 via area 35. The other ogre 
magi try to lure the PCs into I.he lower 
level of I.he complex away from the 
dragon while Krugii and Eli round up 
their servants to defend Sablius. 

lf any of the ogre magi are killed, the 
actions listed in the text should be 
amended to exclude those slain, al­
though the ogre magi will use their 
regeneration powers t.o reappear if not 
permanently killed. If the ogre magi 
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suffer heavy casualties (Krugii or Sab­
Lius is slain, or two ogre magi die in the 
ambush}, the survivors quickly gather 
whatever treasure that they can and 
flee the area. They wait until the PCs 
have left the outpost, then they return 
to their lair and lie low for several 
months. Eventually, the ogre magi 
begin harassing the caravan trade 
again, creating the same problems 
anew. ln no case will Krugii surrender 
to the PCs; his forced surrender to the 
Celestial Emperor has given him a 
hatred of acknowledging defeat 

I. Dwarve n Stairway (natural lighlr 
ing}. At the top of a narrow staircase 
that zig.zags up the cliff face is a 200'· 
long walkway. The walkway bas battle· 
ments along its length for use during a 
siege; many of them are now weather· 
beaten and in bad shape. The walkway 
gently slopes up to the north and ends 
in a short flight of stairs. AL the top of 
tbe stairs is an iron door set into the 
side of a small gatehouse. 

The iron door and gatehouse comprise 
a defensive structure that also acts as a 
trap for intruders who try to enter the 
outpost by means of the stairway (see 
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area 2 for details of the trap). Unless 
the PCs possess climbing abilities or 
spells permitting aerial movement, they 
must reach the battle platform through 
the gatehouse. 

2. Battle Platform (natural lighting). 
This area was designed by the dwarves 
to be suitable for counterattacks with 
siege equipment on enemies in the pass. 
The two towers (areas 3 and 11} allowed 
the dwarves to support their fellows 
already on the platform, and provided 
extra defensive strength. 

Stationed in front of the crumbling 
double doors of the tower is Ashlor 
Mantirra, a charrrud half-elf. Ashlor 
has been instructed by the ogre magi to 
activate the gatehouse trap and inform 
the goblins in area S of any intruders. 
He notices any approaching PCs on a 
roll of 1·7 on ld8 unless the PCs are 
invisible. lf be spots interlopers, the 
half-elf warns the goblins and moves to 
the gatehouse. 

When any PC approaches to within 5' 
of the iron gatehouse door, Ashlor pulls 
a lever that allows the weighted and 
spr ing·held door to fly open, hitting 
anyone within 5'. The door does 2·16 hp 
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damage to anyone it strikes. Simultane· 
ously, 5,000 steel ball bearings are re· 
leased onto the stairs and walkway, 
making movement difficult. Anyone 
attempting to move faster than half 
speed on the stairs or on the northern· 
most 20' of the walkway must roll un· 
der his dexterity on 4d6 or slip and fall. 
Finally, a great portcullis drops into 
place 6" behind the doorframe. lts iron 
bars are too thick to be bent, but the 
gate may be lifted if the appropriate roll 
is made. 

Ashlor retreats into the tower and 
nocks an arrow, firing it at the fi rst 
individual past the gatehouse. He then 
heads for room 6 via the trapped corri· 
dor (area 5), activating the pits along 
the way. After warning those present. in 
room 6, he heads to room 30 on the 
upper level. 

The platform itself is unremarkable 
except for a pile of rubble I.hat creates a 
slope up Lo the hole at area 35. A skilled 
PC might climb the rock pile, but he 
would be attacked by its residents (see 
area 35 for more details). 

As hlo r Mantirra: AC 3; MV 9; F4; hp 
27; I Kr 2 (bow) or l; Dmg by weapon 
type; S 15, D 16. C 12, I 13, W 10, Ch 



13; ML 16; AL NG; chain mail, long 
sword, long bow, 20 arT'OWS, 34 gp. 

Ashlor is the only surviving member of 
an ill-fated expedition int.o the Tua.musk 
Mount.a.ins. Being a litUe too foolhardy, 
ABhlor tried t.o assault the dwarven 
complex in search of treasure even aft.er 
hi8 companions had already been killed 
in a mountaineering accidenL Conse· 
quently, he was charm«J by Kruggi and 
placed here as a guard. lf Ashlor is res­
cued from his current predicament, he 
will be grateful t.o his liberator&-even to 
the extent of serving them for 1·2 weeks, 
Eventually, A.shlor will leave the PCs 
and return lo ht! homeland. 

3. Towe r {9' ceiling, campfire). This 
tower represented the outpost's first 
line of defense, and its wall8 bear many 
croosbow slits. Portions of the tower 
have collapsed over time as magical 
spells have weakened I.hem. The double 
doors have not weathered well, either; 
they hang loosely from their hinges. 

Three goblins are seated around a fire 
here, slowly cooking a lizard. They were 
bullied into service by 'Jbri, who bas 
threaumed to kill and eat all of them if 
they do not cooperate. These gobUm1 
serve only u messengers lo warn the 
complex of intruders; thoy will not 
fight., even if cornered. Their only trea· 
sure is a bronze amulet. worth 2 gp. 

Goblins (3): AC 6; MV 6; HD 1-1; hp 
5 each; THACO 20; IAT nil; Dmg nil; 
ML 3; AL LE; MC. 

4 . Weapon torage (6 ' ceiling, no 
illumination). This chamber was origi· 
nally a temporary storeroom for weap­
ons used by dwarves on duty in the 
complex. Empty racks for crossbows and 
other weapons decorate the walls. The 
only items in the room are five rusted 
bat.Ue axes. While no ogTe magi is ini· 
tially encountered here, one may nee to 
this room w recuperate from wounds 
inflicted by t.he PCs. 

5. Defe n ive Corridor (sloped ceil­
ing, two torches). This corridor, along 
wilh lhe other t.wo that radiate outward 
from the tower, wu designed to prohibit 
large invasion forces from entering the 
dwarven halls all at once. The ceiling in 
this hall is 9' high at the southwest end 
and slopes lo 5' near room 6. This unu· 
s ual construclion distorts the percep­
tions of anyone firing a missile weapon 
(other than a crossbow), giving -1 to 
hit. All.er three rounds, the PCs become 

accustomed t.o the hall and fight with no 
penalty. 

In the corridor are two covered pit 
traps. Normally inactive, a secret cat.ch 
at the northeast end of the hall arms 
and disarms the lraps. Once aclivated 
by Asblor, the pit covers collapse under 
any weight over 50 lbs., dropping a 
victim 20' for S.18 hp damage. The 
covers snap shut one round aft.er being 
triggered; anyth ing used to prop the pit 
covers open must. save vs. crushing blow 
due lo the excellent dwarven conBtruc· 
tion of the traps . 

6. De fe naive Chamber (8' ceiling, 
magical lighting). This chamber is the 
hub of the interior defense for the out­
post. The pit lraps al area 5 served to 
weaken the dwarves' enemiea, who 
were lat.er a llowed lo capture this 
chamber-a tactic that often backfired 
on the invaders. 

