


ver 18.000 
years ago many of the 
men in China dedicated 
their life to the study of 
philosophy. And then 
applied it to a war to 
end all wars. 

The country was 
plagued by a bandit 
hoarde known as the 
Yellow Scarves. Who 
amassed a power no 
one had yet to conquer. 
Fact is, no one could 
assemble a force strong 
enough to destroy 
them. 

Characte1istics of 180 war­
lords have been simulated 
based on the renowned 
text of Sanquozhi Yanyi. 

Even 20th century 
strategists are destined to 
spend hours. even days on 
each game. And when you 
take a break to philosophize 
on your next action (if you 
can pull yourself away) you 

In Destiny of can actually save up to 
an Emperor, your three histories exactly 
challenge is lo where you've left off. 
change the You can put yourself 
course of history in the place of Liu Bei, 
forever. For the dedicated to raising an 
good of China. army for the restoration 
And the world. of the dynasty. Or Guan 

This full scale, Yu, an exceptionally 
role playing skilled warrio1: 
adventure game match for a 
for the Nintendo thousand 
System will put soldiers and 
you deep in the worshipped 
throes of that as a god. 
war. But no /11 the mountains, 

The action is rebels await behind matter who 
as real as it gels every tree. you are, it 
thanks to the discovery will be hani to win the 
of authentic documents war against Zhang Jao. 
detailing the era. 1.. the deadly leader of 
~ ~.-. .,. the Yellow Scarve ' • ~·~aF rebels and founder of 

- ~:-., the Tai Ping sect. Not to ._ - ~·~'l"·'·· mention the most feared 
?) 
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Chinese 
warlord of 
all. Lu Bu, 
destined 

! 

~ 
to be a -~ 
traitor · i . ~~ 
because • ~.1fi~~~ 

of his 'i 'fiti;;J , 
great t r 
strength • 
and courage. ~ 

You'll use every 
strategic cell in your 
brain to fulfill your 
constant requirements 
for weapons, food and 
manpower. You'll give 
important cormnands 
that could mean your 
life, and the life of 
your armies. And in 
true Chinese tradition. 
you '11 engage in battle 

again and again to defend 
your honor. An honor 
certified by an oath signed 
in blood. 

Mhen all is said and 
done, there will be room 
for only one Emperor. 
Whether or not that will 
be you is yow· destiny 
alone. 
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COVER: The arrival 
of adventurers 
Interrupts a lesson In 
"The School of 
Nekros." Tom Miiier's 
cover shows the 
necromancer 
Mephisfo and the 
skeletal red dragon 
lrom whom stie Is 
learning lost spells. 

"If I Made Games For TSR ... " 
At lhe 1990 GEN CON· Game Fair. two editors from TSR's 
Games Department I '\nnc Brown and Andria Hayday l con 
ducted seilllllan;. to learn what gamers think about TSR 
productl>. f've JU.St receh·ed a long report detailing what the 
g<1mer1:1 who attended rhe:-e c""1ons had to say. and I couldn' t 
help but wonder how these prelerences match w1th tho:-e of 
DUNGEON Ad,·entures readers. 

Here nre three ~ugge11t1on,. that the GEN CON convent.ion 
participants wanted to see in TSR products· 

l .. More visual aidi, and player handouts for advenrurei<" 
I maps. noted from NPCs, menus, wanted posters, just about 
anything that the OM can hand to the players I. While we can't 
add loo~c 1teru" to DUNGEON Magazine (and I know you hate 
to cut up your 1ssues!I, wt• have been trying to include more of 
the!;< ·Orts of things; see the d'•t·k uf ma11v thmgs in isl>ue 19, 
for example. What other kinds of v1su.tl aids and handouts 
would you like lo ~t'e that you think \\OUld be possible to in­
clude• in DUNGEON Maguz111e'<i format? 

2 "MtikP the modules more OM friendly." The DMs at the 
semiM1·s asked for anylhinJ.: thut will cut down their prepara 
tion time und make games run moro quickly. This included 
l"Uch things as monster-atatistic11 tables, mor e complete i;Latit1 
tics. more subheads to direct the OM through the text, etc. 1b 
this list , l would include boxt.:d text Ion which we've had qu1tc 
a dt!bate m the past). For lont(er dd,•tmtures with lots of mon 
sters. we've used summarv tables Do vou like these? In what 
othn wayi:- can WP make DUNGEON Adventures more DM 
friendly? 

3 ' ·Add more flavor to ndventures. part1cularly more com· 
pletl• personalihe!l for NPCs, und more detailed settmgl> ... I 
ho1>e vou ve nottced that l ms1Rt on personality for f\'PCs and 
l'VCn mon:>lers. And I look nt each dungeon. castle, tavern, ond 
Lown with un ~ve toward how functional it is for the creatures 
who hvl.! there.' H O\\ are we doing in this regard? Does the 
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<D&D · game. le,·els 10-14) A .-.1mple 
cleric hns a complicated v1:.ion-und 
you've become part of it.. . . , . . 8 

JUGGERNAUT 
lAD&D game, levels 4-7) Meel o 
goblin who ha:: the best (and 
deadliest! toy around. • . . • . 20 

COURIER SERVICE 
<AD&D game, levels 3 6> Only t.wo 
t.hings are certain: taxes , a nd 
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BRIDE FOR A FOX 
<AD&D Orunwl Aduenturr..'{ gam1•, 
levels 4-8) Treachery ·O deep that 
even the ._..illairu can't find Lhe 
bottom. . . • . • . . • . •.. .JO 

Lisa Smedman THE SCHOOL OF NEKROS 
c.AD&D gamt.>.,, 1evel~ 6-l2 j Th 
halning-. lo\•ed thE:ll' rivL·r until 1t 

11lled up wHh dead thing~ That'i.. 
when the\ called you... . . 54 

Fai re tc1hield.s, ~ay stet!dOs, bl'ighl armes be my dehght. 
Those be tht. richt!s fit fur an advent'rous knighl. 

Tlw Fuerte Queme. Edmund Sponbt•r 



RAGON 

•RED DRAqON OF KR'QNN• 

'" 

T he Dragon Hiqhlord. holds tightly the reins 
oj cl Red Dragon Both rider and mount 

perpetuallq sttwe for dominance over the other 4et 
the4 still work to a common end. to serve the Queen oi 
Darkness in her effort lo subiugate the UJorld of 
Krynn. Dragon and dark kmght soar through the 
thickness of rain-laiden clouds. moisture clinging to 
their sCdle armor. m search of the devout worshippers 
of Paladine. defiers of their evil purpose. The High­
lord spots his mortal encm4 and levels his lance. 
Plunging through the cloud deck below. he attacks! 

+ RUIDA'S SILVER DRAqON • 

H.uma, Kmght of Solamma. wielder oj the 
Dragon lance and blessed oJ Paladtnc, 

looks to the sktJ in search ol the enemies oJ Krynn A 
m1mon of the Dark Queen astride a Red Dragon 
emerges from the fold of a black cloud. Huma raises 
h1s fist in challenge screammg his outrage for the 
scourge of his beloved world then beckons his f nend 
and mount. the Silver Dragon, lo nse up into the hea~ 
ens and Cdrry them to battle. Shrieking like a thousand 
hawks, the Silver Dragon leaps sb}ward, anxious to 
test its talons against the armor and lance oJ tts foe 

O nltJ qou Cdn determine the outcome oj this epic struggle. Collect these finely sculpted pieces as 1.:.iell as the 
other AD&.D tt DRAqONlANCE .... miniatures presented bq Ral Part ha, and do battle across the breadth 

of Krynn rn !he pghl against the Dark Queen and her minions. Look also for Ral Partha s exleri.sme lme oj TSR 
ADVANCED DUNqEONS &. DRAyONS figures includinq heroes and monsters from tne fORyOTTEN 
REALMS • Cumpatgn Setting. 

RAt.. PARTHA m1malure! arc dlso aua1lable from. 

MlNlf'tGS· ti"> (iTdharn Roud, Soulh<Irnplon England 502 OAX 
RAFM '20 Pclrk Hill Road Eds!, Cambndqe, 

Ont,mo, CmJda NlrlP2 
JEUX DESCARTES· 5. Rue De La8aume. 15008, Puns, Fr.mce 



LETTERS 
hf oney Talk~-Loudl11 

I finally feel compelled to reospund lo 
one of the many criLicisms I have heard 
voiced over the years concerning bolh 
this maKazme and DRAGON Mugu· 
7.tne. Readers are constantly complain· 
ing about the amount of magazine space 
devoted to advertising, the mo:.t rl'cenl 
complaint being m the Letters qel"l1on of 
DUNGEON' 1s.c;ue 126. 

Hert! 1s some clarification from an 
avid i;(umer who also happen,; to be an 
accountant. TS.R, Inc ii, first and fore­
most u buswcS!> enterprtt>C' As such it 
exists to make money The company has 
peoplt! and bills to pay. 'T'he fact lhat 
this business has the intei.tnty to be 
genuinely concerned with theo welfare of 
its corummer public and attempls to 
bring us its produd;i at the lowest po:.-i1-
ble cost 1s a fantastic bonus but not 
necefl;mrily a requirement. 

There are two method,, b} which a 
publication makes money; the price 
charged for the product. and mcomt! 
from advertising revenUl!S. 'T'hewfore, 
the primary ways to incrca~e revenue 
(whether for the company's benefit or to 
cover rising production cost:-il, are to 
increase advertising ~ule!I and/or to 
rncreost the ~ale prici! of the magazine. 
We havP. been fortunate lhal TSR man· 
agement ha most often de:-ired lo do 
the former and rarely has resorted t-0 
the latter. It should be clear that there 
1s a direct and oppo11ite relationship 
between the price of a magaiinc oud the 
amount of advertising therein. By 10 

creasing the advertising space 11old, the 
company can cover rismg product 1011 

costs withoul resorting tn n price m· 
crease. It haK also been my observatwn 
that, with mcreased advertisements, 
the magazine has typically increa.sed 
the num~r of page::. per issue tu main· 
tain the amount of spa1."e devoted t-0 
gaming material. 

It has been my experience that these 
publications have continually improved 
in quality over the year ... to become the 

excellent maga.uoes they are today, and 
I am sure the\· will continue to grow 
and improvt! into the future . However, 
in order to do i;o, 1! will always be necei;· 
sary to ui. .. ure that the bills are paid, 
and I hope 'l'SR, Inc. always will choose 
to seU more adveru ing over raising the 
price of these e>.t.remely enjoyable and 
infonnati\·e magazmes. 

As a final note. I am verv much in 
favor of the new plastic mailing ba~ 
used for Lhe magazines. I know they arl• 
not as environmentally beneficial ru; tht! 
paper onei-;, but l'vc· just golten fed up 
with having my magazine arnve with 
torn pagea end frayed edges. 

Debra L. Maxwell 
Senttle. Washington 

Going ~lo11thly? 
I disagree w1th Chr1s Moulthrop 11i;.que 

#261 who wrote that usmg outside ad· 
vertising in DUXGEO~ Mugaztne wa,. 
a form of cheating us A II the ads you\ r­
printed so far "l'~m pt!rfectly legitimate. 
The product I sent for was inexperu;ave, 
arrived quickly, nnd did everything that 
was promised 

With all of the~e other change:> goml{ 
on. I'd \•ery much like to ask when, 1f 
ever. is DUNGEON Adventures gomg 
monthly? DRAGON Magazine ha.q bad 
this advantage for longer than I can 
remember. We're all tired of waiting two 
long months for five or six modules 
which can be pluved m one month's 
time 

Mike Kinol 
Nome. Alat>ku 

We"vi> had sewral dtsrusswns here 
about the feas1b1iily 11{ woduc1ng 
DUNGEON Adiienttm'.5 a..'< a monthly 
magazine I hat•t• so fur bn·n relucta11l lt1 

suggest tJ11.s bt!t'OUSI! I don't feel that flw 
volume and qual1Jy of adtw1Jures lt'I.' 
recem• tS suf]i.c1ent t<> fill o month/; 
maga.nne. I want l1J keep the 11ual1t.v 
high. e11en t/ .vou hat·t tu wait a bit 
lcnger for Poch 1s>11w. 

Down With .Uoonm elons! 

l'm a Dungeon Master runnanJ( u low· 
level AD& D" campaign, and f rl"'l!~ntly 
1110 "Of Kings Unknown" hy Randy 
MuxY.ell i:ssue ii25 ,. Randy descrvt.is a 
heas1' round of applau&!! The players Ul 

my (.'T'oup Wt!re shocked to ~ ores with 
horn,., amlers, and eye~talk~ wreaking 
htn{.I(: on their hapless PC:- In fact, when 
they tound the melons from whence the 
01 e1-..h odrl1ues originated. they dt!sl royed 
lhc·rn 111 rn di,,.gust. thus nt-vcr colll'ctmg 
thll 100 h'P per moonmelon. 

Perfed inc·e H 1 

n,vlun mack 
No A<ldr~ti!:I Given 

I don't understand it at all. For over 
four Yt.: r. nm.,., you guys hn,·t Jtiven the 
role-pla; n~ v.orld a specinJ tre~t ot n 
\'Cr) affordable price. Each and every 
module) ou pnnt is outstanding, the 
mu• of different typ--. ... of ndn•ntun..'!I you 
p1 !Sent IS fatr to t'Vt>l)'one. and t ht> 
cn\·er and inside artwork an~ lik·· nuth· 
iug el e. Yet. in every 1~ue, I ~el' com· 
plaint utter compllllnt 111x>u1 ynur 
mngazme, and f'm sit·k Of it 

1t ·cm!; that even· hmc vou d&1de to 
try .. ometbing ne'\\ , ·wheth~r it's permu­
nent or for JUSl a couple of rssut!•., the 
fotter~ come pouring in, Oh , «urc, there 
nre always a few nice people who com­
mend you for r.:he mnovot 1on, hut then 
are always many more ncgattvl' oflen 
cruel remarks demandin" lhnl you 
pubh:ih only a certain Lype of game 
Thke Lhe MARVEL SUPER Hl!lROES,.. 
adventure you printt:d m issue N25. !Or 
"xumple. Ju.st because you thought an 
expl'riment Wlth a difll·rent typ' ol 
game syRtem would be nice tand it wasl. 
every bod) had to wnte in und tell you 
how much they bated ll 

I am truly sorry thut you reccl\'e 6(l 

many of these awful letters, md can 
only 1magme how :>tttni:; thl'm ruin 
your day. Your magaztne has bet'n per· 
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Past and Future Meet in a World Gone Mad! 

CADILLACS & DINOSAURS 
The Roleplaying Game 
Game system based on the award-winning 

Twilight: 2000 game. Published under license 
from Kitchen Sink Press. Inc 

In 2020, the Earth was devastated by geological 
catastrophe. and billions died. The only survivors were 
the handfuls in the shelters They came out 450 years 
later to a radically altered world · an impossible world 
populated by dinosaurs and the ruins of past c1vilizat1ons 

This is the Xenozolc era Here a few brave men and 
women struggle to reclaim the Earth from geological 
catastrophe. They explore the ruins of now ancient 20th 
century civilization And like people since the beginnings 
of time, they fight among themselves 

Cadillacs & Dinosaurs the roleplay1ng game, is 
based on the acclaimed comic senes Complete rules 
(based on GOW's award-winning Twlllght: 2000 game 
system) detail character generation combat exploration 
equipment, and adventunng in this fascinating future 
world 

144-page trade paperback. Fully illustrated with Mark 
Schultz an. Game rules by Frank Chadwick GOW 3000 
ISBN 1-55878-073-4 $18 

A complete roleplaying game 
All you provide are dice and your 1maginat1on 

d1td:, mom' order. or Visa/Mastercard number and !'li~nulorl:'. 
for 'h1ppini: .rnd handling. 
4!2· rin b~l"l:l·n I) a.m. and 5 p.m. Cencral time. 

Based on 

Xenozoic 
Tales 
by Mark Schultz 

• Cornplete game sySlt!fll 
Charac1er gene1al1011 
Skills 
Combat 
Travel 
lnterac11ons 

• Equ1pmen1 lists 
• Xeno101c ~r.i t11stor~ 
• Ttmehnes 
• Bacio.grounds 
• Maps 

Ttie city m the sea 
ftlt:: ung1e 
file oesens 
The oeep swamp 

• Arumats Dt00sau 

SINCE 1973 

C;J\V 
G A M E S 

P.O. Box 1646 
Bloomington, IL 61702·1646 



LffiERS 

feet since 1cisue one. and I hate to l-ee 

people put down o ~ood thing. Keep up 
the good work. 

PS. When arl' you gom..: to print an­
other solo adventure'! I haven't c;een one 
since i~sue 120. 

Barb Brkorich 
Pt ti sburgh, Pennsy lvan.ia 

We dtJ l(<'t lots of mail pmum1g our 
effort.'<, anti T try to h1• fa tr in prmting 
both the n.1ce mid tht• m•g(lfiue mat!. I 
encu1ira)!e uur rmders lo 1•xpn•ss their 
opinions about lht• magazinP, hath good 
and b<Ld All t•chlor c·1111 't afford lo let the 
mail r11irl his or lwr dav. 8f'.<itde11, u•e too 
mu.~t send mti mwatwr mml lre;ei:tum 
letters), wJ11ch "'" llope tht• rec1p1ertts do 
not take personally. 

As I've .wml lie/im•, 1i;e'll print solo 
aduent11re.>1 wlu•11 u1e n:ceit•e some 

ThaukH for ChangeR 
Standu.rd TSR modules can Kt-l quite 

e.xpens1ve for the lo\\·budget OM 
DUNGEOJ'\ Adventure' ts an excellent 
source for inexpensive, well-\1.Tttten 
adventures. This 1 the reai.;on I pur­
cha...e your ma~azine, and I commend 
you on a fant.ust 1c Jt>b 

1 used to subscribe t-0 DUNGEON 
Maguzme unt1l l started receiving my 
issues tn not.-so-good shape due to 
Mother Nature <th0!'1e brown sacks don't 
hold up so well in the rain I. After hear· 
ing ncMS that you huvt> Bwitched to 
plastic wrappPrs, ('ve decided to resub· 
scribe. I want to thank you fol' the 
change · 

Anothe1· chonHr I want to thank you 
for IB the inclusio11 of adventures other 
than for D&D'l..\D&D Etames. I thought 
the printm~ ot the MA.RVEL SUPER 
HEROES 1111..-.ul' #25) and the TOP 
SECRETS.I.'" ( t ... •ue 1261 adventures 
was an interc~tmg tdr.n Even though I 
don't pluy thest: lwn i:nrnes, 1t ~till gives 
me newfound hupc thal ) uu m1ght in­
dude a STAR FRONTIERS• adventure 
lhint, h1nll. 

A<;, a lfilit word, I would hk1: to thank 
the wntl'rs. url1,.ls (grnut "'ork on rhe 
cover of il'l!Uc 126. Scott 1, Barbara. 
Roger, und the rl'::il of lht' DUNGEON 
stail for a great joh 

,fofTrcv J . Han.~haw 
Ooltew~h. Tennessee 
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Fantasy Triumphs! 
There were m&.ny argument~ m i~i;ue 

!26 both for and agam-.l the mdus100 of 
other TSR games l1l the pal{t-lJ of 
DUNGEON magazine, Well, l mu~t casl 
my vote againAt their indus1on. This 1~ 
not because 1 am clo:-e minded about 
these games. but 1 have very Jittlt.> time 
to play RPG1S, and 1 prefer the AD&D 
system to lbe others. 

Consider that, until you publi1:1hcd t lw 
MARVEL SUPER HEROES module in 
issue #25, a creative DM willinK to put 
in a little tixtra wot·k could huve con 
vert.ed any of Lht> modules in these 
pages to suit h1s own syslcm nnd cum­
paign world, even il lhey Wl•rt> ~olu or 
Oriental module:.. Tbe;-;e other gamci.1, 
however, cannot be converlPd und 1rp 

practically W>eles; to 1hose running 
some type of D&D game Thus, for those 
who play lhe D&D or AD&D ~ume , the 
magazine no loni:er retain,. 1t: full 
value. 

On the other :-.tde of the com, you have 
those who pla)' t!le'<I.! other TSR game:; 
getting a module for their part1c~1lar 
game once every lew is~Ulis , Would 1t be 
wonh their monl'Y to huv e Dl 'JGEON 
magazine for one "mudul~'! My l{Ue"~ lb 

Mug Shots 

no So. umess you have the ume lO 

l'nthus1a.sticallv embrace all I h~ TSR 
game sy.:;telllli. you're essen11all\· "ast 
ing your money. 

Finally. I don't knov. hov. h1~h u \'itluc 
·ou place on a smgle subscriber. but if 

you contmue u, print Lhese module~. 
you w11l lose lhis one. 

Greg Hickmun 
Collinsville, lll1no1 • 

As nf the E'rtd of Octuber. fh1• f(lllv fl/' 
IRilPrti about nnn-D&DIAD& J) mud11le11 
stand . ., uJ 19 {or induding flte1Jt' w 
DUNGEON Adventurei;, and .36 aµawsl 
publish mg them We ervuyed hearwfl 
fmm all of you and are snrn ihat ll't' 
haue space 1-0 publish 0111)' u reprt!.o;l'fll<J 
ti1•1• sampling of your letter'. 

Publisher Jim \ford and I hat 1• r/1~ · 
cusJ;ed tlus questron at length aml hull:' 
derided that, f<1r lhe pre.•enl flml.', 11·,. 
u ill not publish a1~ further n1111 D& D 
.J.D&D adl•en.tuus. A,, I stated in 1 sue 
125, this u·m something n/ a11 expPr,. 
ment. In the end. our thinkrnl[ ran much 
/1kr. that in Greg Hickman 's lt'tter· Add 
rnp one adt·enlure per isiwe fiu otlie1 
TSR game s_v:;tem.:; 1t·on't real/\' garn us 
neu reader:::. and 11·e c~rtarnlv dnn't 
It ant lo alienate our loyal rt•ader U 

\\'hen Dan K1lbran ~nt us h1~ r<.'C'ent chang1:.of.addr~ notice, '14"e couldn't hc­
tie\"e that he really li\'e• on Uungl'on Avenue . ..,owe asked for proof. Dan ma1l<:d 
us the photo reproduced above and prompted yet anorher idea for a conte,.t. 
If you :;ee other IUJlusing md1caltons of rolc·playmg transplanted into tbe real 

world. grab your camera und . l'nd u~ o i<nap~hot We'll publish the bebl for you1 
amusement. and tboi;c reader~ whCJHe photos are chosen for puhhcat1on will each 
receive a mug with tht• DUNGEON Adventures and DRAGON Mai;-azinc logo:;. 
All photos submnted bt.>eome the pt'Clpt•rty ofTSR, Inc. and DUNGEON Adven· 
tures, and cannot be returned. 
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More magic, danger, treasure, 
and mystery await you in . . . 

Further Adventures in 
the Northern Wilderness 
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TARFILS TOMB 
BY CHARLES J NEVEROOWSKI 

He died a good man. 
He'd like to stay that way. 

Artworl< by Tom Boxo 
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Charles uTote "Tar{lts Tomb" 1n hrs 
spare time while i>tudJ'lnt? 1!lectr1ral 
rngmeenng. A recent graduaJP, h••,., 
current(\ seeking empw)·menl in tlt1> rt•al 
({'Or/d. Thl.S mQ<fu/e is d~dlt.'aUd lot/it' 
memory of Jeff Burns, who 1ntrorl11l·•·d 
Charles to che D&D garrw tn l 9Hl 

"Thrfil's Tumb" is a D&D" game advcn· 
lure for Expert-level character . 11 1s 
designed for a resourceful party of 5 7 
characters oflevels 10·14 (around 70 
total levels!. This adventure is set in lht1 
D&D Known World, starting in the city 
of Kelvin and proceecling eastward onto 
the Nameless Moor. in the Grand Duchy 
ofKarameikos. Severn) monsters in this 
adventure, such.as the beholder und tht' 
banshee, have been taken from Lht• 
D&D Comparuon Set. The D&D ~ame 
accessory GAZl The Gra11d Dul·hy u/ 
Karameikos ma.:; be useful m setting up 
the background. but st b not reqwrcd 
The advencure may ea!>1l} be plac1...J on 
a moor or in a swamp near}J unywhen• 
the DM wishes. 

For the Pla yer Characters 
Read 01 paraphrase the folio\\ mg mfor 
mation to the players at the t>lart ot th1• 
adventure: 

It is early autumn. and you havµ rt! 
cent.ly arrived in the city of Kelvin, a 
stopover on your long and arduour; JOUt'• 

ney southward. After a successful sum· 
mt>r adventuring in the north, you havt~ 
dPclded to spend the winter mont.ht1 in ti 
more hospitable climate 

Unfortunately. the weather for tht? 
past 10 days has been poor. You enterl!d 
the roounLainti expecting a comforluble 
chnnge from the grueling late-summer 
heat of the lowlands, but chillinR wind 
and lashing rain made your trek O\ er 
the Black Peaks extremely unpl~ai;nnt . 

You entered the city lonf~mg for n hnt 
meal, a warm bath, and a =-oil bi-d 

You have been m Keh'lD for sev1!ral 
day<> now, with the weather "howmg 
htt le sign of change W nh your upplit• 
restocked and vour mounts well te: t£>d 
you anx101ely ~-a.it for the weather to 
change so that you can conLlDU"' )OUr 
journey. A:. comtortable as the S1l\'~r 
Ladle Inn bas been these day-. past, you 
still find ~ourself ready to push on. 

Your fourth evening in town find~ you 
all gathered around a heavily lnden 
trestle At Lhe Ladle, gloom1h nwa1tm1< u 
break 1n the weat her as you takr Ion~ 
pulls from your flagons of sic. AH you 
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ponder a trip to the :;eed1er section of 
town for another night of city life, 
dreading the long tramp through the 
muddy streets, you notice someone so 
odd loolung as to stand out from the 
crowd in the expensive establishment. of 
the Ladle. 

Your attention has been attracted by a 
pale, bespectacled little man in a muddy 
gray cloak and sandals. A small metal­
lic holy symbol that. represents the 
Church of '1\-aladara dangles around the 
gangly man ·s neck. 

Upon entering the common room, the 
little man scuttles up to the proprietor, 
who greets the odd looking man as 
"Brother" and asks him how he may be 
of service. The muddy man replies by 
taking the barman by his sleeve and 
pulling him toward a quiet corner of the 
room. 

AB the pair draws away, the small 
man begins to speak furtively, gesturing 
rapidly with his hands. The innkeeper 
gives the man his full attention. Wbeo 
the little man finishes, the owner gives 
him a curt nod and motions t.oward your 
table. The lit.tie man peers at. you 
through his spectacles for a second, 
bows to the larger man, and inches 
toward your table. 

Clasping bis hands in a most suppli­
ant manner, the small man introduces 
hunself as, "Ivan Sumanov, your hum· 
ble servant." 

"The gracious innkeeper:· the 
scrivenly looking man continues, "has 
told me that you are adventurers of 
some renown, and by appearances ( do 
believe that. he spoke most. truthfully of 
you. It is to my extreme good fortune 
that I have found you here, as I have 
never before had need for the services of 
the likes of yourselves." The small man 
pauses for a brief second to allow him· 
self a breath and then continues. 

"I have a story that must be told and, 
although I am but a lowly novice of the 
Church of '1\-aladara, I implore you to at 
least hear my story before passingjudg· 
ment upon me.'' 

The man glances suspiciously around 
the room and takes a seat. Then, push· 
ing his spectacles up his nose, he begins 
his tale. 

''Three days ago I had a dream. Not 
just an ordinBJ)· dream, you see, but a 
vision. I say ·ns1on' because it con· 
cemed happerungs that none of the wise 
men of Karame1kos are aware of, yet 
these events are of great concern and 
displeasure Lo the djvme patrons ofthis 

land. Even the foul weather of late 
ste.ms from the displeasure of revered 
Halav. 

"I went t-0 Bishop Pyotrev1ch, the 
Prelate of the Church of '1\-aladara here 
in Kelvin. I spoke to him of my vision 
and my firm belief of its validity. His 
Crace spurned me saying I shouldn't. 
waste my time or his with such fantasy, 
t.eiling me that I was forbidden to pur· 
sue the matter further at risk of being 
excommunicated from the church for 
my blasphemy. Although I did not un· 
derstand bis anger and denial, 1 still 
fear acting against his word. J ust to act 
against his will is sin. so you must see 
how imperative it is that you believe mt! 
and help right the wrongs being done, 
as I dare not risk approaching anyone 
with my story ever again. 

' 'But l stray from my purpose. As I 
said earlier. it bas been two days since r 
bad this dream. In my vision I saw a 
warrior-actually, the spirit of a long· 
dead warr10r. He was running toward 
me across a wide. grassy plam. He wore 
a breastplate of bronze. and upon bis 
head was a gilded helm with a horsetail 
plume. He carried a long spear and held 
a large round shield of embossed 
leather. 

' 'This warrior spoke to me in an ar­
chaic tongue, yet his voice was pure and 
angelic, and I understood him clearly. 
·Greetings, disciple of Ha la v ,' the 
gleaming warrior said. 'I require the aid 
of a mortal, and my lor<l has bade th.at r 
seek you, as you are destined for great­
ness in his service 

"'I am Tarfil, Warlord of Clan Tarvon, 
vassal to King Halav. Two millennia 
ago, I was slam upon tlus field.' As he 
waved his arm out across the plain, I 
could see two great arnues locked in a 
pitched battle. Bronze-armored men and 
tall, jackal-headed beastmen chopped 
and stabbed at one another in a chaotic, 
churning melee. 

" 'We won the fie.d that day Jong past, 
though I and many of my comparuons 
never lived to see our victory.' the man m 
my vision said. Again he waved his arm. 
and the scene chanied. Now only men 
moved about, picking out the wounded 
from the dying and the dead. The wamar 
continued, 'The men labored Jong laying 
their slain comrades in turf-covered 
mounds and buildmg huge pyres t.o burn 
the carcasses of the beastm.en 

" 'My own bones still he within the 
tallest of those barrows, a mound 
marked only by seven pillars of granite. 

TARFIL'S TOMB 

The army marched off t.o jom uur lord in 

the linal batlle, and lhe barrows now he 
forgotten upon a windswept moor. 

" 'A fortrught ago, evil entered my 
resting place and now torments me in 
the spil'it world. Even now 1 am pursued 
by l'ell beasts summoned by one who 
chants binding spells over the dust that 
was my body in life He des1res to en 
snare my soul for some evil but un· 
known purpose.' 

"Suddenly, l heard an eerie baymg 
and. looking ot!L across the plain. l 
could make out four black shapes racing 
like the wmd across the swaying grass 

" 'They come,' the spirit. said 'l have 
tarried far I 1.>0 long, for the beasts agam 
draw near . 

.. ·Awake, disciple of Halav. for m 
your dreams these fell creatures of 
darkness may steal your soul. Awake 
and aid mE.'! ' 

"'l'arfil turned away, and with the 
grace of the swiftest deer bounded 
across the plain, leaving his punmers 
far behind. Even as be fled. I turned lo 
see more clearly ~he beasts that pursued 
him: great, fiercesome hDunds, black ~ 
jet, with gaping maws and glowing 
yellow eyes 

"I awoke m my bed, mth the vision of 
those ghastly beasts etched m my mem· 
ory. As I lay there pondering the events 
of my sleep. I could fruntly bear the 
distant baying of hounds 

"Since that night l have slept ill . I 
have labored ceaselessly. l!earching 
through ancient scroll:; and forgot.ten 
texts, looking for £>ome clue t-0 the loca­
l ion of tht! spint-warnor's t.omb. 'T'hen, 
last mgbt, a!> I prayed for gwdance, 11 

certain scroll I had ID.1Ssed was revealed 
lo me. Written upon it in a nearly mde· 
cipherable text was a description of the 
barrows I sought and their location I 
hdieve the battlefield that. Tarfil spoke 
of ts somewhere on the nameless moor 
t.o th~ east , where the River Volaga 
llows down from the Wulfwolde Hills." 

Brother Su.manov shows the adventur· 
er:.-• rough map <see The Unnamed 
.foor mapl. 

.. Why the Immortals would choose one 
so unworthy as myself to be tbetr in· 
st.rument, I cannot say. I know not what 
e111 l you may encounter, but I must. beg 
you to Journey t.o Turfil's tomb and free 
him from bis t.orment. I have neither 
the ways nor means to do so myself, 
though I would give my life to save his 
soul. Please, noble ones, go with all of 
my prayers" 

DUNGEON 9 



TARFIL'.S TOMB 

Ivan Sumanov: AC 10; C2: hp 8; lllJ 
1; Dmg by weapon type; MV 120' (40'); 
Save C2; ML 7; ALL; W 18. Ch 14 Ivan 
1s unarmed and unarmored at the time 
ofthi ... meelmg, and ha!'! only a cure 
light u·ounds spell memorized. 

For the Dungeon Moster 

Ivan Sumanov Ill an adept in the 
Church ofTraladara in Kelvin, and has 
been contacted in his dreams by a spirit 
for reasons detailed later. Ivon was 
chosen because he is destined to rise to 
greatness m Lhe service of th~ Three 
Immortals. However, he has far to go to 
meel his destiny. Luck should nlwaya be 
with Ivan, and tbe DM should go to 
great pains, short of divine interven­
tion, to prevent Ivan's death Anyone 
who insist!! on harming him, howevPr. 
will be inflicted with a !lubtle but pow­
erful curse. All Traladarans coming into 
cont.act with the assailant will have a 
feelin~ of uneasines5 and distrust, even 
\f they have been lifelong friends. The 
degree of this uneasiness and distrust ii; 
proportional to the Traladarun'11 piety 
Also, members of the Cult of Halav can 
actual I" see the curse as an evil aura 
and wiil secretly try to cause the cursed 
peNon trouble or harm nt every turn. 
Only the undertaking of a grand quest 
!beyond the i;cope of this adventure) will 
allow some redemption in the eyes of 
immortal Halav and undo the effects of 
the curs~. 

In spite of Bishop Pyotrevich 'R strong 
reprimand, Lhe prelate i~ simply ex­
tremely paranoid about his position in 
the church, as he oblamed 1t more 
through manipuJatton and politics than 
hy piowmet's The suggestion that the 
Immortals nught tieod dreams to a nov­
ice instead of to himl'elf cau.se the 
bishop to react rather \'ehcru~utly. After 
all. he t>i only human 

All that Ivan told the PC i true, but 
thEJre 1~ a good deal of mformauon that 
he does not poasess 

The spirit warrior was a Traldai chief. 
tain slain in battle agnm~t gnoll.: 2,000 
years ago and lain in a harrow near the 
Volaga River Recently. however, an evil 
patnarch by the name of Annakarr 
entered the barrow. 

For the past fortnjght. Annakarr and 
hls followers have been chanting an evil 
spell of binding. 'rhe knowledge t.o casl 
such a spell was a gift, in the form of an 
ancient tome of power, from the Chaotic 
beings they worship. The casting of the 
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spell req1llres a greet amount of poWl'lr 
and energy but, if successful, will give 
Annakan- control over the ~ul of thl· 
spirit warrior, brmgmg the warrior 
back. to life in a form similar to that of a 
ghost. Tius warrior-gho~t would h<: 
completely under Annakarr'.s contTol, 
forced to do whatever evil deeds are 
commanded of 1t. 

Once Annakarr has control of the 
warrior, he plans to raise an army of 
undead and Chaotic mont!ters and put 
the l'raldar spirit al tbeir head. Anns­
karr feels Lhnt the Traladaran peasants 
around Kelvin would never have the 
courage to resist one claiming to be the 
spirit of lheir ancestor. Thus, Annakarr 
could force them to accept him as their 
leader. making Kelvin a new stronghold 
for the forces of Chaos 

Journey to the Borrows 

After the PCs m~t Ivan Sumanov and 
accept his m1ss1on, they must decide on 
a path to the bar1ow groundi>. lf they 
ask about the moor. people will tell 
them that. it is indeed most treacherous 
Danger, hoth natural and otherwise, 
abounds. Marked paths are few, and 
many of these lead nowhere or directly 
into treacheroW> bogs. Seeming!} solid 
ground offering l!afe plll>l!age may I.urn 
out to be a suckinK morass capable of 
swallowing a rider and bis mount in a 
matter of minutes, leavmg no trace of 
their passage. As for thi! denizens of the 
moor, the Traladuran pensanls speak of 
werewolves and Lrnlli.;, Oying dragons 
come down from the Wulfwolde Hills to 
hunt, and strangt1 nickering lights that 
lead the unwary into the fatal bogs. 

Should the PCs seek a guide, they ere 
directed t-0 the taverns near the eastern 
gate of the city. Few people kno" the 
winding paths of the moor, and fewer 
still v.illiogly tread its paths. 

Near the ea.l>t gate, the party is told 
about a man named Serfte1 Mishev, a 
Traladaran man known to wander the 
moor at times "Look for Sergei at th~ 
Grinnin · Bear," the pru1.y is told 

Within the dim confines of the lnn of 
the Gnnnmg Wcrebear. the PCs ftnd 
Sergei Mishev 5"pf'aking qwetly with 
several Traladaran mint1rs. Sergei 
seem::> a simple man, with weathered 
features and thick, graying hair. 

Sergei Mishev: AC 2; F7, hp 36; IAT 
1; Dmg by weapon typo; MV 120' t40'); 
Save F7; ML 8; ALL; S 15, W 14, D 16. 
Sergei wears scale mail +2 and carries 

ti lung sword +1 , +2 t•i.. fvcanthrofX • a 
silver dagger, a long bow, and a quiver 
with 11 s ilver arrows, eight arrotN; + l . 
and an arrow of JycanthrofJ' slaywg. 

When lhe party approaches Sergei 
about guiding them across the moor, ho 
demands that thev give him a full ex· 
planntion of the p~ of their JOUT· 
ney. He has no desire to lead a band of 
thr1ll-seekers on a foolish treasurt- hunt: 
he has done that before and returned 
alone. 

If I.he PCs truthfully explain their 
expedition, Sergei will quickly agree to 
guide them. Sergei has a great doal of 
common sense and is very capable of 
guiding the pany across the moor to 
Turfil's tomb. He is a devout follower of 
the Traladaran church and "'ill gladly 
.crve revered Halav. All be a1>k.-. in 
payment 1s a magical item or two that 
will make his future JOUrneyi. aero. the 
moor a bit safer, and a small port10n ol 
any treasure for provisions and dona· 
lion to the church. 

Sergei was a sheepherder Ii\ ing on 
the eastern border of the barony until 
l'even years ago when his farm was 
burned and bis family butchered hy n 
ravaging band of werewoh·e ... . He ha8 
since labored upon the moor, hunhng 
creatures of Chaos and trymg tu g\Vl' 

some protection to the farmers and ~at 
digger::. who eke out a living on the edge 
of the vast moor. 

If the PCs do not seek a guide. th~y 
wi11 find it hard going on Lhc moor The 
normally poor terrain is made even 
w<>rse by the inclement weather of Intl'. 
lfthe PCs consider lraveling by nver 
they find that the many days of rum 
have turned the Volaga mto a raging 
torrent. No river captain i:. willing lo 
pilot a boat for them and any small 
craft they might buy would be of hltlc 
use aga1n.<Jt the dangerous current. 
lf the adventurers opt to travel by 

horseback, they may skirt around lh1• 
moor to the north or south for a da>- ur 
they may strike directly eastward 
acrO&I it. Either way, the trip by hor~e · 
back will take two full day!'!, The flllJlle 
trip on foot will i:ake four days. Travel 
across the moor is slow going, and skirt­
ing the moor takes the party well out of 
11.s way. Thus. the routes balance out, 
w1t.h the trap ta.lung the same amount ol 
time no matter which route 1s cho:.en. 
There are no practical shortcuts. a11 

even flymg is made hazardow; by tho 
storms. If Sergei is leading the party, he 
crosses the river at Kelvm and travel11 



along the southeasl border of the moor 
during the first half of the trip. 

Although the west.em third of the 
moor 1s clauned by Baron Kelvin as 
part of his dominion, the area claimed is 
sparsely populated bv herdsmen and 
peat diggers dwelling in small, isolated 
villages of wattle and daub huts. This 
area is only Rli~htly less dangerous 
t.han the easlern 1wrlion of the moor. 

While the party travels across the moor, 
~he DM should try t.o play up the atmos­
phere created hy tbe foul weather and the 
nature of the moor it~lf. Nights upon the 
moor are cold and wet. The days are 
miserably humid when 1t um't rauung 
and miserabl.) chill when it IS Insects, 
mud. mist, wind, and fog all affect Lrav~l 
on the moor; work1nl{ these into th!! de­
scription of travd can add to the atmoo· 
phcre. The PCs will l:lCe very little 
i;unltght on theu trip to the barrow. 

Travel on the moor without a guide is 
extremely hazardou>., For every two 
hour-. of daylight during which the 
p11rty travels on the paths, there is e 
1·10-20 chance that the lead PCs \\Ill 
stumble into a wt!ll disguised bog. This 
chance takes into comuderation those 
that a wary party suw and bypassed 
along their route: a careless part) 
should be penalized accordingly. The 
rate at which the trapped characters 
sink and subsequently drown is left to 
tht! DM's discretion. lf an) of the PCs 
wnnder around or try to travel ac atght, 
the chance offullin~ mtu a bog becomes 
l m 6, chtickcd t•vl!ry turn 

Check for wandoring monsters even 
four hours; an t'ncounter occurs on a l 
on ldl2. Thret• encounter tables ar~ 
give~ the DM hCJuld choose the appro· 
pnate table for the pnth taken. 

At the halfway poinl 10 the JOurnt-y 
!the first night by hori,eback or the 
second night by footl. when the party is 
camped on the moor, onl} the followmg 
encounter occur~. lf the party ii; on foot , 
roll normally ror \\und~rtng encountcri; 
during lhe first und I h1rd night,;. 

Werewolf AttoC'k 

At midnight on the evening when the 
PC:; reached ll11• halfway point of their 
Jt>Urne_y, a,. a thick fol{ rolls across the 
5'Xlden m0<1r and the full moon ghm· 
m• r• a deep ornngc 10 the southeastern 
k) , a loni:; ho"' l hrenk" lhE- -.ilenC'e of 

th!! night. lf&!rgc111> \\tlh the party 
nnd not on gu!lrd, h 1\\, ken" immedt­
e t.ely o.nd strinir:. h 1e 1><1\1' lf on ~uard, 
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be qwckJy rou:;es the PCs and tells 
them t-0 prepare for an attack . 

Soon tbereafLCr, more howls sound 
from sever1:1l direct1ons around the fln· 
campmenl. From the distance comes a 
short yipping barok. ln anotht1r d1rcc 
tion, rustling noises emanate from a 
thicket of heather only yards from the 
camp Suddenly, from yet anotht>r dtr<:'C· 
tion in the durknes:.. a brreat dark shnpl' 
hurtles upon the adventu1·er!l. 

It is a huge wolf with gleanung fan~1:o. 
its sable coat ghsterung in the damp 
night. The wolf crouches m the c:ent~r of 
the camp for a brief second. snru ling 
viciously. then leaps upon anyone ,,land · 
mg (or lying• n«.>arby. Within second , 
the camp•11t.e 1 overrun by 1o1:oh 1; ol nil 
sizes. The pnck ~eems to~ d1recl.ed bv 
a huge she-wolf of unnatural propur· · 
tions, with a thick silver coat and enor· 
mous fang!:>. 

This werewolf pack consists of 10 
normal wolves, six dire wolves, and 
nine were\\olvci.. rhe werewolf with 30 
hp is the pack leader. who .tttacks n~ a 
5-HD mon!:ilOr and adds +2 to dumogt 
rolls. This 1>1 Valt'ria. Sergei\ lll&h•r It 
was she who betrayed her kin and al"w 
the rest of Sergei's family. 

Wolve (10)· AC 7: HD 2-+2; hp 16, 
1-t, 13 x 3, 12 x 2.11, 10, 9; IAT l bitt!; 
Dmg 1·6: MV lSO <60'l; Sa,~1''1 ; ML8 
or 6~ AL N; XP 25; BD/39. 

Dirt> wolves<6): AC 6; HD 4 + l; hp 
30, 25 x 2, 23, 20 x 2; NAT l bite, Dmg 
2·8, MV 150' 150'>; Save F2; Mt 81 AL 
N; XP 125. BD/39 1Wolfl. 

Werewolves 191. AC 5191. HD 4•! hp 
30, 29, 26 x 3. 24. 22 x 2. 20; I AT 1 bit~. 
Dmt: 2-8; MV HsO' ,60'), Save F-t: ML 8: 
AL C: XP 125; BD 33 lLycanthr·ope! 

The great ~he·wolf 1s \ 1c10u~I) cun· 
rung, directing the pack w1th snarls and 
barks from a hillock or: rock outcropping 
near the edge of the C"amp~11c. \'uleria 
pit:;, the \\t:akt!r wolvi:s &~<tlOSl hor5e.5 
or :1leep1ni; characters, 1md !k'nd.s the 
werewoh·e~ a~ any pomt.-; of uong 
resi tance. She avoids fot:1ni; n strong 
PC hul will not hesitate lo ,..trike the 
weak or to strike t'rom bclnnd. 

If Sergt•t i~ with the party, he use!' his 
silvt'r and magical arro, .. ~ to help any· 
one hard pressed by tht.> fnngl·J 
on<::laught Ir Sergei was nQt \I. it h the 
PC-. '"hen they teft Kelvll\. he join 
tht-m nov. ha' mg been huntm~ this 
band of were\\olves for sov1:ral nights 
He runi; howling into the enca111pment, 
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Encounters En Route to the Barrows 
<Roll Jd6> 

Northern Route 
(Kills} 

l. Patrol: 3-18 horsemen 
(plus horses) 

:.!. 1-4 mountain lions 
3. 3-30 bandits 
4 3·30 gnomes 
6. ~ 16 hippogrifls 
6. 1-6 hill giants 

Easte rn R~ute 
<Moor> 

I . 5-20 bugbears 

2. 2·16 ghouls 
3. 1·8 lrolli; 
rt . 3 18 wolves 
5. 1 ·8 spectres 
6. 2·12 ogres 

Southern Route 
<Fore >it ) 

l. 2.24 elves 

2 Caer Wedgewood 
3. 3 18 sprites 
4. 14 lrea.nts 
5. 2-8 black widow spiders 
6. l .4 <lryads 

Bnndlt: AC 6; HD l; #AT 1: Omg hy weapon cype; MV 90' (30'1; Save T l, ML lS; 
AL C; XP 10; BD 25 

Black widow s pider: AC 6; HD 3"'; IKJ' 1 bite; Dmg 2-12 plua poison MV 60' 
tC20'l, tn web 120 140'1, Save F2: ML 8; AL N. XP 50: B0138 tSpider, gian tJ 

Bugbear. AC 5; HD 3 + l; NAT 1; Omg by weapon ty~ + 1; MY 90' (30 ); Save 
F3; ML 9; AL C: XP 75; BDl2i. 

Caer Wedgewood (druid): AC 9, 09; hp 31: IAT 1: Dmg b' "Pell or weapon 
type: MV 120' (40'>: Save C9, ML 10; AL N~ W 16. C 15; quarter11t.alT; DM'R choice 
of spells. Wedgewood ii; n cleril' who has attained 9t.b level Md 1s beginnmg his 
training as a druid. He has been li\'ing and meditating in the forest for a month 
now. hut no high-level druid mentor has yet appeared to him. 

Dryad: AC 5; HD 2•; IAT ~1>ec1ul: Dmg nil; MV 120' <40': Sa\'e E4; ML 6; AL N, 
ER/48. 

Elf: AC 5; HD t •; llJ 1; Dmg by weapon type; MV 120' <40 J; Save El: :\IL 8 or 
10; AL N; BDr30. The. e ~lve-1 arP traveling to the wedding of a relnhve. and have 
nci knowledge ofThrfil' tomb. 

Ghoul: AC 6: HD 2*; IAT 2 ch1w: l bite; Dmg 1-3 J.:J 1-3 plus special: MV 90' 
{30'): Save F2, ML 9; AL C; .XP 25, BD 30 

Gnome: AC 5; HD 1; KAT I: Dnigby weapon type; MV 60' t20 I, Save 01; ML 8 
or 10; AL N; BD/30 This group or gnomes have left tht-1r overcrowded village and 
a re scouting a site for a new town The.)' have no interest in 1mcicml human war 
r i(lt'S and know nothing about tombs on the moor. 

HiJJ giant: AC 4; HD 8; NKl' 1; Omg by weapon type; MV 120' C40'); Snve F8; 
ML 8; AL C; XP 650; ER/fiO <G1nnLl. 

Hippogriff: AC 5, HD 3 + l, #A'l' 2 claws/l bite; Drng 1·6(1 6(1·10; MV 180' (60'); 
flymg 360' r120'1; Save F2; Ml. 8; AL N: XP 50. 

Hor e m an : AC 7; Fl; IAT I: Dmg by weapon t.yJ)t!: MV 120' <401 1: Save F l: ML 
8; ALL. leather armor. sword, dugger. This patrol from Kelvm is lD\'l"otigating 
ri?port~ ofa bandit gang operuuug from a base in the Wulfwoldc Hills. 

Horse. riding: AC 7; HD ll: IAT 2 hooves; Dmg 1-411-4; MV 240' 180'}: Save F l : 
ML 7; ALN: ER15l. 

Mountain lion; AC 6, HD 3 +2: IAT 2 clawsl bite.; Dmg 1.a/1.3 1-6; MV 150' 
C50'l; Save F2; ML 8: AL .N; XP 60, 80127 <Cat, great!. 

Ogre: AC 5; HD -l + 1; NNI' 1 cl uh, Dmg by weapon type +:l; MV 90' {30')'; San: 
F4, ML 10; AL C; XP 125, BlJ'35. 

S pectre: AC 2; HD 6°, IAI' 1 touch; Dmg 1-8 plus double energy drain, .MV 
150' 150'). flying 300' (lOO'l, So\'c F6; ~fL 1 LAL C; XP 725, ER 56 

Sprite: AC 5; HD ''2": l,l;l' l pell; Ding nil: '.\fV 60' (20'), flyin~ 180 (60 1 Saw 
F.l: ~L 7; AL N: BD 38. 

Treant: AC 2: HO 8"; #AT 2 brancht's; Dmg 2-122-12; ~t\' 60' 120 >: Sa\'e Fo. 
ML 9, ALL: ER/56. 

Troll: AC 4; HD 6 +a•· IAT 2 claws/I bit.e; Dmg 1-6f1 6 11-10: MV 120' C40'l; 
Sa"c F6; ML 10 (8); Al C. XP 650; ERl56 

Wolf: AC 7; HD 2 +2; o~r 1 bite; Omg 1·6; MV 180' (60'/, Save Pl; ML 8 or 6: 
AL N, XP 25: BD/39 
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firing silver arrows as be comes. If none 
of the party members slay the pack's 
leader, Sergei saves his arrow of /.l'mn· 
th rope i;/a.vrng until he gels a clear "hot 
at hi8 sister. Then he scream11, "Valeria. 
I do this for vou!" and loo<-e!- hie arrow. 
The haft pi~ces the great :.ilver \\Olf 
m the ribs, and it falls to the f..'l"uund 
with a i;huddenng howl. 

After the PCs slay or drive oil the re~l 
of lhe pack, they find Sergei holdinl( a 
beautiful woman in his arms. carl"i;sin~ 
her long hair and singing softly. W1pinJ.< 
a tear from his eye as he looks up at 
them, he says, "It was ncce!IA&ry, R1• 1:>h11 
wouldn't kill again'' Then, I.akin!{ his 
dead "'later m his arms, he walks a 11hort 
distance lrom the camp~1te and l1u1etly 
buries her. lf any of the party memb~rs 
try to follow him. he Ul..<r!Sb that he lie 
left alone 

About an hour later. Sergei returru. t-0 
the camp lf Sergei was not pn•vtously 
with the party he JOiru> thl!m here. oiler· 
ing to guide them on the ~aml" lctlll'< all 

if the party had met, him in Kelvin 
If the party's horses wert> s la111 111 the 

werewolf attack. the trip will t.akt> I wo 
days from this point.. The party should 
arrive at the barrow grounds tit duRk on 
the last day ot their journe.). 

The Borrows on the Moor 

Read or paraphrase the following tu the 
player!'! a:; the party approaches lhc 
barrows 

Ahead of you. rising from lhe st..cruny 
fens of the gray-green moor like a1mul 
islands, are Lhe mounds of which lvun 
tipc>ke. 'Through the mist and fog, y11u 
can make out four or five mounds. 
5<•me topped with great pillart- of 
stone, others with only thirk tufts ot 
gruy-gret:n grass No tre(•• or bu..;he 
grt>\\ on the mounds. Onlv An1und 
theu ~does the gorse and he;1ther 
common on the moor grow thick. A 
snwll stream meanders amunii: tlw 
graw-mounds; upon its bnnks grow 
short, stunted treeS. 

As you move closer. vou can make 
out ~ore shapes loo~g tn lhl• nu,..1, 
perhaps 20 mounds in all. 

Ai;. vou near the first barrow 
mowid ynu hear, not far off, fl long, 
mournful wail. In the darkeninJ? 
twilit;fhl. ahead. Sergei freeies 111 mid · 
step. Slowly be turns, and you "c'~ 
that his eyes are wide und ftlled with 



fear. "Sasm1rella," he mutt~rs, and 
collap1<e~ lo his kneeli, sbakmit and 
mutwring prayers to the lmmortnlb 

Afte1 ..;evtlral moments of :-haking and 
prayinl{. Sergei gradually regains h1:. 
Wlts, .A remor e fear ~pell will irnmedi· 
ately banish the fear. As 'loon o" he is 
himself again. Sergei explain hib terror 

"Two years ngo, while I wus out on 
the moor alont', f er1count.ered a ban­
shee who has wandered the moor for 
yeors. l had never encountertid any­
thing as fearsome M Sasmirella and 
still haven't.. She almoRt killed me' 
Thal encounter nged me 10 yean1 
and gave me th ill gray hair before my 
time:• 

No matter what the advt:nturers try, 
~rge1 refut;es lo continue on with the 
party. He'll wall here, he says emphatt· 
cally 8eq1des, he led the part) lo the 
burial mounds, and someone must stay 
behind to watch the hot'l!es 

A!t. Sergei leads the hor.-es toward 
the <1heltcr of a small cop"e of 
stunted trees, be turns to ~ay 'Be 
ware Sruimirella She ~mellR the 
blood ofli~!ng i;ouls and know!! you 
draw near. 

Leaving Sergei Mishev behind, you 
enter lhe area of mounds under whlch, 
you ll8sume, are mterre<l the remains 
of the ancient warriorR killed in the 
battle wilh the beast-men 

Some of the moundR, howl'ver, are 
marked by squat pillari, of weathered 
granite, the size and number of 
st-0ocs proportional to the height nnd 
girth of the mound on which they 
:-.1and . lt is this observation that 
brings you to the tallest mound 
among the barrows, one marked by a 
ring of seven huge pillars of lichen­
covered granite 

The mound ahead of you is 15' high 
llt its nat. grassy top. The great 
stones stand 10' high and form a ring 
approximately 25' in diameter. the 
whole mound being 75' -80' wide at 
it~ ba~. 

For an ID tant, you see what ap· 
pears lo be the pale figure of a 
maiden tn shimmering wh1w stand­
ing betwuen two of th«' pillari;. But as 
quickl) ru- you nouce it, the figure 
dh>appears. 

The ghostly figure it> the bttn~h~ 
Sasmirella, who wnJked out from be· 
hind one of the llton<>s and lhl"nte into 
the Ethereal Plan ... 

Sasmi:rella <banshee): AC -3; HD 
13***""; hp 57; !AT 1 tuuchfl gaze: Dmg 
age 10-40 year· pttralyi,i~: MV 60' 120'1; 
Save special; ML 9; AL C: XP 5, 150; 
CD 32 !Haunt!. 

The evil patriarch, Annakarr. talked 
her into guarding the entrance to thti 
violated barrow from any other in· 
truders. She will not leave the nng of 
stones to attack the part.y. us they have 
no other way into the barrow than 
through the hole madt> by Annakarr. 
She waits on the Ethert!al Plane ail the 
adventurers advance up the mound. 
If anyone in the party walks up tht• 

mound, or if the party split!! up to go 
around the mound. Sa m1rella lrie~ t.<1 
get the attention of one of the male 
characters. She mattmnltwi; next to one 
of the stones near that character so that 
only he notices her. Then she ducks 
behind a pillar and re enter!' the Ethe 
real Plane Tu the male character who 
sees her, Sasmirella appears as sh~ did 
m life, as a stunningly beautiful elf 
maiden. However, anv female charac· 
ters who are closl.' enoujlb Ul see Sas 
aureUa see her in her true form l:i6 will 
any helpless male chnracl.t!r foolish 
enough OT bold enough to follow her into 
the standmg stone~ alone 

If any male character attempts LO 
follow Sasmirella into the stones, he 
finds himself alone in the circle, with 
Sasmirella nowhere to be found. Sud 
denly, Sasmirella erupts oul of the 
ground at the charn.cter's feet IJl her 
true form, a grote. que corpse with ho! 
lowed eyes and a gaping mouth! <Sa~ 
mirella IS really coming " up" out of the 
Ethereal Plane.} Unle s the character j,, 
in the Ethereal Plane as well, Sasm.irel· 
la's attack BUTprisea him on a roll of 1·5 
on ld6. Sasmirelln t<trikeb at the cbarac 
tel' and uses her gaze attack before 
beginning to wea"e her ectoplasm1c nl!t. 
If the character's companiom; rush to 
his aid. Sasmirella uses her second wail 
attack !the first was the wailing muan 
the adventurers h~ard out on the moor! 
Everyone m range must make a Sa'·ing 
Throw vs. Spells or age 10-40 years. See 
the Dungenn MMters Companwn, page, 
32-33, for details on the effects of a 
haunt's aging attack. 

Sasmirella fights fiercely to defend 
the entrance to the tomb, but 11 things 
go badly against her, she uses her final 
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wail attack and 0£:es to ihe Ethereal 
Plune so that .she may continue to 
haunt the moor. 

Once the PCs defeat Sasm1rella lcl · 
thcr duslt oying her OT dr1vmR her otl), 
give them the following informut.ion: 

Tht> lop of the mound is relatively 
Ont. covered with the t.htck coart; • 
gru!!S common on thl' moor~ The 
,,t<inc p1ll0ni are cracked and w~·ath · 
ered, covered with brown and RJ'SY 
lichen None of them bear any d1s-
•nctive marks. 

If thtl PCs carefully search the area, 
tht>) can tind a potion of eth1•real1ty and 
an ~mtlrald necklace valued at 5,000 gp 
craftily hidden in a clump of ~aR>l l>t"-
.. 1de one of the standing stones. The&e 
were giih from Annakarr for Sasm1r,.l • 
la1 ,.iervice. The PCs may u:oe the poi.ion 
LQ nd someone mto the Etb~rt?al Plane 
to ro:.cue any party members ent<nart:d 
m Sai;mirella's ectoplasmic net . 

In the appro:rimaU! cent~r of the bar· 
TO\\ top, a gaping hole plunges down 
into darkness. Turchhght at the mouth 
of this 4'-diameter hole revealR a rough 
tunnel descending into the barrow at 11 
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60° angle. The sides of the tunnel are of 
loose, damp earth, ma.king descent by 
t1.nyone without chmb1ng abiHty sheer 
folly The earth-walled tunnel seems to 
go down for 8' before passing through 6' 
of Jagged rock. Past this point, the tun­
nel appears to open into a chamber of 
mdiscerruble proportsont>. Those peering 
down into the darkness cun make out 
Jumbled stone blocks 20'-25' below 
Infravts1on provides even less mtorma­
llon, showing only that. all below is cold 
and motionless. A light spell shows t.he 
PCs little more. Dropping a torch or 
similar light source briefly illwninates 
the layer of stone that forms the ceiling 
and lhen the jumbled blocks on the iloor 
before 1t is quickly eictingu1shed in a 
dark pool of water on the floor of the 
chamber. 

By attaching a rope to one of the 
standing stone:;, the PCs ..,hould have 
little trouble climbing dnwn into the 
chamber below. 

1. E ntry Chambe r. The following 
description should be given to the play. 
erb when their characters enter the 
barrow: 

You stand rn a damp, dCJmed chamber 
approximately 20' m diameter and 
12' high at its highest point. Thl' 
noor 1s earlh, and a small pilo of 
JUmblc.J stone blocks lies in a shal· 
low pool of water beneath the ~aping 
hole in the ceiling. Small wooden 
doors with ornate bronzl.' hin~es face 
no1·th and east. 'lb the south, a 5' 
w1dt! by 5' high passage slanl!i up· 
ward The northern door is locked 
with a shiny metal padlock of unu· 
-.ual design, ha\•mg two keyholes 
The we:it~m portion of th!! chamber 
1s ~hrouded m impemHrahle 
darkne . 
Death!~ s1Jcnc1: command. the 

barrow. except for th1.• occal!ional . oft 
tnp of water falling into the pool 
from the outside. 

n1e darkness hiding the wc:.lern 
quarter orthe chamber from view is 
CHU t.'<I by a lYJltfinua/ darkrir.sJt !>pt.•11. 
Annakarr cast this spt•ll t-0 hide tho:;e 
who guard the entry into the barrow 

\fter the PC!! have bad a moment to 
lann! uround the room, Annakarr\ 

l\'\O ~'1ta.rdians step out from the 
111'odo" • of the spel I. The ~wo guardians 

re L.onei l{nlems, each with four !!Words. 
Rom• gvlc•m s 12>: AC 2; HD 6*; hp 54, 
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50; INT 4; Dmg by weapon type; MV 
120' C40'J; ML 12; AL N, XP 500; ER/50 
(Goleml. These creatures may each 
attack up tts two opponents and are 
immune to fire, cold, and electrical 
attacks. 
If the PCs dispel the darkneM, they 

can see a small, wooden door identical 
to the ones facing north and east. But 
the door in the western wall stands h11lr 
open. There ts nothing of value in this 
chamber. 

After the parly defeats the bone go· 
leIDE, the adventurers hear the faml 
howl of a lone wolf out on the moor 
Thoughts of Sergei out on the moor 
alone may creep across thetr minds 

2. Original Entrance/Dead Eod. 
This short passage slant:. noticeably 
upward and end .• in a wull of rough rock 
set with now-dusty mortar. If the PCs 
spend a few minute. rcmovmg blocks 
from the wall, they find 11 small metal 
chest shoved into a narro\\- bole in the 
earthen wall bl.'hind the rock. If the PCi; 
show even the shghtest incentive in 
studymg the chest, they realize that 1t 
does not show any i;ign~ of age or decay 
It hardly ;;et>m~ poF.stblt! that it could 
ha\Te been placed here i,000 year.s ago. 
The space in which the che:st is 
crammed, bowe,•er, 1s too small to open 
the lid. so the chest must he removed to 
open it. 

Behind the chest, coiled io the dark, 
lie three pit vipers. Unle~1:1 the PCs are 
specifically watchinM for something 
behind the t.!hest. they are automal.i 
cally surprised liy thtt serpents lashing 
out as the chest 1!' being lowered to the 
ground. 

Pit vipers 131; AC 6; HD 2•; hp 12. 10, 
15: #AT 1 bite. Dmg 1-t plus poison: MV 
90' 130'): Save Fl: ML 7: AL N; XP 25: 
BD-37 1SnakeJ 

The star\'tn~ \'lpen. bavtl been 
crammed io the hole for ,.,everal days 
now and want only to make a hast~ 
escape The snakes stnkc out from the 
hole at the fir!!t opportunity, then tr.v to 
make a brtiak for lhe tlnlry chamber a .. 
they conunue to .. trike at ·anvonc t hl•v 
pass &rpenl'- tbut are t:orn;red will· 
contmue t.o ~trike until slam 

Once the' t~r are dealt with, the 
PCs can get on with examming the 
chest. which was pul ht:rt> by Annakarr 
to distract and harm the unwary. It 1s 
locked and truppcrl with a poison needle 
<Save vs. Poison to avoid death in 2.5 
rounds). 

The chest is filled WJth 11 dozen !urge 
rocks and a batch of yellow mold that. 
alter being Jostled around as the. PCs 
lowered the chest t.o the ground, burs~ 
forth a hu~e cloud of !ipores that fills 
the entrance 

Yellow mold: AC not appltcabll'; HO 
2•: hp 14; t/\f spore~; Dmg 1·6 plu 
chokmg :!pores; J\.1V O': Save F2; ML not 
uppl1cnble; AL N; XP 25; BD/39, 

3. Western Tomb. This room and lhe 
entire length of passage leadmg lo it. 
including part of lhe tlntry chamher 
(11rea 1 ), are under the effects of i1 ('()n · 
t1nual darkness spell. As the PCii battle 
the bone golems in the entry chamber, 
th1t creatures withln this room nrt• • et­
tinR up their trap. 

If the PCb dtspel t.he mat,'lcaJ darkne:.<. .. 
i;o that they can view the content~ of 
this t:hamber. they see the follr.iWmg: 

fhe narrow passage beyond thL• 
small door l!i short and slopes gttntly 
downward. At itt- end is a dom<'d 
churnber slightly ~mailer than lhe 
chnmhE>r through \\hich you entered 
the barrow. [n the center oJ the 
chumber are two ,,tone slabs, t>11ch 
about 6 long, s· v. ide. and 2 ' h1~h 
Upon each of these slab lies the 
dust) remains of a body dre 'd in 
tottered doth The corpse" wew 
ancient-looking tarns«h~tl bronze 

, breastplates. and their heads are 
covered by great belmt!ti,,. Wnrped 
and decayed shields cover their feet, 
and each clasps a short bronw Mword 
111 lus breast Ali around the chum· 
ber lie huge vases and urns. wtl1ug 
chests. and several unc1ent wenponl:'. 

'traddling the stone bier,, i an 
inky fiRtU"e: a stunled, v1c1nu·· 
looking man-thing with an evil grim · 
ace and long bony clav.s. 'T'hrou.:h 
the creature, you ran vaguely make 
out the far wall of the room. 
A~ you look upon thib horrifying 

11igbt, a wispy. cbillini:r mist b1::gms to 
MWirl 1tbout the r<lotn. 

This room currt>nt* hou-e;i a mutle.) 
hand of undead, followers l•l Annnkurr. 
' l'he crt:'alure 5Uaddhng 1he st1me lab~ 

1 un apparition that. to Annakarr'.s 
clee. had been haunhn~ the burrow for 
sl'\'t:ral decade::. and was quite \\ ilhng I<> 
Join tht' patriarch. Annakarr quH·kly 
put the apparition in command of th~ 
rC':it of his undead entoun.1~e lltthn~ 
ht>hmd and beneath the vtir1oua t•on 



tent:. of the tomb are the tortw-ed :souls 
who were attracted to Cor doomed within I 
Annakarr's Thmple of Chaos. These crea­
tures include eight wights and two 
wraiths. one of which (hp 25) hides in a 
huge urn near tbt! doorway, pulling him 
behind the party if they enter the room. 
The two figures lying on the sla~ are 
mumm1e8. ready to rise to the att.ack. 

Apparition: AC O; HD 10•...,. hp 53; 
KAT 2 claws; Dmg 3·813·8; MV 180' <60'; 
Save MUlO; ML 10; AL C; XP 3,000: 
CD/35 (Phantom). 

Wights (8): AC 5; HD 3"; hp 20 ! x 2), 
18, 17, 16, 15, 14 ( x 2J; l/>J l ; Dmg 
energy dram; MV 90' (30'1; Save F3; ML 
12; AL C; XP 50: BD/39 

Wraith 12>: AC 3; HD 4 ·•: hp 30, 25: 
IAT 1. Dmg 1-6 plus energy drain; MV 
120' <40'!, flying· 240' 180'); Save F4; ML 
12; AL C; XP 175; ER/57 

Mummies 12): AC 3; HD 5+ 1 ... : hp 
33, 25; 11\I 1 touch; Dmg 1-12 plus 
diseru.e, MY 60' 120'>: Save F6 ML 12: 
AL C, XP 575: ER/54. Do not forget 
thetr paralyzing fear dfects. 

As the party enters this room, the 
apparition begins the creation of it.6 
deadly ausl, which will fill the chamber 
and a good portion of the entry hall 
within one round (maximum cxknt· 10' 
tugh, 20' radius>. Everyone Wllhm the 
room or several feet into the entry tun­
nel must make a Saving Throw vs. 
Spells or be entranced, standing help­
less before the swarm of undead. Those 
remaming wit.bin the mist must save 
each round unLll the mist vanishes in 
12 rounds. As soon tt.s at lea.Rt. one PC is 
mtra11cC'd, the apparition materializes 
and attack the helpless adventurer. 

When the apparition materialize~. the 
mummies sit up from the slabs and t.he 
wights and wraiths nse up from thelT 
hiding places among the shadows and 
debris. 

The undead ~,n noL pursue the party 
beyond the door of the chamber Should 
the PCs venture into the room under 
the effect of the magical darkness. the 
undead attack Wlll come in much the 
1:1ame fashion but without the Lhealr1cs 
and the PC's knowledge of their fate! 

The room 1s filled with rotting chests 
and large clay vessels, all filled Wtth 
long-decayed foodstuffs and moldering 
garments The remains of an ancient 
chariot stand among I he wr~kage. 
Upon the wall hang six crossed battle 
axt!s of a viciously booked dtis1gn. and 
from one of Lhese hangs a silv~r key on 
a. leather thong. This 1s one of the two 
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keys that are required to open tht.: Sp.! 
cial padlock to the northern tomb On 
the floor beneath the battle axes sits a 
chest that contains tht! &kulls of eight of 
the gnoll-beastmen. 

Ha party member carefully 1>earchcs 
around the stone biers. he notices that 
the earthen floor of lht! chamber has 
been disturbed near the head end of the 
southern slab If the slab 1s pushed 
aside or overturned !requiring a com ­
bmed strength of 50 or more), the ad­
venturers discover the monsters' 
treasure cached in a small hole. The 
following items are localed lhere: a 
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small electrum wolfs-head brooch 
(worth 1,000 gpl; a plain platinum arm 
band lworth 2,000 gp); an ornate gold 
and platinum crown, crafted in the form 
of intertwined oak leaves (worth 10,000 
gpl, a u•and of magic detectwri (20 
chargesl; a scroll of creatwn: and thrctl 
pot.ions (green dragon control, 11ndl'ad 
1:untrol. antidote). 

4. Eastern Tumb. If someone in the 
party successfully listens al the: door to 
lhis tomb. he hears faint, deep-throated 
laughter. After the PCs open the door, 
describe the following scene ~o them. 
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From the doorway, torchlight flickers 
on the walls of the shorL passage thal 
s lopes down into a chum1*r of indis­
cernible size. Harsh voices and vuJ. 
gar laughter echo up from the room 
~lo\\ , 

When the party has traveled the short 
corridor, give the PCs the following 
description. 

Two smolder ing torches illuminate a 
chambe1· somewhat smaller than the 
entry area. 'l'he center of the room 
contatnR three stone slabs upon 
wluch sit four brutish warriors with 
shaggy hair and w1Jd eyes. All the 
warriors are clad m plaid kilt:; and 
leslher ve~ts . 

The center of attention SN!ms to be 
lhe largest of the warriors, every bit 
of 7' tall. who 1s sitting on the cen­
tral !!l11b, holding up a giant rat by 
its latl, and teasing it with the point 
of a dagger Two warriors are 1ntt1ng 
on the northern slab, each with a 
battle axe m hand and n bastard 
sword nearby. The fourth warnor sits 
on the south.em slab, toying with a 
two-handed sword A second '!word 1s 
~trapped to his back. 

If the PCs draw any attention to 
themselves when thev look into this 
room, the largest. wa;rior looks up from 
his sport. " [ gi·ow I.ired of battling ro­
dents. Are t here any among ye worthy 
of a fight.?" he challenges. With that be 
burls the rat at t.he PCs and grabs two 
hefty maces from beside him on the 
stone bier. This 1s the signal for all four 
warriors to leap to the attack with 
bloodcurdling scream1>. 

The four warriors are actually mujioa 
mercenaries hired by Annakarr. The 
mUJina fi!(hl ferociously and will pursue 
a weakened party to the bnrrO\\ top if 
the PCs leave tht!m some means by 
which to climb out 

Mujina (4>: AC 4. HD s•; hp 58. 50, 
45, 43, #Kr 2 weapons plus "pedal; 
Dmg by weapon type plus fear: .MV 120' 
(40'>; Save FB; ML 9; AL C: XP 1,750. 
CDr34. 

The onJy items of value in this room 
11re carried by the moaste1'8. Of the two 
armed with sword and axe, one wears a 
Je~elled arm band valued at. 3,000 gp, 
end the other has a pouch contaming 
fivt gems< 1.000 gp ( )( 2), 500 gp I >< 2l, 
100 i.,rpl The third mujina has a bag of 

16 Issue No 27 

holding t.hat cont.aillf. 5.000 gp m gold 
coin, plate, and bar!l. The largest of tht­
group bears the -~oad key requ.ired lo 
open the north door m areal. This key 
is gold and is. !rung 011 a leather thong 
around his neck. His daflger is a daRIJU 
+2 +4 t ·:;. uncleud 

5. Antechamber. As mentioned ear 
lier, the door to this chamber is locked 
by a very powerful and quasi magictll 
padlock. The lock was crafl.ed by a long 
dead dwarflike race, and the knowlt•dgt~ 
and power lo make Ruch 1:1 lock is now 
lost. 

This Jock hast wo keybQles and can be 
opened only with the two keys found in 
areas 3 and 4. Without these kt!ys en 
tranc~ to Turtil\ Lomb 1 impo,.sible. 
Besides. if the PCs are too weak to de­
feat Annakarr';i benchcreatures and 
attain possession of the keys, how could 
they possibly hope to overcome the 
beings behind this door? 

The lock 1s immune lo any thief!> 
attempt to pick i t , although trying ti) do 
so has no ill effoct!;. This special padlock 
empowers whatever 1t locks fin this co:sc 
the door, hinge~, frame, and all> with 
the eqwvalent of 750 hp of re.,ihency. 
This strength is by no means penna· 
nent. It is in effect only while the lock 1a 
attached and properly fastened In addi­
tion, the lock 1s 1mmune to the effect.-. of 
knock spells and any other magics ex 
cept a w11:;h. As said before, only the two 
keys may open the lock. If someone 
decides to Lake the lock. it may be sold 
for 5,000 gp or more if the nght buyer 
can be found. 1bose interested in imch u 
lock include wealthy nobles and mer­
chants, dwarven craftsmen or great 
skill, and powerful mages. Of cour.sc, 
the powers of the lock are not reprodur 
ible. nor are copies of1ts keys. lf noth· 
ing elbe it could provide en adventurN 
with a very :;afe way of protectmi:: his 
valuables, pro,.iding that he doesn' t 
misplace the keys. 

Once the lock 1s open. the door swtn~l'!'I 
open ea8ily. When the PC:. enter the 
chamber beyond, read Lbe followmg to 
the players: 

The room beyond the padlocked door 
is dimly il1uminated by two lanterns 
whose wicks have been trimmed very 
low You stand on the landing of n 
short flight of stam:1 that leads down 
to the floor 10' below. The oval 
shaped room is 15' wide and 20' Jong, 

with a 20'·high ceiling, Hov~rlng 10 

the center of the room near thl' far 
i.nd, about 10' off the floor. is a 
ocaled. sphere-shaped cn>ntur ap 
proximately 4 ' m d1aroet.er. \\Ith u 
gaping maw, one huge eye. and Ii 
multitude of short stalks .:;prout 1ng 
m a nng around its top. 

The i..rrmning roonstrmuty ll' a bl'· 
holder who has allied itself with Annu 
karr t.o further its own twto;ted ends 
Annakarr placed it here to tict ui; u final 
defense against any mtrus10n in his 
work. 

Beh older: AC O/l.17; HD 11 • 0 u ; bp 
50 20112. fAT 1 bite plus special ; Umg 
2 16 plus special; MV 30 nO'); Snve 
MUll; ML 12; AL C; XP 5,100; CD 2b. 

The monster immedialely attocks 
anything that enters the room. The 
monliter trit!s to hold a po-..1t1on in the 
cent~r of the room. about 10 or 12' off 
the lloor, and uses as man) ol 1L" ey~s i-. 

poi;siblc agaim.t the intruder"'. If the 
beholder"s "afet.y appeari; ~ev<>rel_y 
threatened. and if someone alt empt, w 
par le:., it may offer to allo\\< the p:trly w 
pw.s in exchange for 5,000 ~'Jl m ~l'm!! or 
t v. o ~rolls or potions. ff the party Dl' 

cept!> such terms, the beholder ask thut 
the 1lems be put in a pouch or sack. It 
then takes up the parcel 1n 1t~ mouth 
and leaves the tomb. The beholder ccr· 
tainly doesn't feel it owes Annnkarr ils 
life. 

This room is filled wilh chesti;., coffere, 
ond urns, most of which ru·e bnmmm~ 
over Mth copper and silver 130,000 cp 
and 19,000 spl. There is also onto lurl(c 
urn cont.ammg 2,000 gp. A rack of 
weapon;;;, contammg mostly nisted 
pt?an>, ~words. and axe:-, ,,i.ands agam!lt 

the v. e.-t \\all. One SJX>ar, ho\\ ever, btl1i111 
no "'lgn of its age except tho 11ncienl 
carvmg- engraw~d m tb halt It. 1s a 
,pear +3, returllll'Ui!. 

6. Ta.rfiJ's Tomb. Bevood thc unte· 
chamber guarded by the " s.phen• of 
maoy eve •· lies the final 1?1 re:-tlnl! 
place of Tarfi1, •\ arlord of the andent 
Traldar. Double dO<Jrs cowred wllh 
bronze puue bar entry to lhe chamher 
m which Annakarr and h1. minions 
work the ;;pell to bind Turfil"!< <;0u] to 
their evil will. Etched mto tho bronze nl 

the doors are runes 1n the tongue of 
ancient Traldar that read: " Herem lic1o 
Tu.rti I Turfun 's son, who fell ~loraoul'I in 

battle and rests in everlastn1g l>l•acc 



amongst the god : •Carved in ba..,·relief 
on either ,,1de of the portal are stone 
figure:-, warnor" in hori. ··tail · plumed 
helmeti<, holding l'hort :;words at atten· 
lion before lhl•ar hrenstplates. The boll 
to the doors 1s unfo:.tencd. but the doors 
themsel11e" havl• hN•n t:nchanted with a 
hole/ portal llPt!ll , cast al 11th level. 

If the PCo1 ht1vc no mai.rical means t<> 
pass beyond t hestJ door!'!, it will require 
200 hp of damage to dcr;troy the doors 
by hammer ancl uxe, though axes used 
will be 4uickly blunted by lhe bronze 
plating and severely impnired fm· use in 
battle. [fsomeone successfully listens at 
the doors, he can hear a monotonous 
chanting Al! the pHrly member listens, 
the chant OOKiM to mcreastJ in mtens1ty 
and pitch. Sborlly thereafter, thl sound 
becomes dascernable by everyone m the 
antechamber. The spell being cast 
within LS approaching 1t..'l climax. 

Even 1f the PC,. must break down the 
doors, the chantini.: will conunue. Anna­
karr is too close t-0 hjs goal l.O stop now. 
When the adventuren:; enU!r the room, 
either by overpowe::ring the magics on 
the doors or by balterinM their way 
through, f{ive them the following 
description; 

The room beyond the bronze doors is 
smoky end dimly ht by several lan­
terns end two larg1.: candelabra hold­
mg thick black candles. 'rhe oval 
chamber is 30' long and 20' wide. 
Fjve feet. inside the doors, wide stone 
steps lead down 3' to tl lower level of 
the floor. The ceihng height is ap· 
p roximately 12' where you stand and 
15' on the main floor. 

Standing al the top of the stairs are 
three grossly fat, t,rrtm-faced men, 
each beunng a huge pole axe raised 
menacingly above his head. The fat 
men are dre~. ed in leather jerkins 
and breeche.q, but are wrt)' nnd reek 
of filth . On each of their faces you 
can see an evil leer, their teeth seem­
ing almo,,t tu:-.klike in the dim Light. 

Beyond tbe:;e mon lers, sue hu· 
mans :itand chanting in a half circle 
around an open sarcophagus. their 
attention fixed upon a maroon-robed 
man holding aloft a blood·red candle 
in one hand and an ancient tome in 
the other. Abcwe the Sflrcophagus, a 
swirling, sickly green mist. ts rapidly 
forming. Another man, dres~ed m 
long robes covered in glyphs. is ges. 
turing dr6malically. Just il8 you 

enter. a wall ofttamlucenl ice forms 
at the fool of the stain;. shoollng up 
toward the ceiling and seuhng off 
most of the chamber. 

Regardless of how long the PCs have 
spent elsewhere in the barrow, they 
enter Turfil's tomb JU.St a~ the ~pell of 
binding nears succe~r1. The three crea· 
tures at the door are devil swin\! who 
have been enlisted by Annakarr to fif(ht 
for Chaos. 

Devil swine (3); AC 3 191; HD 9"; hp 
46, 45, 42; llAT 1 gore or wespon; Dmg 

TARFIL'S TOMB 

2-12 or by weapon type; ~ 180' (60'), 
human form 120' 140'1: Save F9; ML 10; 
AL C; XP 1,600; ER'48 

When lhe parLy enters the room, the 
devil swine are in human form, but. 
each round thereafter one of the .wme 
drops to the floor and transform ... into a 
huge hog. Each devil swine may make 
up to three special charm persun attacks 
p<ir day, with the vict.un sa\;ng al - 2. 

The man in the glypb-embroidernd 
robes is Cargilon Da:rkbringer, a wizard 
who has been watching the PCs through 
a crvstal baU since they entered the 
barrow. Knowing that they wer e about 
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to enter the chamb<>r. he be~an castmg 
a u:all of I<'~ spell to prevP.nt the party 
from disrupting the incontat1on. 

Cargiloo Darkhringer: AC I (with 
nng and .•h1eldJ. MU 11; hp 30; IKf 1: 
Dmg by spell or weapon type; MV 120' 
<40'); Sa,•c MUll: ML 10; AL C: I 17; 
XP 2,700. Cargilon po:1st'!lst>S A dn.gger 
+ 2 . a crystol ball, a ring of protectwn 
+.1. and a pot.ion of healing. He has Just 
finished 1mb1bing a potion of .~ighl and 
casting 11hield and dl!fl't•t inrnsible spells 
on himself, llS well as custfoi; t.he wall of 
icf' spoil and a protective Rpell on Anna· 
kar the Conquerer taee following>. 
Cargilon ha:> Lhc following spells memo­
rized· charm pusn11. maR1c mrssile (x 2>. 
md.,1b1lttv, c·unt1n11al darknes.->, weh 
fireball l;ght11111~ bnlt, l'Ot1(us1on, poly· 
morph other. /r1thlemwd, IPleport. 

Gathered around tht iiarcophagus are 
Annakarr and hb followers For nearly 
a fortni~ht I he~ have worked in shifts, 
two or threti al a time, invoking the 
powers of Cham; to bmd TurfiJ'~ soul. 
While nol chanting the incantation, 
they prayed. ute. and :ilcpt, never leav­
ing the 1.-0mb As Turlil's sptrit began to 
weaken. they ,rradually increMed the 
intensity of thci.r chant until all ,-even 
of them jmned m 20 hour~ ago. focusing 
their combint.!d power against the Trala· 
dar warlord. Now the five lesser clerics 
are exhausted, not being powerful 
enough to sustain their physical 
stl'ength. and have a ~aunt look about 
them Lodil{Tis the Wicked, a Chaotic 
lama converted to Annakurr's beliefs 
long ago, has rct.am~d much of his 
strength du<! lo his faith Still, only 
Annakarr heaN no sign of physical 
strain, having dr1rn nu ~ri·cat deal of his 
power directly from the Tome nf Bind­
ing Souls. a pow~rful rehc of Chaos. 

Le er cleric!! of Chao:. t31: AC 3, 
C3; hp 15. 12 10 IAT l , Dmg b,> 
weapun typej M V 60 (20 I trom t:.\.haus­
tion and encumbrance; Srne C3; ML 11; 
AL C; XP 50. The~ elem~~ '~ear plate 
mail beneath their rubes, and e.icb i.:. 

armed with a mote +I Although their 
weakened condition hw; no t:flect on 
lhe1r comhal ah1litwl. due to their reli­
gious fanaticism, nono of them ha,;; the 
power left to cast spells. Ea<'h Wl'ars a 
platmum chain wor th 200 gp 

Elders of Chaos <2>: AC 2; C6, hp 32. 
25; IKf l: Omg by spell or weapon type; 
MV 60' 120'1 from exhaustion and en· 
cumbrance: ML 11, AL C; W 16; XP 
725. These men ru·e not quite as drained 
as lbeir lesser brethren, and they still 
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have the abilit) to C&lt some spells. Th(' 
stronger of the pair wear.; plot1• mail + I 
and bears a staff f1f stnlun~ with 20 
charges. He has a cou.w lrMht u·1111nds 
and a fear spell availabll» Tht1 other 
wears plate mail and a rms of pmt1•C"t10n 
+ 1. carriei; a s1 okc ~tu/f and can cast 
cause light u•ourids and hold per.wm 
spells These men each wear la.r~~ gold 
holy symbols <Chaotic> valued nt l,000 
gp apiece. 

Lodigris the Wicked, lama of Chaos: 
AC 1; C8: hp 36: llAT J , DmK by llpell or 
weapon type; MV 60' 1201

); Savo C:8: ML 
11; AL C; S 16. W 17; XP 1,750. Lodi· 
gris bas plate mail +~.a 1r1ac1• +:1, and 
a potion of giant strength lle also has 
the followmg spelh; al h1!! d1~posul : 
light. hold pen;on, silence 15' rad111s, 
poison. finger of d~alli . LoJigTill hus u 
ruby necklace vulued at 900 gp and R 

key to the iron chest n<!ur the bock of 
the chamber. 

Annakarr the Conqueror. patriarch 
of Chaos. AC -2; C13, hp 50. /AT 1: 
Dmg by SJ)('ll or weapon typ ; MV 60 
120 1. Save Cl3~ ~IL 12; AL C: 1 li, W 
18. C 16; XP 3.250. Anoakarr wears 
plate mail of ga~>ou1:o form +J and 
wields a mact of &lm.1.·tnR +.'1 He ols11 
wears a nng of 1pi!ll furmn~ and 1s 
under the cffoct of u pmlrctum from 
rt0rmal m1.o;s1ll's spell recently cnst Upon 
him by Cargilon Darkbrsng"r Anna 
karr has the foLowlOl!C Spt!lls avniluble. 
cause fear Ix 21, r·ure light woum/i; I>< 3}, 
hold person ( x 3t, bless. bl/J(ltt, tcmtwuul 
darkness l x 2); mrsl' ( x i1, p1>11wr1, cure 
serious woundH. cause 11crlutt.'I wo1mdB. 
curl! critical wounds ( >< 2), hnrrll'r ( x 21 
Annakarr wears a jewelled pendant 
worth 5,000 gp and four finKcr ringl' 
valued al 1.200 gp, 500 gp, 250 gp, and 
50 gp. 'The Conqueror' is Annakarr':s 
self-given land i:ome'' hat prcmmlure> 
title. 

The round after the PC11 ente1· the 
chamber, the three le-~cr pnest break 
off from the incantation. as it 15 in its 
finaJ stai;e:. und tht>y are no longer 
needed for sts completion As 600n a .. 
the u·all of ice i~ de,troyed, they ru h 
the: party. On l.he follow111g round, the 
tw-o Elders break oiT a~ v.ell . do" 
Lodit,-rn\; on the round thcreufl r. Once 
lhe PCs hnve entt!re.d lhc chombcr, the 
only way to ri:ver~C! the pell lbcfore its 
completion i"" by slay1nK Annakurr, un 
occurrence hls follower~ are v. ilhn~ t.o 
gl\'e their hve!> to prcv1:nt. 

For the first three rr1und1>, the ['(.14 

may notice that the green miHt 1A lh1ck 

t:nmg, swirlmg w1t.h greater and 
greater intensity. On the fourth row1d It 
takes the form of a man, emanatini:: a 
luminous green light that nood~ tht' 
chamber with an unwholCbOmc eml.'ruld 
hue. Floating above the sarcophagus, 
the spirit appears just as de.scribt!d by 
Ivan Sumano\'. wit.h the preseOCl' and 
bearing of a man who m life po:,::;c-.sed 
great strength and a powerful personul 
aura. 

As he take:. shape. Tarfil look~ at tbe 
PCs, and upon hIB face they may st~c u 
look of tragic sorrow, ai; though the 
spirit already felt great remor~t- lor I ht:! 
wrongs he must commit aguin~l human· 
ity. But as the adventurers contmuo to 
battle the mll1.lons of Annakarr, 11 drn· 
matic change comes O\'er the counle· 
nance of the spirit that. \\as Tarfil 
Tarfun'~ son. The look ofso1 rO\\ shUlB to 
a menacing grimace. and enl ~eems to 
permeate the a.ir of the chamber, muJ;llll• 
lied by the ~1ckemng emerald glo" . 

Annakarr speaks words of great 
power On round five after thP part~ ·., 
entrance. the Traldar gbo:.t ra1.e-. h1. 
i>peal' and chargt-s the .stronge,,t look1 ng 
warrior m the part), runnmi! acru~!; the 
air as though it were sol• turf. From 
this pomt on !round six and be)·ond1. 
Annaka.rr is also free to join the melec 

Spirit of Tariil, war!Md of ancient 
Traldar: AC -2; HD 14. hp 75: IAT 2, 
Omg 4-14/4-14; J\.fV 120' 140'>: Save F14; 
ML 12; AL C: XP 3,500. 

Turfil appears much as he did in life. 
dre~sed in the helmet. brea..slplaLe, und 
greaves of his ancient civil.J.zntion und 
carrying his great spear and leathered 
warboard. The fighter v. hom Turtil' 
!ipirit has marked for single comh.ll 
must make a Saving Throw vs. Spt!lls 
every round or be affected th tf b) u frar 
spell. Turfil ignores all others until the 
une he has challenged lies shun. •Other 
PCs who attack TurfiJ at this time need 
not makt> Saving Throws.) 

All the agents of Cha<» 1n Lh1. room 
fight to the best of their nbihtie:,, u.:;in~ 
.spells aggressivels and ~panng nc1 mag 
1cnl stem::- Annakarr bas come too far 10 

b1 · j?Tand sch1:me and will not 6t>e at 
rwned no1.1: by :a handful 01 would be 
heroes. 

Jn order to control full] , Annakurr 
mus;t ,,1.a~ alive and retain pos...,eli!'Wn nf 
lhe Thm~ ril 81nd111g Souu. He fighl.t! 
wtth the book grasped m one bund and 
h1ti mace in the other. Should unyone 
manage to wrest Lhe book from Anni..I· 
kan. the spell is broken. Trl;lat ~m·h an 



attempt as a WTestling attack <Players 
Companion. pages 6-71, giving Anna· 
karr the initiative to strike first with 
his mace each tune (he htts a wrestling 
rat.ing of 10). Tu take the book away 
requires beating Annakarr by 10 or 
more on a wrestling roll. If the PC beats 
Annakarr by less than 10, however, he 
needa best Annakru'T by only 8 on Jus 
next attempt, provided that Annak.arr 
does not hit the PC with his mace before 
the PC attempts his next. wrestling roll. 

Should the Lome be t.aken from Anna· 
karr, Thrlil's spirit. howls with delight. 
Tarfil immediately attacks Annakarr, 
ignoring his previous opponent. Anna· 
karr fight.s back desperately, but. he no 
longer has any magical power over the 
spirit and is no match for 'IB.rfil in bat· 
tle. Upon the death of Annakarr, 
whether by Turfil's spear or at the 
hands of the PCs, Turfil's shade fades 
away, looking extremely satisfied and 
smiling at the PCs, even if they are still 
engaged with Annakarr's followers. 