The three raised portcullises a t. t.he 
entrances to the room are attached t.o a 
timing mechanism beneath the st.one 
floor. The secret catch t.o start the limer 
is beneath a loose atone in the cent.er of 
the room; it cauaea the gates to fall five 
rounds aft.er activation. Anyone be· 
neat.b a gate when it falls suffers 2·16 
hp damage unless he rolls under his 
demrity on ld20. The timing device 
allowed the dwarves t.o lure enemies 
here, set the t.rap, and retreat, captur· 
ing their foes within the chamber. 

The floor is cluttered by two benches, 
two tables, an ale keg, and a pile of junk 
in the southeast. com er. Homer, a 
charmtd guard from a long-destroyed 
caravan, is stationed here, and Krugii 
and Eli are here also, watching the 
other t.wo corridors for intruders. 

When a trap is triggered, the occu­
pants or room 6 throw 8 table across the 
entrance. and the ogre magi, poly­
ml>rphtd 88 dwarves, begin firing light 
cr ossbows from behind the table. They 
both gain the benefit of 75% cover ( - 7 
bonU8 to armor clus from missile fire) 
from the impromptu barrier. Eli and 
Krugii move out. of sight and turn 1nvu· 
ibu if the PCs harm them or come near 
the barricade. The first PC lo step over 
the table is attacked by Homer, who 
alwaYJI gets surprise in this situation . 

If the party approaches from any 
other direction , the ogre magi try t.o 
draw the PCs into this room and trap 
them In here. Homer does battle with 
anyone he does not. recognize, and be 
fight.a to the death. 
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A secret door in lhe west wall leads 
down lo a rea 29. The mechanism for 
raising the portcullises is hidden behind 
a locked secret panel in the storage 
chamber south of area 6. lfthe Junk pile 
is searched, a treasure may be found: a 
marble statuette of a horse (worth 60 gp). 

Rome r: AC 5; MV 9; F5; hp 26; 
THACO 16; IAT l ; Omg by weapon 
type; S 16; D 15; ~1L 13; AL N; ring 
mail, shield, spear, short sword. 

7. Corridor Guard Po t (6' ceiling, 
two torches). This area has been de­
signed t.o allow defenders to ftre on 
intruders through arrow slits while 
creating navigation problams for a large 
enemy force . The door to this chamber 
can be barred shut, nnd it is 60% likely 
lo be barred when PCs arrive. 

Two young Amril mercenaries, Willie 
and Drew, nervoUBly watch the corri· 
dors for intruders. Ondako captured 
them u they wandered about in the 
pass, and he has played a cruel trick on 
them. He meets with the young men in 
vampire form, telling them to behave or 
he'll "suck their blood out.!' Naturally, 
Willie and Drew make model servants. 
They fire their abort bows at anyone 
that they do not recognize, but they nee 
or surrender once the PCs break into 
the room. 

Although both Willie and Drew wish 
to leave the complex, they fear the 
" wrath of the vampire" too much t.o 
attempt to escape. Willie usually acts as 
the spokesperson for both young men, 
as Drew ia very quiet unless he is an· 
gered. If befriended, Willie and Drew 
comply with any reasonable request by 
the PCs, but they refuse to put them· 
selves in posit.ions of danger. 

The only furnishings in the chamber 
are t wo straw pallet.a, a rickety table, 
and three stools. Neither youth has any 
treasur e, as they have given it all t.o 
Ondako. 

WUUe and .Drew: AC 8; MV 12; Fl; 
hp 9, 6; THACO 20; I AT 2 Chow) or l ; 
Dmg by weapon type; ML 8; AL LN; 
short bow, 12 arrows, leather armor, 
spear. 

8. Spy P ost (5' ceiling, no illumina· 
tion). Thi8 amall crossbow post hu been 
carefully camouflaged into the cliff face 
so that it is indistinguishable from t he 
surrounding rock. It. allowed the 
dwarves t.o fire down on the walkway 
during a siege, and to ascertain the 
identity of visitors. 
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The chamber 1s emply excepl for lhe 
dusl and grime thal has accumulated 
over the years. On the south wall is a 
circled cross with an inscription in 
dwarvish beneath it. This symbol signi· 
fies that an elite dwanen guardsman 
was slain here during the wizard 
Taskem's raid on the outpost. 

9. Archery Stor a ge (5' ceiling, no 
illuminat.ionl. This room cont.ams a sup­
ply of tools for repairing and maintain· 
ing crossbows, a locker of 200 bolts, and 
a few light. crossbows in usable shape. 
This cache of weapons was ignored by 
the ogre magi because of the relative 
abundance of discarded weapons else­
where in t.he complex. Aside from the 
equipment, the room is unremarkable. 

10. West Corrido r Post (6' ceiling, 
one lamp). This guard post protects the 
access corridor from room 3 and the 
hallway to room 11 . A spy hole is set 
3 'h' ofT the floor on the sou them wall 
the chamber, providing a view of the 
nort.h-south hallway. Nevra. a female 
human wizard charmed by Zusuka, 
stands wet.ch here. lf she sees any in­
truders, she fires her magic missile spell 
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and drops the port.cull is just outside the 
chamber (this noise alerts those present. 
in area 6 if the PCs have not encoun· 
t.ered them yet). An.er dropping the 
gate, Nevra casts an audible glamer 
spell of several men conversing in the 
room, and she slips out the back door 
and up t.he st.airs to a rea 30. 

A table and four rotten chairs are 
piled into a comer of the room. An 
empty caravan crate serves as a bench, 
end a barrel as a table. Upon the crate 
are several papers bearing meaningless 
scrawls. If the walls are searched, a 
secret. panel in the west wall may be 
found; it. bolds 200 gp and four silver 
armbands worth 20 gp each. 

Nevra: AC 9; MV 12; M5; hp 17; 
THACO 19; IAT l ; Dmg by spell or 
weapon type; D 15; I 16; ML 13; AL N; 
spells: audible glamer, light. magic mi.-;. 
sile, shield, detect intnsibility, stinking 
cl-Oud, slow. Nevra was captured end 
charmed by the ogre magi when she 
attempted to cross t.he pass alone. She is 
a courier for an import.ant. diplomat in 
Ascheria, and lhe message she carries is 
sewn into the lining of her robes. The 
importance this information is left up to 
the OM, but it is likelv t.hal the news 
she carries is several ~eeks old Cthe 
length of her stay in captivity). Even if 
the charm is dispelled, Nevra remains 
aloof from the PCs. She will tell no one 
of her secret mission, claiming instead 
to have been lost in the mountains 
when she was captured. 

11. Defe nsive Towe r (9 ' ceiling, no 
illumination). This tower has weathered 
time well end has suffered little struc· 
turel damage over the years. Two ballis· 
tas were left behind by the dwarves, 
and the ogre magi have devised a 
deadly trap with them. Across the en· 
trance to the room is a lhin tripwire, 
noticeable only if the PCs search for it. 
Anyone tripping the wire causes the 
ballist.as to fi re at him, attacking as 8-
HD monsters and doing 2·16 hp damage 
each. The ogre magi are aware of the 
tripwire and avoid it. 