Should the spell be broken and all 

The Tome of Binding Souls 
Bound in demon hide, this item is a 
small, thick book roughly 9" hJgh. s~ 
wide. and 1 1~.,:· thick. It stl'ongly radi· 
ates a pulsing aura of evil. noticeable 
even without magical detect.ion. Its 
worn pages of' thin flesh are covered 
with st1·a11ge sigils and glyphs. Merely 
looking- at lhe tome's evil writings will 
cause any non·Chaotic being to take 
3-18 hp efoctncal damage end make a 
SaVlng Throw vs. Spells or go insane. 
The form that lhis insaniby takes is 
left for the OM tQ decide. but requi1·es 
the casting of u cur('al/ spell by a cleric 
of 18th level or higher Lo dispel. Any 
non-Cha<1tic being who retains the 
book in hls possession for more than 
three days will sutl'er from a vile roi· 
ting d1bease, as that caused by a 
mummv. with no save allowed. The 
curing Or this effect reqmres the cast· 
1ng of a cure d1seas(' spelJ, also by a 
clenc of 18th or higher level 

The Lome is a relic that cont.a.ins the 
knowledge and power Lo ensnare the 
soul of a dect>used bemg and bind 1l to 
one's will The captun~d soul manifests 
1tselfrna fmm «uuilar to that ofa 
chost, exceyt that it~ htl dice ate equal 
to that which H po~SN<'<t>d m life. 'T'his 
.eptrlt·ghoat is completeh under the 
power of the tome'lj u!iet'. 

three of the higher-level clerics slam, 
Annakarr's minions run for the surface, 
hoping to escape with their lives. Only 
Lodigris will give no quarter, fightinK to 
the last. If. of the high· level clerics , only 
Lodigris lives, he attempts to rally tht! 
other human clerics. Cargi\on wiU cast 
a continual darkness spell and flee by 
i.eleporting away should the bait.le look 
hopeless. 
If Tarfil's spirit is banished and Lhe 

Chaotic priests are being soundly 
beaten, Annakarr screams cw·ses at the 
PCs and vows to hunt them down along 
with their families and friends to see 
that they all die horrible deaths. Then, 
screaming hysterically for his mimons 
t-0 slay the PCs in the nrune of Chaos, 
Annakarr transforms into a gaseous 
cloud and flees the barrow, determined 
to someday be avenged. 

Near the rear of the cham~r is a small 
locked iron chest, lo which Lodigris has 
the key lt is trapped with four poisoned 
darts and contains a clencal scroll with 
three spells <raise dead fully, restore. 

The tome lS written in an archaic 
form of the Chaotic ahgnment Ian· 
guage and can be fully understood only 
by a Chaotic cleric of at leaat 10th 
level. although sucll a cleric may then 
pass -0n some of this knowledge to 
others. Thesl'! followers can then add 
their power to the cleric's own to in 
crease the strength of the incantation. 

The casting of the incat'ltat,1011 rc­
quh-es that the spell be cast over the 
remains of the soul's former body, and 
that the castei• know the i;pirit's name 
Success of the incantation begitiS 11.t a 
base l % chance, rolled once even 12 
hours of the incantatfon . Thi:. ch3llce is 
modified by the following; For ever)· 
level of the spirit, subt rad 2~. For 
every level of the caster (o.nd those of 
any assistants chanting at the same). 
add 1 ~ Lastly, add l % for each 12· 
hour period in which the rncu.ntation 
has been in pt'Ogress. 

Should the incantation be inter. 
rupt-ed or halted at any lime, all 1>rog. 
ress made to tha1 point is lost , and any 
new attempts to ensnare the soul begin 
at the base 1% chance again. Also, 
should a 99% or greater 1unmodificdl 
chanee be rolled in any cmsnarin~ 
attempt. the soul eludes hii; puraucri> 
<fell bounds from Lbe Ahys11l and 
breaks the spelJ's hold. This has the 

TARFIL'S TOMB 

rureallJ and 1,000 pp This is An.n.a.knrr's 
"traveling money" Also m the chamber 
are several chests partially filled with 
rat.ions, and three casks, one oout.w:ning 
wine and two filled with water. All the 
casks have been broached, but the food 
and water are palatable and I.he wme 1s 
t-xceptionally good. 

Leaving the Barrow 

When the PCs finally exit the barrow, 
they are greeted by a pale dawn. t.he 
yellow sun Just peeking over the eastern 
mountains. Tu the west , they see Sarg'1i 
leading their string of horses alor1g the 
small brook. He stops at the base of the 
mound, saying, "l\.f'lords, I knew that ye 
were successful, for the dark clouds that 
have hung over the land for weeks sud· 
denly boiled and churned and raced 
away to the south, leaving behind this 
beautiful dawn. l deem you have dont- a 
great thing for 'ltaladara loday" 

Conttnued on page 38 

same effect a.s breaking oil the 
inca11iat.ion. 

Once ensnared, however. there ts 
little hope for the spirii, a..i; the power 
of the tome quickly binds it to a tnat~ 
rial form from which escape occurs 
only when lt.s new fot-tn is destroyed ur 
when the cast.er loses control of thl' 
tome. This doesn't Olean tha1 the 
caster must sleep with t.he tcrme 
clutched to his breast, but it does re· 
quire that Lhe book always be inn 
place of the caster's choosing and 
accessible to him. 

Should the caster lose control of the 
tome, the spint becomes free to din'Cl 
all its energies toward the death of its 
captor, at.tadring until destruyed or the 
caster is killed, at which point the 
spint. is allowed to return to its final 
plane of ~istence 

The tome b iltlmune to norcnal n.nd 
most magical destrucuon, such <1"1 
burning or ripping. IL mu.st be de­
stt·oyed by some special means. such ~ 
hemg thrown into a pun icular volcunn, 
perhaps on the Elemental Pla.ne of 
Fire, or by unmersion in the acidic 
blood of Sf>roe buge ancient black 
dragon. The pw'ticulal' mearu; of th1.1 
tomes destruction are left to tbe OM 
nnd could provide an exciting and 
dangerous quest. 
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JUGGERNAUT 
BY ROGER E. MOORE 

Traffic is sometimes very 
heavy at night. 

Artworl( by Jim Holloway 
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Rol(rr E. :\foorl' 1s the ed"or of 
DRAGON: .\fagazme and n/Tcrt!cl 111 
1~·rrte a two-page mm1-ad1 n1ture. \\I> 
muy ga·e him another chall,·e. 

"Juggernaut'' is an AD&D• 2nd Ed1t1on 
scenario for 5-8 character!< of 4th to 7th 
lt:'vel (about 33 total levelsl. The player-i 
should be willing to find unique way~ "t 
deehng w1t.b a dangerowo problem that 
could overwhelm them in direct hand­
Lo·hand combat. This brief sccmano may 
be dropped into any ongoing campaign; 
it takes place along a wilderntiss stTetch 
of a major overland trade rout!!. 1'ht:' 
"Adventure Background'" may be 
changed to reflect the circumstance!'. rif 
the current game campaign, thus con· 
necting this encounter with a sett in~ 
«tlrendy involving goblins 

Adventure Background 

Sub-chief Konkar looked down at the 
carved marble object he b.ad pullt-d fret• 
from the still-smoking tll.lIU' of the 
chest. His eyes ran from th~ ,,tench of 
burned Oesh and baked leather, Lhe 
remains of the overeager goblins who 
had unlatched the chest before t.be sha· 
man could check il for the usual clever 
magical Lr&ps. The explOSJon bad blown 
all the doors loose Ul t.bis secuon ot the 
dungeon and reduced the scouting pa1 -
ty's numbers by three. Nul that u·c 
needed the weak and the stupid among 
our numbers anywuy, reflected Kcmkar, 
tlll'nmg the sooty object over in his 
dark-red hands. 

The object appeared to be a !ltatuett~ 
of some remarkable beaBt: a massive, 
thick-bodied, four-legged creature th11 
likes of which Konkar could sc:arcdy 
imagine. It seemed to have a long no P. 

or arm proJectmg from its face, wLtb 
huge teeth or horns to either side of the 
no:;e. A demon, tio doubt. he thought . 
D1zaker ll'lll want to SRe 1t Ht!'ll ol~o 
u allt tu take rt away for "furlht!r study" 
and I'll finall)' hm:e Cll1 excu.•!' IQ cul thal 
arrogant shaman's hands off al the 
u ruts Considerably cheered, Konkar 
trode from the smoke-filled room and 

left h1~ troops to their thorough and 
emot1onfes. .. lootmg. 

He found Diza.ker al the entranc~ to 
the nev.ly discovered dungeon complex. 
The pile of bodies tossed to the side of 
the entryway showed that now s1x more 
goblins bad fallen victim to lhe various 
charms of th.is old tomb. Dizaker's eyes 
narr owed when be saw the sub-chief 



approach with the smooth marble carv­
ing m his hands, and the shaman held 
ouL a yellow-green palm to taJce it. 

Konkar laughed. "The hands that 
~asp are the hands tbal keep, Godser­
vanl. This will make a fine ,,ouvenir of 
our visit. a charm that double:- as a 
whetstone. Perhaps you could polish it 
for me when vou have the time:· 

A muscle l~itched in Dizaker'& 
scarrt!d right cheek. '·You lack respect 
for your betters, Sub-chief Your foray 
into thi1; worthless nun ha1> co1:1t us over 
a handful of wurnors, lives that co11 Id 
hove been better spent slaying human 
vermin We were sent here to find new 
lands for our people, not to wa!lte time 
and blood looking for treasure. Give 
lhat worthlesi; trinket over and finish 
your duties." 

The sm1le on Konkar's foce pulled 
back until all of his daggerhke U!c:th 
could be seen. Yellow flamt:s burned m 
his eyes ... You will bn:tid with dwarves 
before you take this prize from me," he 
said slowly "This is a statue of u dE-­
mon, and tl will be my own. And you 
lack respect for your betters, God:.er· 
vztnt. Your place is to support me. not to 
give me order~ ." 

"I'll give you order" when I set.> fit 1" 

,-hriekcd Dii.aker, showing all of hi!> 
rotting fang~. His fingers wrapped 
themselves around the leathl!r·banded 
hJlt of his slone-headed mace " l serve 
the Lord of the Depths and Darkness, 
the Mighty One who is our creulor, not 
a petty officer who sends his goblina 
owuy to be slain on a whim'" 

Weeks of fruillration and hatred boiled 
over in an im;l.ant. Konkar whirled and 
set th~ marble i;tatue a-.1dt on the 
ground. ln the same motion he pulled 
his ""' ord free and faced 01znlwr. h1,. 
brick-red face swollen with rul(e. The 
dozen or )'iO goblin soldiers who bnd 
drn\.\ n clostir to hear the argument. DO\\' 

pulled buck from harm',; way. sull .-tay· 
1ng within eur-.hot to catch tivery detail 
of llrn• long-c•xpc·cted and too.ton~· 
deluved showdown. 

''When you get lo the Hells," Konk.ur 
roan•d, "tell them you were enl there 
by Konkar!" Gripping lhe sword with 
hoth hands a.nd scorning h1s ~h1eld, 
Konkar \.\hipped his bladti over his h ... ad 
und lu hed out 1tt the -.haman. He 
kmm·.• 1111/\ onr. spt!ll Konkar thought , 
ull(/ thl' m1rnrd µrohabl\ p1d1l ti uni! lo 
heal hrN 111c111r1c/i;. H,,•fl n•'rd 1f-a11rl 
tlnzPn.q m•Jrt-

'fht\ shuman was equ<tlly fo11t, how· 

>:!Ver. and his mace blocked the down· 
ward slash of lhu ;;word Splinters and 
sparks flew from the we~pons as they 
clanged and new apnrt . Konkar twistt"d 
his grip and brought the .sword back, 
and again Dizakt·r blockt!d lhe titrike­
but something else was happening. 'l'ht­
shaman nov. looked ut Konk.ar-no, he 
was look.mg bel11ml Konkar-,~1th open 
terror, backpedolini.r for nil he was 
worth. Konkar advanced A p1tcnh1E­
trick from a wrl'/ch ti{ a Gudspr11ant! 

"Great Lord of Darkness!" howled thu 
shaman, droppin~ h1H mace and falling 
backward over a <:lone. The fool triµp<·ill 
Bui he's nrJ/ j't1kini; Im fear, the -.;ub-ch1ef 
realized suddenlv. Konka1· was also 
suddenly awart! i.haL all of hi.: goblin 
soldieN! were :;cn•amang now, and the) 
were all lookini;: behind h1m. too, point­
ing with round, wide eyes and drawn 
weapons. 

He whirled, bm~cd for nn attack fr1Jm 
chis new thrtc>at or trom the cowardly 
shaman. The blood in his vem~ fn)ze 
when bis gaw fell upon thl' statuette-­
at least. tl must have once heeo the 
statuette. Now tl .,.as 1,rrow mg 

Neter run' was lhc lirsl thought that 
flashed though the «ub-ch1l•t:-. mind 
Net·er run from nn.vthwg! Yt!l he hook 
like a newborn worg l·ub as the blt1ck 
marble carving arose t.o the ,.1ze of a 
great dog, nO\\. a hnr~• , now to a mighty 
shape that toweretl 11hov1• him like the 
Lord of the Dt?pths ond Darkness him 
self. The demon was covered with bla1·k 
shaggy haw, and al I of llw fo(llUre1-1 or 
the original stat ui.-tt L' were now 1 i. 

vealed in their hon·1fic: glorv Two gmnt 
horns that could u1ch spit o worg stuck 
out from tbt! mflml('r's foce nver its 
mouth. and o Anakclikc limb coiled and 
uncoiled itself hf:t ~ ecn them 

Abruptly the rnon,.,tcr ~lQJ>ped gro\\· 
ing at a fantai;uc height It looked hkc 
it must weigh a much a!I a mounta10 
A thtck animal odor drifted from 11 'fhe 
monster turneci 1t!l head And fixed 
Konk.ar with a l1ry, glcaming black eyu. 
~You har•e crJ{t.•d 1111? to life* camt• u 

slow. alien voice inside K<1nkar',. head 
*What 18 \'t1Ur (':(Jll!fflUIUl7 

For perhups hnlf a mrnute, the i:ub 
chief SaJd nothmg. I lis linger. ached 
from the grip on h1 usele. s sword. He 
studied the crcati:re, exnmimng 1t and 
WB.Jting for any roovc. And ho d1gt.-.i;teJ 
the demon's word~ with hrrow1n1t 
awareness. 

Slowly Konkar etr111ghtene<l h1~ back 
The tip ot hn• flW(ll'll h·ll untll 1l touched 
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the hrround. The gohiin carutulh ch tut>d 
his throat before he spokt•. 

''You obey me:' he said, mak1n,g 1t hnlf 
a qul.'stion. 

* )t:s. UntcJ llf!ath "'The dt•mon' Lmy 
eve blinked calmly. 

Wild emouon began to f:t°Ov. 111s1il 
Konkar. He almost stepped back. it wnc 
too much to believe. His own demon! 
Koukar turned and glanced nt lhu; 
troops, the few who had not n.ln .1WU)' 

AnJ his gaze fell on Dizakcr, who 
crn11ched nn the grow1d with htR hony 
utmH 1'lli1:1t·d over his heHd in u crun: n 
~esturc> , 

Konkur f()(lked back at thl! dcmfJn 
" '\ou obev onh me demon~" ht• s1ud 
mnrc loudly ,;)ou Wtll ah BVI> oooy onh 
me! I um your master!" 

Thi• monster's black eye L'eln ·d ltJ 
'\ink • 1-e , for as lon.r: as \ou ou n !lie 
8ton 1~ • 

Konkar turned again to look nl ht 
troops. More were filtering back nm\, 
weapons still raised but the.Ir ficrv 1•yes 
fixed solidly on theii suh-chu.![ 

"I have ">ubdued thi:s dt1m1111!" hout.ed 
Konku1, raising his arms O\ er h1 h •nd 
· It is nuY. my demon!'" He gl inrod ut 
D1~aker'- terror-filled foc:1· then loo'lu ... >d 
back at lhP shsgg> mon. ... ter und pointed 
ot the hwno.n ... And l n(lw C(lmmund 
vnu to slnv th1" traitor!" 

'I11e tnn-.~we head nuddcd onct •AA 
y111 tn!lll • 'fbe titonic bc11st :'luft •·<l 
then moved forward. lt st~·wctl slil!ht 1 v 
tiidcY. ays ln nvmd the :JUU·l'hlf't, t lll'n 
•ltrnde like a walking monmnin lJJwnrd 
tlw tr·1•ml1l ing l'>haman 

"NOOOOO!" DJ.Zaker huwlt•d. He 
tl'Ug>!lPd t•J r1,,e "I am tlw G1~11 rHmt 

ot th< Lord of the D•·pth 'I om hi -· 
Th, shnntan'.s -udtlen tt:rrorlzC'd t!n't m 
m11de en•n Konkar\ hlood run cold Th 
&'team cuL otT abruptly \\':Ith th ouuds 
uf bone snappani;. man)' hon t 
I he distant echoes of b1s death m hung 
In lht• Silence that followt.>d 

Afior many long minut goblin 
wun to!' rullicd hi~ weupou rnto the :ilr: 
"All hnil Konkar, ma.sin ofdvm<m " 
ho c11ed s:hnll . •All had Konkur' ' 

Ara •gcd &bout wen· up th 11 a louder 
nnc" t.h non~ rong~:r md I udt'r till 
Unt il \\ nd bncking nd en of\ ICl.01") 
r-eboundcd frum hills d t hfll td 
~t.helnnd. 
In lhetrudst of IL all, Krmkllr Jook1:d 

'\\ th v:ondel" ~nd 11nde 11 h1 clcnu.m­
nd ult:r a tlme be begr1n to! l1111k or 
nlOI! pla11 
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Konkar the Conqueror 
1\vo monlhs have pasSL-d Konko.r·:. 
orit,•inal order" to scout for ca1:es and 
ruins l>U1lahle for goblin colonization 
have ht-en ahandoned Now he concen­
trates on ~xploilmg the powers of hia 
new magical it.em-a marble mastodon 
(a figurine of wu11drous power. as per the 
DMG, page 168). The figuri ne's com­
mand word lij the !!hout.ed Common 
word, "Conquer!" <from which Konkar's 
own namo wuH derived). Menl1:1l com­
munication with the beast has revealed 
all of it.a powers to him, but Konkar has 
passed along little of this knowledge to 
his underlings. His command over bis 
small gi·oup of goblin soldiers 1s abso­
lute Cafter nil. a demon urr1ves nt the 
mention of his name), and they will 
gleefully obey him even at great risk of 
their live" The goblim- are now forbid­
den to USl! the name "Konkar'' when 
addresqing or speakinK of the1r sub­
duef: they simply call him "Sub-chief:' 

Konkar t. currently focu:>tng on at­
tackmg and de:.lroying i:.om~ of the 
trade tra.flic along tt major but poorly 
patrolled caravan route. strikmg from 
the dungeon tomb mentioned earlier 
(see "f'urthn Advt•l'llurtos"I. His origi­
nal force of goblins and worgs ts supple­
mented once per WN·k by the marble 
mastodm1 m an1m11l form, with which 
he strikes ai.-:ainsl small caravan en 
campments and travelers. Larger cara· 
vans and military patrols are not 
bothered. A fow humans and elves have 
escaped the surprise at.tacks and have 
returned to civilizat.ion Lo warn of this 
threat, but theu· stone!! are 11omewhat 
confused given the-1r c1rcumst.ances. 

Konkar's tacLici; ore simple. Worgs 
and worg-r1ding 11oblins scout the high· 
way from cover at night in 8earch of 
likelv victim!! When a !lwtable encamp­
ment is ~potted, the re.:.t of the Jrur is 
warned bv one or l wo scout:; while the 
others co~linue to monitor thC'ir vie· 
lims' progre.-.,.., Koukar leave-. the 
dungeon wilh hi troop" and has his 
marblc>. mastmlon turned tnto anunal 
form, after 1t has been placed under a 
heavy rope net on which hi ... troop" will 
mle (see "The .Juggernaut & Crew"). 
Onca enlarged, the mastodon waits 
while the goblms tie the net securely 
around it and climb aboard. Then the 
enhre group sets off for the attack. Once 
lbe battle 1s done, the ruined camp is 
searcht•d, prisoners are slain, weapons 
are collected, and the goblinA return to 
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their dungeon m t:numph. Only o fe~ 
times has an attack been called on; 
Konkar has been careful to ..,cll>ct only 
easy victories to keep h1l> troops hoppy 
and relatively safe so far. He plans for 
bigger takings m the tutute. howuver. 

Players' Background 
The most obv1ous way t.o lllvulvt: t ht> 
PCs in this adventure is for them to bl' 
contacted and hired by a local haron 01· 

merchant prince, or a representative 
thereof. Several small wagon trains 
have recently htien overrun hy u fort•e of 
goblins and wolves while lhe former 
were camped out at night. Among tht­
attackers was a titanic black bea1:1t on 
which some of the goblins rode. a mon· 
ster so huge that it crushed whole wu..: ­
ons beneath its feet and nung hor:-es 
and riders aside with its a.rm:; 

The OM should create many exagger­
ated accounts of the monster'- attack:-, 
adding m Jots ofv1vid detail-.. Ma;.l<1o 
dons should be unknown in thi!! aren or 
the campaign. ar.d their size and 
strength should be beyond mobt ~uple'll 
imagmings. However, :;uch attacks nre 
not constSt"6nt, and some caravan' have 
reported no attacks what'-oever, though 
all have beard the howling of wol\'ell 
nearby at mghl. 

The PCs might Join a ~mall caravan or 
set up their own, but with no rnal valu 
ables in the wagons. They might also 
set out for the wilderne!ls in RCcret if 
rangers and thieves arc among their 
group, hoping to lrack and ambuAh the 
goblins. 

The PCs rnighl also mef't lhe goblins 
without any warning at nil if the parly 
happens to be camped by the hi6Chway 
on a moonless evening Normal chances 
for surprise should be rolled. The gob 
Hns and worgs are trained lo muv~ 
quietly lno surpr~se ~nallie or bo· 
nu:ses). and the mastodon <like ull ell .. 
phantsl moves much more quietly than 
one would ru; ume. right up to the potnt 
when the goblinb charge m for thr 
attack. 

The Juggernaut and Crew 
The goblins of this heavy a.-.,.,ault force 
have seve1·al umque featur~s Fir.st, 
when on patrol they communicate with 
each other w the worgs' language a 
coJlection of barks. yips, snurls, 1md 
howls that almost no one el~e 11peaks 
Worg-speech is limited m many l't'· 
spects, but it communicates concepts 

regarding combat, warnings, and forma 
lions reasonably well. Second. lhei,e 
goblins always gain a -. 2 bonu-. to 
avoid being surprised when on patrol. 
ns they use the marble mastodo11 only 
\\.hen planrung an assault t"o they ol · 
ready expect trouble>. 

Marble mastodon: Int semi; AL N· 
AC 6; MV 15; HD 12; hp 96, THACO 9. 
NAT 5: Dmg 2-1612-16/2-12/2 12/2 12, SD 
immune to s!Rep and to certain other 
spells as if it had a w1sdom of 25: radi 
ates protection from normal mis.<Jill!s t(l 
all within a 10' radius; SZ L 110' ut 
shoulder); ML 20 <special>; XP 7 ,000; 
MC (~lephant.J and DMG/168. w1lh 
vartations 

ln its normal form. thE! mnrhlr mn.~t·1 
don 1s a smooth black statul·tl~ of 
vaguely elephantine shape. lh~ 1-llW of 
an outspread human hand. When placed 
on the ground and a special command 
word (''Conquer'."' m Common-or 
"Konkar'"I is uttered, the figw-int­
rapidly crows wrthin one .round to ttB 
full ma;;todon size. It then obeys s1mpll 
verbal command,; given within a 90' 
radius by its owner The figurme weigh 
6 lbs and makes au aving thro ... " '11' 

~ither metal or rock Cl')''tal, wh1rhewr 
is better IDMG. page 391. 

In arumal form. the mnrbh· ma..~trJ<ifln 
looks exactly like an excepllonally pow~r· 
ful specimen of mastodon-a monster that 
virtually no one in this campaign w-eu 11' 

hkely to have seen. At best, an ex})t!r1 
enced adventw'er would trunk of il ru> a 
huge, black, shaggy, small-ero·ed ele­
phant. However, prolonged observal.Jon 
and the attempted use of certain combat 
tactics will reveal that this creature 1s 
unusual in a number of ways 

The monster can be observed over a 
f~W hours time to never eat, sleep, CIT 

rest. lt always seems to be excepllonalJy 
well behaved and obedient (a quahty 
that is not immediately ob\.-iu~ \lo ht:o 1t 
is attacking, though it never ·pook.s or 
JUinJ>$ at sudden stimuli>. and 1t ha. nn 
imroediaLe reaction to fire except lo 
avoid .tepping in it. The mon:,1.er movc.­
etu<ily tbrough darkne~'· as ll ha-- infra 
vision out to 90 • \\'hen not eogaazed tn 
melee, the mammoth can be seen t.1 
calmly tolerate ~e numben. of ~oblin~ 
rugging on its fur, climbing onto 1b back. 
slapping and pettmg it. and playing Wllh 
its trunk !although the goblin'-' have 
learned not to poke the mastodon with 
sharp objects, as this earru; a 1:>lap with 
tht' trunk for 1-3 hp damagel. Finally, 
there ia a 5% chance per hour of observa 



tion that a 1toblin will he seen to throw a 
rock at th(' "baggy beast: the rock 
buuru:es off but has ab~lut.elv no effect 
on the mom;tt'r's nLtitude. 1'1ie goblins 
<except for KonkorJ have not figured oul 
that the creature's mnate protectwn from 
normal mi.sailes defense exwnds 10' out 
from its h1dt!, thus prowcttng them from 
missile fire Wllhm that radius. 
If destl'oyrtl 10 statuette form, the 

marble ma.9111don becomes rnrever use­
less. If slain 1n mastodon fo1·m, the 
figurine permanently Josoe 1 HD £8 llpl 
from it.s total hul can be reused After 
having boon slain for the 12th time, the 
mastodon rovort.s to stat uetLe form 
forever. If the ui:;er of this device is slain 
while u. 1s m statuette form. anyone else 
may pick up the de\•ice and use it ru>r· 
mally. In maslodon form, the device 
responds LO only the person who acti­
vated it. lrthe user is sluin while the 
deVlce ism mastodon form, the masto­
don becomes mnfused laE> per the wizard 
«pell ronf1mrm1 for 12 roundtt; treat 
~actions of· ud normally for one 
round" as "otlnck nearest creature for 
one round." Afl<•r this t une, 1t reverts lo 
statuette form and will not work for one 
week. 

Konkar th4! goblin s ub-ch ief: Int 10. 
AL LE; AC 5; MV 6 Ion fooll, HD 1+1: 
hp 8; T H ACO 19; tAT l, Dmg by 
weapon type; SJ\ + L lo hit ground tar· 
gets from mmiwdon <but - 1 lo hit when 
mastodon 1.s movmg>; SZ S 141~~· tall>; 
ML 12: XP 35; MC; 10 javelins in con 
l3.Uler on hie hack, short sword, dagger 
in each boot. 

Konkw· ie a goblin who'll found the 
best goblin toy of all: It'll big, it's magi· 
cal, it crushe!i It.is enem1e11, iL ~com 
ple~ly loyal. nod 1t tils right under his 
pillow at night. Best of all , \t respond!: 
Lo his own name! Ifs a tny with which 
he mtend11 to eventually slay the cur· 
rent goblin chief in thl' home lair, se1z· 
ing i.he pos1t1on for himiwlf He ts 
ferooously protective of hi... ttiarble 
mastodon nd 1& very aware of how 
much powt>r und influence It has given 
him among his rellow goblins, who 
believe thal Konkur was chnsen by the 
gods for ~l'alO"~S. 

Konkar ha gone a little crazy with 
his t.oy and ~ 111 Tt!\'ert to ch1ldtsh be­
haVIm when he r1de11 on it· back. In 
battle he flcreams \v1ldly, dutch.tng the 
mammoth's fur with un~ guarlt:'d hand 
and flingmg Jnveun aJ\n pvehn in his 
excitement 1- l to hit when mastodon is 
movmgl H .. will gTBh e pike or some 

Bun.I -

throwing ues from other ~obhni; and 
use those once the JBVelirui run ou~. 
Gr anL him a +2 bonus lo savin~ throws 
vs. mind-affecting spells (sec PHB, page 
17) under combat condiltonR. 

Goblin mastodon-rirle r s < 13J· Int 
low-avg; AL LE; AC 7; MV Ii ton foot>; 
HD 1 - 1; hp 7 ( x 2), 6 ( x 3), 5 ( x 4>. •i 
(X3),3; THAC020; #AT L; Dmgby 
weapon type; SA + 1 to hit ground Lru· 
gets from mastodon fbut - l to hit when 
mastodon i.s mO\'lDgl; SZ 'i 14 tall), ML 
10; XP 15: MC 

These riders wear studded leather 
armor bul cannot use ~h1t>lcls, s10ce the\ 
must al\l.avs have one hand free Wlth · 
which to hang on t.o the mainndon's fur 
or neninir. Three gobbn,. u~ light 12'· 
long pikes lo stab at &nyont- getting 
close to the mastodon; this p1k.es are 
directed lo either side and to the reai of 
the beast These gohlm• ml1• 1 O' nbove 
the ground and --o are dinicult to attack 
in hand-Lo· hand combat. 

The other 10 goblins each curry an 
assortment of 1-2 club11, 1 2 throwing 
axes. and 2.5 daggers each, with an· 
other 3-18 clubs and 2-12 throwing SM!S 
st.rapped lu the nettrng '<() Lhat the.~ can 
be easily freed forcombal 1 he clubs, 

JUGGERNAUT 
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axes, and daggers are all hurled al 
opponents as the mastodon charges into 
a camp or caJ.•avan. Note the usual 
range penalties for hurled weapon!:< and 
the prevfously noted penalty for attack · 
ing from a moving mast-0rlon Thew 
gubltns rue not given to subtlety i.lDcl 

will shriek up a storm when an attuck 
begins. 

Worg mounts 181. Int low. AL NfE); 
AC 6· .MV 18: HD 3 +3, hp 26, 25, ~:.?. 
21, l81X2l.17, 15·THACO li; IAI' 1 
Omg 2-8; SZ M t5-7' 1onJ?): ML 11: XP 
120; MC 1wol0. 

The worgq and their nder~ ser'li ·a 
scout:> and escorts for th1• ma-t.odon Bnd 
1t.s rid~rs. Two worgs tra\el oboui IOO 
yard" J.n advftnce of th rest af Lhe 
group, wluch travel:- around Uie ma •lO 
don in formaL1on. On~ ~urg travcla 
ahead and one be.hind the ma,,lodon by 
30 Two wc,.•g,.. trav1·l , on" to ~ii.her 
_,,1de, by the ,ame diEtante. The w1irg" 
ha'°l UC\!ptional ~en.~ • gwmg them o 
+2 bonus Lo a~o1d bemg rurpn•ed. 
Though tht:) are a bit leer) of th~ muti 
t.odon, the worgt; hCtV" sen~c enough ln 
leave rt altmr. 

Contmued on page 39 

DUNGEON 23 



COURIER 
SERVICE 
BY TEO JAMES THOMAS ZUVICH 

Neither rain, nor snow, 
nor tricky foes ... 

Artwork by Sieve Schwart? 
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Tud works as a sage for a lt·rv largl! A (u . 
minum Dragon m Seattle. Wa.~l11ngtu11 
He u>ould like to thank his p/av·il'11ta. 
his wife, Eilidh, and John Dawson {,,r 
help during the writmg of this adt1•nturr. 
Thts r.o; Ted's first pub/U:alwfl rn 
DC:NGEON!J Adventures (''and I'm 
damn glad to finall_v malw 1L'"> 

"Courier Service'' LS an AD&D 2nd 
Edit ion adventure for 5-8 player charac· 
ters oflev!!ls 3-6, with al least 25 lolal 
parly levels. The PC group should con 
lain a ranger; a cleric or druld would 
also be very helpful The party should 
he either neutral or good in overall 
outlook, or the major NPC m lhuo ud· 
venture will not have anything to do 
with them. The adventurel".s should 
have horse!!, ponies. muJe,,, or ~imilur 
pack animals as well as ~qu1pment for 
adventuring m a winter enY1ronment 
This adventure makes use of the op· 
ttonaJ nonweapon proficiency i;ySlt>m m 
the AD&D 2ndEdit1on rules. The heal­
ing, direction-sense, and weather-senH• 
proficiencies are particularly useful. 

This adventure assumes that a typical 
5th-level PC has few magical item:. As 
a guideline, each magical item in thl1 
party should have an t!xpenence point 
value of 750 xp or less. Rt>preSt-ntat1ve 
items mclude scrolls, potions, vnd + I 
weapons. The OM should be able lo 
adapt this feature to a more conven 
t1onal style with a minimum of elTorl. 

"Courier Service" gives the PCs a 
chance to earn the gratitude of a power 
ful NPC, and it provides a way for th(' 
DM to ease the PCs into a highly vola· 
tile polit1cal 81'eoa. The OM can eat11ly 
adapt the feud between the maJOr NPCs 
ol this adventure to fit the political 
situation of any campaign 

For the Dungeon Moster 
One of the most often-cursed laws of the 
nation of Volkrad is the one Sf)('C1fy1ng 
that each citizen must deliver his un­
nual taxes to the Tax Office m lhe capi · 
tal city (a),t;o kno\\ n as Volkrodl by 
midnight, December 31st In outlying 
communil1es. people uauaJl;> deal with 
th1 awkward 1and rigidJy t-nforced ) hlw 
by giving their w.x money Lo the army. 
which then transports it to Volkrad In 
the frontier city ofl:Trel, which 1s bun· 
dreds of miles from Volkrad, the dead 
line for givmg ta.x money to the army 1. 

several months before Decemhl'r 3 h~t . 
Under Volkrad law. it 1s pm:1Kible t.o 



avoid paymg taxes, albeit only tempo­
rarily. Until recently, when a person 
was granted lord status (the equivalent 
of being krugbted) be or she was also 
exempt from taxation for a period of five 
years. Three months before this year's 
deadline for giving tax money to the 
anny, however, the period of exemption 
was reduced to three years. 

Three years ago, X'Celsiah Mia of 
L'Trel (see sidebar) was given the honor of 
lord status. Because of a miscommunica­
tion with her accountants (possibly caused 
by an unfriendly out.side agent), Lord 
X'Celsiah was unaware of the change in 
the eJtemption period until ju.st before the 
army tax deadline, and consequently did 
not have enough money in liqwd assets to 
pay her taxes. Delay followed delay, but 
finally <November 9th) Lord X'Celsiah 
has enough money to pay her twces. Her 
only problem is finding a way to deliver 
the money. 

X'Celsiah must find someone willing 
to Journey the 370 + miles to Volkrad in 
the middle of winter. Most of the local 
mercenary companies are either too 
expensive or not reliable enough, and 
would probably refuse to make the 
dangerous wintertime JOurney anyway. 
Nor does X'Cels1ah have enough people 
in her service to send out her own re­
la1ners for lhe three to four months the 
round-trip journey will take. 

Aft.er listening to advice from her 
retruners and contacts (who suggest 
that the PCs are reliable, trustwol'thy, 
and might be interested in this sort. of 
job), X'Celsiab decides to approach the 
PCs with her problem. 

Tu further complicate matters, X'Cel· 
siah has several enemies in positions of 
power, people whom she's alienated in 
her past. The two most perstStent of 
these are Lord Rhet Corsuhn, a wealthy 
playboy from CTrel, and Lord lra Sar­
vice, a corrupt civil servant in Volk.rad. 
These two men will do just about any­
thing to humiliate X'Celsiah, and her 
current tax difficulty prov1des lhem 
with a perfect opportunity. 

Midnight Meeting 
Tu start the adventure, read or para­
phrfiloe the following to the leader of the 
PC party Lor to the party as a whole, if 
the text i' modified slightly1: 

Earlier in lhe day, a me.o;aenger 
nsk1.'CI you to meet 'i\'lth Lord X'Cel· 
i!nah \Ha at midnight in a park not 

Naka's Ocean 

H<>re Be Dragons 

THE NATION 
OFVOLKRAD 

far from your dwelhng. The invita· 
tion specified that you come alone. 
Ordinarily, you never would have 
accepted such an invitation, but your 
curiosity got the better of you. X'Cel­
siah is e. figure or legend: lhe Dragon 
General, the army officer responsible 
for the death of the red dragon Cin· 
nabar three years ago. The offer 

1 

sounded interesting enough that you 
agreed to the mooting-after taking I 

the precaution of telling your fnends, ' 
of course. 

Now it is JUSt a few mmutes until 
your midnight rendezvous. As you 
shuffle down the lee-slicked path. you 
spy a lone figure sitting on an icy 
park bench. When you approach, the 
figure stands, displaying the grace 
ful, catlike movements of a longtime 
warrior. It ls a woman, dressed for 
the frigid weather in long woolen 
coat and a heavy scarf; a long sword 
hangs near her right hand. A plait of 
thick black hair reaches nearly to 
her waist. After introducmg herself 
as Lord X"Celsiah, she takes a deep 
breath and launchti11 10to her reason 
for summoning you to this cold 
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and dismal park. 
··well, then, on to business. l'\:e 

wol'd from the street that you and 
your friends are reliable sorts and 
ovSJlable for hire on rather delicate 
missions. I've got one for you. How 
would vou like to deliver mv taxe~ 
thu. ye°8.r? I need them deli~ered to 
the tax offices in Volkrad by mid· 
night. December 31st. I'll pay your 
group 1.200 gold pieces for deli"enng 
the truce,; and returning Wlth my 
r..:cerpt. And I'll gi\'e it all to you in 

ad\·ance. That way I can claim the 
deliver) fee as a deduction on my 
t lXt!S 

· We can 1S1gn papers if you waot. 
hut I'd prefer JUSt to shake hands on 
it. l need you answer right no .... , as 1 
would like you to lea,•e soon after 
dawn. What do you say?•· 

lt 1,.. past midnight, so 1l i11 a!J't!ady 
the early morning of November 10th. 
The journey from JJTrel to Volkrad 
ta.Ices at least a month, even m the 
~ummer when the weather as cooper· 
ativc The unpredictable wint~r 
wt'e.ther in the mountains has killed 
more than its fair share of people 
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over the years. Because of the 
weather, the army does not patrol the 
Overmountain Highway in the 
winter, which means t.hat the high· 
way becomes a magnet for trouble. 
You feel hesitant about answering for 
your companfons, but the pay sounds 
good. You consider your reply. 

X'Celsiah may answer a few more 
questions, such as "Why do you want Lo 
hire us to deliver your taxes?" (the PCs 

MajorNPCs 

Lord X'Cels iah Mia: AL CG; AC 6; 
MV 12; F12; hp 139; THACO 9; llKI' 
3/2; Dmg by weapon type; S 16, D 14, C 
18, I 13, W 15, Ch 16; ML 16; has had 
armor spell '17 points) cast on her 
person, lor1g sword +3, dagger, long 
bow, short sword, spear; proficiencies: 
riding (horse), endurance, running, 
heraldry, etiquette, read/write Com­
mon ; age 42; height 6'2n; weight. 
180 lbs. 

On any issue related to war, warfare, 
or the military, consider X'Celsiah to 
have geruus-level intelligence (18J. 
X'Celsiah has waist-length black hair, 
dark olive skin, and jet-black eyes. 

Lord X'Celsiah Mia began her career 
in the army as a private, a,t the age of 
13, and earned her way into general's 
rank through her sheer military ge­
nius. Although all officers in the 
Volkrad Army are promoted from the 
r anks, promotions are usually given to 
the offspring of lords and former army 
officers. X'Celsiah was neither of 
these, so she ended up fighting the 
system for her entire career. She re· 
tired from the army three years ago. 
just aft.er she and her troops killed the 
r ed dragon known as Cinnabar. 

X 'Celsiah was assigned the task of 
slaying Cinnabar Ca wyrm of great 
power) by a faction oflords and mili­
tary leaders who did not like her ··up­
pity ways." Neither she nor the 
members of her unit were expected to 
survive the mission. X'Celsiah's troops 
Ca force of 100 elite army fighters, all 
2nd or 3rd level) spent 14 months pur­
suing Cinnabar through the hiUs and 
mountains of Volk.rad before they 
brought the monster to bay. Less than 
a quarter of her troops survived the 
final confrontation. 
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were available, and what she has heard 
of their reputation indicates that they 
are trustworthyl, or "Why don't you 
have your retainers do it?" !see "For the 
Dungeon Master"l. 
If the PC bargains shrewdly, X'Cel­

siah may increase her original offer by 
as much as 200 gp. If the PC insists on 
more money than this, or delays too 
much, X'Celsiah simply walks away 
and the adventure ends here. X'Celsiah 
is desperate to send someone off with 
her tax money as soon as possible, so 

Lor d Rhet Corsuhn: Statist.ica fol' 
Rhet are purposely omitted. because 
the PCs should not meet him during 
the course of this adventure The DM 
should feel free to develop a profilt: 
that suits his campaign. 

Rhet is a master shipbuilder v. ith a 
large business bll5ed in L:'frel. In addi· 
tion to being a thoroughly hedonistic 
playboy and lout, Rhet ha.s many con­
tacts and friends among the seedy, Wlld 
elements ofl:Trellian society 

Rhet attempted to win X'Celsiah'::> 
band in marriage for several years, but 
she continually refused his advances. 
A few months ago, X'Celtiiah diecour· 
aged Rhet from pursuing her further 
by hu.miliat.ing him in a practice com­
bat. Rbet has been using his many 
contacts in I;Trels underworld to tail 
X'Celsiahfor the last two weeks (prior 
to November 9th\ to find a way to Lake 
exquisite revenge on her. 

Lord Jra Sarvice: AL LE; AC 6; MV 
12; M9; hp 20; THACO 18; NAT l, Dmg 
by spell or weapon type; S 8, D 11. C 
10, I 17, W 15, Ch 14.; ML 8; XP 3,000. 
has had arlTUJr spell (17 pointsJ ca~t 
upon him, dagger + 1, spells: hypn<>­
tism, read magic, :;hocking grasp, un· 
seen servant, forget. glitterdust, 
misdirection, delt..de, suggestion ( X 2). 
impr01:ed in.visibility, shout. false v1 
SWTI. 

Lord Ira Service has beeo Volkr1:1d's 
deputy tax minister (an appointed 
position) for the last 20 yeal'I'. Ira'~ 
position bas allowed him to slowly 
introduce elements of corruption into 
Volkrad's government. He is also 1t 

leader in the mafia-style thieves' guild 
of Vol.Jn-ad, although his membership 
in the guild is one of Volkrad's most 
carefully kept secrets. 

Jra does not like X'Cels.iah at all. A 

the DM should preS'SUI'e the PC for a 
fast answer. 
If the PC agrees to the IIllSS1on, X'Cel­

s1ah tells the PC to "get your compao 
ions ready and meet me outside my 
house at dawn 17:15 A.M. ), ready for the 
road. I'll have your payment ready." She 
gives the PC dU"ectlons to her house, 
bids lhe PC a cheery ' 'good night; ' and 
wanders off into t.he darkness. 

fev. years a!CO, X'Celsiah and Ira clashed 
over the funding of some ofX'Celsiah's 
proposed army projects. One of the pro­
jects would have 1..nterfered with Ira's 
embezzlement tiChemes, oo he UJled his 
influence over Volk.rad's budget to elinu 
nate the mis.c;1on. X'Celsiah managed to 
get the funding rest.ored by bringing the 
matter to the attention of the tax m.intS­
ter him.self, Lord Hiram Parma. who is 
an old friend &om her army days. Thus, 
X'Cels1ah earned Sar-..;ce's undying 
enmity. 

On top or this, although Volkrad 
:.ocu:l\• e;; u whole is not male chauvin 
1stk ira .... He considers X'Celsiah to 
be 11 boonsh. crass, cheeky, ill-educated 
up~tart who k not aware of her proper 
lsubserv1ent1 place in society. 

Lord Hiram P arn1a: AL LG; AC 5; 
M\' 12; Mi: hp 19: 'l'HACO 18; 111\f 1; 
Dmg by spell or weapon type; S 10, D 
10, CS. l 14, W 17, Ch 15; ML 14; 
ur:mnr spell I 15 pointsl. ring of protec­
l1<J11 +I; llpells. rompreJ,er1d Ian· 
guager.. light, ltU!Ssage, unseen servant, 
ESP. kn.od·, l!!vliate. dispel magic, 
wngut?S", al!/ed ~cry zng. 

Lord Hiram is the tax minister for 
Volkrad, a position. Lb.at he has held for 
the past 10 years.. He is nearly 90 
years old but i" 1.'i>fJ hale and hearty 
tor his age. It LS not generally known 
that heh; a mage. which is the way he 
prefers 1t. HLtam 3tarted out his 
decades-long career m the governmenL 
of Volkrad &. a clerk m the army and 
;,lo~ ly worked h1s wa} up. Hiram 
knows X'Celsiah from her time in the 
arm~. and he thinks highly of her. 
Hiram is a friendly. open-minded man 
who does what he can to interject. a 
little leniency and justice into the 
harsh (and sometimes corrupt> tax 
syswm of Volkrad. 



For the Player Characters 
Watt until nft<.r runmng the " Midnight 
Meetmg" sc~nar10 to give the play1:rs 
the folio\\ mg information The OM may 
ab<> wish LO provide ome background 
on Volkrad'a lax lawi; and n) mforma· 
lion about X'Celsiah that he feels would 
ht! common knowlcdgt. 

Eithl"r read lhiA sectwn uloud or give 
lhe players n copy· 

The nation nf Volkrad ia rult>d bv a 
Council of Lordt1 selected from the 
general populace on the bO'-'Ui of 
exemplary service to Volkrnd. Gain· 
ing lord 11laluis 111 roughly equivalent. 
to bemg kniKhte<l Every 10 years. 
the lord_ elect 10 ofthe1r numher to 
function c.i the ruling council of 
Volk.rad. '01e council K<>vcrn~ as it 
10.ees fit, uppoints var1ou people to 
fill government position , und settles 
matter« of national law 

\'olkr d 1 a par~ely populated 
nauon with ·idely ecaltcrt!d \'lllagt:" 
and cmes A vn t, neurlv 1mpenetra· 
ble mtlatnUlin r nge known as the 
D1vidmg Mountains plits the coun 
tTy into two <lion&, tenuously con 
nected bv the OH•rmounhun 
Highwa). The rclauvely o,:ounl!' city 
of J.;Trel (pronounced lah THELl 
holds sway uver the northern ection 
of Lbe cuuntrr. The qoullwrn half is 
donUirnu•d by lhc c.1m·1~111 capital city 
of Volkrud. 111 tht :no• milt• journe} 
between J.:'J'rel ind Volkr 1d, the 
Overmountn1n lhghwov p.1!IRC.." d1· 
rectly lhro11gh lhl:' v11lu14l uf Nalv. 
Grace, P' Art ti, F1dirlh H1d1.1c, Watb, 
undK'Po"s 

As tln u1d tor travell'rS, \olkrad'., 
army mointn1n~ a .. cries of sheheJ'i 
alonji! tbl' len.,"\h of the 0\·crrnoun 
la.in Highwuy. In the \lllll'Y area.~ of 
I:Trel and Volkrad. thti ~helter:. are 
usual!) pac.:l'<i about four mile~ 
apan Thi p;icing correspond~ to a 
quarter.day C•t travel dunn~ the 
wu1ter. Along th•• hnt ·, fow mountain 
ar"a .. between the footh11ls and 
Wath, Lhi:> shell<'rs an• ulso paced 
every four miles. ~ h1ch reprc:.ents 
half-day of travel 111 tht• .,.. ant er Ill 
Lhe hlgh mC1unuun er~•. of the road, 
between \\'nth and K' Pu , the .:.hel· 
ters afl' pact..>d every twu rmlP.s, 
which t!I 111110 u half·duy of winter 
travel · 

The rood1ud~ heltP1 ,fll of "erv 
standardm:d coni;tn1ct1011. Each • 

shelter include a common room wuh 
a large fireplace, and a barn for 
horses lor other arumals1. Some of 
the shelters have well ur cu1tern11 for 
dnnkmg water. 

The army doei. not patrul lhe sec­
t.ion of the highway bet\\c n Wath 
and K'Pa,;s durmg Lhe winter, but 1\ 

does see lo 1t that each shulwr 1s 
repaired and stocked with firewood 
before patrols cease Tht•Rt: t1tockH of 
wood could save the lifo ol 11oml'On~ 
who ab.'><1lutely muRt travel the Over· 
mountain Highway dunng lht: 
winter season. 

The code of conduct for Lht! sht!lter 
is ch:u;elc-d 1n Common into the slon 
slab abo\·e the fireplace of ,•ach uf the 
shelter~ The code rend n tnllo : 

1. Make room Dem no man b1 I· 
ter from u storm • 

2. Leave this sheltvr in better 
shape than you found il. 

3. Cut and ~tack new wood 
4.. Shelter \•andahsm 1 a haninn 

offense. 

A Change of Heart 
An hour t1 kr the PC le11dt!r returus 
home after accepting X'Cril 1ah's offer of 
employmPnl. a loud kne>ek comes at tht• 
door. A deep, olinox1nus mule vn1cl• u11k11 
by name for the PC whc1m X'C'eh1iah 
talked to. Rt•ad or parapha ai1e the ful 
lowing to the playert1· 

The loud, d111ruptive knocking con 
tinues. now accompanil•d l.iy un uni· 
dentifieJ male voice dcrnun<ling to 
speak U:> {leader PC) Onl· ot vou 
opens the door. reveal111g H tall, gun 
gling man in Lcrd X'C •I 18h' liven 
The man st.ale that h~ hfts u 1ne -
sage from X Cels1ah A look or ron 
centrauon cro se. the man' face as 
be rush Lbrough lh • "'ord : " X'CeJ 
nab bere :sorry for the mc11n\·e.n­
ience but il l 1r I \!ion't be 
needing )DU after all H re's 25 gp l(I 

make up for your trouble I'll contact 
you a •a{n if anything 1•1 o r41me~ up" 
Elis m ,.; ge fin~~. the mnn hunt! 
\OU ah '8\") bag, lurns on h1 he I, 
and ~wifib departs 

The locul th1e:vcs' guild naturally hnd 
a spy placed in tht- park ltt 1ive1·heUI' tho 
conven.otion that took plnt'l• l>et\\t:Cn 
X'Cels1ah and the PC. 01m Lord Rhct 
Corsuhn heard from h1 cont 1rtR nboul 
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ROADSIDE 
SHELTER 
1 square=5' 

X'Cels1ab's ... ituauon. he h1n!d th1& m n 
I through lhe thieves' gu1ld1 tn an Rt· 

tempi to throw Lhe PCs nff II' this 11ub· 
terfuge delar the PCs' departure fllnd 
X Celi-1ah':- plans> by evPn u duv, Rhcl 
will co~1der his 25 gp w!!ll pent. 

Make a proficiency du~ck for any PC 
in the 1-rroup with either the heraldry or 
the local history proficiency If the chl'ck 
'" succe<>stul. inform th~ PC that 'IOllll 

thing about Lhe man's un1fo1 m 1 "nol 
quite right." Alternati\'n}y, aft.he pha\ct 
who mt!l with X'Cel5inn in the p. rk 
nsks if there 1s anything odd about the 
ml' ,.enger, make an mtclh~t!nce c:h•:ck 
If the check is 'SU~..ful, tell th plme.r 
that mNhiog about the me;senger 
•f!t'Ul3 wron~ 
If thl' P attempt l() gJ'I: fha; LO th 

raJ;e messenger, he qu1c'kl) dj ... app.;ar& 
into thl' night. He i.:. a very ·hppcl) (i h 
to catch aud due.:; not knov; "'ho hirod 
him, only that his ~upenors t.ald him ta 
deli\·er th abc.' e tJleESaG 

Tb:.ievt!..-.' J,.'Uild mes .. enger: L c=-:. 
AC 8: .MV 12; T·l: hp tl I 'TlMCO I~. 
IAT 1; l>nlg b\ weapon tvp ; D 16, I l:l; 
Ch to: ML 16; sbot"I swrird, fllQve t11 
ltntl)• 96 , hide m :-hadow 85Si; 1)rol1 
c1enc1e,: dHguise, 1ump111g, n.•ad lip 
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At X'Celsloh's House 
If the PCs get suckert-d mlo Rhet's I rap 
and d1.1 ont ~o to X'Celstah's housn in 

the monung, the adventure end~ her«:­
X' Ct·ls1ah 4uickly hire another merce­
nary woup lo takt- her l.ltx muney t.D 
Volkrad. 

If the PCs do shov. up ul X'Cel,;1ah\ 
hou>;t m the morning, I hey find her 
wa1l10~· for them on th~ front "kP along 
with ~tiveral of' her reta1nc1·H. 

X 'Ccltnnh f'in1t introduc(•Ji hrrbclf to 
all the PCs, lhen getA down to business. 
ShL• g1vea the PCs I wo items· a heavy 
met.al "croll tuhe with scrl:'w·cnp ends; 
und a 5mt1ll, unlocked wooden chest. 
The croll tubt! is en~a\'l.'d with X'Cel· 
s 1ah's co<1t of arms and runt' that read, 
"Tu Lord Hiram Pnrma, Vrilkrad Tux 
Oflicc, Payment 1n Full for Lord X'Cel· 
.;iah .Mia's Taxes.' ' 

Read or paraphra~ the lollowmg to 
Lh1 pluyt>rs: 

After plucmg the heavy metal scroll 
tub• und the smull wooden chcsl in 

your ciuc, Lord X'Celsi1d1 issues the 
following ordt-1': .... ., You are Lo pr•r,,on· 
ully dchver the IDP:-:;age Luhe con· 

Overland Travel Rates 

Set-ti on Rate 
1;'.I'rel to Foothill11 16 
PoothiU!.1 tt> N11lv 8 
Nulv lo Guit·o 8 
Ch'uce to P'Ano s 
P'Arte lo 1-·irhnh lt1dge 8 
F1d1rth Rid~<· lo Wath s 
Wath to K'Pag; 4 
K'Pac: lo Vulkrad 16 

tainmg my taxes to Lord Hiram 
Parma by midnight, December 31.:!t. 
Late fees on my taxes will amount to 
20 gold pieces per day. Use the 200 
gold p1C"Ct!::. contained m the wooden 
chest to pay any necessary late feeM, 
and you are welcome to keep the 
remainder. Tht.· absolute limit for the 
delivery 1s January 10th. If you 
make the delivery after thiH date, my 
scribeA tell mt that l will owe more 
than. 26,000 gold pieces in back taxe1:1 
and fines. Please do not b!! that lat.e. 
When you have comp1£>tcd the deliv 
ery, rPturn here with Lhe rec!!ipt 
There is no re,1Ron for you to rush 
back, but do nr,l dawdle in Volkrad. 
Even though I have paid you in ad· 
vance, I expect the complete mission 
to be carricrl out . 

"You'll find Lord Hiram in the 
minister's office at the Volkrad Tux 
Office. He's an old, i;kin.ny, white. 
haired man with a salt-and-pepper 
beard. bad ta>ltc in cloth.mg. and a 
smile like sun:June That should be 
enough of a descnpllon Lo allow you 
to recognize h m Just to be safe, I 
had a mage conlact Lord Hiram last 

Mile Days 
60 4 
48 G 
48 6 
30 4 
66 8 
18 2 
30 7•Ja 
70 tlh 

370 42 

'I1h1& chart hs l.$ lh!! mo\ em nl rat• for the \•anqu;, stretch~ of tht Ovormountain Ht~hwny. 
TI1e 'Ratc" 1iolu1nn ui lht! PW :rnoh:mPDt rat~inmdet per day. The' \ides" column 
shows lht disurnct• h lWllUD th \'aJ'1Quc; \,ll<tges and landmllJ'ks along the road 'l'he "Di1ya" 
column ... 1tow11 h•>w msny rl:n a 1l ~,II lake the PCs Lo covtJr th•• d1Btanc11lx•twct11 th1• potntll 
ut Ute lu;li:'d 1nov1•mont rill Thi. cl111rt Mnl8JM mf1>rmauun any ra111w1· wuuld k11uw, you 
mav how the ch11rt lo the plover of Dn\ rn~ PC 

Th tlm!'.i! and rate KlVCll here umc that the pan.) !ins a huso mov..:mcnt rat~ of 12, 
Rnd that overyon~ in the party v.enn, no~&hoe~ while walking \\\mnng sno~sbot!l! r.,duces 
a pcl'l!On's ba..::e 1t10\~m1ml b\ t•nc·thtrd, lD a movement nue of8 lfl!Clrnl!C>ntt an tho.> pitrty 

walks" thnul wcanng no"" hoc , cut the movemem rat..- Shown on the ch11rt in l111lf B~ 
cnu:i<1 ofUw advcne tnn~hng wndit1cm.ii, the maxunum mt1\crnent rate elon ihc hif!hv•av 
1s 8, uvcn 1flh., PCs havt mount< with Ii ba~ rnovemeo1 raunggreat.t!r than 12. 

foi moru mtormallun un ovt'du.wl tr11vd, the DM ::hould n•vu~w p11:c• 123-125 of the DMl, 
rn 11rld1tl11n, lht> Pea will p1nb11tily l'l~'Ct {.Cl try force-marching at ll'll~t onr.u dunng lhi» edvt"n 
I.urn, i;ti plea1w review Lhf' iS"Ct io11 on fottt'·m.archmg on page 12(1 of tho Plo.vl!r's llunclboolt. 
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night and tell him that you wen• 
coming, so he should oo on the look 
out for vou. 

"'l'be 
0

mesi;agc tube as ma..:icall) 
locked so that it will open only for 
my~elf and Lord Hiram It contnm .... 
l'nough gems. coins, nnd olh~r mull 
valuables lo pay lht: taxes owed I 
tried to make it as light as possible. 

1\vo servants come out the fronl 
door and set another wooden ch~st on 
the steps while X'Celsu1h contrnuos 
to speak. "As you can see, I ulso huvo 
your payment, in advance, 1111 I prom· 
1!-!cd This chest containi, l.200 gp in 

various valuable:.;. U you prch:r. 1 
could give you mountll and euppli1•,. 
as part of your payment. My animals 
are all battle trained o.nd ,•er. rt'li · 
able. To tell the truth, I prefol' rhat 
you take at least part ol your puy· 
menl in this fashion.'' 

The message tube that contam5 X'Cd 
stah'o taxes has a special 9th lev •l w1z 
ard /Ql:k spell placed upcm 1t t it Wlll open 
automaucallv for Lord ParmaJ. As X'C I 
siah told the ·PCs, the woodt>n ch~'>t \.'On 
tninin~ their payment contain~ I.WO gµ 
m BS1'0rted valuablei;. The exact cont.eoui 
of the tube and the c.he ... t ru"' !en up to 
tlw OM. Eacb or the:;e t\\O items hai; an 
l!ncumbrance value of 15 lbs. 

There is nothtng to prl'V£•nl thl• PC!' 
from lakmg their payment, h irin1-: u 
high-level mage to open lht• message 
lube, and waltzing off with all tho 
money. However, the PCR would fir11t 
have to find a mage willmg to r1"k the 
r.•nmity of X 'Celsiah !remember, thl• 
tube is cn!,'TO.\'ed). When X'L'el~111b 
found out that the PCs had belr aved 
and rohbed her, she would use her 1111lu 
ence to make sure that the PCs would 
ne\'er get another contract m thll nation 
of Volk.rad. In all likelihood, X'Cclsfah 
could convince the army to declarn the 
PCs as outla\\s fand the mogc who 
opened the message ~ubel and plat'e :t 

large pnce on their head· 
If lhe PCs accept X'Cels111h' ofter of 

alLemat1\ e payment, she c-an give tht.>m 
li~ht war hor:,e:. (no more lh1111 fivcJ. 
mulc..o; , pomt!5 .saddl~. and lra1l lood w 
pansal or full pa) ment. All of X'CeJ 
1uh's animals have a +2 morale bortu .. 
becau~e of tbeir traming, und hove clo e 
to maximum hit points Th1: animnls 
are worth twice the P/aya's Humlhoulr 
value, per the "high·l!p1riteri hnr.,L•" ruli· 
on page 36 of the Dung<'1>11 Mn.~il'r 'v 



Gutde. Other items of equipment given 
to the PCs are of normal value Once 
negotiations about the form of payment 
are settled, read or paraphra~ the 
following to the players: 

Once all of your supplies are settled 
und you are ready to set off on your 
long journey, X'Celsiah comes to you 
with a few final words With a grin 
that dat!s much to hide the worry 
that you know she must be feeling, 
t be warrior-woman says, "J wish you 
all good luck and a swift joul·ney. T'm 
putt1nK a lot. of faith in what T've 
heard about you. Do me thill favor, 
and I'll see to it that you are repaid 
in kind." 

The Overmountoln Highway 
Pleat.e reVlew and become familiar with 
the following information bl-fore at· 
tempting to run the section of the ad· 
venture that deals with the PCs 
Journey from IJTrel to Volkrad 

&:v!!ral lhmgs will remam constanl 
during the PCs' journey along the Over­
mountain Highway. Traveling condi­
tions are fairly predictable: 2·.3 • of snow 
on t.he road at all timell, i;ub-wro tern· 
perotures, high wmds, and hilly terrain. 
It will !!now for several hours each day. 
Thi~ type of snow bas oo affect on travel 
rates (see "Overland Travel R.ates"l, 
unlike the snowstorms discussed in lhe 
Weather and Random EncQuntcrs table. 

Another constant is the presence of 
people. Although traffic is sparse this 
time of year, the PCs wHl encounter 
pet>ple on the highway evcl'y day or so: 
merchunlti. soldiers, trappers, and other 
wanderer~. The DM should takt care to 
mention bolh the weather and the trav. 
cler~ along the road. 

As on aid to the Oow of game play, the 
OM should make a calendar of the per· 
1od from November l 0th too few days 
past December 31st. One 11uch calendar 
I. hown in the sidebar CM an example 
only; the OM should makti up h1~ own 
calendar. Roll all random encounters 
before play begins and mark them on 
tht.' calendar. The date~ of the various 

t cnrount.er c:hould be marked on the 
cal ndctr • well. By using the move· 
nwnt rates ho\\n in the Overland 
Trtivd Ruh•-. Lable, and by k1:t-ptng 
t:rotk uf any dela\i:. caused by the 
'll'c th r or mon_tl'r encounters, the DM 

n dttermme whether the PC arr1vt! 
ln \'nlkrml on time. 

Although the weather conditions aloni.c 
the highway are harsh. the PCs wHI not 
be affected by the weather under normal 
circumstances, 8.!ldwrung that they drei;s 
in warm, insulating furs and water· 
resistant clothing However, the light 
snow heavy sno..,,, high winds, and bliz. 
zard results on the Weather and Random 
Encount.ers tablu do prc~nl dangers to 
the PCs. lf tbe PCs travel m these typeq 
of weather, they can be affected by hypo­
thermia. Dw·ing each clteck interval 
(listed in t.he tableJ, each PC must make 
a constitution check or take 1 6 hp dam 
age. lf the check is succes~ful, the PC 
takes half damage but always at least 1 
hp. Horses. ponies, and other beasts are 
also susceptible lll hypothermia and 
must save vs. death magic when mukmg 
hypothermia cbL"cks, .,ince they lack 
constitution scores. 
lf a character or ammal takes 50~ or 

more of his base hit poinb in hypotbet -
mia damage, he must make a sy11tem 
shock roll or immed1ately fall uncon· 
scious and begin losing 1 hp per round 
thereafter. Even 1f the svslt!m :.hock roll 
is successful, the chani~ter de,•elops 
frostbite. One parl of the body ''die:." 
and eventually rot~ and falh! off when 

Example Calendar 

Event 
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thawed. Frostb1te affect.I> the exlrcml· 
tie" first: ears. finger1>. toes, lips, and 
chi:eks are espec1ally vulnerahlc The 
OM should decide what part of the char 
acter"s anatomy is etl'e<-ted by frostbite 
based on his Judgment of" hat ~rea 1 

most e.xpo;:ed lo th1' weather 
Curative spells function normnll) 

when used to repair damage cau t•d by 
hypothermia Spells; such Ill resist mltl 
rt:nder the character immune to hyp1> 
t honnia for the duration ot'the spell A 
PC with the healing proficiency can 
save frostbitten extremities by making 
o successful proficiency check. 

Because of the strain imposed bv t htJ 
ndverse traveling cond1tloni!, Lhl' PCs 
cannot recover hit pomt'> duri11g tlus 
ndventure exc~pt under \ 'Cr) ~c1al 
conditions The PC~ can rC('over I hp 
per day tmaximu.m) 1f they ·ta.) U1 n 
shelter for a full day 124 huw·sJ Thc,J 
mu.-.t light a fire, get complete lx.>d 1 e~L 
end he lended by someom• with lht 
healing prnficiency Bt>cau~e of this 
ruling, spell use will be the primory 
means 1ti-ed lo recover h.it pomt Thi. 
n.!striction also ruakes the monster 
encounters many times deadlier th n 
they would normally be 

Date 
Nov9 
Nov 10 
Nov 11 
Nov 14 
Nov 15 
Nov 16 
Nov20 
Nov23 
No.,·24 
Nov26 
Nov27 
Dec 1 
Dec4 
Dec 7 
Dec8 
Dec 11 
Dec 12 
Dec 14 
Dec 15 
Dec 16 
Dec 17 
Dcc21 
Dec 22 
Dec24 
Dec25 
Dec28 

x Celsiah contact.-; PC lt>Hdl'r 1111ght1 
PCa leave L1'rel: The Bund1tH le11counter 1 > 

High windl!; PCs stop and lo!iu one day 
PCs reach foothill!'. 1adj1u~ted fo1 loflt day I 
Tht> Wolf Cencountt•r 2> 
Clear day 
PCs reach Nalv lencounter 3J 
PC11 reach ls1g Chasm Bndge {morning; encounter 4) 
Clear day 
PCR reach Grace (afternoon) 
Heavy .;now; los one d1.w 
PC!I rt>ach P' Arte (afternoon.I 
Bhu.ard h1t!I at end of dav (encounter 5l 
Blizzard clear. am! PC!! can move on 
Random monster encounh•r 
PC~ repch Fidirth Ridge foftemoon) 
Heav.) ~now, lo n nnc day 
PCi< reach Wath (t.•vcning) 
Random mon~ter l!ncounter 
Random monster encounter 
1'ht> Roaring Dragon (enr.ounwr 6 
Heavy sn"'v; lose one du.} 
PCl! reach K'Pa !mr11 nin '' 
Heavy snow; lost: one day 
Random moni::.1c1 l'ncounwr 
PCs reach Volkr.id f11lt.r.:r11uo11/ 
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Weather and Random 
Encounter-s 
'lb deterllll.De random encounters. roU ld6 
once per day. A roll of 1 or 2 indicates an 
encounter occurs. When an encounter is 
mdicated, roll percentile dice end consult 
the table oolow. 

Weather results apply to the whole day. 
Do not roll on this table on days wnh a 
fixed encounter, as the encounter descrip­
tion covers the weather conditions. Cer­
tain creature encounters will occur only 
io specific areas n~ noted m the encoun­
ter description Each creature encounter 
is intended lo be used only once durmg 
t.hlo! adventure, allhough the ore/ogre 
encounter can be reworked and u~ 
agw.n. R~roll if a duplicate muru ter 
encounter is indicated 

If the OM wants more rcal111m and can 
handle a rev. more det.aab, he can roll 
ldlO to determme the hour of lhe travel­
ing day during which Lad weather starts. 
'fh1ll may allow a purty to get lo the next 
shelwr before a snowstorm hits, thus 
gaining lime Ovt'r the journey. For exam· 
pie, the OM has deternuned that a he.avy 
snowi;torm will bit. the PCs on the 7th 
hour of the travehn~ day. A PC who 
rnake~ a successful wt!ather-sen.se profi­
ciency check can adv1&e the ulhers that 
they !lhould be able to make 1l lo t.he next 
shelter bofore the storm hits. 

The followtnl{ abbreVlations ha\·e spe· 
c1al meanmg when used in lhu; table: 
MV ... effect on movement rating. 
V • elToct on all types of vision 
Lost • hnse chance 9fbecom1ng lost. If 
there is fl rangt>T in the party, the chance 
of getting Josi is reduced hy 2% per level 
ofthe ranger (cumulstivu for multiple 
rangersl 

01·14 l.ight snowstorm: MV x 1'2, V 
x 11,;, Lf'l:rt 201t. Roll hv1>0thermia 
sa' es every live hllurs. 

15·22 Heavy &.nO\V ;torm: MV x 1b, V 
x 1 •, Lost 30~. TherP. 1s a 50?< chance 
t.hat heavy "'now bl-tom~ hght i>now 
on the next day. Roll hypothermia 
SB\'C$ every five hour'-' , 

23-32 High windR! MV X •• \" >C ~4. 
The w1nds drive loo .. e 6JlO\\. around in 
fierci.> gw;ts; sometimes the wind chill 
fact.or mm::aoes to deadly lc\'els. Roll 
3d10+20 for the wu1d pel'<i 10 mile5 
per hour. Roll hypod1ern11a checks 
hourly. with o - l penalty per f> MPll 
above 25 MPH of wind speec.I 
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aa-35 Blizzard: MV >< i1 •• V x 11., Lo~t 
50'l. Duration 1-3 days: 30~ likely to 
become light mow the day aftt!r th11 
blizzard st.ops. Wand speed is 2dl0 +30 
MPH. Roll hypothermia checks t!very 
turn and apply the penaloes for hi~b 
winds as above. If this NSUlt is ind•· 
cated mort! than once dunng the ad· 
venture, lreat the encounter as heavy 
snow instead. 

36-45 Clear duy: 'rhe day 111 nnld with 
clear, bnght. blue 11kies and lot.a of 
sun-perhaps loo much sun. An'} PO 
who does nol cov11r hi.!! eyes row;l 
make a wit1dom check or become snow 
blind for i.a day11. Snow-blindness 
duplicates the effect of'havmg a l11Jhl 
spell cast in one's eyes: -4 ui all ut­
tack rolls ano +4 to be hit by any 
opponentl>. 

46-50 Whlte pudding: Int ml: AL N: 
AC 8: MV 9. HD 9; hp 48: THACO 11. 
IA'f 1; Dmg 7·28; SA 50~ likely to be 
mistak&n for ice or ~now; SD tmmune 
to acid, cold, po1K11n; lightning and 
blows from wt-a.pons di\'tde 1t into 
smaller puddings; dissolves arumal or 
vegetable molter m nne round: SZ M: 
ML special: XP t,000; MC tpuddins:,. 
deadly). 

This encounter occur11 only if the 
party 1s tn the h1gh·pass urea bt:i.ween 
Wath and K'Pn~. The pudding is hunt 
ing by the lrwl m the hope uf finding u 
meal. Becaw.e 1t resembles a snuw· 
hank. it. bas a + 4 to it.a surpri&> rull . 

51-63 Orcish 11routing forct!: Ores and 
their associate" ofien prowl along the 
highway during the wlnler. looking for 
the opportumty to waylav any f,,troup 
they outnumber. 'I'bi11 group (of 15 ores 
and one ogTel bas h1ddl'n itself in a 
small copse or trees lQ the "Ide or the 
road. The force gams a + 1 on tis 
surprise roll . lf lhe F<urprti;e 8UC<:f't'<I., 

the orcs lire a volley oftv.u arrow-: 
each, asminl{ ror unarmored PCs fim. 
The ores then d1lch lhP1r short bows 
and nm forward lhroutth the snow to 
engage m mele() combat. 

Even ifi;urprise 111 indicated, how· 
ever, ihere ig a 30~ chance> that the 
ogre charge,, forth loo soon. s1x111ing 
the ores' 1um The ul(re'« ch11rge doe~ 
not ne~t.e th urpr1se, but it doe 
prevenl the ores from shooting more 
lhan ont.! anc;w each al the PCs, 00. 
cause the 01,rre cro F>eq their field of 

ft.re. This is an extremely stupid land 
strongl ogre. 

The Volkrad Anny offers a 2·gp 
bounty on pairs of on ears, which the 
PCs can collect at any army garnson 
This bounty should be common knowl · 
edge 1.0 the PCs. Every ore carrtlf.H 1 6 
"P and 1·10 cp in orcish comli~t.!. The 
un:s alliO have a snow-sled thidden Ln 

the tree11) that they Tu1e to carry var1· 
ous disgusting food items ond J tiO gp 
worth offurs and hide!f· deer, beaver, 
wolf, otter, muskrat, elk, etc. Tbll ogre 
weal's a badJy mangled gold htocelel 
worth 10 gp for its gold cont.t>nt, not tt.s 
workmanship. 

Ores 05>: I:nt avg; AL LE; AC 6; MV 
9; HD 1; hp 5(X2), 6 I x3J, 7 ( x41, 8 
( x 51. 9. THACO 19, 1AT 1; Dmg by 
'IH!apon type; SZ M, ML 13: XP 15: 
MC: ring mail. shield, axe. short bow. 

Ogre: Int low, AL CE: AG 6, M\' 9 , 
HD 4 +1; hp 30; THACO 14; IAT 1; 
Omg 2·12 las lBiOO strength wtth 
normal weaponsr. SZ L; f\.IL 13, XP 
175; MC. Thia ogre was ra1st!d b> the 
orCli us a Mirt of heavy infantry. H" 
WllJi taught to USt! a giant. crut.>lly 
~piked tree branch ai; a club, and he 1s 
now qwte e>.pert in sti; u;>e. The ogrti'"' 
blov. ~ ha'l·e a 30'1 chance of Lunning 
man'51Zed or smaller creature for 1-4 
roundF, If the- ogre gets a ''stun" re. 
ult, h1b opponent IS batted ant.o the 

aar and l.aJlds l '-20 away. While 
:itunned, the unfortunate v1cllm hall a 
- 2 penalty on all attack rollt-. 

64-68 Cave bear: Int semi; AL N; AC 6; 
MV 12; HD 6+6; hp 40; THACO 15; 
IAT 3, Dmg 1-8/1..Sll 12; SA hug; SZ 
II; ML 8: XP 650. MC 

This encounter OCCW'li onlv het.Wt'l'll 
Nalv and K'Pas::.. The cave bear may 
not auack the PCs il tht.'y do not 
boLher him. If the PC,, dislUrb him, 
the bPar alt.aw feroc1c1u.~Iy, di play· 
1nir h1:1 lebb-than-pleasant temper. lf 
the bear rolls an 18 ur gr~ater lo at­
tack '' iih his paw, he bu~ for an 
udditwnal 2-16 hp damagt! 

ij~-78 £agle Rider: Thi& cncnunwr 
occw· only betw11 .. n .Nalv and l\'P&.Sb. 
Sol the Elf is an "'agle ndl'r and scout 
for o tnbt! ofeh·e~ that lav- 10 the 
mountlllll::o If lhe party hus trouhlc 
Wllh the ore.ogre encounter, the [).M 
ma,> w1~h to merg& 1he two em:uunwrs 
so lhot ~I ano his giant eagle, 
K11J oft, can help out tbr- PCt1. Oth1>r­
w1Re, Sol ts merely curious about 
troveleri; along the highway. He may 



direct Killsoft to "buzz" tlw PC11, 
skimming low enough lo lel the PCs 
rec I the breeze of theu paoi<age lf tbe 
Pee make no hostile muvcs, Sol even· 
tu11lly lands and talk. with the pilrty. 
Both Sol and Kill,;oft 8l"t? curiuue 
about onyone daring enough to &ravel 
the hlghway during th1: \\ intl'r, 

Sol the elf: AL CG; AC 3 15); MV 12; 
F5/M6; hp 25, THACO 16; IAT l; Omg 
by 11pall or weapon type; SA + 1 to hit. 
with bow or long sword; SD mfr11· 
vision 60'; MR 90% resistan1. to sleep 
011d charm spells; S 14, 0 16. ClO, l 
17, W L2, Ch 14; ML 15, t'lven chain 
ma.ii , long sword, long bow~ spPlls; 
daneinR lights, featMr {all. pl1untu11· 
mol ft>rce, wall of fog, glrtterdust, 
locale ob;ect, anvisibiltlJ 10' ra.li1u. 

Kilhoft lgtant eagl@); Int avg, AL 
NtG>: AC 7: MV 3. fly 48 {0), HD 4: hp 
27:THACO 15; IAT 3; Dmg 1611-612· 
12; SA dive; SD cannot be qurpr1setl in 
daylight. SZ L; ML 13; MC. Killwft 
has a limited form of telepathy that 
allows tum to communicate with most 
intelligent creature::i. 

79-83 Troll Raider: This encounter 
occurs only between Nalv and K'Pnt>.1>. 
On a night with heavy snow, A troU 
and his winter wolf compnn10n <'-are­
fully sneak up on the PCs' shelter. 
gaining a +2 on surpruw rolls. The 
troll and wolrburst mlo the harn p,rea 
ofthe sheller, and the Lroll ui.e• hts 
surpnse segment to kill one or lhe 
riding or pack animals, using an old 
lonl( sword to chop the nnJmnl in half. 
The raiders then nee into the night, 
carrying half of the care&Jle with them. 

Bolb the troll and the wolf cun move 
al full !:!peed under thest> condlt1on.s, 
becaw;e they are well adapted lo the 
winter environment. lf the PCs a~ 
tempt to follow, Lbeir movement rat 
mg should be penalized for both 
darknei;a ( >< 1/lil and h1•avy 11no'' f x 1/:1) 

Tr-oll: lnt low; AL CE; AC 4: MY 12; 
HD 6 +6: hp 41, THACO 13; I AT 3; 
Dmg 5·815-815-12; SA cun 11ttock multi· 
pie opponents; SD regenerot1on, SZ L; 
S 18 C92>; ML 14; XP 1,400; MC 

Winter woll: Int avg. AL NE: AC 5: 
MV 18; HD 6: hp 37; THACO 15, IAT 
l; Om,g 2-8, SA fro:.t: SD 1mmuno to 
cnld·baSE"d attacks; SZ L; ML 13; XP 
976, MC. 

8-4·92 Military Patrol: Th1.i encounter 
eiccurti only in tbij *cCJon oft he Over· 
mount.a.in Highway between L'Thel 

and the foothills and between K'PIU!S 
and Volkrad. Army patrols usually 
number 10 or mor(! and are led by a 
sergeant (F2 or F31. Every cit.i.ten of 
Volk.rad st!rves ot Jrast three year::1 m 
the army, ot a youn.i age. The.Cle sol· 
diers are oil young <between 1-t and 20 
years old), fresh, and eager. 

Soldiers 1101. AL anv Nor G; AC 4: 
MV 9: F3 ( >< 11, FI O< o>. FO < >< 4l; hp 
23, 8 < x 6), 6 I x H THACO 18. 20; f AT 
l; Dmg by w1mpun Lype; ML 14, chain 
mail. shield, short sword. long bow, 
daggtir, spear 

93-98 Blink dog <·1 16>: lot avg; AL 
LG; AC 5 MV 12: l:ID 4; hp varied; 
THACO 17; IAT 1, Dmg 1:0; SA attack 
from tar 75" of the time; SD telepor· 
tation; SZ M; ML 12: MG. 

On an except1onully cold night, a 
pack of blink do~11 la mountain var1ecy 
similar t•l the pliuns.dwelhng blink 
dogs described in the Monstrous Com· 
pendium) blinks into the roadside 
shelter to spt>nd the night with the 
PCs The dogs a:e intelligent and can 
respond t{I human communication 
nonverbally. If threalt>ned, the pack 
blinks out. This encounter can be 
highly ent.erlair.JnM 1f the OM t.ake. 
the tnne to rolo-pl:ty the part of the 
dogs. 

99-00 lee .;erpent: Int animal; AL N(E>; 
AC 4, MY 18; 110 9: hp 45: THACO 11, 
#.AT2;Dmgi 1V312;SA +3tosur· 
prise, const.ric~1on; SZ c; (45' long, 1' 
diameter); ML 16: XP 2.000; MC 
(snake, giant. consLractor, variantl. 

This encounter occur!! only between 
Wath and K Paea. The icP serpent 
attacks t.w1ce in a roul!d, once with a 
bite and once with 11 latih of its tail. 
The trul-lMh can rownd man-size or 
smaller crentures Oytng through the 
air for great distance:,. ln&tead or 
usmg its normal b1lelllll:lb altackti, the 
ice serpent can opt t-0 constrict it:; prt!y 
for 3-12 hp dall'lllge ~r round. If using 
its constriction alto.ck. tho serpent 
does not n!!t!d to roll to hit each round. 

Ice serpenL'i are covcrt!d in white fur, 
to match lhe snowy realms where they 
live. The c.'Olorahon ot the ~erpent 
gh·es it.a greukr than normal chance 
to surpnse opponents. The fur of i~ 
serpent;, ts much pm-Od for malting 
warm, v;aterproof ~annenta chat 
prot.ect the weaNr from extremely 
cold weather. The fur can be -old for 
up to-10 gp p~r squurt• yard. 
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Set Encounters 

l. The Bandits. This encounter OC· 

curs when the PCs are about 10 mile!! 
away from I.:Trel, on the same day that 
they leave. If the PCs letl when X'Cel· 
,,iah asked them to, it should be the 
afternoon of November 10th 

A group of bandits hired by Rhet 
Corsuhn (through a thleves uu1ld mt.er· 
mediary) is hiding around u corner JD 

the road, ready to ambush lhe PCs. The 
bandits are actually a mercenary com 
pany from L'Trel. but their leader some· 
t.1mes accepts contracts on Lhe shady 
side of the law. Their primarv mission 
is t.o get the scroll tube that hold" }. Cel· 
Blah's taxes, but the bandits arc not 
avl•rse w laking anything else the PCs 
have of value as wen 

Because of their careful preparations, 
the bandits gain a +4 bonus to l'lurprlbe 
lhe PCs. If the bandits do not surprise 
the PCs. the com.equences ure left to the 
OM to decide. If the PCs are surprised. 
read or paraphrase the follow1ng to the 
players: 

What a dismal way to SUlrt a JOUT • 

ney. Wet sleet. falls constanlly. ~a.k· 
iog everything and makmg you cold 
and rruserable. You slog along lh11 
road, battling t-0 maintain )OUT bal· 
ance on the thin ooating of icy slush, 
but the distant mountains to the 
south never seem to gel any nearer. 
At least here in the lowlands you are 
ma.king relatively good time. Sud 
nenly, 811 you come around a corner 
m lhe road. a loud. hoarse shout 
comes from high up in a tN?e You 
have JU1>L enough ume to curso your­
self for your inattention to the dan­
gers of the road when leatber-c111d 
men. at least a dozen m number, nsc 
out of the trees tn front or you ~nd 
send a fl1~ht. ofblack-shafled nrtnY.S 
wmging your way 

A lookout is stationed hi~h up in a fir· 
Lree above the position matklld A on the 
Bandit Ambush map. Tun bandits are 
crouched dQwn on the ground n1:>ar A o:. 
well, behind lb..- 4'-high '-I.One "'all. 

The !>eoond-m-command fur the Lan· 
dtt~ und 11 other bandits are hiding rn 
lhe trees and bui:;hes near position B. 

A magc, lhe bandit leader, and thrt-e 
bandit:> who serve as bodyguards for the 
ma!{e ar~ luding at posihon C, which is 
15' farther back m the trees than posi· 
lion A. 
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The lookout watches the PCs come up 
the road and shouts when they reach 
the position marked X. Once the look· 
out shouts his warning, the bandits at A 
and B stand up and begin firing arrows 
in an attempt to catch the PCs in a 
crossfire. 

The bandits aim for the PCs' mounts 
first, to prevent the PCs from riding 
away. After that, the bandits aim for 
any obvious mages or clerics in order to 
knock out the PCs' spell power. The 
bandits fire two arrows each during the 
first round. After this. bandit tactics are 
left to the OM. 

The bandit mage has many useful 
spells (consider the effects of a slou 
spell cast into the middle of the PC 
group, or the effects of an enlarge spell 
cast upon the bandit Jeaderl for an am­
bush situation. 

The bandits will use the cover pro­
vided by the 4 ' wall and the trees and 
bushes for as long as possible before 
engaging the PCs in melee combat. 
Remember that the bandits' mission is 
to rob the PCs, not necessarily to kill or 
maim them. 

If the bandits defeat the PCs (or get 
them to sw·render), they rob the adven-
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turers, tie them up, and leave them in 
the bushes. The bandits then return to 
UTrel and promptly disappear in its 
seedy underworld. 
If the PCs defeat the bandits and 

manage to capture any or them for ques­
tioning, none of the rank-and-file ban· 
dits know who hired them for the 
robbery attempt. The bandit leader is 
the only one who knows anything, and 
he must fail a morale check by three or 
more points or he will refuse to answer. 
The commission came to the bandit 
leader through a friend in the IJTrellian 
thieves' guild: even the leader does not 
know who really commissioned the 
robbery. If the PCs can convince the 
leader to talk, they may be able trace 
this attack back to Rhet by finding the 
thieves' guild contact. 
If the PCs capture any bandits, they 

soon encounter an army road-patrol (see 
Random Encounters 'I'able for typical 
statistics and composition) that will 
gladly take charge of any prisoners. The 
leader of the patrol recognizes several or 
the bandits a.a wanted felons and in· 
forms the PCs that there is a 300-gp 
reward for the bandits. The PCs must 
claim the reward within 30 days, in 
I:Trel, or it will be forfeited to the army. 
Tell the PCs that the army takes at 
least three days to verify identities of 
criminals before it pays out any reward 
money; let them decide if they want to 
delay long enough to return to IJTrel 
and press their claim. 

Bandits (25): AL N; AC 6; MV 12; Fl 
or FO; hp 8 ( x 11), 6 < x 14); THACO 20; 
KAT l ; Dmg by weapon type; ML 15; XP 
35; studded !eat.her armor, shield, short 
bow, short sword, dagger, 1-6 gp in 
cheap jewelry, rings, etc. 

Second-in-command: AL N; AC 6; 
MV 12; F2; hp 16; THACO 19; I Kr l; 
Dmg by weapon type; S 16; ML 15, XP 
65; studded leather armor, shield, short 
bow, short sword, dagger, 62 gp in gold 
jewelry. 

Bandit leader: AL N; AC 4; MV 12; 
F5; hp 34; THACO 16; NAT l; Dmg by 
weapon type; S 18/07, Ch 15; ML 15; XP 
175; chain mail, shield, Jong sword 
(worth 45 gp), short sword, dagger, 6 gp, 
25 gp in rings. 

Bandit mage: AL NE; AC 4; MV 12; 
M5; hp 15; THACO 19; IAT 1; Dmg by 
spell or weapon type; S 10, D 16, C 10, I 
15, W 12, Ch 14; ML 15; XP 975; armor 
spell (13 points\, dagger, potion of ga.'i· 
eous form, 20-gp glass prism (for read 
magic spell), 50-gp pearl, 6 gp: spells: 

charm person ( x 2J, e11large, light, read 
magu:, forget, levitate, slow. For this 
short trip, the mage has left her spell 
book in her quarters m I.;Trel. 

2. The Wolf. This encounter occurs 1n 
the evening, just as the PCs are ap­
proaching one of the roadside shelters 
about three days travel (24 miles) before 
reaching t.he mountain village of Nalv. 
Read or paraphrase the following to the 
players: 

1bday's trek was long and difficult. 
This shelter must be abnormally far 
from its fellows. because you pushed 
hard during the afternoon and you 
are ju.st now reaching the sheJter. 
Although it is not fully dark yet, the 
temperature iB already well below 
zero. As you stumble along in the 
numbing cold, the outline of the 
shelter ahead serves as an incentive 
to hurry. 

There must be someone in Lhe 
shelter already; a thin wisp of smoke 
is coming out of the chimney. You are 
about 150' from the humble stone 
building when you hear strange 
sounds are coming from the shelter. 
A low-pitched. evil·sounding growl­
ing noise fills the freezing mght all', 
coupled with occasional cursing and 
swearing in the Common tongue 

Inside the shelter, a ranger named 
Harkone is doing his best to defend 
himself from the malicious attentions of 
a werewolf. The werewolf' is toying with 
Harkone, prolonging the fight. ijarkone 
is having a hard time keeping the huge 
black werewolf at bay, because bis only 
weapon usable against the werewolf is a 
silver crossbow quarrel, and be has only 
one. He is currently using the quarrel 
in his band, jabbing it. at the wolf Ct he 
quarrel does 1-2 hp damage when used 
as a band weapon). 
If the PCs are cautious, they can 

sneak up to the shelter without alertmg 
the werewolf; it is intent on its fighl 
with Harkone. Show the players tile 
floor plan of the Road.side Shelter. 
If the PCs try to save Harkone, t.he 

werewolfs first reaction is to attempt 
escape. The door to the barn is open, 
and 1t tries to run out this way The w(llf 
fights only If the PCs block its escape. 
If the PCs manage to save Harkone, 

he expresses his gratitude and talks 
freely with the PCs. Harkon~ explains 
that an hour or so after he reached the 
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&helter, the door opened and a shaggy, 
dark.haired man came in. Harkone did 
not like the look of bun. but the code of 
the shelters states ''Make room," so be 
did. Harkone suspected that the man 
was a bandit, so he faked going lo sleep. 
As soon as the wolf.man was convinced 
that Harkone was asleep and that no 
one else would be coming into the sbel· 
ter, be cbunged to his wolf.form and 
attacked. 

lfthe PCs explain their mission to 
Harkone, he offers to guide them along 
the Overmountain Highway as far as 
Wath. Harkone is very familiar with the 
highway lfthe PCs accept his offer and 
allow him to travel with them, Harkone 
manages to shave two days off the PCs' 
journey time. 

The werewolf had some belongings 
with him. Searching through these 
items reveals the following: a long 
sword (worth 10 gp). a long bow noo 
gp), some spices 125 gp), a bearskin coat 
<75 gp>. 12 gp. 22 sp, 18 cp, and a J&de 
belt bucklli C27 gp). 

Harkone: AL CG; AC 7; MV 12: R2~ 
hp 20 Cl5 after werewolf attack): 
THACO 19; #AT l or 2; Dmg by weapon 
tYJ)t!: S 15, D 10, C 15, J 10, W 14, Ch 
12; ML 13; studded leather armor, short 
sword, light crossbow, dagger, eilver 
quarrel, proficiencies. tracking, qet 
snare. direction sense. rea<LWT1t.e Com· 
mon, ridmg (horse). 

Werewolf: Int avg; AL CE; AC 5; MV 
15; HD 4 +3; hp 31 (28 after fight with 
Ha1·konel: THACO 15; #AT 1, Dmg 2·8 
in wolf form; SA surprise; SD silver or 
+ 1 or better weapon to hit; ML 13; XP 
420: MC 

3. The Village orNalv. Nalv IS a 
highland town with a civilian popula· 
tion of l ,500 and an army J!arri~n that 
house .. more than 600 <>oldiers during 
the wmter Nalv serves as a rendezvous 
point and winter shelter for trappers, 
mountwn men, and the occasional 
r1111f?er The natu.re of its population 
make~ Nalv the center of the fur trade 
for the oat.ion of Volkrad. Prices m Nalv 
are gl'nerally high fat leai;i lO'l over 
Ployl'r'" Handbook prices), and only 
common items are available. The PCs 
can ne~ottate with the quartermaster of 
the arm) i:arnson for armor. armor 
repairi; v. capon ... , and puck ammals. 
Such itemb and St!rvicl!s cost 11t least 
twice the normal prict> 

'fhe other highland towns nlong the 
Overmountain Highway !Crace, P'Artc. 

Fidirth Ridge, Wath, K'Pess) fit th~ 
same pattern as Nalv. varying slightly 
in population and price of supp hes. The 
DM should use the description ofNalv 
as a template for the other rowns along 
the way. 