A rickety wooden ladder leads up to 
room 36. There is a cumulative 20%­
chance that the ladder will collapse for 
every 100 lbs. of weight placed on il. 
Next l-0 the ballist.as are four spare 
bolts. 

12. Lounge (8' ceiling, continual light 
lamp). This room served as the recrea· 
tional area for off-duty dwarven guards· 

men. Most of the furniture was lefl. 
behind; the room contains two tables, 
nine stools, a bench, two kegs of soured 
wine, and a sturdy wooden chest. 

The chest shows signs of abuse, as the 
ogre magi have tried LO open it without. 
success. lt is both locked and trapped. lf 
opened without the key (owned by a 
dead merchant>. 12 darts fire to the 
front and sides when t.he lid is raised, 
for 1·3 hp damage per dart. Inside a re 
300 sp, 100 gp, a voucher for 100 gp of 
gems held in any nearby cit.y, and en 
onyx dog. Beneath the treasures is a 
velvet. cloth that hides a glyph of ward· 
ing 08 hp fire damage) that has been 
placed on the bottom of the chest. 

It is 50% likely that Zusuka is 
present, pretending to be a captured 
dwarf, when the PCs enter this room. 
Zusuka behaves strangely, as if he were 
charmed, lo draw suspicion away from 
himself. If he joins the PCs, Zusuka 
tries t-0 hang in the back so he can blast 
the entire group with a cone of cold. 

13. Barrac ks !6' ceiling. no illumina· 
tion). This room contains the remains of 
one of the sleeping quarters for dwarven 
guardsmen. Rott-en bunks with tattered 
sheet.s line the mold-covered walls. 
Aside from two circled crosses on the 
north wall (see area 8). there is nothing 
remarkable here. 

14. Ba rracks (6' ceiling, no illumina· 
t.ion). Ident.ical to area 13, this room is 
used as a disposal area by the outpost's 
inhabitants. An awful stench hangs in 
the a ir, and anyone searching the gar· 
bage in here has a 25~ chance per 
round of encountering 14 rot grubs. 

Rot grubs 04): AC 9; MV l ; HD l 
hp; THACO nil; #AT nil; Dmg nil ; SA 
burrow through skin to heart, kill host 
in 1-3 turns; ML 5; AL N. 

15. Galle ry (10' ceiling, four torches). 
This large hall contains many interest· 
ing it.ems from the dwarven civilization. 
The walls are decorated with painted 
murals of the dwarven tribe's history, 
end a faded standard hangs over each 
entrance. Tun suits of dwarven plate 
mail, complete with short halberds and 
colorful s hie lds, line the walls. These 
lreasures were lefl. behind because of 
their bulk and lack of usefulness; they 
remain as a tribute t..o the former own· 
ers of the outpost. 

The first t.ime that the gallery is en· 
t.ered, Eli is hiding w uisibly behind one 



of lhe suits of armor. When a lone PC 
inspect.8 this armor or turns bis back on 
it, Eli fli e upward with the armor, 
making i t a ppear to be possessed. He 
lhen drops lbe suit on a PC (for 1·10 hp 
damage; lhis does not cause him to 
become visible) a nd flies out of the room 
to watch the ensuing panic. He may use 
some of h is powers to cause confusion, 
and to force PC spell-casters to use their 
spells unwisely. 

A careful search of lhe su it.a of armor 
reveals a lost moonstone (worth 100 gp) 
in the foot of one suit. The banners 
could bring up to 25 gp apiece if sold. 

16. Antech ambe r (6 ' ceiling, no illu· 
mina t ion). This room is we ll traveled, as 
it leads to many parts of the outpost. 
Although nothlng can be found here 
except dust , a n inui8ible ogre mage 
tailing the PCs might slam a door shut 
behind them, if the OM so desires. 

17. WeU Room. (6 ' ceiling, glowing 
fungus). The sounds of water dripping 
and sloshing can be heard when the PCs 
enter this chamber. A stone well carved 
with dwarven faces domjnat~s the room, 
and several casks of water sit against 
the norlh wall. A wooden pole rests 
acroas the lip of t he well; wrapped 
around it is 50' of rope tied to a wooden 
bucket.. The water level in the well is 
35' below the top of the well. Phospha. 
rescent fungi lines the sides of the well, 
casting an eerie glow about lhe room. 
Aside from the dampness, the chamber 
is otherwise unremarkable. 

18. Well S t.or age (6' ceiling, no illu· 
minat.ion). This chamber contams main· 
tenance tools for the well a nd 
containers for st-0ring waler. Open bar· 
rels, sacks of lime. and hemp rope clut· 
t.er lhe noor. The door to this room can 
be locked from the outside. If an ogre 
mage is following t he PCs, he may be 
able t-0 lock lbe adventurers in thls 
room! SbouM this happen, 50 hp dam· 
age is required to break down t.he AC 3 
door, though a bend bars/lift gates 
strength roll will do the same. 

lfthe ogre magi are successful in this 
endeavor, they will probably devise an 
impromptu and fiendi sh trap for the 
PCs to encounter on escaping from the 
locked room. One or two ogre magi arm 
themselves with crossbows and inuisibly 
wait for the adventurers to break down 
the door. The ogre magi t hen fire on the 
first PC to exit through lhe ruined door. 

The t.arget PC receives no shield or 
dexter ity bonuses to his armor class 
unless he is specifically expecting a 
s nea k attack. 

Another possible trap the ogre magi 
may set is to pour oil on the noor out. 
side the locked door; an inu1aible ogre 
magi could then light it with a torch. 
While the PCs might see a noaling 
torch, the ogre magi would not become 
visible because lighting oil is not a n 
attack. Anyone caught in lhe naming 
oil suffers 3-18 hp damage for one 
round, then 1·6 hp more for the follow· 
ing two rounds. In eilher case, the ogre 
magi retreat once lheir trap is sprung. 

19. Great Hall (12' ceiling, 14 
lamps). This immense chamber was the 
outpost's mess hall. It still retains its 
or iginal purpose, butt.he hall lacks 
much of its previous grandeur. The 
walls are blackened, the result of a 
fireball cast here during Taskern 's raid. 
The majority of the burnt tables were 
scrapped; only live tables a nd 10 
benches dot the chamber. 

On one wall is a crude map of the land 
and villages surrounding Deception 
Pass drawn in chalk. This may lead the 
PCs to believe that a large scale attack 
is imminent. The map was drawn by 
Krugii so that he could gloat over the 
lands he plans to conquer. 

20. St-Orage Room (6' ceiling, no 
illumination). This room is full of equip. 
ment and furnishings that the ogre 
magi have moved from other areas of 
the complex. Piled high against the 
walls are benches, barrels, old chairs, 
rotted cloth, rusted weapons, and other 
useless bric·a·brac. If the PCs search the 
garbage, an ivory and gold bracelet 
(worth 90 gp) is found after one tum. 

21 . Cell Block (5' ceiling, no illumi· 
nation). This a rea consists of the tum· 
key's chamber a nd a second room 
divided into nine cells. Each cell has a 
stone door wilh a small barred window 
and contains nothing more than rusty 
manacles or some rotten straw. The 
turnkey's room contains a dwarf.size 
desk. While the drawers are empty. a 
spare set of cell keys is glued behind the 
top drawer. 

When the PCs first enter this area, 
one of the cells is occupied by a small 
gnome. "Aro the Strong" is really Zu· 
suka in polymorphed form, and he has a 
key that enables him to enter or exit 
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lhe cells at will. Aro claims t-0 have 
been imprisoned by evil dwarves, and 
he will ask for armor and weapons to 
fight against them. At the ftrst opportu· 
nity, ArolZusuka will turn on the PCs. 

22. Unused Room cs· reiling, no 
illumination). The tempe-9ture in this 
room is considerably colctcr than the 
rest of the complex because of the dwar· 
ven spirit that infests this chamber. 
During Thakern's raid, a dwarven 
guardsman was trying to deliver a re­
port to his superiors when he was 
struck from behind and killed here. 
Unable to complete his mission, the 
dwarf has remained here as a haunl. 

The haunt, Gramble, will t.ry lo J>08· 
sess a PC or NPC (preferably a dwarf) so 
that it may deliver its report to its supe· 
rior (who is long dead) in area 34. If 
Gramble is successful in possessing a 
PC or NPC, he will be very eager to 
deliver his report. Unleas the PC party 
includes a dwarf or gnome who can 
conv ince Gramble to stay with the ad· 
venturers, the possessed PC will leave 
the room and head directly for room 34 
by himself(Gramble does not know that. 
the ogre magi now control the complex). 
When Gramble realites that. lnko, the 
current denizen of room 34. is not his 
sergeant, he will try to slay lhe ogre 
magi , all.er which he will depart from 
lhe adventurer 's body. 

The dwarven clerics could not exorcist! 
Gramble's spirit before lhey abandoned 
lhe complex, and since lhe ogre magi 
refuse to enter this room. the dwarfs 
body has remained undisturbed. It still 
wears its chain mail +I and a beje· 
welled sword belt worth 250 gp. 

Haunt; AC O/victim's AC; MV 6/as 
victim; HD 5/victim's hp; hp 26; THACO 
15; I AT Vl as 5·HD monster; Dmg 
special or by weapon type; SA posses. 
sion; SD special; ML 16; AL N; MC. 

23. Kitc he n (9 ' ceiling, fire pit and 
one torch). This small chamber contains 
a smoky fire pit , many shelves, and 
several wooden blocks and tables clus· 
tered about the Ooor. Hard at. work 
preparing food is Aroma. a peasant girl 
charmed by Ondako. She cooks for all 
the out post 's inhabit.anLs. and she lives 
in a rea 27 when not cookjng. Amilia 
will not fight the PCs, a.nd lhe only 
useful piece of information she knows is 
that. her "master" is a pale, tall man 
with pointed canines COnda ko's vampire 
form). Amilia has family in Amril who 
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will pay the PCs 30 gp for her return. 
AmWa: AC 10; MY 12; zero-level 

human; hp 3; THACO 20; /AT nil; Omg 
nil; ML 9; AL NG. 

24. Large Item Storage (10' ceiling, 
no illumination). This room was used t.o 
store wagons and carts that transported 
equipment. on the access ramp (area 25}. 
Siege weapons could be disassembled 
here, moved through the complex, and 
reassembled at a new location. The 
dwarves removed most of the equipment 
whcm t.hey migrated, but the ogre magi 
have filled the room with their own junk. 

Flanking I.he double doors are two 
mtues of dwan•es. They radiat.e a faint 
magic, as they once were magical 
guardjana. Four badly mangled caravan 
wagons fill tho south end of the room, 
lrophies of a recent r aid. Few saleable 
goods remain in the wagons; if sold, 
they might bring 140 gp. 

25. Access Ramp (16' ceiling, no 
illumination). This gently spiralling 
ramp represent.a a great dwarven engi· 
neering achlevemeot. The ramp was 
once equipped with block and tackle 
gear, allowing the dwarves t.o safely and 

58 Issue No. 23 

easily transport heavy items to any 
level of their v&St empire. Originally, 
t he ramp opened ont.o 10 separate levels 
of the complex; now a cave-in prevents 
pa888ge t.o the lower levels of the dwar­
ven citadel. If the OM desires, a n enter­
prising party might be able t.o clear the 
rubble and explore the dwarven haJls 
below. At the very t.op of the ramp are 
the remains of several large winches. 

26. Antechamber (7' ceiling, no illu· 
mjnation). This room was or iginally a 
preparation room for dwarven wor· 
shipers and priests. Garb for religious 
ceremonies, long since removed, hung 
on st.one pegs. Aside from dust and 
cobwebs, the chamber is empty. 

27. North DormJtory (6' ceiling, one 
lamp). This room is the living quarters for 
the ogre magi'a human and demi-human 
servants. rt is unlikely that anyone will 
be present, with only a 15'1> chance that 
someone is here (roll ld6: 1 • Amilia; 
2 • Willie; 3 • Drew; 4 • Homer, 
6 • Nevra; 6 • Ondako). The reactions of 
the humans will vary, but Ondako will 
greet the PCs in h is vampire form t.o 
confuse them, acting friendly all the 
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whlle. lf the PCs are hostile, Ondako 
takes on a condetJCending t.one, threatens 
to suck their blood, turns inuisible, and 
leaves the room. Otherwise, he may b")' to 
charm unwary PCs. 

The room contains six beds, several 
footlockers of personal it~ms. and a 
table with four chairs. A search of the 
room turns up 46 gp, 60 sp, and a gold 
bracelet (worth 8 gp). 

28. South Dormitory (7' ceiling, no 
illumination). This room is used as a 
storage chamber for some of the goods 
taken during caravan rajds. Conse· 
quently, the ogre magi have placed 
traps on this area. The doors are not 
locked, but opening one Wlthout the key 
causes a small arbalest (a type of cross· 
bow) t.o fire at the opener (attacks as a 
6-HD monster for 3-12 hp da mage). 
Inside the room are 17 trunks and 
chests, three of which are locked. The 
unlocked containers hold slnndard trade 
goods of minimal value (20·50 gp value 
per trunk or chest). Io locked chest /1 
are 350 gp, but two goldbuga rest atop 
the coins; they attack if disturbed. 
Cheat 12 holds 100 ornamental gems 
(base value 1 gp) each), and chest #3 



contains 30 wooden carvings and scrim­
shaw pieces worth 5-20 gp each. 

Coldbugs (2): AC 9; MV l; HD l ; hp 4 
each; THACO 20; /AT l; Dmg 1-4; SA 
poison; ML 9; AL N; FF/46. 

29. Outpo t S hrine (16' ceiling, four 
continual light globes). This chamber 
wa.a a central area of worship before the 
dwarves len the outpost, although the 
main temples still remain hidden deep 
underground. Few of the shrine's origi· 
nal trappings remain. Instead, the ogre 
magi have rededicated this place to 
their own gods. Oriental prayers and 
incantations have been inscribed to evil 
spirits on the walls, and several crudely 
evil drawings decorate the room as well. 