If the PCs are mt.erested in finding a 
place ro stay m Nalv, its dour.but· 
.friendly inhabitants quickly mform 
them that the Ice Serpent is the only 
inn in town. The Serpent's dim, smoky, 
noise.filled interior holds off-duty sol· 
diers, drunken trappers, silent moun· 
tain men, whispering villagers, and the 
occasional tribal elf or clan-dwarf 
Sleeping rooms at the lee Serpent cost 7 
sp per person per night: a space in the 
common room IS 4 sp per night. These 
prices includes <lnner 
If the PCs wish to stay at. the Ice Ser· 

pent, they mui:;t deal with 1ls bartender 
owner, a balding, extroverted man 
named Marcus. Marcus 11> a retired 
army captam, and his favorite suh1ect LS 

why his inn is called the lee Serpent. It. 
1s named (as Marcus proudly points out> 
for the three stuffed ice serpent heads 
mounted above the bar The ice serp•mtc: 
were killed by the army (Marcus led a 
patrol that killed one), and the heads 
were donated to the tavern. 

Ice serpents are huge, white.furred 
snakes that 11om~ttmes haunt the pa~s 
between Wath and K'Pruis. Marcus 
tends to expound at greal ltmgth on th~ 
various aspects of the serpents, espe· 
cially about the legendary hair· 
restoring properties of ice-serpent liver 
oil. 

Marcus: AL CG: AC 10; MV 10; F6; 
hp 41; THACO 15; IAT 1, Dtng by 
weapon type; S 12, D 10, C 9, J 13, W 
15, Ch 16; ML 16, short sword. club. 
dagger. 

4. lsig Chasm Bridge. The Isig 
Ch&--m Bndge 1s 20 mile!l away from 
the village of Na v, or about two and a 
haH days travel. The bridge is an 1mpor· 
tant (and vulnerable I part of the Ovc-r· 
mountain Highway, ~a permanent 
army garrison 1<; stat1oned m a nearby 
fort. As the PCs approach the bridge, 
read or paraphr<be the following to the 
players. 

Tuday's weather has been truly hell· 
ish. Snov. comes down in fits and 
starts, and the temperature i~ well 
below freezmg. Conditions are aggra· 
vated by the ever presl.!nt wind, 
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which grows m intensity as you 
approach the Isig Chasm. The lsig 
river valley extends all the way to 
Naka's Ocean and runs straight for a 
good deal of that length A fierce. 
bowling wmd blows down off the 
D1viding Mountains, funnelled and 
channeled by the walls of the chasm. 

The lurnoff to the small army fort 
that guards the bndge falls behind 
as you trudge on, and eventually the 
bridge itself comes within sight. A 
woman in an army uniform comes 
out of the guardhouse beside the 
bndge as you approach. Several 
other people remain inside the small 
silver.granite building. The woman 
keeps a tight grip on the wooden 
railing that runs along the guard 
po!Olt, and you notice a rope around 
her waist connects her to something 
sturdy UlSlde the guardhouse. E\'en 
so. she stumbles several t.1me1> a.; the 
fierce winds contrive to lift h~r off 
her feet. The bridge gal~ are shut. 
and the narrow bndge surface 1s 

coated with a thick layer of ice. 

I 

' 

Private Bak.er <the woman commg out 
of the guat-dhouse) waves the party to a 
stop about 50 from the edge ofthtt 
chasm and sbout.s over the wmd, "The 
bridge is c1osed down for as long 8.'> the 
wind lasts. We shut it down earlier 
today after a soldier got blown ofT" The 
bridge looks very unsafe. Great gusti:1 or 
wind blast out of the chasm, battering 
the PCs even where they stand Tl·ll' "11~ 
l·1ver is frozen beneath the br1d~l', morE.­
than 800' below. 

After giving the PCs a few minutt.> to 
absorb the situation, Baker recon1 
1nends that the PCs stay at the inn 
ad.Jacent to the garrtSOn, at lell~l until 
the wind dies down a bit. The ~ldtM 11 
Arms Inn .13 a clean, efficient, arm.-. -run 
hostel located two mile~ back up tht 
Overmountru.n Highway, off the small 
turn-off that leads to the arm\' fort The 
hostel makes a great deal or mont!y this 
time of year, because the fierce \.\'lfttt>r 
winds can shut dDv.n lhe bridge for ciJI.>,. 
at a ttme. A night'::: lodgmg co t .. 5 1>p 
per !)t!r~n lor a room, including ml.'at .. 
A berth m the tt•mm<m room co ls 3 p 
per night, &lso ltlclud1ng nw.ali; 

If the PC:; elect to Gta~ I'll the ~ld1er't1 
Arms. the wind delay the PC-. for two 
days bt!fore 1t dies down enough to 
make lht- bridge safe to cross. 
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Baker and her companions will let the 
PCs cross immediately, if they insist. 
The soldiers loudly disclaim any respon­
sibility for whatever happens to the 
party. Baker does not even charge the 
PCs the normal l sp per head toll, say­
ing, "Anyone crazy enough to cross that 
bridge deserves a break." 

The DM should allow the success of 
any reasonable scheme for crossing the 
bridge. Someone with the mountaineer­
ing proficiency can easily rig up a rope 
harness to convey PCs and animals 
across the bridge in relative safety. Or 
the DM could allow rogue characters to 
use their wa]J climbing ability. Obvi­
ously, if the PCs try to simply waltz 
across the bridge, the wind (gusts up to 
100 MPH) will b1ow them off to their 
deaths. Anyone who attempts to fly or 
levitate across the chasm takes 2-8 hp 
battering damage from the wind during 
the crossing. A saving throw vs. paraly­
zation for half damage is allowed. 

Soldiers (5, including Balcer): AL NG; 
AC 6; MV 12; Fl; hp 7; THACO 20; 111\J' 
1; Dmg by weapon type: ML 14; studded 
leather armor, shield, short sword, short 
bow, dagger. 
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5. The Blizzard. On the third day 
after the PCs leave P'Arte, a blizzard 
hits the Overmountain Highway in the 
vicinity of the PCs. The blizzard strikes 
in mid-afternoon. (Please review 1,he 
information on blizzards found in the 
Random Encounters table.) 

Normal procedure for traveling along 
the highway is to stop at a shelter for a 
noon meal and rest. When the PCs stop 
at noon on this day, roll a proficiency 
check for any in the party with the 
weather.sense proficiency. If the check is 
successful, inform that PC that "a bliz­
zard is going to hit this area sometime in 
the next 3-6 hours." Since it typically 
takes 4-5 hours to cover the distance 
between shelters, the PCs may want to 
stay here to ride out the blizzard. 

If no one in the party has the weather­
sense proficiency for a suitable spell), do 
not give the PCs any warning about the 
imminent blizzard. Storms, blizzards, 
and snow can strike with lightning 
speed and little or no warning along the 
highway! 
If the PCs prooeed after the noon rest 

stop, the blizzard hits when the PCs ru·e 
half a mile from the next shelter. There 
is no warning. One minute the weather 

is cloudy with a few flakes of snow 
(standard), and the next minute the 
wind picks up and great gusts of snow 
howl down out of the sky. 
It will take the PCs four turns to 

cover the 1·emaining distance to the 
shelter. The wind speed is 40 MPH, so 
everyone in the party must make four 
hypothermia saves (one every turn) 
with a - 3 penalty to each roll. The 
chance of getting lost is 30% Crather 
than 50%) because of the short distance 
involved. If someone with the direction 
sense ability makes a successful profi­
ciency check, the PCs will not get lost. 

Once it hits. tbe blizzard lasts the rest 
of that day plus two more days. The 
weather clears up on the morning of t:he 
third day, and the PCs can move on (see 
the example calendar). This encounter 
drives home the deadly nature of the 
winter weather along the highway. 

6. The Roaring Dragon. The section 
of the Overmouniain Highway between 
Wath and K'Pass is confined to a nar­
row, high-altitude pass. The sw·roun<l­
ing mountains tower thouaands of feet 
above the road through the pass. Al­
though the road itself is classified as 
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"low mountain" lerram, the elevation 
is still extreme (i;ee pages 123-125 of the 
OMO). U' any combat <from random 
encounters> occurs in Lhe pass, the PCs 
~uffer a -1 penalty to all combat rolls 
because of the elevation. 

When the PCs are about 10 nules (two 
and a half days bard Lravell past Watb, 
read or paraphrase the following to the 
players· 

The elevation of the pass makes bat. 
Uing through t.he snow an immem;ely 
difficult Lask. It is only mid-afternoon, 
and already your limbs protest thl!1r 
limits and scream "enough!" At least 
it isn't snowing, and the sun occasion· 
ally peeks its way through the clouds. 
Suddenly. far above you near the 
peaks of the tall mount.ams that 
tower above the pass. you see a 
dragon! The magnificent white be88t 
swoops and dives through the 8lr.JUSl 
v1s1ble through gaps m the cloud 
cover. For a moment you simply 
watch m admiration; the dragon looks 
truly beautiful, a creature at home in 
its element. 

With a dawning sense of alarm, 
you watch as the dragon banks LO· 
ward one of the snowy slopes above 
you. The white beast turns and fl1t:11 

roughly parallel to a huge. tenuously 
balanced snowbank. The dragon 
inhales with a \'lsible effort, then let.s 
out an earsplitting roar. Seconds 
lat.er, in answer to the dragon's call, 
o deep bass roar booms down the 
mountainside. The dragon has 
caused an avalanche, and now thou· 
sands of tons of ice and snow are 
barreling down the mountainside 
toward your current posit1onl 

The PCs have ld3+1 rounda to pre­
pare for the onalaught of the avalanche. 
which 1s a small one despite its fear· 
some appearance. Anyone (or anything> 
that gets hit by the avalanche take$ 2· 
20 hp damage (save vs. paralyzation for 
half damage). If any PCs or animals 
take damage from the avalanche. get­
ting them dug out, cleaned up, and past 
the now-blocked pass delays the party 
for half a day 
If the PCs ask (qwckly!>, the DM 

should tell them that there IB a natural 
formation nearby that will serve to 
prol.t!ct them from the avalanche If the 
PCs react immediately, they can all run 
behind a boulder I about 30' in diameter} 
that is located nearby. If the PCs do not 

ask about possible cover, assume that 
they are too flustered lo take a look 
around and assess the s1tual1on 
If the PCs take cover behind the boul ­

der, the front wave of the avalanche 
crashes down around them Just as they 
reach its leeward side. The PCs get 
buried up to W8.JSt height (3') in the 
snow that spills around the sides of the 
boulder, but this snow 1s loose enough 
that no one will have a problem getting 
out. If the party tokes refuge behind the 
boulder, they can move on wit.bout. any 
signil'icanl delay 

The culprit oohlnd the avalanche IS 

an old white dragon known as Weiss· 
bammar Aft.er causu:ig the avalanche, 
Weisshammar gems a fe"' thousand feet 
of altitude, then circles around to watch 
the fun. WeISshammar does not attack 
the PCs after causing the avalanche; he 
was just bavmg fun. He is also very 
leery of attacking anything on t.he Over­
mountain Highway; this caution which 
is one of I.be reasons why be is an old 
dragon. Weisshammar lives in an ice 
cave far up one ot t.he mountain gla­
ciers. The DM is !1'ee l() develop details 
on his lair tf necessary. 

Weisshammar (wh1te dragon>: Int 7; 
AL CE: AC - 3; MV 12, fly 40 <C>. bur­
row 6, sw1m 12; HD 15; hp 92; THACO 
-3; l}J 3 plus 1c4pec1al; Dmg ld6 +81 
ld6 + 8/2d8 + 8; SA (ef.lr (30 yards), spell­
like abilities. create avalanche, breath 
weapon; SD special; MR 20%; SZ G (77'); 
ML 15; XP 11,000: MC. 

Volkrad 
The circumstancei; surrounding the 
final delivery ofX'Cels1ah's tax mone> 
are intentionally left somewhat vague 
The DM can make the actual delivery 
as easy or as challenging as he desires. 
The scenario outlined below gives the 
DM a starting point but certainly does 
not touch on all the difficulties the PCs 
could have during their slay rn the 
capital city ofVolkrad. 

Volkrad is a sprawling port city on the 
coast of the Unbandig Sea, near the 
mouth of the Tieglen River. The city has 
a population of roughly 80,000 Com· 
pared to I.;Trel. Volkrad IS an enormous 
metropol.ts. so it "111 be very easy for 
the PCs to get Jn~ m the byways and 
far-flung districts of Volk.rad. 

The Tax Office 

The PCs will not be able lo find the tax 
office by themselves; they will have to 
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ask b few of Volkrad·s notoriously un· 
friendly inhabitants how to find it The 
DM can give the PCs a little ha~lo 
nhout finding the office if he v.:1shc!C, but 
1( lhe PCs have done well up to thl 
point. they probablv deserve a break 

Volkrad's tax office is a mu.ltistorit'd, 
almost palatial building madl' primoril~ 
uf marble. During the da). peoplt' run in 

and out of it m droves. and the tempo 
does not slow down much at ni){ht. 
From December 25th to January 10th. 
the office is open to the puhhc rrom 0'.00 
AM to midnight, seven days a weok. 
During all other ti.mes or the year. 1t iR 
open from 9:00 A.M. to 5:00 PM, Monday 
through Fl'iday. 

ln order to gain entrance to tho tnit 
nffi1.-e:;, the PCs must check their w~ap· 

ons at the door. The guar<b are very 
thorough and demand that the PC- di 
vest themselves of all weapons. Pl>ople 
sometimes get a little upset in thu1 build· 
ing. and catastrophe could result tf the 
guards let so much as a dagger ~hp by 

Guards 16): AL anv N or G. AC ti,; 
MV 9; F2, Fl< x 5>: hp 15, 7 c x 5>. 
THACO 19, 20; #Kr 1; Dmg by wt>apon 
type· ML 15: chain mail, SJ>t.>ar, ~hort 
sword. dagger. 

Confrontation with Ira 

All.er the PCs clear the minor hurdle of 
finding and gaming entrance lo I h~ tax 
office, read or paraphrase lh<.' following 
t.o the players: 

After having a little tl'Oubltt finding 
the lax office, things start going 
smoothly for once in th.is accursc•d 
Journey The sealed message tube 
beanng Lord X'Celsiah"s engrn\t.d 
heal JR like having a magical wnnd . A 
~1mple wave of the tube cau:oe."I th" 
various minor functionarie to gu 
through an abrupt change of1ttti · 
tude, from surly and taciturn to 
cl1eerfu] and overly helpful . A buh 
bhng young man guide you deep 
into the building, through sl!\'e1111 
impressive offices that be as"urc 
you are "Just waiting rooms." I"i· 
nally, in an out-of-the-way back c<1rr1 
dor. you come to a heavily carv1..-d 
door labeled "Hiram Parma, 'lax 
Minister:· The eager fello" OJM:nl th~ 
door for you and gesture for you to 
step inside. 

The office ms1de is spac10U1<, Ix-au· 
ttful, and opulent. The room is kept 
warm by a large marble fireplnct' 
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that dommntcs <>n ·will A window 
uf cry ta1-clear gl 1:uvc1s another 
wall, rcveatins u VJcw oflhc street 
tar belo\I. , A mill cloor in Ont! wall 
ev1dtinth len<l lo n clo~et or perhaps 
a .... 'll.Shn:111in A ii:unfully thin lDl• 

maculutcly drCSSt-'<l, wh1w-h11ired old 
man with hawklikc fcatur1.?s 1s 
6CUtcrl hl'htnd ,1 mu~-.1vl• oak desk . 
Ilt! dUL'!:I not. look up whl•n you enter, 
evtou thoui.;h your u1111111 dmk11 
loudly ood th~ thump of' your boots 
rcvcrbt>ralea I hniu1ehoul the an tire 
room 1''in1-1lly I h(• man looks up, but 
only when your .voung i;u11I<· hreath 
le~Rly ~pills nul, "M.> lflrc.l, tlll'St.­
people urc twrc t1> th'11vt•1 Lurrl X'Ce\. 
l-<1uh'~ tuxc11!' 

11tc man behind the dcak pu. he' 
hu:: cluur back and stands. a "llO\\ 

,m1hJ ~prending aero~ hui face. 
"Good to 1>00 you! 1 didn't expect yf)u 
thb soon . Frankl), when I hQard of 
X'Cels1ah'11 pri!dl(ltinenl, I expeckd 
the wcath~ to low V•)U down more 
than 1t C\ ad ntl) did Well d11n~~ 
Have a eat, nnd l'll see ohout. get.­
ting yC1u rt..-cclpt" 

The introductory pnrngraphs are 
rleliberatcly \H1rded l.11 gwe the player .. 
evera] fal " 1mp1 ess1on . rhe mtroduc­

l ton ~Ui!!l{l?St.s thut th~ num behind the 
dE'sk is Lord HJru m Panna. Howevn, 
lhe man 18 nclunlly Lol'd Im Sarv1ce, 
the deputy !Rx m1nh1to1 11fVolkrnd The 
smaJJ dou1· 1·1•ully loada to Lord Hiram's 
inner office .\1:1 tho tluputv tax minister, 
part of lru' 1ob 111 to sil an the nuler 
of'fict amt tlt'ul w 1th mumlane matters 
io thaL Lord Hm1m 1s nut unnl•cessarily 
bothered Ira um cl in1e clues his JOb a 
little too well A tut plnvt.'r .,..,11 be 
~u:1p1ciou ufth1s • t up, smce the de· 
~cnption of th mon behind the desk 
doc .. not quite watch th descr1pt1on of 
Lord Hiram thnt X'Cels111h cave to the 
PC 

Playing out this part. of the adventur 
requu-cs th DM to use \cry dehcat.e 
touch The DM mu I gl\C the players 
enough information so that 1ft.hl'y are 
cle"i;r, they can deterrnme this 1:0 not 
Lcird Hmun, but thl DM must also 
mlikc :sure that he docs nut IOVI! thi· 
fact away If the IJM fet.Jls that the clues 
in UHJ descriptlun fo1· this mwounter are 
msu1lic1ent to make the PCs paranoid, 
perhaps X'Celsiah could wt1rn the PCs 
at the beginning of thf! adventurl! to "'be 
careful of Lord Hiram'!-! dt'puty minister. 
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He's a "Rake.' 
Lord lra \\'llb t11ld by Lc•rd Hiram 1A1 

look for lhe PCi; a.rri' al an rnnnt!C'lwn 
with the <lelh't!ry of X'Celc:111h's taxe 
Ira has reaJized that if he can gcl X'Cel­
siah's money awn} from the PCs, he 
will have an 1d1..•al oppnrtunitr for r · 
venge. Once Ira ha~ tl\e mom') in hb 
hands, he wilJ Se!!: to II that the onici;il 
copy of the receipt it- "ncc1dently" 
burned with the trash. remo\'1ng all 
official record of X'Cels1ah's payment. 
Then the message tubti containing tho 
money will ''acctduntly" bt.• placNI on 11 

back shelf unde1 a pill~ of junk 
As a result of Ira's i;cheme, Vnlkrad'it 

bureaucracy will count X'Cl'lsiah as 
delinquent in paymg hN tnxe . Sht' will 
then be fined 26.000 RP cdnuhlti the 
amount sh!! would have owed ovl'r the 
last lhret- \"ears. 1f she had nat het'n 
exempt}. m1ire than enough to cxhau-.1 
all of her cash r1:<:ervc::. Even tf the 
"mistake" lS unco"ert:d o le" months 
later, Ira will plead that It wru An inno· 
cent error, and the dnmog to .X'Cel 
siah's financ~ .... 111 be irreparable 

[ra has thought of 5e\'~ rol sch1.?mc" lll 
trick the PCs into ginng him thl' 
money. lra"5 first tactic 1s to amply let 
the PC:; assume that he 1s Hiram. Ira 
never actually say:1 that hl' ts Hiram, 
but if th~ PCs a~sumt> that he l!I, do not 
do anything to corrl:'ct their m111takel If 
this simple tactic fail!!, lro make. BOmc 
sort of diversion !dropping a pen r•n the> 
floor and scrambling und13r thl• doak to 
recove!" it, etc.) and ui;es one or more ol 
his suggestion spell~ to suggm1t lo lh< 
PCs that they should gwc him Lhe mns 
sage tube c1>ntarning the tax money 
The DM should come up with everal 
other ways for Ira l<• d<:ccivc lhl' PCs 
into giving bun thl' money. lra 1il a 
smooth. utterlv ruthless mnstn C1f de 
ceptton, so 1t should be vi~ry difficult to 
actually catch ham domg an.> thing illi:· 
gal or tellini.? any actual he:. Irn hn. n 
legitimate-sounding cxcusc for every· 
thing he does. ("l'm sorry I tried lo CRSL 

a $pell on you:' he'll ~ay, "but Lord 
Hiram would havt- m\' h1de on the wall 
ifl let him be disturbed right now. I'm 
just trying to do my 1ob."l 

If everything f,uh. and the PCs find 
out that he is not Hiram, Ira still 
refuses to let the PCs set> the t.ruc minis· 
ter Ira has one final ploy lf he can gel 
the PCs to stay at the Lion's Pryde Inn 
(see encounter dl'scripuon), be can hlive 
them robbed. He tells the PCs, "I cnn't 
possibly let you in to see him today. 

Whv don't vou come back tomunow'/ 
He' very bu:.y. and he'd literally kill 
me if I lt-'l hun be disturb<>d HN·e'ii a 
voucher to :;ta) at the Lmn'$ Prydl! Inn 
for a fe\, days. It·;; on us" If I he PC' 
arrive on lot ~r) December 31st, thP 
DM will have to change thi., ploy. 

The PCs can easily bluff their way 
past Ira and get to see Lord Hiram 
direct Iv One of the ew;it1bt wavs 1R t.n 
simply. make as large a disturbance aR 
possible. Eventually, guards (see the 
slatist ics at the beginnini:: of this sec· 
tionl will show up to see what all the• 
fuRN is abouL. Lord lliram then pok1·~ 
h1i. head out of the small doot ll'adiug to 
the inner otnce and grufily inquircl:! al' 
to what i~ going on Al this point, lrn 
knows he is defeated and be backs 
down. The PCs have JU:>-! made a real 
t:ncmy, though. In\'entlve PC" will tom•~ 
up with a mynad nonv101ent way to 
gel past Ira, once they detenrunc thnl 
he us not Lord Hiram. 

Meeting with Lord Hiram Parma 

Once the PCs bluff their wa) 1010 the 
mner office or othennse ..:et m conlnct 
with Lord Hiram, he spends a few mm· 
utes looking over x·celsiah's tax forms 
After a ;,horl bme be expresse.." bal1sfac 
t1on and giveR the PCs a recetpl lo tukti 
back to X'Celsiah. 

Hiram has a good laugh over any 
confrontations the PCs bad with Lord 
Ire and acknowledges lhat his depuLy 
mmister 1s a cad of the vilest kind Lord 
Hiram does not have any cbmce about 
having Ira as his depuly minist~r Ura 
and Hu-am are both appoinlt!d by th~ 
ruling Council of Lords), so Hiram tries 
tCJ keep him too busy to do any damage 
Thi.; tactic also allows Hm1m to keep a 
watchful eye on Ira's doings 

The Lion's Pryde 

Tht: Lion's Pryde 1S a small luxury mn 
1ocatcd m one of the fine t sections ol 
\'olkrad. Lord Ira Sarv1ce is the own~r 
orthe UUl, alihoutih th.ii ~ 8 carefully 
kept secret Not even the head inn· 
keeper knu" s who actuallv own the 
inn Ira give,, order!' to the annkeept:r h~ 
relaying them through ~veral pt!ople. 

If the PCs folio\\ Ira's :suggestion and 
:.tay at the Lion's Pryde, Ira ordtirt 
\through a relay involving i;everal peo· 
pie. of course I his section of the local 
thieves guild to rob the PCs or X 'Ctil· 
s1ah 'A tax money. Remember that. this as 
a well-organized, guild-backed robbery 



attempt. The DM should feel free to 
modify the actions of the robber s in 
response to PC actions. The robbers do 
everything they can to cover up the real 
real'!On for the robbery and t.o bide the 
fact that Ira ordered it. 

When the PCs check in for the night, 
the manager i;tives them a fine, sumptu­
ous swt.e of rooms (the DM 1s free to 
develop a map if he desires>. Ira's people 
then begin t.o watch the PCs fTom adja­
cent buildings and from wit.hm the inn 
itselfltlueves' guild people wor k in the 
inn as bellhops. maids, etc.I. The thieves 
wait for a good opportunity t.o rob t he 
PCs. Ideally, they are waiting for a tune 
when most of the PCs are out of their 
rooms and awo.y from the tube. Such an 
opporturuty moy arise when the PCs go 
to dinner. If all else fails, the robbers 
wait until night, when most of the PCs 
are a.sleep. 

If the players i;tate that the PCs take 
a good look around the hot.el and the 
surroumlmg bu1ldmgs, the DM may 
wi-h to ass1gn a .. mall chanc.e that they 
spot the watcherB. Allow thieves the use 
of their ability to find traps in order t.o 
deted the watchers. 

To cover the renl mt.ent of the robbery. 
several people <in cooperation with the 
robbers> posing os merchants, or lrad· 
ers, move into the rooms ad.Jacent to lhe 
PCs' ~wte. When the robbers move 
agamst the PCi>, these "merchant.." are 
also robbed. Th1P ploy should serve to 
disg-uase the fact t hat the l'Obhers are 
really interested in only X'Celsiah's 
money The PCs may be suspicious, bi1l 
thi,g decoy will serve to ,·onvmce the 
local police that 1!. was u normal 
rohbery. 

When lhe robhtrs dec1dt: to make 
their move IDM'sjudgmentJ, they intro­
duce sleeping ga.!I into eat'h PC's ruum 
through the cruck under the hall door. 
Everyone m thl' PCs' suit~ must save 
vs. poison or fall asleep for ld20 +20 
rounds A succc,;sfut save means that 
the PC detected somethinic emisi; and 
managed to hold his breath A PC can 
continue to hold his breath for a num· 
be1 of rounds equal to his const1tul1on 
scores divided by three. lf the PC 
breathes again, he must ~ave vs. poison 
again, this time with a -4 penalty Fi\'e 
rounds after the ga~ ts fir:.t introduced 
into the room, 1t d1s,,iputes and becomes 
harmless. At thui point, the rnbbers 
em.er the room 

Each of the th1£-ves calTic!> a loaded 

crossbow. Their first action lS to 11ubdue 
any conscious PCs. Then they tie a.nd 
gag all of the PCs. Four of the heavies 
then stand guard over the PCs while 
the others help the th1eftn-<:harge 
search the room. If the PCs hid X'Cel­
siah's tube carefully, it wi.JI take thP 
robbers l ·lO rounds to find it. The rob­
bers also take any other valuable Items 
that they find (DM 's d11!CJ"et ion>. an order 
to disguise. the intent of the robbery. 

If any of the bound and gagged PC11 
wiggles too much, the guards ditu:our 
age them by moborung with their cross­
bows. If the PC contm ues to move, the 
guards shoot to kill The mescapoble 
death rule !page 75 of the DMG) .ipplies 
here. 

After the robbers leave, the PCt> can 
begin extracting themwlves from tht.> 
ropes. Roll against half of each PC's 
bend-ba.rsllift gate ability, or allnY. a 
character with the rope-u.se proficiency 
to work himsi.>lfloose in ldlO + 10 
rounds. Otherwise, it t a.kes three l urns 
to wiggle fr~e of i.he roJ>l!"' 

Thief-i.o-<:barge: AL LE: AC 8: M\' 
12. T6, hp 24: THACO 18: #AT 1: Omg 
by weapon type: SA special; ML 16, XP 
975· leather armor, short sword, lil!ht 
crossbow. The thiefs first cro~~boYt 
quarrel is PQiitoned (savl' v!<. po1~n for 
half damage or take 6-36 hp damage>. 

Heavies (7): AL N. AC 8. M\: 12: F2; 
hp 15, 14, 12, 91>e2l, ~ 7; THACO 19: 
IAT 1; Dmg by weapon type: ML M: XP 
65; leather armor, short sword, liJ{hl 
cr ossbow. 

Concluding the Adventure 
U' the PCs success(ully d1::hver the tax 
money to Lord Hiram on or before the 
Deceiiiber 31st deadline, the DM rihould 
conSlder awarding a 2,000·xp bonu (to 
he split among lhe PCi;l. 

If the PCt. meet Cor beatl the dl'adline. 
Lord Hiram sponsors nt'W tax lcgi la· 
uon at the next meeting of the Council 
of Lords. This legislation ~rrantfl ~ax 
tmmunity for life to anvone of lord sla­
tu::. who is also recogni7.ed as a hero of 
tb.e realm. After the new tax la.,.. passes, 
X'Celsiah is ghen a lift!t1me exemption 
frum taxation. X'Celsiuh uses the 
money that she would huvc spent on 
paving taxes to complct•· her greutest 
work a m1litarv text titk-d ''ObserVu· 
hons of the Long Campaign:· The 
Volkrad rnilitnry schools quickly adopt 
tlut:! work as a standard ~xt. Years from 
now, the m:iights offered in the text 

COURIER SERVlCE 

allow Volkrnd to repel a massive ore 
invasion 
If the PCs' mission is successful, 

X'Cels1eh will bevel"\' grateful t.o the 
party and will prove to be a valuable 
contact. The DM can use X'Cel.l<1ah to 
feed the PCs informal.ion about. future 
adventures. X'Cels1ab will ah~o be more 
than willing l.O prov1de PC fighters with 
level tTaamng. either for free or at a 
greatly reduced cost. Lord Hiram 
Parma ofVolkrad can also be used to 
introduce new adventures. Perhaps he 
has a dangerous mi~ion of a delicate 
nature t hat: he dare not ass1gn to lhe 
military. 

The PCs \HU alsi> make at lea.~t t"o 
new enemies if they "ucceed in their 
mission. Lord Rhet: and Lord Ire are 
pnmanly interested in makinK X'Cel· 
.;iah mtherable. but they mav hift some 
of their energies toward the-PCs. &th 
of these !\'PCs are dansterous. not o-o 
much because of their personal prowess 
bul becaul'e of their extensive connec­
l10ns and "ealth. and the number of 
people et thetr command. Also, al· 
though Rhet and Ira do not know each 
other now, they art' likely to meet at 
.;ome ltmc m the future and d1i;co\'er 
their mutual bat:Nd of X'Ceb.iah u.nd 
the PCs 
If the PCs fail in their mission ldellvcr 

the taxel! afl!!r Jan\lary 10th, or not at 
alll. X'Cels1ah will he very d1~plea.~Pd 
with them and will Ml hesitatP lo tell 
everyone in .I:Trel the tale of how lhey 
failed her. The hard~lup brought on by 
paying the Jines nnd back taxt<~ will 
prevent. X 'Ce.Isiah from wr1hn~ httr 
r<>volutionary military textbook, It i:-; up 
to the DM to deci<le on any further 
consequence!'! of the book's ab!'ence 
Perhaps the nation nf Volkrad will fall 
lo the invading ore hordes after all 

Presumably, the PCs will return to 
I.;Trel along the Overmount,un H1!!h 
way. Aloni: the way, there are man\' 
chances for side advcnture::o. The moun· 
lain village"' ofK'Pasc:, Wnth Grnce, 
Nalv, P'Arle, and Fidirth R1tlgti make 
ideal tie·in point:: for m:my (If the shnn 
adventur~" found in I1 NGEON 
Adventures. 0 
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detail help you ~t an atmo8phc•rt•, ur 
doe,. it ,:;imply take up -.pace? 

Some other items on the gamers' wish 
lt~ts wl:!re: mini advl:!nlurc::. I we've 
started a new section for th1~J; guide­
line::. for awarding experience poinLQ 
(we've added XP a~ a stattst1c for each 
"bad guy," but we could be do1111( more 
to reward good role·playingl; :oolo adven­
tures <we've p1·obably diBcus1:1ed this to 
deuthJ; one-on-one adventureR (('II pnnl 
them if you'll wr ite them); low-level and 
high.level adventures lmostly 1 get 
modules for levels 3-8) 

Did the convention part1c1pants re­
llect vour views. or are there other 
item~ on vour "wish list" for 
DUNGEON Adventures? Write ond let 
mi; know 

This issue's quote wai- sent in by Dau· 
1el B. Cordez of Little Ni:ck, N~w Yttrk, 

0 

Mail from the Gulf 

Dear Dungeon, 

I have u sad story to tell you A few of 
my frumd:o and I h<.n e been deployed 
lo Saudi Arabia, purt of the l~t Ma 
rine Exped1l 1onary Force Unfortu· 
nah•ly, we didn't bnng any ~ammg 
muterinls with us Would you plca!-ie 
\pretty plea ..... ) print my addres.s in 
your ma.:azme. D~ts \\anted! Any 
gamer:. interc:.tcd in running a pen­
pal game for u few .Mannes who are in 
Saudi Arabia, pleru;e write•! 

Semper Fi! 
Cp Don W Pett.>rson 
Co. "A'' 3rd AA B~ 

llQ PLT 
FPO San Francisco, CHhfornia 

9660!S :'i52:! 

I'm surr Don and his bwld1e.; tl'fmfd 
likr: ((I hfar ;ram an) or tJ/lr rentfpn;, 
t'UM 1( .vou can't help run u g111111• bJ 
mm/. Even a postcard wn11ld surt'lv he 
Wl!h:ome 
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Shortly thereafter, as the mounted 
PCs nelil" the edi;t! uftht! barrow 
groundJ;, they ~t..'t' a lone figure standmg 
near a small trt'() be.ctide the bank of the 
stream. Sunlight reOt'ct~ olTlhe war­
rior's bronzl' armor nnd Lhe plumed 
helmet he holds m the crook ofh1s amt 
A great shield sud s pear lean against 
the tree 

''Greetingll, heroc1:1," the warrior tmys 
··r have been grnnted thi:i brttif st.ay on 
your world to give you my thanks." 
Thrfi1 then muve11 to each member o! the 
party aod gently lnyi; a band upon his 
shoulder. Th the hvmg, his touch ha 
the effect of ft douhh~ i;t rength restore 
spell. or a curn1// i;pdl for anyone who 
has lost no eic.pericni:e levelt< lf any 
member:. of the µarty died in the bar­
row, Tarfir~ touch will rarse tf~ad {ullv. 
After he bas touched each pany mem· 
ber. Tarfil ploceh bis hand upon Sergei',; 
shoulder. NiYlll~, "Guide well, traveler," 
and glvei; Sergei u Rrnrah n(prolectw11. 
Any other char1uter who lo~t no Jevcls 
and needed no curing w11l also receive a 
scarab of prottx ''"" 

Having <>aid h1b thanks, Thrfil bow!-l lo 
the party, take;< up ht!! &pear and shield, 
and .says, •· fare\\~ II, advenlurer:- May 
you au find rugh plat:e~ amongi;t rhe 
gods!" With that, Thrlil !Papi; away, 
runrung at first acrn~!I the moor, then 
gradually up into the sky. With a brief 
flash of light, lht' tmctenl warrior d1sup 
pears from the morLul world. 

Conclud ing the Adventure 

If the PCs de!llro~ Annakarr and bu; 
followers and obtain l he Thme of Buul­
ing Soul.~. they must decide "'hat to do 
with the book Aunakarr' other fo). 
lowers <those hti ten behind at hi~ 
stronghold in the muunt.ains) 'I\ 111 scat 
tered without bi,, guidance, but the DM 
may decide t-0 have some wngeful lieu· 
tenant learn of his lt-adcr't> demise and 
plague the p1ll'ty :tt a lutcr time. The 
escape of Cargilon Oarkhnn~l1r will 
have little effect on the panv. as he wa,, 
simply a hired t oguc mttKe and will not 
consider the party member .. us enem1e 
should they met-t again 
If Lodtgrt• or th1• two elde1-s escape 

after the party' ErUcce s, they Wlll even· 
tually 5eek retribution. But the eo<Cape 
of Annakarr will be of most concern lo 
the parl>. as he m<'unt evt.>ry threat he 
uttered when hl' ned th~ barro'I\. All 

though ts of conquest will be ~l a. ide in 
ht~ de!l1re for revenge, and Annakllrr 
w11l spare none of his dive~ rcsourcei; , 
including :.everaJ 1opies based m Kelvin. 

U th11 PCs nee the barrow al\er fotltn~ 
to defeat Annakarr, they mav be n,ked 
ut a later lime to help stave oil Annu· 
karr' undead army Baron Kelvin mnv 
ai;k them 10 lead a force of merccnurrc,. 
against Annakarr in battle rm t ht• moor 
or ID tht> mow1tains. Or pct'hapR an 
embarrassed Bishop Pyo1l'tiv1r.h will 
11end them to A.nnakarr't1 mount am 
fltronghold to free 'furfil at t h11 rnQul!l,it 
of the Immortals. 

If any of the PCs were captur~d by 
Annaka.rr tn the tomb, tbey ure taken 
ha.ck to the patriarch·s stronghold for 
sat:rificc m the Templi: of Ch.no~ as J.'l'llt• 
itude tor the mission·~ b"UCCe!lS. Tht 
leave!! the defeated partv -0mr>, olbcit 
blt•gk, hope of escape. 

lf the PCs successtully defeat Anna· 
kurr and return to Kelwn. there v. 111 be 
no ollic1al recognition ot thcu· accom· 
plish.ment unless they bring Annakarr 
back in chain:;. However. should the 
adventurers pass through Karnmc1ko,.. 
aj:?ain in the next year or two. thev mav 
h1•ar a Traladaran minstrel i;mgtn~ 
about a noble band of heroc:. "ho 
thwart<.-d tht! lllIIll' of Chuos, dcaling 
1urr1hle Justice upon an evll patriarch 
named Annakarr the Dc!:!p11;ed. The 
KRram1:1kan nobility and prelacy may 
have ignored the PCs achievements, but 
with I.he help of a Traladaran com· 
moner named Sergei M1shev. word of 
the~r deeds has spread and been put Lo 
1iong 

Many years later, Ivan Sumuno\' will 
rise to wield much power m I ht: Church 
of'ITaladara. as be trulv has been 
marked for gr~atnes:. b;· lhe Three 
Immortal. fvan will become a ven 
inOucnual person m Karame1ko,_, ·and 
I hus a good person \\'llh whom lo be on 
la,·orahle terms Q 

T he Oops File 
'rhore , .. an error m the m11p ofCot'l' 
Thorne, Le.el Four, on pal(e 58 of 
1:;. .. ue 125. There should hf. a mall 
,.,piral -.ta1rca..~ that glVes ucccsct t.o 
room 58 Tht! plactment or lh111 s1a1r­
cat-e can be :;een m room 4 7 on lh" 
prt-nous map 1page 571 
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Goblin worg-rider s 18): Int avg; AL 
LE: AC 6, MV 6 (on foot>; HD 1 -1: hp 7, 
6. 5 ( >< 3l, 4 C x 21, 3; THACO 20; IAT 1: 
Dmg by weapon type; SA charge on 
worgback I +2 to bjt, doublt: damage 
with light lance. MV 27 for one round, 
but with -2 to opponent's 1wtiative and 
AC loss of one point>; SZ S 14' tall); ML 
10: XP 15; MC 

Worg-riders wear studded lealher 
armol'. use small shields, and carry 
spears lhnt ru·e the equivalent of light 
hor11e lances (5 lbs .• speed 6, 1d6/ld8 or 
2d6/id8 tf used while charging). Each 
goblin also carries a short sword. In 
combat. they are charged with keeping 
warriors away Crom the ma.qt.odon and 
disabling c;peil~asters as quickly as 
they can be found. 

F ree wo r gs I 12>: statistaci; as per 
worg mount.a: hp 25, 24, 21 1 x 21, 20, 17 
< x 2), 16. 15 Ix 21, 14, 13, 11 These worg 
act as regular soldiers. Their mission 1s 
to leap mto combat and attack all foes 
tmpartially, not worrying about any 
other goblins or worgs unless a call for 
retreat is given. They also scout around 
as the goblin Juggernaut sets out for a 
rrud, looking for areas of potent1al lrou­
ble and communicating th1ll t-0 the gob· 
lina and other worgs. 

Handling the Problem 
lt is obvious that a mastodon loaded 
with goblins, backed up by worgs and 
goblin cavalry, is a very tough customer. 
Dirrct combat with the monster is possi­
ble for high-level groups, but othel" 
adventurers might want to tbmk or 
sneakier ways of elinunaling this 
annoymg situation. 

Obvious tactics mclude picking off the 
worgs, mounted worgs. and worg·rider 
in small batchei. using missiles or 
spells. Ambushes, traps, and 1llui;1on~ 
may be used to djvide or misdirect the 
gobhns and worgs. Especially careful 
PCs such as rangers and thieves might 
be able to track the goblins back lo 
their loca.1 dungeon lair after a bat.tie. 
staging an attack when the goblins 
least expect or are prepared for 11 .• 

G1:>blins have relatively few hit point.a. 
and a m~le firrball would clean all of 
them from the mastodon in a moment­
w1th the re'lult that tht.1 mastodon ap­
pears to go wild for a ~horl lime before 
vanishing from s1ghl ihuvrng turned 
into a statuette again/. The OM might 

wish to save this encounter for a time 
when no fireball-toting wizards are 
present, but even a cle,•er mage might 
find the the wort,ri. difficult lo handle 
prior to the main combat. 

Further Adventures 

Assuming that tht! goblins are defeated 
and the marblt m<Utodon is &eized, the 
most obvious questions are· Where did 
these goblins come from, and how did 
they get a mastodon? A ranger might be 
able to track the goblins back to lhcir 
lair (discovering, of course, that lhe 
mastodon's footprints abruptly cease 
part of the way back II. Konkar and his 
troops are currently staying in the 
small billsjde dungeon system where 
the marble ma&tQlhm was found, several 
miles from the trade route. A map I!' 
provided ofth1s lair. about whlcb Lhe 
OM should keep e Jew points in mind: 

-The dungeon ll> an old tomb with 
only a few corridors and rooms, now all 
thoroughly explored by the gobhns. The 
original traps ha"e all been sprung, but 
the goblins have reset Lwo of the pit 
traps in areas they don't frequent. They 
have also covered the ~ingle dungeon 
entrance with brush and tree limbs to 
prevent its easy duicovery (a roll for 
detecting concealed door:; is required by 
an elf or half-elf, or a ranger must makt.! 
a successful tracking rom. 

-There is no obvious pince that a 
monster the size or the mastodon could 
enter the tomb mis always reduced in 
size when Konkar takcij it iL1side). 

-Living arrangemento are crude in 
the extreme, though Konkar does have 
a rough sort. of bed assembled from cloth 
and debris from destr<>ved wagons. 
-A total of 2,000 gp of treasure can bl! 

found in the lall. most of it lll the form 
of trade goodi;,, armor. weapons, tools. 
and loose coins Ca11 desiifled by the DJ\f ). 
No other magical items are pre:;ent. 

-A dozen goblms and four worgs 
remain at the Lomb us guards during 
t.he times when Konkar i11 out raiding. 
The statistics for thc~e guards may be 
taken from those m the !lectlon. ·'The 
Juggernaut & Crew:· 

-The bemg originally buried in the 
t-Omh might now be undead and might 
take a dislike t-0 anyone, gobhn or hu · 
man, whom it finds d1smanthng its 
.. home." This being might still be en­
tombed but slowly bl-coming more ac­
tive, preparinK a11 attack on the 
intruders. 

JUGGERNAUT 

Captured goblt.ns are fiercl'ly loyal to 
Konkar if he has not yet bct>n slain. The 
goblins refuse to talk except t(I unc1•as· 
mgly curse therr capmr8 and threaten 
them with hideous deaths at the 
"hands" \or feet) of the "demon,'' ahout 
which they say nothing els"'. The use of 
ESP or c:hurm person ::.pells :;hould 
produce i;ome accurate but confu-.mg 
inlormat1on for the PCs lthc ~ohlans 
beheve that the mastodon really is t1 

dumon, and battle memoriei; tend tn he 
i,rreatly exaggerated). Romember that 
goblins are cowardly, treacherous, 
crude, and somewhat slupid. 

It should become obv1oua that, given 
the lack "r females and young in th1• 
lau· and glven its spartan t•and1l11mi;1 

tbt! l!Oblin,, must have conu.~ liom 3 

lnrger lair elsewhere. n-acktnJ: down 
thill home lair would be a tricky opera 
tum given its distance fa mmamurn of 
15·20 miles iJ:> suggested I Th«! 0~1 can 
thus connect this encounter lo any gob· 
lin or human01d stronghold, :1uch a. ... 
"Tallow's Deep," from Dl'NGr'ON 
iiu1ue ns. 

Any goblins who escape the PG will 
tlee the area. heading back fo1 th . home 
lair (although they will make sonrn 
... ffort to ~ut tbe PCs briefh nlt.:r a 
battle to get a betta idea of w hu t h1:1r 
enemie:. are). The goblini:: wtll mt'orm 
the home lair'i; chief of the cx.1~tenn• ol 
Konk.ar's device 1 which they. of course. 
had planned to bring to the chwf & a 
gill ult along). It is then t1 Ct!l'taint.~ thttt 
a major raiding party (if not an m·my> Clf 
,;nblins and humanoids will swiflly £!t 
out to recapture the marble ma.~t(Jdnn 
Word of the device will sprMd hke w1hl · 
fire among other humanoid &nd mon 
stt!r tribes in the region and, e,;cntuully 
amon1e human and demihurnan thieves 
and trrasure hunten:;-atl Y.1th pred1ctn 
blt: result~ 0 

The Oops File 
'l'he mop of' lhe Hellfirt: Club on pn e 
19 of 1s~ue 125 wa~ prmu rl wtth nn 
error. On I he Frrst Fl<m 1J1c d111g11 
nnlly :ihadt.'d area that 15 over the 
K1tchtr1 should be lnO'\cd .., thal Lit<' 
n~ht edge or the :::haded .m·.1 tuuclws 
the we~t v. all of the K1tchr-n. Th as 
11haderi ar •a denotes the sectintl iloor 
uv111·hang above the 1:a::.t side of the 
'Bnllronm. 
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BRIDE FOR 
AFOX 
BY CRAIG BARRETT 

This web of deceit snares 
victim, hero, and villain 
alike. 