Against the west wall a re t.wo 10' bas 
reliefs of the dwarven gods Clanggedin 
Silverbeard and Berronar, the patron 
deities of the dwarves who lived here. 
These statues have not been defaced, 
as their gemstone eyes (four 500-gp 
topazes) constantly glow with light. 
The statues remain under divine pro­
tection; anyone defacing them or steal· 
ing the gems is stricken with a curie 
(no saving throw; lose one point of 
strength daily to a minimum strength 
of 3 until the gems are replaced or 
penance 1s completed). 

Stationed in this chamber are two 
ogres who volunteered to serve Krugii 
in return for trensure. They watch the 
corridor to area 38 and the entrances to 
this hall. lf anyone is spotted, one ogre 
bangs on a large metal gong to warn the 
complex of intruders. lf the gong is 
struck, all the ogre magi rally to the 
defense in room 38 within six rounds. 
The ogres each have a pouch with 30 gp 
and 80 sp, and a large club. 

Ogres (2): AC 4 (hide armor); MV 9; 
HD 4 + l ; hp 31, 27; THACO 17; /AT l ; 
Dmg 1· 10 (with club); ML 12; AL CE; 
MC. 

30. Meditation Chamber (5' ceiling, 
one torch). Originally a room used for 
religious prayer, this spartan chamber 
is CWTently not in use. The ogre magi 
have used it. to practice weapon 1.eeh· 
niques against dummies, and a great 
deal of straw and cloth litter the floor. A 
few weapons (swords and axes) rest 
against. the west wall. 

Ashlor and Nevra, two of the ogre 
magi's charmed guards, may be here if 
they have previously encount.ered the 
PCs and survived (see areas 2 and 10). 
They at.tack anyone who is hostile to-

ward them. lf they hear the alarm from 
area 29, they try to sneak around be· 
hind the PCs and surprise them. 

31. Krugil's Chamber (6' ceiling, one 
lamp). Krugii has taken this small 
chamber to be his quarters, mainly 
because of the secret escape route (area 
32) that leads away from this room. Tu 
prevent unwanted intrusions, Krugii 
has trapped his door. Opening it causes 
a spring-held blade to swing through 
the doorway for 2-16 hp damage (save 
vs. petTification for half damage). Kru· 
gii normally avoids the blade by assum· 
ing a short form and ducking to enter 
the room. 

The room contains a patchy four· 
poster bed, a table with sawed-off legs, a 
lamp, and several piles of papers. The 
papers are excerpts from stolen mer· 
chant logbooks and a manuscript of 
Krugii's conquest plans. The latter is 
written in the ogre mage language and 
requires a comprehend languasu spell 
to be read. 

Hidden beneath the ragged bed is a 
locked metal foot.locker with a masic 
mouth spell on it. that yells " Help!" 25 
times in the ogre mage tongue if anyone 
other than Krugii opens it. In.side are 
Krugii's spell books containing six 
spells each of first, second, and third 
level, a cursed dirk - J with a black 
blade, and a satchel of 25 cheap gems 
worth 20 gp each. Krugii will not be 
encountered here during an attack by 
the PCs. 

32. Secret Exit (5' ceiling, no illumi· 
nation). This back door was constructed 
to allow the dwarves to flee to safety in 
case the complex was ever overrun by 
intruders. North of the 20' x 20' cham· 
ber is a shaft with a ladder that rises 
150' to a trapdoor on the side of a 
nearby mountain. 

The corridor leading to this room 
contains a covered pit trap that drops 
victims 20' onto a bed of spikes (3· 18 hp 
damage plus impalement on 1.0 spikes 
for 1-4 hp damage per spike). At either 
end of the corridor is a hidden catch 
that disarms the pit for five rounds. 
inside the secret room are Krugii's most 
valuable treasures: four two-handed 
swords (one is a + 1 weapon); 14 battle 
axes; an unlocked chest containing 180 
gp and 900 sp; a wooden trunk holding 
four cubic feet of silk worth 800 gp; a 
5' x 8' tapestry worth 950 gp; and a 
silver coffer (worth 100 gp) containing 
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five unmarked potions: heroism, v1ta11ty, 
apectre control, hill gianl strength, poi· 
son. Krugii 's ataff of withering is also 
here unless the general alarm has been 
sounded. ln such a case, Krugii hurries 
here and arms himself with the st.afT. 

33. Eli's Chamber (6' ceiling, no 
illumination). This room housed the 
dwarven lieutenant in charge of the 
outpost; now it serves a.a the living area 
for the ogre magi lieutenant. The door 
is locked, and Eli carries the key around 
his neck. The only items in this room 
are a cheap mattress, some blankets, a 
lantern, and a locked wooden trunk. 
Stored in the trunk are five flasks of 
lamp oil, 10 gold bars worth 25 gp each, 
600 gp, and two sealed wax scroll cases. 
One holds a wizard scroll (8th level of 
use) with charm monster and tonguu 
spells. The other is a scroll of upwsiue 
runes (also 8th level). A secret niche in 
the east wall contains a treasure lell 
behind by lhe dwarven lieutenant. 
inside are an inlaid hammer +I, a 
potion of healing, and 250 gp an ancient 
coinage. 

Eli is present in this chamber only if 
the general alarm has not been 
sounded. If Eli hears anyone fooJ lng 
with the lock on the door, he assumes 
the form and role of a dwarven fighter/ 
thief named Yoram who in raiding the 
complex in search of treasure. At the 
first opportunity, Eli turns on the party 
and raises the a larm. 

34. Sergeant.s' Quarters (6' ceiling, 
two lamps). Eerie music can be heard 
through lhe door to this room. Once the 
door is opened, the source of the music 
is revealed: an ancient, yellow-skinned 
man playing a small wooden instru· 
ment. The old man. who is really the 
ogre mage lnko, is seated on a box, and 
the two lamps al bis feel cast a strange 
glow about him. Against the east wall is 
a table covered with papers, bottles, and 
other lrinket.s; near the table is a aim· 
pie st.raw mat. The papers on the table 
are poems and Oriental calligraphy, 
while the "trinkets" are WTiting and 
painting instrument.s. lnko has painted 
a beautiful scene of a valley on the 
north wall of his room, and he has writ­
ten several manlras on the south wall. 

lnko acts like a friendly yet eccentric 
old man while trying to learn as much 
about. the PCs as possible. He claimA to 
be the servant of a powerful wizard who 
allows him to practice his arts while 
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performing simple cleaning jobs. If the 
PCs are amiable. lnko offers to play for 
them on his fochlucon bondore so that 
he can charm them. After playing, lnko 
asks each PC for one silver piece, since 
they are all "friends." Charmed PCs 
will comply with this reasonable re­
quest. In this way, Inko can learn if his 
playing was effective. Ir the majority of 
the PCs are charmed, lnko tells the 
adventurers to make themselves al 
home and excuses himself for a mo­
ment He soon returns with Krugii and 
the other ogre magi-but their inten· 
tions aren't honorable. 