Artwork by Jim Holloway 

40 Issue No. 27 

Craig sentk the {oli-Owtng adl:u:a for 
readers u·ho u·ould like In ~ell adven· 
lllrt'S or art1ck>~ to DU:VGEO.\ Acf1 cn­
tures or DRAGO,\"' Mae,azzne: "Write 
u hot yrw would likt! tn read. Writ•• u 1th 
tl11s m mind: If you hud ntJt l<'riflcn lhl· 
urt1cfe or module, would 11 he u•nrth th1• 
cost of an 1i;sue for you tu r11ud thi.s p1rr1•? 
If.you regularly read and en1o_v thes~ 
magazines. you knou the kmd of mutt­
nal they pr mt. if you have a11v talent nt 
all, and if you write with th ts rn mind, I 
bclzeue you will sell. Be warne<l. Jww· 
ruer. that a painful level of se//:hone.~ty 18 
reqmred." 

"Bride for a Fox" is an AD&D' Oncn· 
tal adventure for 4-6 player character~ 
of levels 4-8 (about 30 total levels I Ont 
of these characters should be a ~bu 
kel\ja; at least one should be a samurai 
of 5th level or higher, thus immune to 
fear. All should be capable ofrid1n~. 
Vital equipment should mclude ul least 
two flasks of sake and one magical rin~ 
coi any kind). The PCs should aL<IO have 
weapons to defend themseh'es again~ 
airborne attackers. and should have at 
lea<:t one +3 magical weapon IL will be 
convenient if the party include!> enough 
henchmen or followers to bring the 
group's total up to eight members 

This adventure takes place in the T'u 
Lung province of Ausa, begmrung m lhC' 
city of Chunming in the Shin DistricL, 
buL can be easily set many similarly 
placed city in any civilized nation of 
Kara!J.'ur. The Kara· Tur: The Ea.qtern 
Realms boxed set is useful but. not nec­
essary for play. 

For the Dungeon Master 

Five years ago, the merchant Mah 
Thhwa made a bargain with the hu 
hsien 0-me-sa (whose current lair wa.e 
not far from Jengse village, northwe!'l 
of Chunming1; If the hu hsien helped 
Thhwa·~ busmess to pro:.per, the mer· 
chant would gwe his daughter to I he hu 
bs1en when Ebe '9>8'. 15 vears old. Al· 
though 0-me-sa was one of thn:,;e rare 
hu bsien wbo:;e second form i-. that of 
an attractive teenage boy rather than a 
maiden, Thhwa had lhe distinct unpres· 
s1on that be wanted the girl for some 
thing other than the obvious reasons. 
This didn't deter Tubwa from making 
the bargain. 

Over the years, Mah Tebwa's bustness 
prospered ireatly due to 0-me-ea's re­
ward spells. Wbenliis daughter, Ma h 



Su-Liang, approached her 15th birthday, 
a message arrived from 0-me·sa with 
instructions to have the girl ready t.o 
depart at dawn on the fateful day. 

The timing could not have been worse 
ror Mah Tehwa. The elderly Prince Wan 
had seen the girl and become attracted 
to her. By adroit maneuver. Tehwa bad 
arranged for Su-liang to be married to 
Prince Wan, giving 'Thhwa much honor 
through a connection many steps above 
his own station. Prince Wan was also in 
a position to arrange for Tehwa to re­
ceive highly valuable trade concessions. 
If Su.Jiang were surrendered to 0 -me­
sa, these important plans would be 
ruined. Not only that, Tehwa would 
have t.o eX,pla.in the girl's disappear· 
ance-and Imperial law imposed a pen­
alty of death by torture for bargains 
such as Tehwa had made. 

But Tehwa had already decided to 
cheat the hu hsien. Three months before 
Su-liang's 15th birthday, he visited a 
center of the local slave trade. There he 
found and purchased a slave girl named 
Ku.i-lo, of approximately Su·liang's age 
and appearance. Since then, Kui-lo has 
been his daughter's companion and 
maid-and, much to 'Thhwa's delight, 
the two girls have become close friends. 

The morning after 0-me-sa's message 
arrived, at the start of Su-liang's 
birthweek, Tuhwa brought Kui-lo to his 
private study and told her a long and 
involved story-utterly false-about how 
an ancient secret of family shame had 
fallen into the hands of a bu hsien. In 
order to preserve his family's honor, 
Tehwa would have to turn Su-liang over 
to the hu hsien. But, he said, Kui-lo had 
it in her power to save her new fnend, if 
she would take her place. The young, 
impressionable slave had no will to fight 
Thhwa's persuasiveness and agreed to 
impersonate Su-liang when 0-me-sa's 
emissary came to collect the girl 

So far as Tehwa was concerned, his 
plan was working perfectly, for he had 
little fear that the bu hsien would con­
cern himself with news of princely wed· 
dings. Once Su-liang's birtbweek ended, 
she could wed Prince Wan. However, 
unknown to him, Su-liang had adopted 
a balcony beneath the roof as her pri· 
vate mediation place. By a trick of 
ac.oustics she beard the entire interview 
with Kui-lo. Believing 'Thhwa's story to 
be true, Su-liang determined that if 
anyone must be sacrificed for the sake 
ur the family's honor, it must, be her, not 
Kui-lo 

Thus, at dawn on her birthday, it was 
Su-liang (suitably attired as if to be a 
bride, but masked to hide her identity) 
who rose first and presented herself to 
0 -me.sa 's emissary. 

Shortly aft.er Su-liang le~ her father's 
house. Kui-lo (whom Su-liang had ar­
ranged to be delayed by other servants) 
presented herself to Thhwa's servants, 
and Tubwa quickly learned of the mis­
take. He immediately made plans to 
take Kui-lo after the emissary and ex· 
change the two girls, explaining that a 
mistake had been made. Tehwa knew 
all this girl-switching might look like 
some kind of treachery to 0 -me-sa, but 
what choice did he have? If Su-liang 
inexplicably disappeared, the Prince 
would institute inquiries, and if that 
brought out the truth ofThhwa's bar· 
gain, the merchant could qwte literally 
end up as dog meat. He had to recover 
Su-liang at. all costs! 

Tuhwa sent for ltis steward, Meng, and 
ordered Meng to go into the city and 
hire a half-dozen adventurers to serve 
as bodyguards for a short period of time. 
He intended to recover Su-liang, "ifl 
have to go all the way to Jengse:' Meng 
was to follow on his heels with the ad· 
venturers. Tebwa·s orders weren't clear, 
though, and Meng was left believing 
that Tuhwa would wait for him before 
leaving-and that it was Kui-lo who'd 
been stolen. 

For the Player Characters 

The DM should read or paraphrase the 
following to I.he players: 

Last night you took rooms in the Inn 
of a Thousand Swords. Being early 
risers, as befits adventurers, at dawn 
this morning you're in the wn's com­
mon room. Suddenly. without cere­
mony. a thin man in an expensive 
robe enters. He looks around as if to 
pry the secrets out of every corner. 
When be t1ees no one else adventur­
ous looking in the inn, he comes 
immediately to your table and sayf 
to you: 

"Gentlemen, urc you available for 
employment? r have a contract to 
offer, 10 tael to each of you for two 
days' $ervice.'' 

If the PCs expre~:1 &nterest, the man 
continues: 
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"Before dawn this morning, a slave 
girl was stolen from my master, the 
merchant Mah Tehwa. He desires 
that the girl be returned to him tm · 
mediately. The contract f offer 1s to 
recover t.hls girl at all costs. before 
her abductors reach therr destine 
t1on, which is less t.han a day's JOur 
ney from here. If you bring her back 
Lo my master's house by dusk tomor· 
row, you will each earn 10 tael and 
perhaps a bonus. Are you wilhnl!{ t.o 
undertake this contract?" 

The House of Mah 

ll'the PCs ask any questions aboul the 
contract Csuch as why the girl is fiO im· 
portant, or why Mah Tehwa doesn't 
report the theft to the city magistrates>. 
the man tells them: 

" My master will answer all questfons. 
If you a.re not satisfied, you will be free 
to refuse the contract." 
If the PCs want to get their mount11 

from the inn's stables before leaving, 
tbe man says: 

''Please do not trouble yourselves. My 
ma.st.er desires to see you al one•· If you 
accept the contract, fresh mounts will 
be provided.'' If the PCs do not i1gree to 
this, he tells them: "Very well. l regret 
that you do not wish to accept this con· 
tract,'' and leaves immed.&att·ly unles..« 
the PCs reconsider quickly. 
If the PCs accept the contract, t.he 

tlun man tells them: 

" My name is Meng. Please come 
with me now.' 

Meng guides you through the dty 
directly t-0 ~fah Tuhwa s bowie near 
the southwestern city gate. Thi.11 
early in the day, no one bot hcri; you 
or even pays you much attention 
The Mah house is larg~ but modc~t 
looking from the outside. A clean 
shaven deferential servant opens the 
front door. As Meng stalks pasL the 
$ervant, leading you into the wide 
entrance hall of the house, your 
guide says: 

'lnform the master that. I have 
returned with the bodyguard:l hl· 
requires" 

The servant. with a servile bow 
replies, "Meng-sama, the m8llter hru< 
already left..'· 

Meng stops abruptly, and 1l 0ei ubvi 
ou.s that he's surprised and upset by 
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this announcement. His voice is 
harsh as he interrogates the servant 
in front of you. 

'Left? When? With whom? 
Answer!" 

The servant is cringing now. ''An 
hour ago, sir. Two personal servants 
accompanied him, an.cl four ware­
house guru·ds, and a woman of the 
household-Kw-lo. l think." 

Meng's agitation visibly increases, 
and he makes no effort to hide it 
from you. 

"Impossible!" he says ... Kui-lo was 
stolen last night. It mu.st have been 
someone else. Who?" 

The servant, very low, whispers, 
"Su·liang?" 

Meng's eyes narrow. You hear him 
say, very softly, "Not .. _ possible!' 
Meng turns to you and says, "The 
master has decided t.o precede us. I 
must therefore offer you my master's 
cunt..ract on my own authority. Will 

, you accept the contract?" 

lf tbe PCs question him. Meng will be 
very guarded in his answers. They will 
get a stock answer if they ask the fol­
lowing questions: Why is thlB slave girl 
so important? Who took her? Where is 
she being taken (and how do you know)? 
Why aren't the authorities involved? 

Meng's answer: "That is the affair of 
my master, Mab 'lebwa. You must ask 
him. The best tlung is to mount and 
follow my master at once." 

If the PCs ask how much opposition 
they'll have to face, Meng replies: 

"Whatever lies oetween us and per­
haps the village of Jengse, to the north­
west. Now tell me: Will you accept the 
contract, or musl l look elsewhere?'' 

If the PCs bargain, Meng will increase 
the pay offered them in increments of 
two tael per PC to a maximum of 20 
tael per PC (and a promise they can 
keep any loot taken during the adven­
ture). AL that point, Meng loses his 
patience and says; 

'''Tull me at once! Do you accept the 
contract or not?" 

If the PCs refuse Meng's final offer, be 
dismisses I.hem. if the adventurers 
attempt to watch the house or follow 
Meng when he leaves, they will fail­
the house is extensive, and Meng will 
leave by a hidden door to c-0nsult with 
bis true master aft.er the PCs are dis­
missed. In this case, the adventu1·e 
should end at this point. 
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If the PCs agree to Meng's contra.ct 
terms: 

Meng commands the servant to run 
to the st.ables and see that the horses 
are saddled and ready. He leads you 
through the house by silent corridors 
where the doors are all closed, until 
you come to a makeshift arsenal. On 
racks against the walls are a dozen 
javelins, (our naginatas, one heavy 
and two light crossbows, an open 
chest of qualTels for the crossbows, 
two daikyus. five quivers containing 
normal arrows, and SlX throwing 
axes. There are also a dozen closed 
but unlatched flat boxes. Meng tells 
you: 

"This is the arsenal of my master's 
guardsmen. P lease examine the 
weapons and select any you believe 
you will need. I will return in a 
moment:' 

If the PCs examine the weapons. they 
find that they are of good quality but 
unexceptional; none are magical. The 
open chesl contains 50 crossbow quar­
rels. Each quiver contains 20 arrows. 
Four of the closed boxes contain 10 
arrows each, each box with one kind of 
arrows: armor piercing, frog crotch, 
humming bulb, and leaf head. The fifth 
box contains a dozen shurikens. The 
sixth contains four uchi-ne (small jave· 
lins). The sevenlh contains 20 tetsu· 
bi.shi (caltrops) and a mesh sack for 
carrying them. The eighth box contafos 
three parangs. The remaining four 
boxes are empty, but indentations in 
their felt linings show they once con­
tained kstanas. 

Examining and selecting weapons 
should take a little time. When the PCs 
are finisbed-<>r immediately if any PC 
should discourteously decide to explore 
some oftbe house~Meng returns, 
dressed in expensive riding leathers. 

Meng asks if the PCs are ready to go 
When t hey are: 

Meng leads you through other silent 
corridors and out int.a a dusty stable 
yard. Here the grooms have horses 
saddled and ready, ooe for each of 
you. The horses a re good but unre­
markable, with nothing to choose 
between them. Meng mounts his own 
horse and. as soon as you are 
mounted. lea.dB you ou t. by the stable 
yard gate 

- - -- -

It is still early in the day, and no one 
pays any attentiol\ to you as you ride 
through the streets to the southwest· 
ern gate. The gate has Just o~ned to 
admit local tradesfolk from the 
nearby farms. The gate guru·ds sim­
ply watch as you ride Lbrough 

Meng is a tnutor, a spy planted in 
Tebwa's household by Yu Po a rival 
merchant. prince. When Tehwa sent 
Meng mto the city aft.er adventurers, 
the steward immediately went to Yu Po 
and told him as much of the stut-y as he 
knew. Meng does not know about 
Tehwa's bargain with 0-me-sa, bul he 
does tell Yu Po that Tehwa mentioned 
the village of Jengse. Yu Po is delighted 
to learn I.bat Tuhwn is exposmg himself 
with only a few guards. He dispatche.s 
Meng wit.h orders to do as Tuhwa in· 
struoted: to find adventurers in the city, 
hire them, and join 'Lehwa-but do 
everything possible to delay Tuhwa. In 
Lhe meantime, Yu Po will assemble a 
band of assassins to follow and destroy 
Tehwa. lfthe PCs accept Meng·~ con­
tract, the DM should keep in mind th.at 
these assassins are following the party. 

Meng thu.mant. AL N; AC 10; MV 12; 
Bus 3; hp 25; IAT l; Dmg by weapon 
type; SA ki power ( +2 level~) 1.ince per 
day for one turn; S 10, D 11, C 9, I 15, 
W 9, Oh 10; ML 13; XP 270; proficien­
cies: weaponsm1th, armorer, bowyer, 
stewardship. He now wears expensive 
riding leathers wiLh no armor value. He 
carries a dagger in a belt sheath, an­
other in his right boot, and a stiletto in 
a sheath on his lef\ forearm <hidden by 
the sleeve ofhia silk shirt). On the sad­
dle of his horse is a case containing a 
short horseman's bow and a quiver of 20 
normal arrows. In his purse he carries 
1,000 ch'ao and 150 tael. 

Horses, medium: Int animal, AL N; 
AC 7; MV IB; HD 2 +2, THACO 19; IM 
3: Dmg 1-611-6/1-3: SZ L; ML 5; MC. 
Each horse has a standard riding saddle 
(and blanket), hit. bridle, and small sad­
dle bags. but no barding Ontt hon:ie is 
provided for Meng and one for eaeb PC. 

Out of the City 

Meng leads you a short distance 
along the high road southwest to­
ward Ka Han and Chempka. He then 
turns and circles north to intercept 



the track that leads northwest from 
the city toward a branch of the 
E'sang Yi hills that reaches out in 
Lhe direction of the coast, north of 
Chun ming. This is clear country, 
much of it farmland, with no mili­
tary patrols to be seen. Meng leads 
you at a rapid pace. 

Meng wants to join up with Tehwa as 
quickly as possible, in order to find 
ways to delay Tuhwa for Yu Po's assas 
sins. He won't, however, push the horses 
hard enough to ruin them. At optimum 
speed, it will take the PCs approxi­
mately half a day to reach the edge of 
Lhe E 'sang Yi hills (19 or 20 miles). If 
the PCf! try to push harder than this, 
t,here is a chance that a horse will give 
oul or come up lame (see the AD&D 2nd 
Edition Dungeon Master's Guide, page 
123). 
If the PCs require remounts, they can 

purchase them at certain villages along 
the way, Meng will stand the cosl out of 
the cash he's carrying, but bargaining 
will t.ake ld6 +4 turns-a serious delay. 
All villages are small farming com­
munities. The Lracks connecting them 

are merely traveled paths across the 
countryside. Only Kangsun and 
Tsengdo are large enough to have rid­
ing horses for sale.if the PCs ask about 
Tuhwa's party, the villagers have no 
information but advise against going 
into the hills. Strange flying creatures 
have been seen there recently. 

I. Ambush in the E'sang Yi Hills. 
When the PCs enter the bills, their pace 
will be reduced !see the DMG, page 125, 
values for rolling hillsJ 

After leaving the agricult.ural plain 
northwest ofChunming, you enter a 
wide pass lhat leads directly into the 
E'sang Yj hills. Two miles into that 
pass you come upon a fork in the 
trail, with one branch leading due 
north and the other leading south­
west. Beside the fork you find a 
wounded warrior lymg propped 
against a small bouJder, a short bow 
in one hand and arrows lined up on 
the ground close by, ready for use. 
Not far from hlm you can see the 
corpses of several kenlru. Three have 
been killed by arrows and naginatas, 
while four others appeat· to have 
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been fe lled by powerfuJ lightning 
strikes 

Meng dismounts beside thC' 
wounded man and addresses hJm by 
name, speaking loudly enough fo1 
you to heat': 

"Akemul What happened here?" 
Akemu bows hls head but is too 

badly inJu.red to try to rise. Hts 
wounds appear freshly bandaged 
though without much skill, as 
though he d done it bimselt 

"Meng-san;· he says, and gestures 
at tbe kenku corpses. "Tht:?se crl'a 
lures ambushed us without. warnmg 
We killed some, and t.he at.hers !led 
when the master threw lightrung al 
them from his ring:· 

Meng turns t.o you. "This man is 
one of Mah Tebwa's guards. He can 
give us more information Akemul 
Why did lhe master leave without 
waiting for me to return?•· 

"1 don't know. Meng·san." Akemu 
says. Though weariness masks much 
of his emotions, you can see from bis 
expression that he has little n:specl 
for Meng. "The master commanded 
me, with three other guardsmt-n, two 

DUNGEON 43 

I 



BRIDE FOR A FOX 

servants, and Kui-lo, to accompany 
hitn in pursw.t of I.he stolen slave 
girl, He look no more guardi; from 
the warehouses for fear of thievu11' 

"Kui Ir>!" Meng exclaims. "Aru you 
rertaw?' 

" Yes. Meng.san." 
" But Kui-lo ts the stolen slave 

gll'I;' Meng conects hjrn, 
" No, Meng-san," Akemu tells hun 

"I don't know who was stolen." 
Meng thinks about that for a mm 

ute, obviously very troubled, before 
telling Akemu, ''Go on " 

Akemu continues: "We made good 
time until we came here As I said. 
the flymg cl'eatures attacked without 
warrung. Only the master's magical 
ring drove the creatures off. or we 
might all be dead. I was too badly 
wounded to contmue, so the master 
left me here and continued on. say­
in~ he would come back this way." 
Akemu gives the distinct impres1-1io11 
that. he's glad he didn't have Lo go 
any farther, and he doesn't trust 
Tehwa to come back for him. 

"Which way did the master go?" 
Meng demandi:i. 

Akemu points southwest and Meng 
nods, as though tlus merely confirms 
what he already suspected 

"And lhe ambushers?" 
'They t1ew in that-" Akemu 

starts to point d11e west, then stops 
abruptly, "They are backl" he ex 
claims. 

To the west. already close and 
skimming just over the hills, a num 
her of kenku can be seen approach 
ing in a wide arc. 

O·me-sa, who does not trui>t Mah 
Tuhwa, set this band of kenku to watch 
the I rack from Chururung, with urdc•rs 
to attack anyone who appears to be 
chasing Su-liang. After altw:king 
Tuhwa's party, they have been rein· 
forced and are on watch again When 
the kenku saw Meng talking with the 
wounded Akemu. they assumed that 
Meng'a party is also chasing Su-hang 
The kenku attack immediately and will 
do all they can to turn the PCs back, 
but wtll retreat after taking 25% 
casualties. 

Hereafler. at any given time, ihe PCs 
may notice that they're being followed 
by flying kenku. who maintain a dis· 
crete distance but persist in keeping 
them in sight and are a constant threat. 
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If it appear» thnL the PCs need stronger 
opposition. the ke11ku can be used to 
attack the PCs al any stage of the ad­
venture 

Akemu <human1: AL N, AC 7: MV 12: 
Busl; hp l <71: NAT 1: Dmg by weapon 
type; SA k1 power I + 2 leveli>I once per 
dav for one turn lused): S 12, D 15, C 12, 
I io, W 15, Ch 11; ML 11, prallcienc1es: 
naginata. weapon1-1mith, armorer. bow­
yer. Akemu's nab'lnata 1s broken. but he 
retains his bow 112 normal arrowsl and 
katana~ he wca111 leather armor. 

Kenku 13d4 +6): Jnt avg.; AL N; AC 5: 
MV 6. fly 18 ID): HD 3: KKf 3or1; Dmg 
1-4/1-4/1-6 tcluw~ and bite I or by weapon 
type: SA mog1c m1ss1l<> !3rd level> once 
per day; SD .>ihap•' <'11u11ge; MR 30'1; SZ 
M; ML 13, XP 650; FF/56. These bipedal 
humanoid birds arc all 4th-level thieve:. 
and expert fighters armed with quarter­
staves and kat.anBs They can shape 
change once every 30 days (with a maxi­
mum of seven daya spent in the new 
shape) and have u 509'" chance of pass· 
ing for human (Wt th a 5% chance of 
successfully impen1onating Meng. 
Akemu, or any PCl. They do not speak. 
but communicate telepathically among 
themselves They will uot attack any­
one who's not following Su-liang 
tAkemu, for examplu. ii; safe once he'i; 
left behind I The kenku do not carry any 
treasure. 

2. The R uined 'I'emple. After leaving 
the site of the ambush, if the PCs go in 
the direction Akemu in<licatea, they 
reach a ruined temple after I.raveling 
folll' miles down the road 

The southwest trail leads you 
through the hills. but the rugged 
path winds so that at no point can 
you see more than half a mile ahead. 
After about three miles, vou come u1 
the northeastern lip of a ·small valley. 
a kind of cup in the hills. 

Below you is a ruined temple. It 
appears to have once been set 
against cliff's to the west, but at some 
point in the past I.hose cliffs fell, 
burying much of the monastery and 
reducing other parts to rubble. You 
can see activity around the remain­
ing portions of the temple. It soon 
becomes clear lhal half a dozen hill 
giants are hunt ing for something 
among the ruins. 

West of the temple. the debris of 
tbe fall&n cliffs will make any ap­
proach to tbe temple difficult and 

time consuming. On the north. th1• 
wrrain favor:;, a stealthy appt•ouch. !' 

I"rom your present position , vau can 
11ee a rout.e by which you can quickly 
rtiach the north gate without being 
observed. On the east and south tht! 
terrain as more open. and ru\.) ap­
proach has a chance of being detl'Cted 
by oue of the giants before ,you t·each 
the temple. 

U' the PCs decide nol w cu·rle around 
lhe Lemple and not interfere. they will 
lose Tehwa's trail and not be able to und 
it 1:1guin. Tehwa has belln pinned down 
in the ruLJlS by the hill giant~. The 
m1Jrchant and his party would have 
skirted the temple, turning uorth\\'e'll 
at this point, but they were friichtened 
mto the temple ruins hy the sudden 
attack of the giants 

If the PCs decide to avoid the giants. 
M~ng should advise lhem to find out 
what the giants ai·e bunting among the 
ruins, for he suspects 1t might be ooe of 
'lehwa's people. Since htt il> in effect 
their employer until they flnd Tuhwa, 
the PCs ought to agree. If the PCi; over· 
rule him. the OM should let them wan· 
der indefinitely among the hills. 
wil.hout encounters, until they tire and 
return to Chunming. A -2 honor pen· 
alty is imposed for the unproper 11.(ICuu 
behavior of disobedience 

ff t.ht:: PCs return lo the tern pie after 
thl11, the DM must decidtJ if they can 
l:ltill rescue 'lehwa. Under no circum­
stances s.bould t.hl" PCs be ~!lowed to 
find O·me-sa or Su-liang without first 
llnding Tuhwa, if they do get to .Jengse 
village without first fmding Tubwo it 
will be only after 0-me·sa has already 
accomplished his purpoi:.e and Su-llang 
1a dead. 
If the PCs decide to investigat1: th1• 

ruined temple, they may make their 
final approach from any direction I.bey 
choose From the north or west, the PC11 
can reach the t.emple without being 
ohi;erved by the giants, but any ap· 
proach from the east or south has 11 25% 
or 15% chance <respect.ively1 of being 
deLectcd hy one of Lhe !.'lants ht:fol'l' the 
PCs reach the temple. 

When I.he PCs reach the temple, the 
giants and Tehwa's people are al t he 
locations indicated by the circled ll"tters 
shown on the Area 2 map. On the east 
side of the temple, near the northern · 
most gate on that side, the two S's a.nd 
the H indicate where two ofThhwa'& 
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servants and one horse were ki11ed by 
the giants. Two ofTehwa's guardsmen 
(indicated by circled B's, for bushil have 
taken refuge in one of the monks' cells, 
where the giants haven't yet mvest1 
gated because of the cramped space. 
Two terrified horses are trapped m one 
of the larger rooms. where a giant 
herded them and is keeping them con· 
tained (fresh meat!) until Tehwa 's peo­
ple are hunted down. 

The 1·est or the giants (indicated by 
circled G's) have spread out through I.he 
I emple in search of Thhwa 's people. 
'Tubwa himself(circled T) is in the west­
ernmost of the larger rooms, where a 
fallen roof !f1Ves him a chance to sci·am· 
ble up and out over the debris should 
the giants locate him. Ku1-lo tcircled K1 
is trapped in the remaining central 
tower, unable to move because uf the 
giant near thJ.? tower twho has not yet 
located her). The last guard Cbus.hil ts m 
the ruins oft.be main temple hall, 
where lwo giants are playing cat-and­
mouse wilh him before closing in for 
the kill 

Al I the rooms in the monasterv are 
empty offurnislnngs, having be~n sys­
tematically st1ipped at lhe time lbe 
cliffs fell and m subsequent decades. 
The monks' cells are reasonably intact 
except where the falling cliffs crushed 
lhe westei'll.lllost of them and brought 
the roof down on that side. The larger 
rooms just south of the monks' cells are 
also largely intact. The inner temple 
hall and the main temple hall are in 
complete ruin, with only ti·agmenb r>f 
their outer walls still standing but 
plenty of debris in the1r interiors. Ku1 
Io's tower is reasonabl.Y intad, with a 
central crrcular stair leading up five 
stories to a fiat, walled-in roof•where 
she is now cowering in fear• Each story 
consists of a single open room that occu­
pies the entire noor. The other two 
structures indicated on the easl side of 
lhe temple map have been entirely 
gutted by fires many years m I.he past 
The remaining walls of the temple are 
intact as indicated. 

If the PCs can rescue 'IPhwn, he will 
be h'l'catly pleased-but only if Kut ·lo is 
also rescued alive and unharmed. In 
that case, he congratulatts Mi::ng for hi& 
good work and offers a substantial re­
ward to the PCs Ctwice whatever Meng 
ha1-1 agreed to pay them), payable v. hen 
they all return to Chunming. 'Thhwa i:; 
frantic to continue the pun;,uil of Su­
liang at Lhe fast.est possible pace 

IT Kw-lo dies or is badly injured, 
Tehwa will be furu1us but will want to 
continue the pursml o.nyway; no extra 
pay will be ufrere<l. lf Kui-lo is alive but 
inJured, Tehwa will wunl tu take her 
along if she can be moved at all. 

Hill giants <6): Int 6; AL CE; AC 5; 
MV 12; HD 12•1·2: i~f l; Omg 1-6 or 
by weapon typ>~ \2·12 + 7 for oversized 
clubs); SA hurl roc.~k:! for 2-16 hp dam­
age; SD aoa; ch.anl-e to catch thrown 
rocks: SZ H; ML 1:;, XP 3,000; MC 

The giants du thdr bt;;t. to kill every­
one they find in lh1• temple. Jfthe gi­

ants :>uffer 50"'f c1u;ualtiei;, they try to 
escape unle~s linul victory appears 
close They carry nu treusure. 

Mah Tehwa rhunian1: AL LE; AC 3: 
MV 12; Bus 6; hp 18; #NJ' l; Dmg by 
weapon Lype; SA kl power I +2 levelsl 
once per day for qne turu; S 9, D 15, C 
12, l 17 I \\' 10, Ch 15; ML 13; XP 650; 
proficienoe~ wt:aporunnith, armorer 
bowyer. horseman~hip, etJquette, for­
gery, wakizashi. 

Thbwa has two magical items with 
him: bracerli nf drfm.~t· AC 5 fobta,ined 
from his foreign mnchant contacts; his 
dexterity and bushi skills lower this to 
AC 3) and a flflJ! uf liµhtnin.g las a wand 
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uf lif:fHnin.g. lightning boll'' ~m.'l't).. He 
doesn't know how many Lightnu1g 
charges ar~ lert in the rmg !the.-c- arf? 12 
now, and it can be 1·echarged1, and he 
intends lo conserve the ring ll:> much as 
he can. He won't use 1t aga1mil tlw 
giants unless he or Kui lo is in mortul 
danger. The OM should prc~el'Vt' l•11oush 
charges for Tehwa to bt! a senouli I hreat 
t-0 the PCs if he's still ali"c and free .lt 
the end of the advennrre. Ht: Cilrr1e~ u 
we.luza.shi (a weapon of quality, +-I to 
hit, nonmagical I and a normal dagt,(1•r, 
ht: also carries 1.50-0 ch'oo and 250 t.rwl 

Kul Lo thumanl: AL LG; AC 10. MV 
12; O·level; hp 3; llJ l. Dmg by weupon 
type; S LO, D 15 C 16, l 13, W 12, Gh 
16; ML 9. She has two gold rin~s worth 
50 and 75 lael, pearl earrinf!t> worr h 100 
tael ea.ch, and r.vo bracelel.:i \vorth I 0 
tael ear.h, all supplied by Tehwu. Sim 
carries a stiletto in a :;;m:1ll ;h •alb in· 

31d~ her left .slr,e.'\·e 1md I~ drnisst>d sin11 
larly lo Su.tum~. ~he '.'\·ill :not talk to 
the PCs any more than she c,.n hdp. 
and will nol betray an~ ufSu-liang'~ or 
l\1ah 'I'ehwa's secrets. 

Guards 131: AL \f; AC 7: MV 12: Butci 
1. hp 7 ~ach. #PJ 1; Dmg hy wwipon 
t.ype; statislic::i a!! for Akemu. ML 12. 
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proficiencies; naginata, weaponsmilh, 
armorer, bowyer. These guards are 
armed with katanas, naginatas, und 
bows (2·20 anows remaining each I; each 
wears leather armor. 

Horses, medium: Int animal, AL N; 
AC 7; MV 18; HD 2+2; THACO 19; KAT 
3; Dmg 1-611·611-3; SZ L: ML 6; MC 

1'he DM should decide whether the 
PC~ can get the two horses the giants 
have penned inside the temple. If so, 
l.bese horses will be badly frightened 
and will need gentle handling before 
anyone can mount them. In addition to 
these two horses and the dead horse, 
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Tehwa's original party had five more 
horses. If tile DM feels the party needs 
additional mounts, he may rule that 
lhese horses were freed but stayed near 
the temple when 'lehwa's party was 
attacked by the giants. Even if the OM 
allows the PCs to discover one or more 
of the loose horae::s they will not be easy 
LO capture. 

lfthe numMr of horses is inadequate 
LO mount the entire party, the PCs will 
have to make I.be best a rrangements 
they can for contrnuing the pursuit. 
Any horses that are ridden by two pea+ 
ple at once suffer the same effects as if 

they were ridden at twice- the normal 
movement rate while ridden in this 
ma11ner {see the DMG. page 1231. 

3. The Bridge. If the PCs foil to res 
cue Tubwa, treat this encounter as tf 
they had refused to mvestlgate the 
n11ned temple. lf'Tubwa is dead, Meng 
will comuder bis orders from Yu Po t.o be 
fulfilled and will wallt to return to 
Chunming. lfKui·lo survivei>, she is 
unlikely to speak in the presence of any 
strange men, and in any case know13 
nothing about where Su-liaog is being 
taken. Without Tehwa, any further 
pw·suit. is hopeless. (Meng, if coerced, 
could lead the PCs to Jengse village, 
bul not to where Su-liang 1s really being 
taken.l 

Iftbe PCs rescue Tehwa, be leads the 
party northwest from the ruined temple 
toward Jengse village !Tehwa has Ileen 
t.his way before, and so is very certain of 
where Su·liang is being taken I. If Meng 
is st.ill alive. he attempts to delay the 
party at every opportunity. The DM 
should play Meng's part to the lult and 
give him every reasonable opportunity 
to delay the party. For example, before 
leaving the temple, he advises Tehwu to 
let the party rest for a couple of hours. 
If he can, he interferes with any elforl 
LO recapture Thhwa's surviving hCJrses. 

When the PCs reach the " Jeng11e" hex 
on the Shin District map, go Lo thl· 
Jengse Valley Map. The party enters 
this rnap from the southeast cornal'. 

A little over 21h miles not·thwesl ot' 
~he ruined temple, you pass between 
two hills and fmd your way blocked 
by a deep gorge spanned by a narrow 
suspension bridge. The bndge is un· 
suitable for horses. and it will ht! 
impossible to get them across at this 
pomt. Tubwa dismounts and com· 
mands: 

"We will proceed on foot. from he1·e. 
Get your gear ready, One or you !ind 
n place to tether the horses We will 
be coming back this way" 

While the rest of you do the work 
Meng stands with his fists on hi!i 
hips, studying the country on lhf' 
other side of the gorge. When you are 
ready to cross, he says· 

"I've been this way before. We may 
have trouble crossing. One of you 
stand ready on this side with yow· 
bow to cover us." 

Tuhwa draws his wa.luza.sb.i . 



lf there are enough survivors in the 
party, Tehwa may order two archers to 
cover the crossing. If possible, he will 
order one of his guards or a PC to pre­
cede him across the bridge. 

The moment the first person reaches 
the north side of the bridge, the group is 
attacked by keches who are biding in 
the trees and among the bushes on the 
north side of the gorge. The keches have 
deliberately waited until the party is as 
vulnerable as possible before showing 
themselves. The keches have been sent 
to guard the bridge by 0-me-sa (who has 
enlisted them with bribes and cowed 
them with threats), and it won't occur to 
them to cross the gorge to get at the 
PCs, or to destroy the bridge. lfthe PCs 
can kill 50% of the keches, the remain­
der withdraw and let them pass. 

Meng, however, will attempt to cut 
the bridge in order to trap the party 
against the gorge when Yu Po's assas­
sins arrive. If challenged, he'll give the 
feeble excuse that he's trying to save 
everyone from the keches. The DM 
should play this as an opportunity for 
the PCs to become suspicious of Meng 
and perhaps even to guess that Meng is 
a traitor. If Meng has already begun to 
" look over his shoulder" (see "The Pur­
suit"), the PCs may even guess that a 
new enemy is coming up behind them. 
However, it's possible that Meng can 
persuade the PCs that he's just inexpe­
rienced in this kind of combat, and the 
episode will pass. If the PCs are alert, 
they can stop him before much damage 
is done. If the bridge is destroyed, the 
sheer sides of the gorge prevent the PCs 
from climbing down one side and up the 
other. 

Approximately 500' southwest of the 
bridge are six great cables that the 
keches have woven from forest vines 
and stretched across the gorge for their 
own use. These are visible if the PCs 
climb the hill south of the bridge. If the 
PCs attempt to cross the gorge on these 
cables, the keches will fight them des­
perately (unless they have already suf­
fered 50% or greater losses) but will not 
attempt to cut the cables (which are 
important to them and were difficult to 
make). 

Getting Kui-lo across the gorge by 
this route presents a problem, though, 
since she's terrified of heights. The PCs 
will have to show some imagination 
here, since Mah Tehwa will not allow 
her to be left behind. One way to get her 
across is to blindfold her, then tie her to 

the back of the strongest man present 
and let him take her across. 

The distance to the bottom of the 
gorge is 601• Anyone falling into the 
gorge suffers 6d6 hp damage from the 
fall (see the DMG, page 72, for further 
details on falling damageJ. The gorge's 
bottom varies from hard rock to soft 
mud in the center (where a small 
stream trickles through), and the pre­
cise damage from a fall is left to the DM 
and should depend on the needs of his 
adventure. If the PCs have a rope, they 
can try to rescue a fallen companion. 
Without a rope, the walls in the imme-
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diate vicinity are unsealable, and the 
fallen PC will have to make his way 
downstream (northeast) until he finds a 
place where he can climb out (OM 
option). 

Keches (15): Int avg; AL NE; AC 4; 
MV 15, 6 climbing: HD 5; llKr 3; Dmg 
2-5/2-5/1-6: SA -5 to opponents' sur­
prise rolls; SD camouflage (reduced 
chances to be tracked, 50% chance lo 
move silentlyJ; SZ M; ML 12; XP 650; 
MC (GREYHAWK® supplement). 
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The P ursuit 
Yu Po's assassins are following the 
PCs as rapidly as they can. Since 
Meng to1d Yu Po that 'Tuhwa's desti· 
nation is the village of Jengse, they 
know where Tuhwa is going, so Meng 
didn't have to leave 8 trail for them 
to follow. However, if the DM wants 
the PCs to guess that trouble?r:i com­
ing from behind, he may have Meng 
start "looking over his .shoulder" in 
anticipation of the assassins' arrival, 
beginning at the 1·uined temple (area 
2). Since it took Yu Po some time to 
assemble his assassins and they were 
late in starting out1 they should not 
catch up to the PCs until after the 
brjdge is reached. Like the kenku,, 
Lh& assassins can be used to apply 
extra pressure on the PCs, at the 
DM's option. One: possibility is to 
delay the arrival of the assassins 
until O·me-sa is caught. After de­
stroying Q.me-s~ the PCs mUBt pro­
tect Tubwa and Su-liang from the 
assassins-and then have to .face 
'Tuhwa himself! Under the right cir­
cw:nstances, this would make a very 
interesting climax.) 

The assassins are a motley group. 
the best that Yu Po could call to­
gether at the splH' of the moment. 
Their instructions are quite simple: 
Kill 'Tuhwa and anyone with him 
(except Meng, of course). 

Assassin captain: AL NE; AC 8; 
MV 12; Bus 3; hp 25; llAT l; Dmg by 
w~pon type; SA 1d power ( + 2 levels) 
once per day for one turn; S 15, D 12, 
C 13, I 14, W 12, Ch 10; ML 14; XP 
175; leather armor, shield; proficien­
cies: naginata, weaponsmith. ar­
morer, bowyer. The assa.ssm captain 
carries a katana, a short bow, 20 
normal arrows, three daggers, twQ 
strings offen(200 total), and a string 
of yuan (75). 

Assassins C8): AL N: AC 7: MV 12; 
Bus 1; hp 4.7 each; /IM 1; Dmg by 
weapon type; statistics as for Akemu; 
ML 13; XP 65; proficiencies: nagi­
nata, weaponsmith, armorer, bowyer. 
Each assassin can·ies a naginata, a 
short bow, 20 arrows, 1-3 daggers, 
and 1-6stringsof100 fen; each wears 
leather armor. 

Horses, medium (9): Int animal; 
AL N; AC 7~ MV 18; IID 2 +2; 
THACO 19; llNr 3; Dmg 1-6/1-6/1-3: 
SZ L; ML 5; MC. 
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4. Spider Webs. 

On the northern side of the gorge, 
the track forks again, one branch 
leading southwest and the other 
north. The hills around you are 
thickly wooded. Stretched between 
the trees, you can see great webs 
such as giant spiders might spin. 

Tuhwa tells you; ''We follow the 
northern track from here. And stay 
out of the lrees!" 

If the PCs walk between the trees, the 
spiders drop on them, attempting lo 
seize the party as prey. As long as the 
PCs are on the track, the spiders won' t 
attempt to attack them until they reach 
the spot marked "4" on the map, where 
webs bracket tbe trail. At this point, 
particularly aggressive spiders may 
attack the party from t.wo or three direc­
tions simultaneously. This decision 
should be based oa the present condi­
tion of the party and the debrree of oppo­
sition they've fac.ed so far. Pru·ticularly 
lucky PCs can expect to be tested at this 
point. If. however, the PCs have been 
bard pressed, the DM may prefer to let 
them pass without a spider attack 

Giant spiders (ld4 +2): Int low; AL 
CE; AC 4; MV 3. web 12; HD 4+4; 
THACO 15; NXf 1; Dmg 1-8; SA bitten 
victims save vs. poison or die; SZ L; ML 
13; XP 650; MC. 

The spiders' lairs are high in the 
trees, and the sticky webs guarding 
them are festooned with the bones of 
the spiders' victi.rus. The treasure to be 
found in the spiders' lairs will vary, of 
coui·se, but m each lair the PCs can 
expect to find 50-100 tael, two or three 
gems (valued at 10 to 100 ch'ien each), 
'.lil art object such as a smaU silk paint;.. 
mg or a brooch (worth 10-100 ch'ien), 
and a single magical item (perhaps a 
dagger + 1, a wakiza.shi + 1, or a ki­
mono of protection + 1-see cloak of 
protection in the DMG, page 164), all 
mixed in with a lot of useless junk. If 
more than one lair is raided, the DM 
should keep in mind that this is a rela­
tively remote rural area, so few of the 
spiders wi II have accumulated a size­
able store of treasure. 

5. Dwa's Tree. 

The track curves around to the west. 
About 2,5001 beyond the fork, you 
come to a long, open clearing in the 
woods. A third of the way into 

the clearing is a single tree. Stand­
ing near th.e tree, looking due west, 
is a humanlike creature with clawed 
hands and the feet of a bird. No one 
else can be seen. 

'I'ehwa motions for everyone to be 
still and whispers: 

''Quiet, now. He's dangerous, and 
we must take him alive! Threaten to 
destroy the tree and he will 
surrender." 

The creature is Dwa, a bajang, and 
this is his tree. Dwa's life force is tied to 
the tree, and if it is destroyed he will 
instantly die. 

Tuhwa is perfectly awai·e of who and 
what Dwa is. Dwa is Lhe enussary that 
O·me-sa sent to get Su-liang. Or1ginally, 
0-me-sa tried to bargain for Tuhwa 
himself to deliver Su-liang here, but 
Tuhwa refused. Dwa is here when the 
PCs arrive, but 0 -rne-sa has already 
taken Su-liang a111'ay. 

A threat to desti·oy his tree will easily 
force Dwa to betray 0 -me-sa's destina­
tion and bis purpose in wanting Su· 
liang. The trick will be to take Dwa by 
surprise and to establish the threat as 
soon as possible. Tubwa's ring of light­
ning will be an excellent tool for this 
purpose, and Tuhwa will use it to 
threaten Dwa if the PCs don't have an 
appropriate weapon of their own. U\t 
this point, Tuhwa won't care if Dwa 
reveals the whole truth to the PCs. 
Even without Dwa, very soon the ad· 
venturers will know too much to be 
allowed to live. The penalty for making 
a deal such as Tuhwa made with 0-tne· 
sa is death by torture, and he will not 
risk any chance of betrayal.) 

When the PCs arrive in the viciruty of 
hls tree, Dwa's attention is fixed on the 
rurection 0-me-sa took Su-Jiang, He is 
also tired from the journey from 
Churuning today (he le~ Chanming 
well before dawn and pushed hard with 
Su-liang in order to get here quickly). 
He therefore has only a 10% chance of 
detecting the PCs before they get. lo his 
tree, or a 25% chance if the PCs make a 
lot of noise gettl.ng through the giant 
spiders <the OM should adjust. these 
chances to suit the circumstances.) 

Dwa {bajang, lesser spirit): Int high; 
AL CE; AC 2; MV 12; HD 6; hp 30; NAT 
2; Dmg 1-4/1-4; SA spells, poison: MR 
10%; SZ S; ML 12; XP 2,000; OA/116; 
spells: (three times/day) curse. omen., 
divination, fate, ghost light, wmd 



breath, steam breath, transfix; (once/day) 
ancient curse. Dwa can change shape at 
will to a small wildcat. Anyone struck 
by a bajang must save vs. poison or 
suffer - 1 on all hit and saving rolls for 
2 7 rounds (effect is cumulative>. 

What Dwa Says 

In return for a promise not to destroy 
his tree, Dwa will tell the PCs every­
thing he knows about 0-me-sa, includ­
ing as mucb as the DM wants to reveal 
concerning Tuhwa's bargain with the bu 
hsien. (Dwa knows nothing about Kui-lo 
or how Tuhwa intended to give her to 
0-me-sa in Su-liang's place. If the PCs 
get this information, it will have to be 
from Tehwa or Kui-lo.) 

The PCs may interrupt the following 
dialog and question Dwa on their own. 
In this case, Dwa can an.swe1· the PCs 
directly. 

"My master took Su-liang that way," 
Dwa tells you, pointing west through 
the trees, "to an ancient tomb. He 
doesn't want her for what you 
think." 

Tuhwa doesn't look surprised at 
this statement. He glances at you in 
a calculating way before he says: 

"Why does be want her, then?" 
Dwa answers, "The doc cu'o'c who 

protects Jengse village keeps a magi­
cal ring in an old tomb. A renegade 
wu jen made the ring centuries ago. 
to give the wearer immunity to any 
kind of electrical attack. The Em­
peror of Shou Lung, who feared the 
vengeance of the Thunder God if 
such a thing were perfected within 
his domain, bad the wujen assassi­
nated. But the ring wasn't destroyed, 
and many years ago my master dis­
covered its existence. 

"My master is terrified of t.hunder­
st.orms, because the Celestial Em­
peror often sends the Thunder God to 
punish hu hsiens for their wicked­
ness. This ring would be an excellent 
defense, which is why my master 
wants it. But the doc cu'o'c's power 
comes from electrical force, so the doc 
cu'o'c won't let the ring go to anyone." 

''You lie,'' Tubwa growls. "Everyone 
knows that a doc cu'o'c keeps its trea­
sures on the Astral plane:' He points 
his rin.g of lightning at the tree. 

Frightened, Dwa answers quickly, 
"The ring's power is to dissipate 

electricity into the ;;uhstance of th.ta 
plane, so it can never be taken t.o 
another plane. I swear it!" 

"Then why doesn't yow· master just 
call his kenku and keehes and take 
tbe ring?" 'Tubwa demands. 

"My master ... is not brave;• Dwa 
lifts his ugly head, "and he does not 
trust others like he trusts me. He 
does not want too many to know he 
wants the ring, for fear the Celestial 
Emperor will learn of it." 

Tehwa shakes his head impatiently. 
"What has this to do with my 
daughter?" 

Dwa answers, "My master, by dili­
gent research, learned of a contact 
poison that will kill a doc cu'o'c. But 
it is a very difficult poison to use. 
Only human flesh makes it active. 
That is why my master made his 
bargain with you five years ago, to 
take your daughter. She is perfect for 
his plan: protected in a stable envi· 
ronment, beautiful, kind, and with a 
nurse who could be bribed. You do not 
know it, Tuhwa-san, but for these five 
years that nurse hill! been feeding 
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Su·liang magical herbs that create 
the poison within her system. feeding 
them to her very slowly so as not to 
harm her. By now her system is so 
filled with the poison. which is harm­
less LO a human. that if the doc cu'o'c 
only touches Su-liang he will be para­
lyzed at once and will die with.in an 
hour if the antidote isn't used. 

·•My master will send Su-liang into 
the tomb after the ring. She will cei·· 
tainly obey him, for you have given 
her to him. If she can get the ring 
without attracting the doc cu'o'c's 
attention, well and good. If not, the 
doc cu'o'c won't hurt her because she 
is good. Since my master will 
threaten your life if she doesn't bring 
him the ring, she will persist and the 
doc cu'o'c will have to lay hands on 
her to turn her away. When the doc 
cu'o'c is dead, my master will 
dispose of Su-liang, too!' 

'Thhwa is agitated by that threat. 
"Exactly where is the tomb?" he 
demands. 

"Cffl west along the track," Dwa 
says, "and take the northern fork." 
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If anv of the PCs aaks about the anti· 
dote tC: the poison, Dwa tells them. much 
amused, "It is sake. Who would beheve a 
bu hsien's weakness could save a doc 
cu'o'c?" 

Tubwa tells you, ·'Follow the track, as 
he instructs." He motions you to go 
west and north, then says to Dwa, 
"Your tree is safe, but. if you betray 
me you are doomed·• 

Thhwa waits until everyone has 
preceded him along the track, then 
follows. Mer a few yards, he abruptly 
turns and sench> a bolt of lightning 
from his magical ring to destroy 
Dwa's tree. When the tree splits and 
falls. Dwa too falls dead. 

lftbe PCs chal1enge Thhwa for this 
treacherous act, he I.ells I.hem, "We don't 
need a foul creatw·e like that wruting 
behind us. He might have followed Lo 
att~ck us, or h e might have found a way 
to ambush us when we come back this 
way." 

T he Northern Fork 

Soon after passing the fork in the 
track, you find the nature of the coun­
W'Y has abruptly changed. The land is 
more •·pacified .. m appearance, as 
though you had crossed an actual 
border. No spider webs are visible on 
this side of that invisible border. 

"The doc cu'o'c defends this area;· 
Tuhwa says. 

When the tl'ack's northern fork 
comes out of the hills, you can see a 
pond and a cistern where the vil· 
lagers of Jengse have improved and 
built up the nat.ura.l spring. The aque-

, duct they've built. over many centu· 
ries leads away to t.he south and west, 
taking the water to t,heir fields. Be· 
yond the cistern is an ancient tomb, 
almost hidden among trees and 
bushes. 

Tuhwa tells you, ' 'My daughtA?r Su­
liang has a magtcal bell, a family 
heirloom. I looked for it th.is morning 
and it was gone, so she must have 
taken it with her. She may know that 
it is a magical protection against 
spirits, but I ha~e told no one that it 
requires command words to make it 
flmction. Now you must know, fur 
this bell may save her. The C'ommand 
1!! 'House of Mah.' The bell will pro­
tect just- two individuals. If the chance 
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occurs, use the bell to protect Su. 
liang. 1 worked for months to arrange 
her rn81Tlage. Save her! I charge you 
with that mission above all other 
purposes!' ' 

If Kui-lo is still with the party, she 
should certainly hear this instruction. 

6. T h e Ancient Tomb. By the Lime 
the PCs reach the ancient tomb, 0 -me­
sa's plan has already worked. Su·liang, 
sent to the tomb t-0 get the ring. was 
stopped by the doc cu'o'c. When the doc 
cu'o'c touched her to turn her back, the 
poison paralyred him. Su-liang, stunned 
and under great stress.. dropped to her 
knees in tears, and 0-me-sa went past 
her to enter the tomb and retrieve the 
ring. This happens ju.st minutes before 
the arrival of the PCs, so that O·me-sa is 
still in the innermost chamber of the 
ancient tomb. Su-1.i.ang and the fallen doc 
cu'o'c arejusi outaide the southern en· 
trance to the 1.0mb. The tomb it.self is 
empty of all it.ems other than the t10g, 
having been thoroughly looted in the 
centuJ·ies since its construction. 

0-me-sa, however, did not come bere 
alone with Su·liang. He is accompanied 
by his bcKiyguards, four giant wolf ap1-
ders who stand guard at the four corners 
of the tomb, hldden among the trees and 
bushes (the OM should arrange the pre­
cise placement according to how the PCs 
decide to approach the tomb). 

0-me-sa controls these spiders with his 
ring of spider control. The spiderl:I lry to 
prevent anyone from entering the tomb. 
and attack on 0 -me-sa's command. r\t 
the DM's discretion, some of the k.enku 
may also have followed the PCs this far 
and will attack to support O·me·sa, their 
erstwhile master. The DM should ~ as 
many kenku as the situation tequ.1res, 
while still givil1g the PCs a fair chance 
of victory, 

Tuhwa will be in a rush to get to the 
tomb and rescue Su-liang before O·me·sa 
kills her He won'i have much pat.Jenee 
with any attempt at stealth by Lhe PCs. 
Thhwa is olS<i painfully aware tbttt once 
0-me-sa has the ring of protection from 
electricity, he wiU be immune to the ring 
of lightninJl, so Thhwa hopes t.o arrive 
before that happens. Once Thhwa has Su· 
liang, he will withdraw immediately. 
having oo further concern about the doc 
cu'o'c or 0 -me..sa's new ring. SU·liang. 
however, wilJ wam to do sometlung to 
help the doc cu'o'c. since she bas a sense 

of.responsibiHty for his tare If ne 1s 
revived. she will take great care not to 
touch him again 

0 -me-sa, once he has tho r1 ng of protec­
timt from rfoctncity, will be determined 
to destroy 1ebwa, Su-lisng. and anyone 
else who oould possibly let the Celestial 
Bureaucracy know that he has I.he ring. 
He will not rest until all witnesses are 
dead, and he is willing to expend all of 
his spiders <and kenk~ tf any are 
present) to that end. However. he will 
not show himself to the PCi: 111 bis hu· 
man form. Ir the fight goes against him, 
he oan retreat. to return later ai. a hu· 
man and claim to be one of the v.illagers 
who's been caught in the fighting. Obvi· 
ously, thiinrick will fool neither Tuhwa 
nor Su lieng, but it might work against 
the PCs. 

If Kui-lo is still with the party, she will 
concentrat.e on finding a wa.y to give Su· 
liang the code woyd for the small bell. 
hoping to u~ the magic to save her 
friend 

0-me-sa (hu b.sien, lesser spiriU: Int 
genius. Al CE; AC 7; MV 15; HD 6; hp 
40: NKI 1. Drug 1·6 or by weapon type: 
SA drains life force from fasomated vie· 
tims (one expel'ience leveVday); SD + 3 
or betler weapon to hit. heals 2 hp/hour, 
immune to fire , half damage from cold 
attacks l il&ving throw apphcablel; MR 
50"{: SZ M: ML 14; XP 4,000: OA/122. 

0-me-sa's true form 1s that of a fox. but 
he is one of those rare hu hsien whose 
second form is an attractive Leenage boy 
fCh 18, Co 251 rather than a human 
maiden. Even in human form he retains 
his t.aiL He can use the following spells: 
Cat will, oncelroundl beronw i1111is1ble. 
polym.r>rph self; disguise, c:hameletm, 
know history'. h;pnoti8m, read magic, 
oomprehend language.~. ve11tr1/oqwsm, 
apparition, ESP, hypnotic patti>rn; !once/ 
day) pussess, 11eroanl horde, m41or t-rea­
tion; <three times/week) reward or 
aru:1ent cur.~e- When in human form, the 
hu hs1en's 25 comeliness give:i him the 
power of f0$cint;It1on O ·me·sa':; weak­
nesses include suffenng double damage 
from "lectrical-based attacks, t.,'l'i?atly 
feanng thunderstorms. an mnbtlity to 
resist wine, and reversion to fox form 
when intoxicated. He hru; a ring of spider 
control (see ring of mammal control in 
the DMO. page 148, for basic effect&> He 
also has three Vlals containing potions of 
euil dragon control. tengu control.. and 
111taltty 
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ANCIENT TOMB 
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Su-hang doesn't know lhat more lhan 
one magical rmg will cancel each other tf 
worn, but she does know that 0-me-sa 
will instantly put on any magical ring 
that comes mto his possessuon, since tJ1e 
hu bsien imm ediately examined her 
three rings <bul not her belll when Dwa 
brought her t.o him. If the OM decides 
1~·s necessar~·. she can give this informa­
tion to the PCs when she has n chance. 

Su-liang (buman1: AL LG: AC 10; M\' 
12; 0-level: hp 5; #AT l; Dmg by weapon 
type; S 9. D 17, C 14. I 15, W 10, Ch 16; 
ML 9; thr€:-e gold rin~ <200, 150, 100 
taell. pearl earrings (worth 250 t.ael 
each), two bracelets (worth 20 tael cachJ, 
:;tiletto in a small sheath ms1de her left 
sleeve. She is dres~ in bridal silks. Su 
liang's heirloom is a palm-sized. hand· 
held bell of pro/ectwn <OA, pal{e 134> •• 1 

~mall er v1:rsion of I.he lar~e cype of bt>ll. 
This bell crest.ea a barrier sufficient to 
protect only two persons, and the magic 
works only when the command word is 
spoken I not JUi;t when the hell 1:­
sounded1. Su-liung doe...,n't know the 
command words. 

Huge spiders <41: Int. animal: AL N: 
AC 6; MV 18; HD 2 +2; hp 18. 15, 1i, 10: 
THACO 19; llAT l; Dmg 1·6; SA 30' leup, 

poison, surpnse: SZ M: ML 8: XP 270: 
MC 

Doc cu'o'e: Int gt>n1us; AL CG; AC 
-3; MV 24; HD 10; 75 hp, THACO 11: 
II.Kr 2; Dmg 1-8/1-8 plus special; SA 
axe, spells; SD hi1, cmly by + 3 or 
greater weapons; MR 70%; SZ M: ML 
15; MC <Kara-Tur appendixl. spells: 
<once/day\ cur1• d1HC''.1111·~. rvmm•e parul~ · 
sis. cure b/11ulness, uuth rcmot'f' cur.~e,· 
(three times.day) control u•eatl1er; bt!­
mme astral: lat· will1bl'ClJITlt'1nt•t..,1ble, 
detect 1nn~1hi/1ty 

The doc cu'o'c uormnlly appean; as 
half a man stan<linit on one leg and 
carrying an axe in h1. one hand 1he',, 
collapsed and has dropped hb v. capon 
at the momt-ntl. He can ~cc invi!-'ible 
objects and i-pints nl nil times. The axe 
uillict.s electrical damagl• equal to the 
doc cu'o'c',, current hit pointF when It 
strikes; a :;uccessful -;ave \'B. ::,pelts rl'· 
duce~ the damage by halt. The p01SC1n.:d 
doc cu·o·c will di•' fiv~ turns nnd five 
rounds after the PCs arrive Dt the tomb, 
unless be is r1Jv1ved with a drink of 
sake: if the :iake 1s ti•imin i<itt-red, bl:' will 
be restored to full power 1n 1·6 rounds. 

The rr ng of prr>lrcliot1 from l'lectr1c1 t_y 
that 0 -me-sa wanl!! has lhe power lo 
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make the wearer unmune to all eh:cLrl · 
cal attacks 1or any kind) and all asi;uci · 
atf:'d elTects. When the PCs arr1vl.! ut lht' 
t.omh, 0-me-sa is in the tomb's inner 
mo:-;t chamuer and ah'eady has the ring. 

'rhc• Final Danger 

If Lhll PCq ~ucceed in destroyin~ 0°mo 
sa amt his ~piders land kenkuJ, and 11' 
Yu Po's as~a~1ns haven't yet appcart·tl, 
now would he a good lime for them to 
nrr1\·e. If the PCs have taken cuns1dt<rCl 
ble damage, they may he hard put tn 
stop 1he assas,.in". If the doc cu'o'c ha. 
been rt:\1V1..'<i however, be will willingly 
111d them See "The Pun;uit'' for us"as· 
sin :;lul1st1c<1. 

Once all other dangers are dealt with. 
the PCs face a final danger from Mah 
Tehwa, who will attempt LO kill them in 

1wder to silence their knowledge of his 
1.iar~ain with 0-me--sa. lfany c1f'fohwa's 
guardb are let\, I.hey will help him. In 
this situation, lbe doc cu'o'c wtll protect 
whoovf:'r gavl:' him the sake but other­
wise will stand aloof from "humun 
nf'l:urs,'' 
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Concluding the Adventure 
Once 0 -me-sa and Mah Tehwa are dead, 
the revived doc cu'o'c will first restore 
lhe ring of protection. from elt•ctriclfy to 
the tomb, then offer the PCs rewards 
from bis lair on the Astral plane: a vial 
of potion for each of them (roll on Table 
89, DMG page 135). The doc cu'o'c 
knows with perfect accuracy what each 
potion does and will tell the PCs. lf a 
harmful potion is rolled (poison, for 
eumpleJ, roll again unt.il a beneficial 
potion is obtained. The doc cu'o'c will 
also instruct. the PCs on how Su-liang (if 
she has survived) can be purged of'the 
poison in her system, a long and tedious 
process requiring 12 successive doses of 
potions ot extra healcng. given at one­
week intervals_ The doc cu'o'c will not 
be concerned with any other magical 
items the PCs may have won, only with 
the ring of protection from electricity. 

lf any of Lhe PCs have survived. it can 
be presumed that Mah Tebwa is dead, 
smce he will not. st.op attacking them 
until he is killed. Therefore, if Su-liang 
has survived. the time limit of return-

iog her to Chun ming before the next 
night no longer applies, but the PCs 
will still be honor bound to see her !and 
Kui-lo. if she survives) returned safely. 
since that was their original contract. 
When they return the two girls to lhe 
Mah house, Tehws's surviving relatives 
will take custody of them- Su-liang's 
marriage to Prince Wan is out oft.he 
question now that Tuhwa's connection to 
0-me-sa is revealed, but Tehwa's rela­
tives will be just as happy that the 
dictaLtwial Tuhwa ts dead and will re­
ward the PCs in accordance with what 
they were pron:used leven if they are 
"late'' getting Su-liang back>. Any bo­
nuses Tehwa or Meng promised them 
will be pa1d, but che ring of lightning, 
the braurs of defense AC 5, Tehwa 's 
wakiza.shi, and the bell of protection will 
have to be properly returned. If the PCs 
foolishly left any of these in the Jengse 
Valley, they'll have to go back and get 
them. 

If'Thhwa survives and is subdued-an 
extremely unlikely event-he should be 
returned to Chunming and turned over 

t.o the nearest provmcial magist1·ates for 
punishment, for having had dealings 
with 0-me-sa. If this is done, his rela­
tives will consider him as good as dead 
and will reward the PCs ab desttibed 
previously, expressing disgust ttL 
Tubwa's perfidy 

It is pos;;ible (though unlikely I that 
Meng will survwe the adventure. HiE 
survival. however, is i:nunatcrial to the 
conclusion oft.he adventure. sinc.e his 
orde1·s from Yu Po concern only Tehwa 
and not the PCs or Su-hang. As men· 
t1oned before, the survival of Tuhwa tind 
the survival of the PCs are mul.uall} 
exclusive. IfTehwa survive"-' he will lull 
Meng, either because Meng knows too 
rnuch or hecause 1l's obvious that he '!: a 
Lrtutor. Tf the PCs survive. Meng will 
have no rl'ason to oppo~ them lal· 
though they may have a bursh wmd to 
sa\· to htm l. 

if Su-hung diei:>, no matt.er ho\\ the 
rest of the adventure turns out, the PCs 
will get no reward from Tuhwa or nny-
one else. n 
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THE SCHOOL 
OF NEKROS 
BY LISA SMEDMAN 

The students are dying to 
study here. 

Artwork by Ruth Thompson 
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Lisa has been pl.aying the AD&J>· game 
for nine years, and her gaming articles 
have appeared in DRAGO~' Magazine. 
She is an editor and journalist who 
organizes scie11ce-fiction conuentiotUJ m 
her spare time Lisa offers us an adven­
ture that is a blend of horror and humor 
and gives as her e;ccuse: '7 like ta hat1e 
pun with words." 

"The School ofNekros'' uses the 
AD&D® 2nd Edition rules and is de­
signed for 4-6 characters of levels 612 
(about 45 total levels). Ideally, the party 
should include a thief, a priest with 
anti-poison capabilities, elven charac­
ters (for their immunities to paralysis), 
and wizards, preferably of the tllusion/ 
phantasm or enchantment/charm magic 
schools, which are oppo:..ed to the necro­
mancy school of magic 

Alternali\•ely, tht: DM might like to 
run a b1gb-level thief through this mod­
ule as a solo adventure solely for per­
sonal gain . If so, rhe encounter with the 
NPC student in "The Graveyard" 
should definitely occur, glVl.ng Lhe thief 
an opportunity to gain information to 
help him pass for one of the students at 
the school 

Many of the student necromancers at 
the School of Necros enjoy using the 
can.trip spell in ways that suit their 
individual personalities. Tu preserve 
Lhis flavor, the na.tnes of these favorite 
cantrip effects, as given JO Unearthetl 
Arcana, have been included for each 
student. The spell mntrip. however, ii; 

t1·cated as a first-level spell with varia­
ble effects, as per the AD&D 2nd Edi· 
tion ru.les 

For the Player Chara cters 

Something lS rotten m the Shire ot 
Denmock-and it's starting to smell. 

The first halflings to get a whiff of tht> 
trouble lived in the village of Willow 
Whisp (named for the fireflie::. that 
flicker in the willows at the edge of the 
River Sticks>. From these willow 
branches (the "sticks" that give the 
nver tts name/, the b.alflmgs of Willow 
Whisp weave the baskets that consti­
tute the bulk ofthetr trade with the 
"big folks." 

About a year ago, strange things 
started happening to the Sticks Rtvt>r, 
which flows past Willow Whisp and on 
through the length of the Slure of Den · 
mock. One morning, the halflings woke 
to find a dark muddy stripe down t.he 



middle of lheir river. Aftel· a time, how­
ever. they paid it no heed, thinking the 
ri..-er had merely acquired silt from 
heavy rains upstream. 

But a few months ago. bits of rotten 
meat began appearing in the river. In a 
matter of days, the river water acquired 
a strange taint. The prudent began lo 
boil their water before drinking it. 

Ju.st three weeks ago, a strange­
looking carcass was found stuck in the 
mill wheel of Willow Whisp. The wheel 
had crushed much c>f the corpse, and 
decomposition had already set in. But 
the halfl.ings could see that the body, 
alt.hough it appeared human, had the 
head of a dog, the feathers of a bird. and 
the tail of a reptile. 

Day by day the problem only grew. 
Strangely Lwisted skeletons, some with 
chunks of rotting tlesb still clinging to 
their bones. washed up on the banks of 
the river. Occasionally, an int.act corpse 
could be seen floating downstream 
fnone of the halflings were brave 
enough to pull these to shore]. The 
River Sticks, once clear and clean, came 
to be called the "River Stinks." 

Five days ago, a band of the bravest 
halilings returned from a journey up­
stream into the wild lands. They had 
reached the source of the River Sticks, a 
mighty waterfall that potu-s out of a 
cave halfway up the steep escarpment 
that marks the edge of the shire. After a 
difficult journey along a narrow path Lo 
the top of the cliff. the haI.flings came 
upon an overgrown open space that 
appeared to have once been a burial 
ground of the big folk. But the head­
st-Ones were tumbled over, graves were 
disturbed, and the forest beyond seemed 
dark and menacing. 

Ju.st as the halflings were working up 
their com· age to see if any of the con­
tents of the graves had somehow gotten 
into the river, huge black birds loomed 
out of the sky, swooping down upon 
them. The fnghtened halflings turned 
and fled in a mad scramble down the 
cliff face. 

Now the halfling ex'Plorers have l'e· 
turned to Willow Whlsp with their tale 
of eerie graveyards and horrible black 
birds. The halfling villagers-none of 
them true adventurers-have put out an 
appeal far and wide for heroes to find 
and eliminate t.he source of the pollu. 
tion of the river, which now is beginning 
to waft its foul odors throughout the 
length of the Shire of Denmock. Worst 
of all, the willow trees at the edge of the 

nver are dying, and the basket-weavmg 
business seems doomed. Demoralized, 
many oft.he halilings in Willow Whlsp 
are packing their belongings, boarding 
up Lheir homes, and preparing to set out 
for cleaner ground. 

You have answered the call for heroes. 
The ha.lflings don't have much to offer 
in return for this service and are hoping 
thaL you have come to their aid for 
altruistic motives. For 1t is clear that 
something must be done or the village 
w1U become a ghost town, and the once 
prosperous halflings will become unpov· 
erished refugees. What little the re­
mairung half1ings can offer, however, 
they have posted as a reward: title to a 
small plot of land in the village, and a 
guarantee of aid and welcome wherever 
halfling folk are to be found. The people 
of Willow Whisp only hope these are 
incentive enough. 

For the Dungeon Master 
The ptoblem faced by the halflings is 
indeed originating from the area of the 
ancient graveyard. But t.he problem lies 
much deeper than the graves' molder­
ing occupants. 

Unbeknownst to the halflings down­
stream, a pair of powerful, eviJ wizru·ds 
named Morphias and Mephista, who 
specialize in necromancy, have relocated 
their school of the arcane arts to a sile 
directly under the graveyard. They 
were drawn to the site when they 
learned years ago from grave robbers 
that the skeleton of a very special an­
cient red dragon lay buried there, far 
below the human graveyard. 

The wizards have smoothed down and 
finished off some upper caverns once 
hollowed out by the river, furnish.mg 
them as classrooms and residential 
quarters. In the course of constructing 
their new academy with dig and trans­
mute rock to m.ud spells, the necroman­
cers dumped earth into the under­
ground channels of the River Sticks 
(causing the brown muddy stripe in the 
river). Now, the necromancers use the 
river as a natural disposal system for 
the carcasses that are the by-products of 
their students' experiments in magic. 

The School of Nek.ros. as the necro­
mancers call their academy, was relo· 
cated to this area because this is the 
home of the red dragon Flagros. Once a 
normal living creature, today she rests 
in her lair, alive but in a living skeletal 
form, incapable of casting magic but 
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with powerful secrets locked in her 
skull, awaiting the day she can retum 
to a norm.al existence. 

Centuries ago. Flagros was the v1ct1m 
of one of her own spells, a reversed air 
to flesh spell (see sidebar, page 56) Lhat 
she had taught to an ungrateful wizard 
Still an animate, living creature, the 
now-skel<:tal dragon at first terrorized 
innocent people in t.he surrounding 
countryside but. soon learned how vu) 
oerable she was without flight.. spells, 
or breath weapons to protect her. After 
a humiliaUng defeat 10 which a purty of 
adventurel'S almost killed her, Flagros 
crept off Lo her cavern; a rock slide 
eventually sealed the entrance. She bas 
been in a sulk ever since. 

While Flagros has retained her excep­
tional intelligence even while skeletal. 
she 1s unable to cast spells on her own. 
Like any other creat.ure affected by a 
reversed a1r w flesh spell, she c111n still 
think. but the special portion oft be 
brain that allows a being to cast magi 
cal spells 1s missing while she is tn 
living skeletal form Also missing are 
the dragon's vocal cords and the fleshy 
structures (such as lllngs and wing 
membrane&! with which she could pro 
duce her breath weapon and w1th which 
she could fly. While she can still move 
and can magically see and hear, she is 
thus mute-both in terms of speech and 
spell-casting. 

The wizards hope- to learn !,he spells 
this dragon once knew, man) of which 
were lost to humans oveT the interven­
ing centuries since Fla1,TTos's disappear­
ance. Both Morphias and Mephist.a are 
in communication with Flugi·os. who 
scratches the words and instructions for 
her spells with a skeletal claw in the 
hard floor of her chamber. 

In return for learning her spells, the 
two deans of the School of Nekros have 
signed a pact with Flagros (a pact that 
Morphias, at least, will honor unto 
death) to reclothe her in flesh, using lhe 
ancient dragon's own powerful spells. 
Litt.le do they realize that Flagros is so 
bitter toward humans that she will go 
on a killing spree once restored-and 
that her first. victim will be the nearest 
wizard! 

The resolution of the halflings' prob­
lems hes m the destruction of the evil 
school and of Flagros herself. While she 
cannot be turned <because she is not 
truly undead), the skeletal Flagros will. 
if tbe situation looks bad enough for 

DUNGEON 55 



- - ---- -----
-- - --- ~ :..- ....-. - -

THE SCHOOL OF NEKROS 

Spells of the School ofNekros 
The School of Nekrus ~ialites in 
teaching spells that.have a dualistic 
nature; it teaches both the power to 
preserve and restore life-and to take 
it awav 

The Specialty spells taught al th~ 
School ofNelu·os (drawn from ~he 
AD&O 2nd Edjt.ion Plcyers Manual) 
include: 

First level: oantrip, chill tuuc!t, dl!tect 
llndead 

Second level: spcrtral hand 
Third level: feiRn death, hold undead, 

vampiru: touch 
Fou11:h level: rontagion. e11eru(ltwn 
Fifth level: anim.afe dead. magic jar. 

summon shadow 
Sixth level: death llpl'll, remcarnation 
Seventh level: cnnt/'fll t4ndead. finger nf 

death 
Eighth level: clone 
Ninth level: energy dram 

Additional necromancer spells from 
DRAGON~ Magazine ("Arcane Lore:• 
issue 1148. and "The Savant," issue 
K140l include: 
Fourth level: em.path 11148>, life force 

transfer 11148) 
Fifth level: life steal IN 140> 
Sixth leveL 1Jamv1re dagger <Kl48l 
Eighth level exchange (1148) 

New spells d~velopt:'<l for ~h.is module 
include: 

Second level: see tltroi+gh other eye.~ 
Fom th level. hroink1U. air to /1esh 

(revel'aible) 

All oft.he studenl.s encountered in the 
School ofNekros are specialist wizards. 
AI; such. they are opposed to t.he magic 
schools ol' enchantment/charm and 
tllusion/phantasm. When a necroman­
cer lS casting spell.:s within his spe­
cialty. victims must save at a -1 
penalty And when the specialiots al 
the School of Nekros save against 
necromancy spells, thev do so with a 
+l bonus. · 

See Thl'ough Other Eyes 10ivinationl 

Level 2 
Range: 90 yards 
Components: V, S 
Duration: 1 round/level of caster 
Casting time: 2 
Area of Effect: 1 creature per probe 
Saving Throw: None 
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By means of this spell. a wu:ard can 
look through the eyes of any living 
creature within range. If the w12ard 
knows a specific creature or person 1s 
within range, the spell can be made to 
"take effect upon Lhat specific creature. 
Otherwure, the wwu-d will rmd hunself 
looking through the eyes of any Cl'ea· 
ture within range, determined ran­
domly. 

The creature thus afTect,ed w1ll axpe­
rience nothing to indicate lhat a spell 
is acting upon it and will 1·emai 11 in 
control ofls own actions. nn other 
words, the wizard cannot force the 
subject t.o look at something, and takes 
a chance as to what he will see.l Look­
ing Lhrougb another's eyes gives the 
wizard all of the vumal capabiltuea of 
that creature (e.g .. m£ravision1. 

Brain.kill !Necromancy) 

Level: 4 
Range: Tuuch 
Components: V, S 
Duration· -Permanent 
Casting time: 1 round 
Area -0f Effect: l aeatu1·e 
Saving Throw: Neg. 

A wizard using Lhis spdl, which opet'­
ates much like a forl(ei spell. can per­
manently burn from the momciry of 
any one creature all knowlvdge of 
either a specific place or person. or a 
lime period of up to one year Cthe spell 
caster chooses the deserved resultl. 'rh~ 
spell works on any intelligent creature 
by destroying a portion ot ita brain if it 
fails a saving-throw vs. deaLh magic. 
leaving it wiLh selected gapi; in mem 
ory. For example. a pe,rson thus af­
fected might be completely unable to 
remember det.ails ofa place; the name, 
appearance, or any traits or a person; 
or might have a ont.""-year blank in his 
memory. This lost knowledgt! cu.n never 
be regruned except by a 1vi.~li . 

Air t o Flesh <NecromancyJ 
freversible> 

Level: 4 Range. 10 yardb 
Components: V S 
Duration. Permanent 
Casting Time: 5 rounds per each 

onginaJ hit. dJce of creature to be 
made/unmade skeletal 

- .---- -- _,.,____ - -

Area of Effect; 1 living fnOt undeadJ 
creature 

Savin~ Throw: None 

With thiH spelt a wizard can clothe m 
flesh la term that inclades muscles, 
inne? organs. brain tissue, etc.} anv 
one being turned mto a "living skel('. 
:on" by the reverse of Lhis spell, rest.o1· 
mg the body to its original appcarancE• 
aod ~uilities (dead skeletons simply 
turn mto dead bodies). The spell may 
also be re\•ersed, to vaporize the nesb 
from any one liymg creature, leaving it 
an animated special skeleton a.s de 
scribed in area 1A and area 5 !see 
"living skeletons">. As an animated 
.::1keleton, t.he indJvidual thus affected 
can be controlled as per an undead 
L7eti.t.urt:. but smce he rs not trulv 011· 
dead he cannot be turned_ These. living 
skeletons can magical1y ~e and hear 
but cannot talk or cast spell;.. 

The effects ot this spell may he ne­
gated by ca.,;u.ng fir~1 a remote r.urse 
~ll and then e dupd ma~ic spel1 . No 
systt-m·,ht)Ck roll k required. 



her. turn and cla" her way up &ud out. 
of her cavero to the su1face, destroying 
much of tht! magic schc1Ul ahove in the 
process <see area 11 for detatlsJ. She will 
then Dee the area entirely for distant 
(and safer) lands. 

A School for Necromancers 
The School of Nekros caters to predomi­
nately evil wizarcls of all alignments; 
lawful, neutral, and chaotic characters 
exist in an uneasy alliance under one 
roof. Some of lhese are novice sh1dents, 
and some are more experienced practi· 
tioners of the maglcal arts. All have 
differenl motivations for studying the 
"dark arts of the dead." Some would w;e 
this power to wither the living and to 
raise the dead to do their bidding. Oth­
ers would use their powers to restore 
life-for a hefl:y fee, of course. All are 
eager to study the ancient, newly red.is· 
covered spells that can be learned only 
at this academy (see iotdebarJ. 

The deans of the <:Choo! a1·e the twins 
Morphias and Mephista. Born under a 
perfect half moon on the fall equin<>x, 
one is dark skinned and one is fall'. two 
halves of a whole. 

Morphias, a lawful-evil wizard, is 
dark both in compleXJon and in his 
temperament. He will stand by any 
oath, especially that made to Flagros 
<whom he trusts) but is brooding be­
cause he fears that his sister, a neutral­
evil wizard, may break her oath. Like a 
sky filled with dark storm clouds, Mor­
phlas is quick to anger; only his lawful 
oaths keep his temper in check 

Mephlsta has psle white skin set off 
by raven-black hair. and she is said to 
shun the light of day. Like the moon. 
she is cool and aloof. Of neutral-evil 
alignment, she regards her brother's 
outbursts with contempt and would not 
be averse to opposing him-for his own 
good, of course. But deep down. she 
loves her brother and would never do 
anything to lleriou&ly harm him. 

Both twins appear eternally young 
and have been resurrected many times 
on earlier ad,•entures. Some of thel.1' 
students believe th., pair to be vam­
pires, but m fact lhey are ordinary 
mortals. <The PCs, however. can be led 
to believe the vampire story.> 

Their servant Ca permanent resident 
of the school> is Meresger, an older­
appearlDg woman who wears her gray­
ing hair pulled back m a bun under a 
black lace net. Meresger speaks only 
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when absolutely nece;;sary u,nd lov~~!'< 
keeping poIBonous creature& ar. peta. 
Aware thal Morphias or Meph1sta will 
always restore her to life \should her 
magical it.ems fail t.o save her from the 
venom of her pets>, she uses thesP crea­
tures as weapons against t.bose in tb1> 
outside world who would do her ill. 

A lawful.evil wizard in trwnmg, 
Meresger is devoted to the twins and 
acts as a mother to them, their parents 
having long since died. Alwayb guard 
ing their safety, she is quick to act 
against anyone whom she thinks poses 
a threat to the twins. They are, a!ter 
all, her ''fountain of youth:' ancl she is 
getting on in years 

Initiates to the School of Nekros must 
undergo a terrifying test lheld m area 4) 
before becoming students of the da1·k 
arts. Before their studies can he{.'lll, 
they must prove thru..r trust <and loynltyl 
by allowing a m~r of necromancy to 
kill them-and then restore them to life 
through raise dead spells, cast from o 
rmg of spell storing. The rmg is charged 
by a 15th-level priest from the sphere of 
necromancy who lives m a distant dty; 
he casts spells into the l'ing m exchange 
for treasure and spells from the twins. 
(His statistics may be invented by the 
DM as necessary.I Students must make 
the usual resurrection survival rolls. 
Those who faiJ their rolls are forever 
dead (they are deemed "unworthy"). 
and their bodies are disposed of. 

This ritual is an integTal part of the 
school; the blood collected is U!!ed in 
further magic working, and the ritual 
itself is a ceremonial occasion. At the 
ritual's successful conclusion, the stu 
dent is given a new name and begins 
training. 

Once accepted by the academy, stu­
dents wear hooded robes of black velvet. 
Each student is also given a stlvtir· 
plated bone ring with a skull's hea,d set 
with diamond chip eyes. This must be 
worn on the little finger of the left 
band. The i..nside of the band of these. 
rings bears the inscnpt1on: ''Death 
above all." 

These rings of Neltros give a + 5 t~ 
saving throws vs poison when worn. 
They also have the same effect as Ii 
permanent control 1.mdead (7th-level) 
wizard spell and are useful an control­
ling the special skeletons found in thit~ 
adventure. 

Wearing the silver skull rings, how· 
ever, is mildly painful. On the inside of 
each ring are tiny barbs that draw a 
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drop <1fblo<>d as the ring is pushed onto 
a finger. This effect allows the anti· 
poison properlies of the ring to directly 
interact w1th the bloodsitream. Whllt> 
harmless 111 iu;elf. the prick of the nngi> 
and the drop of blood may trick PCs into 
thinking twice before wearing these 
potentially helpful rings. 

Morphias and Mephista can easily 
identify trne students of the School of 
Nekros by means l)f an invisible mark 
on the palm of each student's left hand 
Thil:l black half moon (put Lhere by lhe 
second-level wizurd spell wizard nwrli 
upon acceptance by the school I will be 
readily observable Lhrough a detect 
magic spell. Should outsiders try to 
disguise themselves as students. Lh.Js 
mark serves as a litmus lest for their 
authenticity. 

Journey to the School 
The DM should roll twice pe-r day and 
once per night for random encounters 
between the halfling town and the 
graveyard, using rab]es for inhabit.t!d 
forest areas. 

The Cliff Face 

After a three-day Journey upriver, LI.le 
PCs reach the 200' -high escarpment 
that marks the edge of the Shire of 
Den.mock and the begmrung of the wild 
lands above. The River Sticks poui s 
f01·th in a cascade from about 100 ' up 
the ch.tT face. surging out of a narrow 
cave. About 30' to the right or the cave 
mouth is the closest approach of a path 
that switchbacks up the cliff face. The 
climb up the path to the heights abovf' 
appears to be a relatively easy one, 
although the slopes beside the trail look 
unsafe. 
Att~mpting to cross from the path t.o 

the cave mouth requires mountaineer· 
ing skills. There is no clear tta1I. and 
the rock face is crumbling. Should the 
PCs gam access to the cave mouth. they 
find inSide it a narrow and very slippery 
ledge JUSt above the surface of the rush­
ing water. It is possible to follow th1s 
ledge back to a poinl under the disposal 
pit used by the academy, but a slip and 
plunge into the river results m a PC 
be.mg hurled down the waterfall for 
10d6 hp damage on the rocks below <A 
slip ofl'the ledge occurs unless a PC 
makes a dexterity check on ld20.) 

1'hose who make it to the fart.best 
reaches of the cave see a 60' high shaft 
leading upward, cut Ulto the rough 
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stone face of the ceiling of the cave. 
Climbing up this 101 wide Rhaft is possi­
ble with a dext.or·ity check on 2d8, al· 
though the wall11 are l!lippery wit,h mud 
and blood The t.op of Lhe shaft is sealed 
off by the trapdoor in urea IA. The 
trapdoor opens down into the shaft and 
a spring device keeps it shut. from be· 
low. 1Thu lrupdoot· cun be easily opened 
by mak1ni.; a Hlrength check on ldlO.) 

The Graveyard 

Reaching the top of the escarpment, 
you !'.ee befor •you the ancient grave­
yard. Il 1s a chaotic ma.;~ of tumbled 
grave markers, part1olh excavated 
grave ... twistt•d 'tnc-.., and overgroy,·n 
grru;:;. The grav& occup) n cleared 
area ahflut 500' ucro:.s. at the edge of 
which are the dark tree:. of a forest. 
At the far edge of the graveyard, a 
round metal pip1.• about 6" wide 
emits a plume of black smoke and an 
occ~1onal ipurk. In front of the pipe 
and a bit to the left stands a square 
tomb, perhaps 20' x 20' in size, of 
wh1te and pmk mw·bJe, with n heavy 

58 Issue No. 27 

door in one side. Once a gloriouslv 
carved repository for the dead, the 
tomb now is p1Ued with age. 

The chimney from which I.he smoke is 
rising leads down into the kitchen of tht' 
academy (area 5). It is filled wilh hot 
choking smoke. ' 

While in the graveyard area. I.he PCt'I 
are attacked by 2-8 giant ravens. TheSt! 
birds try to drive intruderi; from the 
area but will not pW'Sue once the PC-. 
have climbed back down the ch.ff nor 
will the.>• fight to the death Theg~ rav­
ens. ~hile they are i;omet1met1 used by 
the wuards, are r.ot under their control 
They are longtimt! inhabitanttt of the 
graveyard. 

Giant ravens (2-81: Int low; AL N; AC 
4, MV 3, 0.> 18; HD 3 •2: hp 19 each: 
THACO 17; !AT 1; Dmg 3 6: SA lO'l 
chance victim loses eye 10 attack. SZ 
M-L 16·-10• 'vingspread>: ML 10, XP 270; 
MM2. 

There is also 11 60'1 chancE' that tht­
PCs will encounter ao academy student 
who is returning to the graveyard along 
a path through the forest. This encoun­
ter would be a fot'tunate one. for it could 

allow the PCs to learn some of the 
secrets of the school before attempting 
to enter. 

Proditor 15 a student at the School of 
Nekros. A small man with brilliant red 
hair and pale skin, he dresses in expen· 
sive, embroidered black clothes and 
wears lots of gold rings (2-8 rings, aver· 
age value 50 gp each). He has a twitch 
in his left. eye that causes him to appear 
as if he is winking at the party. 

Proditor: AL CE; AC 10: MV 12; W2; 
hp 7; TRACO 20: KA:r l ; Dmg by spell or 
weapon type; S 10, D 12, C 12, I 16. W 
16, Cb 14; ML 15; XP 175; ring of Ne 
kros, dagger, belt, wineskin six it·on 
rations, 20 sp. ' 
. Prochtor, a 2nd-level wizard spec1aJiz, 
mg u1 necromancy. has memorized the 
following spells; chcll touch. protection 
from good (which he casts upon him.self 
if first alerted to the presence of the 
pa.rt)), burning hands (which be wtll 
dir~t at the nearest threat if attacked, 
m an attempt to set clothing and hair 
afireJ. 

Prod1tor b.a5 high ru;pirahorui. He 
wan_ts Flagros, the skeletal dragon, all 
to himself and doesn "t care whose down· 
fall he causes to attam this goal. He 
will readily betray anyone, either the 
t~UUI or the party, to gam i!Ole poi;ses. 
s1on ofFlagros. But he will be careful 
not to let the party interfere with his 
goal by destroying the dragon In11te11d 
he will use them to weaken others at ' 
the school, sending the PCs in first and 
following at a safe distance, only l.o 
bet~ay th~ party at its weakest momtlnL. 

II questioned. Proditor might tell 
strangers I.be pr~per combinalion 
n~eded to gam safe entrance lo the 
School of Nekros Cfor details. see ''Out­
~1de: the lbmb"I. He nughL also reveal 
mformatlon about the routines of the 
inhabitants ot lhe School of Nek.ro~ if be 
feel· this will further his aims. 

h hould be obvious from the school 
,;ched~le (~e sidebar. page 60) that the 
PCs w~ll Cl~~ some method of knowing 
\\hat time 1t 1~-and a DM willing to 
keep careful rraek of time. Fortunately 
all ot i:he routines are announced by ' 
Men~.;ger by the sound of a gong <tbe 
gong lE locakd at the statue in area 21. 
Wake-up ume is six gong11. Brt:akfai.t 111 
a .irngle gong, lunch is two gongs, and 
supper 1s three The call to the lecture 
hall in the "'13th hour" of the nighL is 
announced with 13 gongs. 

The DM should take careful nolc of 
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the time I.he PCs enter the School of 
Nelu-os and the time that they enter 
each area. Adjust the descriptions in the 
adventure m the following ways as 
applicable: lf it is just before or after a 
meal ot· lecture, students will be filing 
through the school's central hallway. If 
just after wake-up, they will be stand­
ing in line for the washroom rarea 6J. If 
it is mealtime, most oft.he students 
(2-12) will be gathered in the kit-ehen. 
and if a lecture is in progress. almost 
every student<3-12) will be in Lhe lec­
ture hall. Of course, there will always 
be a few students who don't feel like 
eatinu with the others 01· who ru·e cut.­
ting ciass, just as there will always be a 
few suffering from insomnia or cram­
ming for exams m the middle of the day 
when everyone else is asleep. Hence, 
the random encounter tables for the 
school itself. 

Outside the Tomb 

The door of the tomb is of bronze, green 
with age but still strong. U is locked 
with a keyhole in dead center. Above 
the door is the inscription "Eternal 
Rest." A braided, black silk rope hangs 
at one side of the door. Unlike the tomb 

itself, the rope is new. 
The door has a normal lock. The thl'ee 

copies of the skull-headed key that 
opens this door are in the possession of 
Morphias, Mephista. and Meresger. 
Each takes the key when leaving the 
school. 

The door is not trapped and can be 
unlocked from either side. Pulling the 
rope rings a bell down below in the 
schvol. Students identify themselves by 
a series of three rings, a pause, and 
three more rings. V>inen this s ignal 1s 
heard below, one of the students is 
given a key and sent to open the door 
(roll on the Random Encounters chru•t to 
determine which student answers the 
door I. 

Strangers who do not know the code 
but ring Lhe bell will mstead be care­
fully scrutinized by Mephista {her sta­
tistics can be found at area ll). who 
teleporls to the interior of the tomb and 
uses her see through other eyes spell (see 
sidebar for details) to look through lb~ 
eyes of a raven and see who is at the 
door If she sees hostile-looking stran­
gers, she may marshal the forces of the 
School of Nekros to at.lack. 
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Inside the 'lbmb 

The inside of the tomb is bare except for 
a small stone altar against the far wall, 
upon which three silver bowls rest. On 
ledges to either side of the door lie tbe 
mnlderiug, almost skeletal remains uf 
humans. 

The necromancel'S have left the bodit!is 
of this husband and wife intact to p1·c­
serve the original appearance of the 
tomb, which is actually th~ enLranct- l<i 
the School of Nekros. The dead are 
dressed in moldy clothing that cmmblus 
when touched, and still have their origi­
nal jewelry: gold wedding rings !worth 
50 gp each) a silver pendant of a uni 
corn C50 gp value!. and a plain gold 
bracelet (100 gp value1. Unles"' it is 
daylight when the tomb is entered, Uu• 
PCs will be attacked by two undead 
that rise up oul oft he hodies 

Wraiths 121: Int 11. AL LE: AC 4; MV 
12, fly 24 IBJ; HD n -ti3; hp 28 each; 
'l'liACO 15; II AT l; Dmg 1-0, SA energy 
dram; SD silver or magical weapons to 
hit; SZ M; ML 15; XP 3,000; MC. 

The students at the School ofNek.i•os 
are usually able to control these wraiths 
!unless the wraiths mnke their !laving 
throws) by use of the rmgs of Nekros. Tu 
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really play it safe, some studentii will 
pass through this area only by d11y. 