If faced by hostile PCs. Inko turns 
invisible or assumes gaseous form. 
Gramble, the haunt from area 22 (if 
present.), tries to deliver his report to 
lnko. Since lnko does not act or look 
like Gramble's sergeant, the possessed 
PC nies into a rage and tries to kill 
Lnko before he can flee. After suffering 
three rounds or attacks from the haunt/ 
PC, Inko fl ees in gaseous form. This 
causes Gramble to "give up the ghost," 
as he has compleLed a futile mission to 
the best. of his ability. 

The trunk lnko sits upon is locked; its 
key is hidden beneath the straw mat.. 
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Inside the trunk are 100 gp, t6 gems 
(worth 500 gp, 100 gp ( x 2), 50 gp ( x 3), 
and 10 gp ( x 10)), a wrapped quiver of 
20 silver-tipped arrows, a pouch con· 
taining two pinches of dust of appear· 
once, and several pieces of clothing. 

35. Upper Tower (9' ceiling, natural 
light). 'fhe eastern part of this tower 
has collapsed, and a 12'-wide hole 
gapes in the smooth walls. Sablius uses 
this hole when he flies out. to hunt. Tu 
allow the dragon easy access, most of 
the debris in th is chamber has been 
removed . 

A slope of rock and rubble descends to 
the defensive platform (area 2); it is 
infested by 100 giant centipedes. 

Giant centipedes 000): AC 9; MV 
15; HD I/• ; hp 2; THACO 20; /A'f l ; Dmg 
nil; SA poison: ML 6; AL N; MC. 

The centipedes ignore Sablius because 
they cannot. penetrate the dragon's 
armor. but the PCs will not be so lucky. 
Anyone within 5' of the slope is 
swarmed over by the little monsters 
unless large quantities of smoke or lire 
are used to drive them off. 

Standi ng guard at this location is the 
ogre mage Turi. He is invisible 75% of 
the t ime. and is always invisible if he 
has been alerted to the PCs' presence 
(by the falling of the gatehouse door al 
area 2. or by noise on the battle plat· 
form. Turi has a collection of fou r bouJ. 
ders that. he hurls at anyone climbing 
the scree slope (when Turi becomes 
visible. he will be in oni form). Anyone 
who is hit by a boulder suffers 2-16 hp 
damage and must save vs. petrification 
or be knocked down the slope. If the 
first saving throw is missed, a second 
save must. be attempted. Success means 
that the PC lands at the base of the 
slope and is stunned for one round; 
failure means that the PC falls down 
the slope and into the pass, suffer ing 
13d6 hp damage from the 130' fall. 

Turi throws his rocks at the PC far· 
thest up the slope, but he retreats and 
sounds the alarm in area 29 if faced by 
flying opponents or if he is wounded. 
Turi feeds garbage to the giant centi· 
pedes to ensure that they do not wander. 

36. Upper Defens ive Tower (9' ceil· 
iog, natural light). Originally a chamber 
that. contained ballist.as and dwarven 
artillery for defense of the outpost , this 
lower now serves as a storage room for 
goods stolen from raided caravans. 
Packed away in trunks and chests are a 

merchant's fortune in goods-silks, cloth, 
pots, clothing, foodstuffs, spices, weap­
ons, and other assorted items. Approxi­
mately 40 cubic feet of mercantile goods 
can be gathered up in this room; each 
cubic foot weighs roughly 15 lbs. and is 
worth 40-160 gp. These goods will re· 
quire an extreme amount. of time and 
energy to be sold at full value. and good· 
aligned PCs should make an attempt to 
return the materials to their rightful 
owners (all are labelled). 

A trapdoor in the floor opens into the 
lower floor of the tower (a rea 11 ). The 
ladder below is unstable, however (see 
area 11 for details). 

37. Gua rd Post (6' ceiling, one torch). 
This room was once a guard post de­
signed to keep unwanted visit.ors away 
from the dwarven burial shrine, area 
39. Zusuka and Ondako have taken up 
residence here. Because neither is a 
believer in neatness, the room is clut· 
tered ·with useless junk. 

Ondako has built. a small contraption 
that is triggered whenever the door is 
opened. A human-size figure in a black 
cloak r ises up from behind a crate. and 
a loaded crossbow fires from this 
dummy toward the person opening the 
door (at.tacks as a 4-HD monster for 1-4 
hp damage). A clever series of pulleys 
and counterweights causes the stuffed 
dummy to rise and the crossbow to fire. 
Ondako thinks of his device as a great 
achievement. Zusuka, who has been hit 
several times by the contraption, abso­
lutely hates it. 

Amid the room's junk are the valu· 
ables of both ogre magi. Their treasure 
amounts to two sacks containing 150 sp 
and 160 gp, seven bejewelled swords 
worth 60 gp apiece, a tarnished silver 
place set.ting for six worth up to 200 gp 
if properly restored, and a Bucknord's 
everfull purse containing 26 ep, 30 gp, 
and 40 sp. Four turns of searching are 
required to find aJI the valuable items. 

38. Owarven Shrine (18' ceiling, two 
torches with continual light cast upon 
them). This huge chamber was once a 
masoleum dedicated to Oron, the great· 
est hero of the Tua musk dwarves. The 
once-beautiful wall frescoes have peeled 
away; the marble floor is stained and 
scratched; the precious tr immings of the 
great hall have rot.Led away. 

Now the most commanding object in 
the room is a 30'.Jong bronze dragon by 
the name of Sablius. Sablius rarely 
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leaves lhis chamber; more often lhan 
nol, Krugi1 1s here as well. 11pouling evil 
ideas into the dragon's vulnerable ears 

Always present in the room are eight 
servant. goblins (hp 4 each I, cousins of 
the three stationed in area 3. They wait 
upon the dragon, keep the chamber 
relalively clean, and serve as a first hne 
of defense against intruders. Although 
the goblins are deathly afraid of the 
dragon, they arc even more afraid of 
Krugi1; he has made it very clear that 
he alone can protect them from Sabhus 
lfany of the goblins would be fool ish 
enough Lo disobey, well . . goblin 
snacks aren't tasty. but they certainly 
are food . The goblins live m the side 
chambers of the shrine. These two 
rooms are liltered with trash, ruining 
the sanctity of the ancient hall. 

If the alarm has not been sounded in 
room 29, Krugii is the only ogre mage 
present. Otherwise, all of the ogre magi 
are present but invisible with the excep­
tion of Turi , who remains at his post in 
a rea 35. Once the PCs make their way 
to either entrance of the room, the final 
combat can begin. See the map above 
for a diagTam of the ogTe magi's start· 
ing position11. 

Round I: The PCs initially see only 
Sablius and the goblins. Sablius 
breathes lightning on the first PCs 
through the doorway, and the goblins 
charge 1mmediawly afterward. The ogre 
magi react to any PC actions and get 
ready for the next round 

Round 2: Two ogre magi that still 
have their cone of cold powers for the 
day blast any group of PCs, singling oul 
spell-casters in particular. If more than 
two ogre magi retam this power. lnko as 
the most likely to u.se his cone of cold, 
followed by Zusuka, Ondako. and Eli. 
Krugii is least likely to use this power. 
lfthe PCs haven't spread out into the 
room, only one OgTe mage uses his cone 
of cold power, casting the second ray 
two segments after the first. 

Krugii cast.s a light rung bolt at an 
a rmored PC. He may cast. magic ml.'lsile 
or web 1f conditions aren't conducive to 
a lightning bolt strike. lf not using a 
cone of cold, the other ogre magi act as 
follows: lnko fires a light crossbow, Eli 
fires a heavy crossbow, and Ondako and 
Zusuka charm or use their darkness 
abilities against nearby PCs' eyes in an 
attempt to blind them. 

Turi arrives 1nuLS1bly in the combat 
area from his post at area 35. lf the 
adventurers arc in the 20"wide passage 
in front of him, he fires his cone of cold 
nt their backs. leaving enough distance 
between the PCs and himself to prevent 
the frost from entering room 38. Other· 
wise, he circles around to the side corri· 
dor entrance and surprises the PCs 
there. The goblins continue to fight to 
the death, while Sablius melees with a 
lone opponent or blasts a few antago­
nists with his repul$wn breath weapon. 

Round 3 and later: The ogre magi try 
to coordinate their attacks toward the 
goal of driving off and annihilating the 
PCs. Any ogTe magi ret.aaning a cone of 
cold will probably use it m round 3 or 4 
with the intent ion of harming as many 
opponents as possible. If Eli has not 
used the globes on his necklace of mu· 
11les. he uses one in round 3, burling 1t 
down either pas.sage at the PCs so that 
the explosion doesn't expand too far into 
area 38. Krugii may try to inui$ibly 
stalk a spell.caster and at~ck him with 
hu; staff of w11h~ring. lnko may use his 
u·and of wonder, while Ondako and 
Zusuka commit general mayhem with 
their charm and darkness abilities. 
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lf he is wounded, Sablius charges the 
entrance to the 20' -wide corridor that 
leads to area 35, trampling anyone in 
his way for 2-12 hp damage before be 
exits lhe complex and nies off to hide in 
the mountains. Until this happens, 
Sablius viciously attacks anyone who 
gets too close; he may even cast a spell 
if the combat. is defmitely io bis favor. 

The ogres from area 29, if not previ­
ously slain, arrive in round 3. Ashlor 
and Nevra (if still alive) arrive in 
rounds 4 and 5 respectively. Ashlor 
melees wilh the nearest PCs, as do the 
ogres. Nevra, on the other hand, tries to 
incapacitate as many enemies as possi­
ble with a stinking cloud or sl-Ow spell. 

During the combat, the ogre magi use 
their powers io the deadliest combina· 
tions possible, and they use their flying 
ability often to get. out of reach of al· 
lacking PCs or to move inuisibly to new 
locations. Spell-casters and those at­
tacking Sablius are attacked over other 
opponents. The ogre magi will a lways 
be in polymorphed forms when visible. 

The ogre magi will not light to the 
death, even though they have set up 
this battle on their own terms. If things 
begin to go badly for them, they will 
even abandon Sablius to save their own 
lives. However, the surviving ogre magi 
will lry to regroup, hunt the PCs down, 
and kill them at a later date. 

If forced to nee, the remaining ogre 
magi may attempt LO hunt down the 
party and ambush them the next day. lf 
this attack fails, or fewer than three 
ogre magi survive the encounters with 
PCs, they depart from the region and 
the PCs' mission is a success. 

39. Burial Shrine of Oron (15' ceil· 
ing, four dim torches). This dais, 3' 
above the floor of the main shrine, is 
the final resting place of the dwarven 
champion Oron. The curved north wall 
depicts scenes from the hero's life: his 
birth, slaying a fiend, leading the 
dwarves to the Tuamusk Mountains, his 
deathbed. Four glowing magical torches 
illuminate the wall, a lasting tribute to 
Oron's spir it and the purity that the 
shrine once had. Originally there were 
seven torches, but the ogre magi re­
moved (and subsequently misplaced) 
three of them. 

However, the most likely items to 
catch the eyes of the PCs are the piles of 
coins and jewels litt.ering the floor of the 
dais. Sablius keeps his share of the 
spoils here where he can enjoy the shin· 
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ing coins in the light of the torches. His 
hoard amounts to 1,400 sp and 4,500 cp 
loose on the floor, and another 1,200 gp 
stored in six sacks. Many gems litter 
the floor as well: 15 worth 50 gp each, 
20 worth 10 gp, and 91 worth 1 gp. 
Several silver-bladed swords and axes 
(worth 40 gp each) are stacked against. 
the north wall, and a suit of gilded plate 
mail (worth 800 gp) complet.es the floor 
arrangement. Inside the armor is a 
potion of water breathing. 

The lid of the sarcophagus is covered 
with bas reliefs, but it has been dam­
aged and is easily removed. Inside the 
1'-deep space are the valuable items of 
Sablius and the ogre magi. A magic 
mouth that. screams '"Thiefl" 25 times is 
triggered if any human or elf removes 
an item from the niche. The niche con· 
t.ains two short swords + J, a jade scroll 
case (worth 100 gp) with a false treasure 
map inside, a crystal hypnosis ball, a 
gem-embroidered robe worth 1,250 gp, 
six 100-gp quartz crystals, and two ioun 
stones ( + l to charisma, + l to strength). 

Beneath the niche lies the coffin of 
Oron. As the dwarves did not wish for 
his body to be disturbed, a 4 • slab of 
solid granite separates the coffin from 
lhe niche. Th move the slab, 120 
strength points are required. 

The coffin itself is made of iron and is 
wizard locked at the 8th level of magic 
use. The inside of the lid is inscribed 
with a glyph of warding that causes 
blindness. The skeleton of Oron lies in 
the coffin, resplendent in his brilliant 
plate mail +2 and clutching a war ham­
mer +3 in his gauntlets. Around his 
neck is a gold necklace set with a star 
ruby worth 5,300 gp, the finest gem· 
st.one ever found in the dwarven mines. 
If these items are removed from the 
complex, any dwarf within 300 miles of 
the pass that sees them will recognize 
them as belonging to the legendary 
Oron. It is very likely that a dwarven 
force would then be mobilized against 
the PCs to recover these artifacts. 

Concluding the Adventure 

lf the PCs drive off the ogre magi but 
fail to kill all of them, the survivors will 
ambush the PCs in the pass a second 
time as the party returns t-0 Amril. 
However, the ogre magi will light to 
their deaths, as their tarnished honor 
will have been severely wounded by 
their defeat. This allows the PCs an 
opportunity to gain proof of their suc-

cess in liberating Deception Pass. Ogre 
magi scalps would provide some proof to 
the villagers of Amril, while a party 
dragging a subdued or slain Sablius t.o 
the village walls will certainly prove to 
Hendrick thal lhe PCs were indeed 
victorious. 

lfthe PCs are successful in driving 
away the ogre magi, and they return t.o 
Amril with proof of their conquest, the 
entire village will celebrate. A festival 
will be held in the PCs' honor lhat lasts 
for three days. The PCs must. stay for the 
entire festival, as lhey will not receive 
the remainder of their payment until it 
has ended Oeaving early would be a 
serious insult to the people of Amri)). 

Amril may be used as a launching 
point for more adventures in the area. 
The PCs may wish to explore the ruins 
of the dwarven civilization, or go in 
search of the tribe. Other possibilities 
include hunting down humanoid bands 
or trying LO find a bronze dragon who 
can return Sablius to his natural way of 
perceiving the world. n 

Free Catalog! 

Write for your free catalog of 
games and gaming supplies! In the 
United States and Canada, write to: 
TSR Mail Order llobby Shop. clo 
TSR. Inc., P.O. Box 756, Lake Geneva 
\VJ 53 147, U.S.A In Europe, write 
to: TSR Mail Order Catalogue, TSR 
Ltd, 120 Church End, Cherry Hin· 
ton, Cambridge CB I JLB, United 
Kingdom. Our catalog is free -
send for it today! 

Thinking of Us? 

What did you think of these adven· 
tures? Did you find an error or have 
a new idea for an adventure you'd 
like to see here? Write to w. and let 
us know what you're thinkJng -
and we might share your letter 
with all our other readers. Just 
write to: Letters, DU1 GEON Ad· 
ventures, P.O Box '11 1, Lake Geneva 
WI 53147 U.S.A. We need to hear 
from you! 
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PLAY BY MAIL GAMING PLAY BY MAIL GAMING 

THE LAND 
Of KARRUS 

JS A DYNAl11 C NEW 
PLAY- BY- 11AIL GA11E . 

THREE UNIQUE RACES - ­
THE PR Jl11 TIVE , 11AGIC 

USING KARRUTJANS , THE 
HIGH-TECH, BIONIC HEQI , 

AND THE INVISIBLE, 
11 I ND- CONTROL LI NG UTR I ANS 
-- STRUGGLE FOR CONTROL 

OF THE PLANET KARRUS. 

BY COHPLETI NG CHALLENG ING 
QUESTS YOU ATTAIN WJ SOOl'1, 
WHICH ENHANCES YOUR POWER 
IN WARFARE AND ECONOl11 CS. 

INTERESTED? • 10 BRI NGS 
YOU A RULEBOOK, SETUP , 

AND 2 FREE TURNS. 

SUBSEQUENT TURNS ARE •4 . 
NO HIDDEN COSTS. 7- DAY 
TURNAROUND GUARANTEED. 

~ Paper ftgers 
~ SOX 1547 

GLENDORA, CA 91740 
CBlB) 335- 0935 

oAR-KBL\DE 
PL/\Y BY · MA I 

,J f,JVF,1Sr-8"S£OPfJ.4ff;,1<€ 
• 10· dt lfer en l 1yp•1 of a1,,.0Uf & weapons 

• Oo1•n• of u •O• h•"'• · 25000 m•P•bl• po1ll lon1 
• 1000' 1 o t HPC' t to hlr • . lf • d • whh. flQhl. •P••~ to 

• SlMutl er\ eOUI MO••"'•"'· fhad '"'" •••• 
• 10 a lefftan11 buitt WHO e v ery c h at actar & cr •a•ur 

• Play ehfller a WeuJor or a l r • O•r 

S•• •MJo IWIC'•ve ..,.., ' 10. you 94'' . •\ff - r .... colol 
00'1_._,.,. m.ao 6 two h •• turns " .t h .tl cOIOf OO• 10 
••99 V""' tutM i.oy fut•'* lutM • •• u 50 H ell ,,,... 
. , . "O '1'-odeK 1cu a 1noPNttte.t 1f you contrOI tO '°"""' 

°" ~ ••1t«• Send c:Nc'- 0t ~., 0t0et to 
~rr:nnr ' 22659 Koswick St. Oopt s 
--~ Canoga Partl. Ca. 91304 

SUI 702- 0670 

For more information about 
play-by-mail games and com­
panie , end for The 3rd Edi­
ti on Journal of the PBM 
Gamer. which is a listing of 
PBM Companie and their 
games. Send $2.00 to Paper 
Mayhem , Dept. DA , 1518 
Adams St. , Ortawa . IL 61350. 

PAPER MAYHE 
··The Inf or mauve PBM Magazme 
~~kl Paper M~hcm anddl)C'O'oet tht "<lfkl 

(I(~ ·~-mtil (PBMl pnung \IC ro-<t:r lnill1) ol 1hc 
PB\I p-. U..1 art in lh,. p&Jc, plus m.>ll) more. 

'"'"'"Iii lbt subj«"U o( fanlal). )Cl n. h1\IOO<al , 
'l"'fb. Ck Each btm<'111hl) t-.: bnnp )W !he blal 
inPBM pm11111 

Papct Ml)hcm hu bttn pubh~1ns 11e•" about 
PBM pmct and comperu« '"'" 198' and hu 1m 
pro-'Ctl ru 1ccp up,. ,th th" "''" e.panJ1na hOOb) 

\l/hy delay and ITll\$ QUI on all lhc fun~ Rud Paper 
Ml)'hrnl and Ille aJ•'llnllgc o( PBM pmtng 

Send sub\C11poom w Paper Ml)'hcm (Dept DAI 
l.S18 ~m~ Strttt 
Qna..a. IL 613~6().I 

Sub$< npuom 
S.unplc S..S ~ I )e&r S~O 2.S 1 year Sl5 IO 

WRITING WORKSHOP 
Sponsored by TSR, Inc!s Book Department 

Writers interested in having their work cri­
tiqued by a TSR book editor may participate 
in a writing workshop at the 1990 GEN 
CON® Game Fair, August 9-12. Submis­
sions must be postmarked no later than June 
29, 1990, and must contain the following: 

• a 20- to 30-page writing sample that is 
typed, double-spaced, and proofed for 
grammar and typographical errors. 

• a 5- to 10-page typed, double-spaced, 
chapter-by-chapter outline or synopsis. 

• typed, double-spaced character 
sketches of no more than five main 
characters. 

Submissions not meeting these require­
ments will be returned or reviewed at a later 
date under our regular submissions policy. 
Only the first twenty eligible submissions 
will be scheduled for workshop time, so 
don't delay! Send all submissions and ques­
tions regarding the workshops to: Book De­
partment, TSR, Inc., P.O. Box 756, Lake 
Geneva, WI 53147. 
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The new 
SPELL JAMMER™ 
campaign world has 
revolutionized the world of 
gaming! And now TSR 
brings you the first 
accessory in this exciting 
new world! 

Lose Ships is a collection of adventures builr around the Jose ships 
of rhe Spelljammer universe. Bue watch out! Some of che derelict 
ships floacing in che void are filled with nascy 
surprises-hibernating warriors. undead spellcasce rs, and 
unknown monscers. These nasty surprises pose a challenge co 
rnose who find chem! 

Revolucionize your gaming! Adventure in che all new 
SPELLJAMMER fancasy secring ! 

Lost Ships is on sale now at your local coy, book or hobby shop. 





Also look for 

The l il11i~r: / 11
1
ut 

ourcebook, 
and 

lite D esfi11.IJ \Ilaµ, 
an adventure and 

8«ttnemaster 
c:recn for 
Torg. 
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