The howls (which have been glued by 
th~ necromancers to the altar so lhey do 
not spill when 1t is moved I contain the 
brown. crumbling remain!> of rose 
petals. Entrance to t.he School of Nekros 
IS gamed by pushing a hidden button at 
lhe b1u1e of the altar, which allows it to 
be easily slid to one side, reveal mg lhe 
flight of stairs below. A corre1>ponding 
button is found m plarn Sil{ht on Lbe 
waH near lhe top of the stairs. Pushing 
this bull.on causes the altar to slide 
back inlo place--0r to slide open for 
those leaving the school. 

The School of Nekros 

1. False Ball of Skulls. 

At I he bottom of the flight of stairs 
lead.in~ down from the tomb you !lee 
a long hallway. 10' wide and 130' 
long, with a door at the far end. On 
either side of the hallway. the walls 
are l'i lle<l willi long rows of wooden 
shelves that hold sknH;; of every 
shape and description EvEff)' inch of 
shelf space is iilled, and a 1:1mall 
brass plaque is set on the ::.helf be Joy. 
each skull. 

.Just beyond the bottom stair. fac· 
mg ynu, is the gilded, life-sized 
tltatue of a woman in clinging robes. 
H er arms are raised as if to embracl:!. 
and on hei· head is a headdress ill the 
shape of a scorpion. Carved letters 
mark the base of the statue. 

Unless the PCs enter this area be 
tween the houri:; of 6:00 A-M. and 2:00 
PM • they will also see the following: 

At the far end of the hallway, a 
smallish, blonde mau with a droop· 
ing moustache and wearing black 
robes is dirncting two skeletons who 
are carrying be~ween them a vaguely 
humanoid corpi:.e o:lung ma blanket. 
The skeletons WC'ar sword belts with 
long sword~ 11t.rapperl to I.heir hips. 

rfthe party ha~ been l'elatively qmet, 
a ro11of1-2 on lo6 inclicatel> thaL this 
novice wizard is surpn1:1ed. Howevet. as 
soon as he bas recovet•ed, he sends the 
skeletons in to ot1.t1ck the party befo1·e 
either fleeing lif µossiblel or casting 
spells 

This black robed figure is Timor. a 
student oft.he Schct0I of ~ekros. Not a 
particularly bra..,e person, he is often 
teased by other Fltudent:; nnd usually 
winds up with the d111y jobs like c01-ps~ 
disposal. (ln this case, he 1s grumpy 
because one of nis feUow students in­
formed on him after he killed one of 
Meresger's pet spiders.) It is rumored 
that Timor panicked at his ritual ktll· 
ing when trying lo gain entrance to the 
School of Nekros and Lhus was almost 
not accepted by t.he s('hool. 

When the purty tmcounters him, Ti· 
mor is m the act of directing the dis­
posal of a very mangled, headless elven 
corpse, its body magicked mto strange 
configurntions. Timor knows the dan­
gers of lhe trap at area I A and will 
avoid i ~ at all costs. He will attempt U'J 
figh~ bis way back through the pru1y so 
that he can alert the others in the 
school below If this p1·oves impossible. 
he will Dee up I he sLall's to the surface, 
using his nng n{ Nckros to force the 
skeletons to at taek. If alJ else fails and 

Normal Schedttle of the School of Nek:ros 
M1dnighl·6:00 A.M. (13 gong~J: Classes in session in lecture ha1l 1area ·11 
6;00 A.M -2:00 P.M.; Most students as leep m their rooms tnrea 9J. 
2:00 PM ·2:.30 P.M. (six gongi:>): Morning r outines 
~:30 ~M -3:00 P.M.. lone g,mg): Breakfast m kitch en <area 5) 
7:00 P"I -7:30 PM (two gongs}: Lunch in kitchen carea 5l 
1 :00 \ M -1:30 V.f 1three gongs): Dinner in kitchen <area 5) 

Between t he hours of 3:00 PM and midnight, sruden Ls a re spread t hr oughout the 
11<.:aderuy in sma ll groups. studying in the library I area 7l, resting or writing spen~ 
tnlo t heir spell books in their rooms (area 91, practicmg the nuxing of spell com p<> 
nf!OI • In t.be laboratory (area 10). or having a qwdc snack 1n the kitchen I area 5). 
The 1dventure assumes t hat i his lS the t ime period in which the PCs are ventur­
tnJt through lhe school. If not, the DM should adjust the plac1:ment of students 
und .:tali t;Q swt the li me l)f day. 
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cic>!ith Hppea.i·s certarn, Timm· w1ll leap 
throul:{h Lhe trapdoor al ar1•a lA to take 
lus chances in the river below 

1'imor, .student: AL NE;,\(' 8; MV 12; 
Wl, hp 4; THACO 20: IAT 1; Omg by 
"P~ll or weapon type; S 9, D 10. C 13, r 
16. W 16. Ch 8 ML 6; XP 120; r111g 11{ 
N!!krvs, ring of protertwn + 2, dagger. 

Timor. a lst.-le,·el wtza.rd ~pec1alizmi; 
iu necromancy, has the foJlo\\ mg ~pelts 
memonzeci; r.h1l/ touch. hold p11rfal 
(which he will use to close behrnd him 
whatever door he flees through. e1Lher 
the secret door or the dom of the tomb 
above I. 

The skeleton ~ervants are a nc~w typt> 
of monster. hv1ng skeletons 1'hey were 
ooth once human.tighten: who have 
been Lrant>formed by a reversed mr to 
f7••sh ~pell. Thi:J are us.eel for much of 
the heavy work at the school 

Living sk ele ton s 12)• AL LN. N. :\C 
7; MV 12; RD 3. 2; hp 19, 11 THACO 
t 7. 19; II AT l each. Dmg by w&apon lypt! 
!sword!, S 17, 15; D t 3. 12, C 15, 12, J 
lO, 3; W 12. 10: Cb 12. 9; SD cannot be 
l11r11ed, MR rul. SZ M. ML 14 l 2; XP nil 
(not enemiesi; new 
lf not controlled by Ttmor, t hest~ c.re11· 

I urei: w1ll stop fighting and may even 
aid lhe party. <For a full de~iptton of 
the fate that has befallen the::.e NPC1> 
,lnd thell' current ab1ht1es, '\ee the air to 
/1•!sh <;pell in the sidebar I 

The words at the base of the statue 
read: "Mighty Selket, pl'Otet't-Or Qf the 
dead," Thi: stalue is in fad Just I.hat-a 
stone st.atue covered with a very t.hm 
sheet of gold foil. But one rou11d after 
PCs have $el foot in the hallway at the 
base oflhe stairs I if Ti mor il:I nnt en 
countered he.re1, a panel m the back of 
the base opens up to relen~e rour small­
u;h 1,tiant scorpioru; 

Giant 5corpions I 1-4 babies) Int non. 
AL N; AC 3; MV 15, HD :J+2; hp 20 
each. THACO 17; IAT 3~ Dmg 16/1 61 
1 4 · SA po1sou .sting; SZ S (~' longl; ML 
l5~ XP 270; MC. Each ofthe1>e crealw·es 
is about the size of a very Amsll dog. 

l'he scorpions will imrrwdiat.ely al. 
Lack. The only way to avoid thi 11ttack 
i<'I hy pulling the t.llil of lhl' scorpion on 
t be st.atue'11 beud wuhin one nmnd nf 
enter-ing the hall-which Timoi· will 
already na"'e done if he has been i n· 
countel'ed here. Thts locks the scorpion· 
1"1.leasing mechanism I with a loud click1 
for two turns. Pulling the la1l two or 
more times immediately r~lt>aae!l 1 8 
Heorpiuns mstead of 14.1 

The brass plaques beneath each skull 



are engraved; each lists the name and 
race of the skull (e.g., "Thomas Trum· 
peter, Human"). The skulls themselves, 
however, are only plaster copies of the 
real thing. This hallway is, in fact, a 
lure for intruders. The real "librai-y of 
skulls" lies below. There is nothing of 
value to be found by searching this 
hallway. 

IA. Disposal Trap. At the far end of 
the hallway lies another trap. The door 
is real and is locked, but beyond it lies 
only a dead-end hallway lined with a 
series of false doors. The PCs are un· 
likely to learn this fact, however. 

The final 10' x 10' section of the hall­
way is a trapdoor, used as a garbage· 
disposal system by the inhabitants of 
the School of Nekros. Hauling corpses 
and trash up here is one of the students' 
least desirable chores, one assigned as a 
punishment to those who cut classes, 
fall asleep during lectures, or otherwise 
disobey the rules of the academy. 

When 10 lbs. or more of pressure is 
placed upon it, this trapdoor swings 
open to dump whatever it holds down a 
shaft that leads to the River Sticks. 
(Observant PCs may see a Utile dried 
blood on the trapdoor where corpses for 
disposal have landed.J Any PC falling 
through the trap must then (asswning 
he doesn't sink from the weight of his 
armor) swim and scramble to gain the 
slippery cave ledge before being swept 
out into the waterfall and over the cliff 
face for 10d6 hp damage on the rocks 
below. A PC can reach the ledge safely 
if a dexterity check is made on ld20. 

The students use this pit to dispose of 
t.he gory results of botched necromantic 
spells into the river below. And just in 
case anyone should try to gain entrance 
to the school by climbing up through 
the pit, there is an additional trap. 
Some 11' from the false door <and 1' 
west of the trapdoor itselti is a force 
field that affects living creatw·es as 
would a reversed air to flesh spell. Any· 
one passing west through the force field 
will turn into a living skeleton. 

The transformation occurs as follows: 
All flesh is instantly vaporized, and the 
PC loses the ability to talk and east 
spells. The PC. however, is still in full 
control of his actions and can think, see, 
and hear as before. He retains all eqmp· 
ment and can continue to play out the 
adventure. 

The force field works only upon those 
traveling west along the hallway. It can 

neither reverse nor augment its own 
effects. Tu avojd it, students on disposal 
duty simply Loss a corpse Lhrnugh the 
force field onto the trapdoor. 

The forcefield's effects on c1·eatures 
may be dispelled through the consecu­
tive casting of remove curse and di$pel 
magr.c spells. Otherwise, the effect.a are 
permanent until removed by an a.ir to 
f1,esh spell. The force rield itself may he 
removed by the casting of a dispel 
magic spell agamst 18th-level magic. 

PCi:; affected by this trap who agree tu 
faithfully serve the school for one year 
receive a promlse Lbat. t.hey will be 
reclothed in flesh by Morphias through 
the air to fT,esh spell. Until then, such 
characters are subject to control by 
anyone who wears one of the pinkie 
rings of the School ofNekros 

1 B. Secret Doors. A secret doo1· llpen 
onto a flight of stairs leading down. Al 
the base of the stairs. anolher secret 
door leads to the real Hall of Skulls 
(area 2) 

Once the PCs have entered the real 
Hall of Skulls at the bottom of the 
stairs, they are inside the School of 
Nekros. Check once each round for 
random encounters, unless it is between 
the hours of 6:00 A.M. and 2:00 P.M.­
during which time the majority of the 
inhabitants are likely to be asleep. 
During these hours only, check for ran· 
dom encounters once each turn as per 
the Wandering Encounters chart. 

2. The Hall of Skalls. 

You see a long hallway, 10' wide and 
130' long, with a total of nine more 
doors along its walls. On either sid<: 
of the hallway, the walls are filled 
with long rows of wooden shelves 
containing more skulls of every 
shape and description. Every inch of 
shelf space is filled, and a small 
brass plaque is set on the shelf below 
each skull. The shelves are inter­
rupted at intervals by a series of 
wooden doors. 

At the eastern end of the hallway, 
facing you, is tbe gilded, life-sized 
statue of a woman in clinging robes. 
Her arms are raised as if to embrace, 
and from them hang a brass gong 
and a padded mallet. On the head of 
the statue is a headdress in the 
shape of a scorpion. Carved letters 
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adorn the base of the statue. 
A bell hangs from the ceiling at t.hl! 

west end of the hallway, mounted a 
good 81 above the t1om.and 20' from 
the end wall. 

This hallway is similar in appearanni 
to the false 11all of skulls larea H with 
the following changes: the statue of 
Selket does not release scorpions and 1s 
at a different place in the hall; the gong 
is engraved with the words "Awaken 
the Dead''; the skulls m·e real; there are 
more doors. The bell is activated manu· 
ally by the black silk rope in the tomb 
above, and magically by the unauthor· 
ized opening of the secret back door of 
the wardrobe in area 3. 

The hallway may contain wandering 
monsters (including students). The DM 
should roll to determine if anyone or 
any creature is present as soon as the 
PCs enter the hallway. Depending on 
the time of day, the hall may also con­
tain students queued up at lhe door to 
the washroom (area 6) or ru.shing to or 
from a meal in the dining room Carea 5) 
or a class in the lecture hall (area 41. 
(See Normal Schedule of the School of 
Nekros for details on daily routines) 
Stude11ts immediately attack any obv1 
ously hostile intruders. 

Even if a check on the Wandering 
Monster t.able produces no results. there 
is a further 20% chance (if it is between 
the hours of2:00 PM and mjdnigbt) that 
2·3 students (determine students at 
random from student wizards not yet 
encountered> are et the west end of the 
hall in front. of the door to area 3, busy 
playing a game that has been forbidden 
by the deans of the school. On a roll of 
1-2 on ld6, the group is not immediately 
aware of the party and the PCs see the 
following: 

At the west end of the hallway, a 
group of hutnans in black robes is 
clustered in front of a door. AB vou 
walch, one peers through a peep hole 
in the door, thenjumps back with a 
scream and nervous laugbt.e1-. The 
others Lhump the person on the bark 
and exchange coins. 

For details on the game the students 
are playing. see the door peephole trap 
described in area 3. 

These students attack and attempt to 
spread the alarm if the party is hostile. 
Otherwise, they approach with caution 
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while one runs off to find the deans or 
Meresger. 

The shelves lining the walls of this 
hallway contain Morphias's and 
Mephista's private collection of skulls 
from around the world. There is at least 
one skull from just about every sentient 
humanoid race known, each neatly 
labelled with a bronze plaque on the 
shelf below. The skulls are consulted by 
the necromancers when they wish to 
gain information from the undead. They 
are animated through an animate dead 
spell. clothed in flesh with an air to 
fiesh spell, and consulted by Mephista, 
who picks up their thoughts with her 
ESP spell In effect., they constitute an 
undead "lib1·ary" for the twins. There is 
a 10% chance that a skull may have 
accidentally been replaced on its shelf 
with flesh still intacL by a careless 
student. 

3. Bed.room of Morphias and 
Meph.ista . This room has a locked door 
with a tiny round peephole at about the 
right height for a human to look into. 1n 
addition to a normal, deadbolt lock, this 
door contains two traps. The first is a 

Wandering Encounters 
Roll Encounter 

(ld12) 
1-2 
3-4 
5-6 
7-8 
9.10 
11 

living skeletons l1·2) 
poisonous spiders (1-4) 
centipedes (14) 
small scorpions (1-4) 
poisonous snakes (1-4) 
Roll percentage dice: 

needle trap in the handle (save vs. pa· 
ralysis at -4 penalty or suffer paralysis 
for 1·10 rounds). The second trap is 
found in the peephole itself. 

Looking out through t.he peephole 
from t he room is possible, but trying to 
look into the room has the following 
results: For the first 12 seconds, the 
person looking through the peephole 
sees an illusion of the thing he most 
fears. Then, in the 13th second, a jet of 
acid is emitted from t.he peephole, doing 
14 hp damage and blinding one eye 
unless the person makes a save vs. 
poison, in which case the eye •s merely 
weakened and vision goes blurry for a 
few moments. The blindness is perma· 
nent unless a heal spell is cast on the 
eye. 

The students like to play with this 
peephole, to see if they have the stam· 
ina to look upon the things they most 
fear, and the timing and speed to pull 
away just before the jet of acid shoots 
out of the hole (this is the possible 
encounter mentioned in area 2>. 

Once the door is open, read or para· 
phrase the following to the players: 

For stats see 

areas l & 5 
area 8 
area8 
area8 
area8 

Encountered yet? 
(check if yes) 

01·33% = Meresger area 8 
34-66o/r = Morphias area 3 
67 -00% = Mephlsta area 11 __ 

12 students (1-4). Roil ld12 again to see which studenL(sJ are encountered 
Reroll if student(s) have a.I.ready heel) encoUQtered. Delete students en­
countered here f\·om the rooms where they would otherwise. be found. 
Student Normally Sleep s in Encountered ye t? Roll 

Ud12) 
1 Laridu.m 
2 Redux 
3 Feralis 
4 Vado 
5 Sicarius 
6 Carmen 
7 Malignus 
8 Timor 
9 Cadaver 
10 Origo 
11 Impavidus 
12 Balatro 

found in (if daytime) <check if vesl 
area 5 area 9A · 
area 5 area 91 
area 10 area 9B 
area 10 area 9E 
area 6 area 9G 
area 7 area 9L 
area 7 area 9F 
area 1 area 9J 
area 9C area 9C 
area 9K area 9K 
area 9M area 9M 
area 9M area 9M 
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This 30' x 30' rootn is lit by a dim 
purple light that seems to come from 
everywhere and that casts weird 
shadows. The room contains two 
four-poster canopy beds, each with 
black velvet curtains pulled tight 
around it.. A huge, ornately carved, 
inlaid wooden table is flanked by two 
chairs carved out of bone. Beside an 
hourglaBS filled with gold dust. a 
glowing white orb sheds light on the 
papers scattered across the table. A 
half-eaten apple sit nearby. 

The walls are draped with black 
velvet curtains showing embroidered 
and painted scenes of tombs, pyra· 
m.ids, and battlefields filled with 
corpses. On a dressing table beside 
the bed neru·er the door sits a wooden 
head on which a black wig has been 
placed. Beside the wig are a brooch 
and earrings 1150 gp value each). A 
wardrobe al the back of the room is 
slightly open; black robes hang in it. 

If it is between the hours of 6:00 A.M. 
and 2:00 P.M., Morphias (if nol already 
encountered elsewhere) is sleeping in 
the bed farther frorn the door. At any 
other time of day, he is sitting at the 
table reacting. Morphias deals harshly 
with intruders and immediatelv attack$ 
any who appear to be hostile. · 
If Morphias is awake and reading at 

the table, add Lhe following: 

A young man of dark complex.ion and 
jet-black eyes is sit.ting at the far end 
of the long table. reading by the light 
of the orh. He is dressed in robes of 
black velvet embroidered with metal­
lic purple dragons, and a tiny silver 
key hangs on a chain around his 
neck. He looks up as you enter, 
frowns when he realizes you are not 
students. and mutters a few quick 
words. 

Morphias has oo interest. in talking to 
intruders. He will call for help and then 
lry to immobili1.t' the PCs for later in­
terrogation by casting magu. m1;;si/1' 
and summon .'lwarm spells to keep the 
party busy whlle hP casts a hme stop 
spell. 

Morphias, dean of the School of Ne­
kros: AL LE; AC 6; MV 12; W18; hp 40; 
THACO 15; II AT l. Dmg by spell or 
weapon 1.ype; S 10, D 12, C 10, I 17; W 
17; Ch 15; ML 16; XP 12,000; potion of 
human control. potion of extra healing, 



ring of regeneration, rrng of protect10n 
+4, rt~ of Nekros, a skull-headed key 
tin his pocket> that unlocks the door of 
the lomb above (see "Outside th!! 
Turnb .. I, and a tiny silver key on a cham 
around hUJ neck. which unlocks Lbe 
chest in the laboratory larea 10>. 

Morphias, an 18th-level wizard spe­
ciahzing m necromancy spells, has the 
following speUs memorized: alarm, 
cantr1p (exterminate I, ch1ll tourh, dl'tect 
magic, hold portal. magic missile, detect 
good, knock, spectral hand, stinking 
cloud, summon swarm, wizard loc·k. 
dispel magk, feign death, fireball. fly, 
lightning bolt, protectwn from g0<>d IO' 
radius. air to flesh. dig, dimenswn door. 
enerualum, minor globe of mvulnerab1l-
1tv, tl'tzard eye, animate dead. C'ioudkill. 
d~mis.~al, fabricate, magic jar, trans· 
mulP rot·k to mud. death fog. death spell. 
enchant an item. more earth. Bi!lb.v's 
grasping hand, control undeati, power 
word stun, spell turning, clone. mind 
blank. permanency, energy dram. time 
stop 

Seeking to preserve and protect his 
!'Chool, Morphias will not u11e hi11 more 
destructive spells but will attempt to 
trap or kill hoi;tile persons without 
destroying anything valuable. G1Ven 
enough casting time, be will use his 
t1mf' stop spell to freeze the fighting and 
deal with the intruders on his own 
terms. 

The items immediatelv visible m this 
room are nil mundane o°iie!I except for 
the 01·b, which 1s simply a round whit.e 
rock with 1.1 dimmer lhan usual ronltn· 
ual li>:ht spell cast on 1L The purple 
lighl filling t.he room can be eliminated 
by simply speaking the word "dark­
ness" and can be restored by speaking 
the work "light." The command 
"bnghter" increases the amount of 
pur ple hgbt. while "dimmer" has the 
opposite dTl!cl. 

Morphias and Meph1sta store their 
treasure and spelJ books behind the 
secret false back of the wardrobe This 
back lS easily removed once d1!1eovc:red, 
but anyone who does so without first 
pushing a secret button in the band le of 
the wardrobe's front door triggt:r:-- a 
trap With a slight h1ss1ng sound, this 
trap rele~1:1 an odorless, colorle..«s gas 
that puts everyone within 10' of the 
wardrobe to sleep (treat as a sleep i;pelll 
unless a saving throw vs. p<Hsoo 11> 

made (at a -4 penalty I. Simultaneously, 
the school's bell (unless already dis­
abled) starts to ring an alann. 

----- -_-_-~- -- ··-

Once the false back of the wardrobe 1s 
removed, read lhe followmg: 

Inside the secret comparlrnent at. the 
rear of the wardrobu you M:e a chest, 
a broom, and 18 books bound in dark 
purple leather. Moving gold letter:. 
flicker along th~ 1>pine~ of the book::>, 
and on the spine of erich book is a 
black half moon. 

Unless this half moon mark ts finil 
touched by a person with the school's 
wizard mark on his palm, any of t.hese 
magic texts inflicts increasing eleclrical 
damage per each su :.ecoods louched or 
held (half damage 1' the handler 1s 
wearing stout leather glovesl. The pro· 
gression per six-second time period is: 
First period ld4 hp damage 
Second period ld6 bp damage 
Third period ld8 hp damage 
Fourth period ldlO hp damage 
Fifth period 1dl2 hp damage 
Sixth period ld.20 hp damage 
The progression continues for the sev­
enth through 12th period with two dice 
of each type, then three dtcc of each 
type for the next six periods, etc. 

Would-be thieve« mny not get this far. 
however. As ,,oon Ud anyone attempts to 
touch or reach anyt~ing an thl! 3e<:ret 
compartment of the wardtflbe, he 1s 
attacked by spec1a1 shedowl' summoned 
directly from the Ne~utive Mutenal 
plane. One to four oflhe11e shadows 
materialize for each person who reaches 
past the back panel off hl' wardrobe, 
and they materialize only the first time 
a person reaches in. The dim Light in 
this room is designed to aid the shadow" 
in their attacks. Morphiai; and 
Mephista control the shadows through 
their contml und1•ad spells 

Unlike regular l!hadOWb, which are 
humanoid shaped, thest! bhadows are 
shaped like lions. Otherwi~. they at· 
tack and move like rel{Ular shadows. 
They are summoned from the Negative 
Material plane when any object (e.g .. an 
arm, a stick. a rope, etc.) forms a link 
between the interior of thl• wardrobe 
and the secret chamber bevond its back 
wall. and I.hey emerge with a roar (oth­
erwise being 90~ undetectable>. Thi!'; 
one-wa~· passage can bt.• negaloo by a 
dispel magic ,;pell, 

Shadows: lot lo\\; AL CE; AC 7: MV 
12; RD 3+3; hp 21 each: THACO 17, 
IKT 1; Dmg 2·5: SA 11tren¢b drain; SD 
+ 1 or better weapons to hit.; immune to 
sleep, charm, and hold sp~lls; MR spe· 
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c1al; SZ M: ML 18. XP 650; MC. 
Inside the false back of th!! wurdrnbt• 

are a hroom nf flyrng and the 11pell books 
of Morphias and Mephista. Th1t chest 
cuotairu: 1,000 gp. 540 sp. 13 .,., hite 
chalc:cdony st-0n1:s (worth 50 g-p t!U<'hJ 
curved in the :lhape of skulll!, u black 
gear ah pin of carved jet Lb.al j., actually 
n scam/) of dPath. and a sea rah pin '! I 
with o blue star sapphire that i::11tct 11· 

ully n scarnb of protection 
Finnlly, a secret. trapdoor in lhc base 

of the wardrobe opens to revru l 1;1 n11r 
row, winding t1ight of roughly cul slt!p'< 
lhat leads to the larr of the ::1kdi;t111 red 
drugon <an•a 11). 

4. Lecture Hall. If it i!< betY.e~n the 
hour~ of 6:30 P.!'>t and 11:20 P. \I , the 
l~cture hall will likely~ empty; read 
the following: 

l'hi. room ls lit by hooded lantern; , 
1::. demicirculaI in :,;ha.pe. and I'\ con 
slructed in the fashion of an ancwnt 
Gred( theater. Carved into the rock 
it.self are tiers of stone 'eat<1. stair!! 
lead up to the higher seats. 

At th11 front cif the room, a ~em11:1r· 
culttr floor urea is paved \\.;th bla<'.k 
and i;:-old tiles. At the center of this 1" 

a round, r.used dais of black -1ton•• 
TI1e top uf the dais i3 can•ed w1t h 
gold·hned channels thaL dirt:ct tlu1d 
down mto the four gold skull·&hnpt.'IJ 
pol::. on the floor 

The wall between the two doon1 lo 
tht.' hullwuy 1lcl smooth and while. Al 
the back or the room. at the level of 
lhl' 1 op row of seats, is a strani.tc 
hra-.>; object covered by a black cloth 
A Slllllll wooden box sits nearby. 

The white wall is a sc:rttn upon v. hu:h 
images are projected. The bra.'<:i lantern 
und~r the cloth contains a "-lone upon 
which 11 e<mtmu.al light spell has ht·cn 
cast. Thii; stone project.:; its light 
lhrough a lens at the front of the Ian 
lern. Painted squares ot gla-., i;it 1n 

1:1lots in the nearby wooden lfn painted 
glasll square 1s placed in thl "magic 
laolern," an image of one of the Slt'J>l' 111 

a nl"cromancy spell is proj('('ttc-d vn the 
>«:rt>en at the front of the room (the OM 
n1ay decide which spell thu :.bdcs show; 
a label lo lh1:- effect "ill ~found on lhr. 
lid oflhe box1, 

Tht> gold pots are each worth 300 gp, 
This lticture hall is where magu: is 

taught and sacrifices to the l{Odll and 
goddesi;os of deat.h are perfo1 med. lt iH 
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also where would-be students are t.esLed 
by being killed and then brought back 
to life. The ritual involves stabbing the 
prospective student with a dragon-tooth 
dagger as the other students stand in a 
circle, hands clasped. and chant. The 
dead novice is then brought back to life 
through a raise dead spell, then is 
marked with the invisible wizard mark 
half moon. 

If it is between the hours of midnight 
and 6;00 A.M., there is a 25% chance 
that this ritualistic admission ceremony 
is being performed on the promising 
new student lmpavidus (see area 9Ml. 
Morphias is present, leading a group of 
3-12 students. (Th.is assumes that nei­
ther Morphias nor I.mpavidus have been 
encountered elsewhere. If either has 
been encountered, the ceremony may 
not be going on. In addition, when ran· 
domly determining the students 
present, remember to omit t.hose al­
ready encountered elsewhere.) 

If a ritual is not going on between the 
hours of midnight and 6:00 A.M .. then 
either Morphias or Mephista (50% 
chance for each) is teaching a class of 
3-12 students. using the slide projector.) 
If it is between the hours of 6:00 A.M. 
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and 6;30 AM. or 11:30 P.M. and midnight, 
students are filing out of or into this 
room <1·6 ar~ inside. Either Morphias or 
Mephista is also present on a roll of 1 on 
ld8.). 

5. Kitchen. Read the following to the 
players, unless it is time for one of the 
school's three meals of the day. Omit 
Laridum and Redu:x if they have al­
ready been encountered elsewhere: 

A huge wood-burning stove occupies 
the southeast corner of this room. In 
the center of the room there is a long 1 

table with 16 chairs around it. The 
table is set with black plates, black 
glass goblets, and cutlery made of 
brass and bone. Black candles sit in 
silver candlesticks at the center of 
the table, and the room is lit by lan­
terns on the walls. In the southwest 
corner, a bucket hangs on a rope from 
a wooden cross beam over a well. 
Large barrels line the west wall. 
Shelves on the south wall contrun 
foodstuffs. A pile of wood sits near 
the stove. Four skeletons bustle 
about the room, adding kindling to 

the stove, stirring pots of bubbling 
stew, and adding a centerpiece of 
white lilies to the tab!~. 

Sitting at one end of the table, 
eating a snack of bread and cheese 
and drinking a blood-red liquid. are a 
man and a woman in black velvet 
cloaks. He is a stout, deceptively 
jolly-looking man with only a fringe 
of b1·own hair on an otherwise bald 
pate. She is a woman with long 
brown tightly curled hair, and strik· 
ing eyes-one green and one blue. 
Beside her. resting against the table. 
is a staff carved with ivy patterns. 
They are facing the door and notice 
you immediately as it opens. 

The cooks and servant& are special 
skeletons who once were two neutral 
human priests, a dwarven fighter, and a 
half-elven thief. All fell victim to the 
force field trap !area lAl in the False 
Hall of Skulls, and now are serving the 
school ior one year m the hope that 
their bodjes will be restored to them (a 
promise the school will keep, but only 
after wiping all knowledge of that year 
from their minds through the bramkill 
spelll. These Ii ving skeletons will not 
fight unless attacked, and may even 
give aid to PCs who present the possibil· 
ity of returning them to normal. These 
skeletons cannot speak or cast spells 
but can see, hear, think, and contJ·ol 
their own actions (when not bemg con· 
trolled by one of the rings of Nekrosl. 
They cannot be turned. 

Living skeletons C4): AL NG, LG, 
NG, N; AC 7; MV 12; P3, P4, F2. T9; hp 
20, 24, 14, 43; THACO 20, 18, 20, 16; 
HAT 1 each; Dmg by weapon type; SD as 
per racial characteristics, cannot be 
tm·ned: ML 10; XP nil (not enemies>~ 
new. 

The two students having a quick 
snack between meals are Redux and 
Laridum. The barrels contain water and 
blood-red wine. 

Laridum ma~· look slow and hm·mless, 
but he is surprlsingly agile and has 
muscles c>f steel beneath his expansive 
belly He would have made an excellent 
fighter, but lus keen intelligence led 
him to study magic instead. 

Laridum, student: AL LE; AC 8; MV 
12; W5; hp 18; THACO 19; lllcr 1 or 2; 
Dmg by spell or weapon type luses t.wo 
daggers at onceJ; S 18, D 16, C 12, I 17, 
W 17. Ch 10; ML 10; XP 975; two dag­
gers, ring of invisibility. rmg of Nekros. 



Laridum has chosen bis spells either 
because they inflict pain or because 
they are good "fighting spells." But, 
like many bullies, he'll run if the going 
gets really rough, using his ring of m­
visibility to aid him. He has memor-ized 
lhe following spells: burning hands, 
chill touch, magic missile. protection 
from good, shield, Melfs acid arrow, 
pyrotechnics. spectral hand. Melfs min­
ute meteors { x 2). An ambidextrous 
character, he fights with matching 
black daggers. 

Laridu.m suspects (wrongly) that Re­
dux is a neutral-good priest in disguise 
and would love to expose her as such to 
lhe twins. Whenever he finds her alone, 
he questions her subtly on her motives 
behind coming to the School of Nek:ros 
and is trying to catch her out in 
conversation. 

Redux, in fact, must, tread warily. The 
only nonevil student at the School of 
Nekros, she is true neutral in align­
ment. (Fler nonevil alignment was 
missed when the twins cast a detect 
good spell; it did not pick up her neu­
trality.) She has measured the risks of 
learning the powerful restorative spells 
the school bas to teach-risks both to 
her person and her soul-but has de­
cided they are worth it. She will not 
perform evil acts on her own initiative 
but will fight to protect the knowledge 
the school offers. 

Redux, student: AL N; AC 7; MV 12; 
W2; hp 12: THAC020; 111\r 1, Dmg by 
spell or weapon type; S ll, D 13, C 18, 1 
16, W 18, Ch 17; ML 12; XP 175 (nil if 
she is attacked first!: staff, doak of 
protection +3 (observant PCs may no­
tice that her cloak is an extremely dark 
blue rather than true black), periapt oj' 
wmi,nd closure, ring of Nekros. Redu.x 
has the following spells memorized: 
cantrip (change), hold portal, jump. 

If it is time for either breakfast, 
lunch, or supper, 2·12 students are 
seated at the table for a meal. In addi­
tion, there lS a 10% chance (rolled once 
for each) that Meresger and either Mor­
phias or Mephista !but not both twins) 
will be dining with the students. 

6. Washroom. 

This small room contains a toilet 
(basically just an outhouse-style seat 
with a cover) and a carved stone 
wash basin of black marble. Beside 
the toilet sits a black stone carving of 

a mushroom, about 6'' tall. The room 
smells sweet, like incense. The door 
locks from the inside with a simple 
slldmg bolt. 

The hole under the toilet opens int-0 a 
narrow shaft that leads down to the 
river below. The mushroom is a magical 
item, a 'stool of sweet smelling. It, will 
pw-ify the air in anv one room, overcom­
ing all other odors. ·rr the magical mush­
room is removed, the washroom will 
begin to smell. 

If it is between the hours of' 3:00 PJvl 
and midnight, the washroom is occupied 
<if Sicarius has not already been en­
countered elsewhere). The PCs must 
fo1·ce the locked door to get inside, at 
which ti.me they see: 

Washing her hands at the basin is a 
woman whose black robes match t.he 
ebony hue of her skin. She jumps, 
startled, as the door opens, and you 
can see that her hands are covered m 
a sticky while substance. 

The woman washing her hands is 
Sicarius. a promising student who has 
traveled from a distant country to ;om 
the School of Nekros. A close friend of 
Malignus (see area 7), she shares with 
him a love of poison. But where he is 
careful with bis venom, she courts 
death at every tw-n. Secretly in love 
with Morphias, she yearns to have him 
resw·rect her once more. Ultimately, she 
would like to die with him and dwell 
with him in the land of the dead. 

Sicari us has just come from the labo­
ratory, where she has been mixmg up 
toxfo substances; the white gluey stuff 
is contact poison, disguised to smell like 
medicine, and it is starting to make ber 
hands tingle. The school ring saved her 
from death, but she i.s finding it hard to 
work with numb bands. 

Sicarius, student: AL NE; AC 6; MV 
12; W6; hp 19; THACO 19; II AT 1 or 2: 
Dmg by spell or by poison (not currently 
carrying a weapon, but uses both hands 
at once); SA poison: S 13, D 18, C 10, I 
16, W 16. Ch 10; ML 20; XP 1.400; ring 
of Nekros. 

If attacked, Sicari us tries t-0 smear 
PCs with the contact poi.son. Since it is 
diluted now by water, the save vs. poi­
son is at a +4. She carries no other 
magical items and has few possessions, 
due to her finn belief that she and Mor­
phias will soon dwell in the land of the 
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dead together-and no longer in need of 
anything but each other. 

One of the keenest students at the 
school, Sicarius has the folloVl'lng spells 
memorized: can.trip <change I, chill touch, 
.::umprehend languages, message, protet'· 
lion from good, knock. prot~ction from 
cantnps, spectral hand, clairaudie11ce. 
!told undeaJ. 11amµir11: touch. 

7. Library. 

This room is filled with shelves con­
laining a multitude of' books. From 
the ceiling bang a dozen silver 
chains, each suspending a glass skull 
that glows with a steady vellow 
light. • 

Some of the books on the shelves 
are old, with cracked leather bmd 
ings, while others appear quite new 
One shelf. fronted with glass doors, 
contains a row of nine exquisite 
books bound in black leather with 
gold titles along their spines. The 
glass doo1·s are Iollked with a press­
button combination lock. Al'mchairs 
are positioned around the room. 

The glass skulls have a simple cvnhn· 
ual light spell cast on them and are 
used to illuminate the room. 
If it is between the hours of 2:00 P.M. 

and midnight, add the following, omit­
ting Carmen and/or Malignus if either 
or both have already been encountered 
elsewhere: 

In the armchair nearest the doo1· sits 
a beautiful young woman whose 
white-blonde hair is braided with 
brilliant red feathers at the end of 
each braid. Resting against her fore­
head and hangmg from a thin silver 
chain is a black stone, and lying on 
Lhe floor beside her is a dragon­
beaded quarterstaff. Across the 
room, an older man looks up from a 
heavy tome he has been studying. 
His eyes are the thinnest of slits 
behind round wire-rim glasses, and 
his receding hairline bas given him a 
lugh forehead. Both he and the 
woman are weSI·ing black velvet 
robes. Bone-hilted daggers rest in 
sheaths at theil' hips. 

This is the library of the School of 
Nekros. Studying in 1t are the students 
Carmen and Malignus. 

Carmen has come to the School of 
Nekros seeking to further her know I-
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edge of dragons: I.he book she was read­
ing deals with usmg dragon bones and 
teeth as spell components. Her primary 
concern is that the books in the library 
and Flagros herself not be hal'med-at 
least until Carmen has had a chance to 
use them fully. 

Carmen, stl1dent: AL LE; AC 9; MV 
12; W3; hp 9; THACO 20; #Kr 1; Dmg 
by spell or weapon type; S 10, D 15, C 
10, 117, W 17, Ch 15; ML 12; XP 270; 
dagger, quarterstaff+ 1, ring of Nekros. 
dagger. jet stone on silver chain (50 gp 
value). 

CB.l·men is a 3rd-level wizard specializ­
ing in necromancy. She bas the follow­
ing spells memorized: cowr spray, magic 
missile (using either one at. a distance 
first), chill touch, defect invisibility, 
spectral hand. 

Mali.gnus has also come to Lhe school 
to study, but his area of interest is poi­
son, and t.he book he is reading concerns 
the preparation of poisons. A violent, ill­
tempered older man, he would just as 
soon fight with his poisoned weapons as 
use his spells. These poisoned devices 
include a hollow dagger containing 
enough venom for four stabs (save vs. 
poison or die); a glass vial of contact 
poison <save vs. paralysis or lapse int.o a 
coma for 1-4 days) in the breast pocket 
of his robe. ready to be thrown; and a 
cheap-looking, snake-shaped bt·ass cloak 
pin, a prick from which will cause death 
(save vs. poison). Believing each of his 
viclims to be a pleasing sacrifice to the 
gods of evil, he is happiest when killing 
and is known to smile only in battle. 

Malignus, student: AL NE; AC 6; MV 
12; W6; hp 17; THACO 19; #AT 1; Dmg 
by spell or weapon type; S 15, D 18, C 
10, l 16, W 16, Ch 5: ML 14; XP 2,000; 
ring of Nekros, poison dagger, vial of 
contact poison. poison brooch. 

Malignus is a 6th-level wizard special­
izing in necromancy who has the follow­
ing spells memorized: chill touch, 
enlarge. magic mi"8Rile ( >< 3), protection 
from rantrips, .spectra.{ han.d. strength, 
clairaudi.erice, sepia snake sigil, uam­
p1.ric touch. 

Among the mundane books of the 
library, the PCs can find tomes on such 
topics as anatomy and dissection, medi· 
cine, acupuncture, herbal lore, the col­
lection of spell components, mummi­
fication, tomb construction. poison, 
burial practices of val'ious races, gods 
and goddesses of death, prnphecies of 
how the world will come to an end, 
tanning and taxidermy, and flower 
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pressing. All are marked, in the fashion 
of library books, with a black half moon 
on the bottom of the spine. 'lbuching 
any mundane text results in 1-4 hp 
electrical damage per touch or per six 
seconds held. School of N ekl'os students 
are immune to this effect, however; the 
books " recognize" a studenl by the 
invisible half moon on his left hand, 
which must be pressed to the half moon 
on the book's spine before touching any 
other part of the book. 

The combination push-button lock on 
thP- glass-fronted cabinet has rune but­
tons, numbered 1 through 9. 'lb success­
fully open the lock, any combination of 
numbers addi,ng up to 13 must be 
pressed. When the numbers total pre­
cisely 13, the look clicks open. If num­
bers adding up to less than 13 are 
pushed, and 10 or more minutes pass, 
the lock resets to a total of zero. But, at 
the precise moment that the total 
passes 13 rwithoul. adding up Lo exactly 
13). the following occurs: A cloud of 
purple gas flows out of holes in the 
bottom of the bookcase, filling the li­
brary within 12 seconds and putting to 
sleep all it engulf.:;. (This is a contact 
gas and does not need to be inhaled; 
save vs. paralyzation; effects as per a 
sleep spell.) The gas dissipates in 10 
minutes. Breaking or forcing the glass 
doors has the same effect. 

The black and gold books are refer­
ence spell books-each also marked with 
an electrified half moon-used bv the 
students who study at the scbooi. Each 
contains necromancy spells of a particu­
lar level (see the sidebar list of necro­
mancy spells available at the school for 
details). 

8. Chamber of Meresger. 

This 20' x 20' room contains a 
wooden chest at the foot of a brass 
bed with white skull bedposts. The 
bed is neatly made with black sheets 
and blankets. On one wall bangs a 
full length mirror, and a plush red 
throw rug covers the center of the 
floor. Against the north wall are four 
large pottery urns, covered with 
perforated lids. Beside them sits two 
small wicker baskets from which 
come rustling and clicking noises. 

Unless Meresger has been encoun­
tered elsewhere or is sleeping, also read 
the following: 

Standing before the minor, looking 
into it with a critical eye, is an el­
derly woman whose graying hair 15 

pulled back in a tight bun under a 
black lace hair net. Crawling on the 
woman's shoulder is a hairy black 
spidet· the size of a human fist. 

This is Lhe hedroom of Meresger, "she 
who loves silence," servant to Mephista 
and Morphlas and keeper of the snakes 
and other poisonous beasties that in­
habit the corridors of the School of Ne· 
kros. The pet on her shoulder is her 
particular favorite-a baby giant black 
widow spider, newly hatched, which she 
has named Perfidus, after the husband 
Meresger murdered years ago. 

Meresger, servant: AL LE; AC 10; 
MV 12; W2; hp 7; THACO 20; #Kr 1; 
Dmg by spell or weapon type; SA poi­
soned dagger < +2 save vs. poison or die); 
S 13. D 10, C 18, I 16, W 17. Ch 11; ML 
l8; XP 420; poisoned dagger, periapt of 
proof a,galnSt poison +4, scarab us. 
golems, ring of Nekros, skull-headed key 
to the tomb above the school 

Mernsger fights like a cornered 
mother cal. using an envenomed dagger. 
She has the following spells memorized: 
cantrip (spider), rhill touch. magic 
missile. 

The urns (from left to right) contain 
the sleeping beasties Meresger feeds 
and cares for as pets: 

Urn 1: Centipedes. giant 12-241: Int 
non; AL N; AC 9; MV 15; HD 1/4; hp 2 
each; THACO 20; #AT l; Dmg nH; SA 
poison; SZ T; ML 6: XP 35: MC. 

Urn 2: Snakes, poisonous (1·3l: Int 
animal; AL N: AC 6; MV 15: HD 2+1: 
KAT 1: Dmg 1, SA poison; SZ S; ML 8: 
XP 175;MC 

Urn 3: Scorpions, small {1-12l: Int 
non; AL N: AC 5; MV 9; HD 2 +2; hp 20 
each; THACO 19; NKI' 3; Dmg 1-4/ 1-411 , 
SA poISon stmg; SZ S; ML O; XP 175; 
MC. 

UTil 4: Spiders, large 12-201: Int nou, 
ALN:AC8; MV6v.eb15;HD l+l;hp 
5 each; THACO 19, •AT l ; Omg I, SA 
poison bite: SZ S; ML;, XP 120: MO. 

1'.feresger often lets her pets out. ~o 
roam throughout the school, where they 
may be e11counte1·ed by adventurers as 
wandering monsters. <Many of the stu­
dents despiBe her pets and kill them 
surreptitiously: punishment for such 
acts is corpse disposal duty J 
If attacked within this room. 

Meresger tips over an urn tdetermine at 



random, rolling ld4) so that her pets 
can aid her in battle. 

'T'he wicker baskets (ironically, made 
by halllings!J contain insects and ro 
dents that Meresger feeds to her pets. 
The chest contains Meresger's personal 
belongings; there's nothing special here, 
just a few robes and b-inkets. The mir­
ror, which is a mirror of inner beauty, is 
the only magical item in the room . Its 
only magical property is as follows: ff a 
PC stands before it and chantt1: "Mirror, 
mirror, on the wall, who's the fairest of 
them all?" the mirror presents an X-ray 
picture of the PC, showing only the 
skeleton. 

9. Student Dormitories. These small 
rooms are designed to house one student 
each. If it is between the houri. of 6:30 
A.M and 2:00 P .. "1, the students will be 
sleeping m the following rooms <unless 
they have already been encountered 
elsewhere): 9A Laridum; 9B Feralis: 90 
Cadaver; 9D empty; 9E Vada; 9F Ma­
lignus; 9G Sicari us; 9H Ba1atro; 91 
Redux: 9J Timor; 9K Origo; 9L Carmen; 
9M l mpavidus. 

Bet ween 2:00 PM and mjdn.ight, most 
of the rooms will be empty; the students 
are elsewhere in the school, studying, 
eating, reading m the library, or expen­
menting in the lab. During tht!Se times, 
read the folloITTllg description for any 
empty rooms <all of those except areas 
9C. 9H. 9K and 9M>: 

This 10' )( 20' room contru ns a coffin 
lltter.J nut as a bed with padding and 
blankets, a plain wooden chest. for 
belongings. a black velvet robe hang­
ing on a peg, a brazier that gives off 
smoky red light. and a stool beside a 
sturdy table. On top of the ta.bl~ are 
glai1s containers of black, purple, and 
gold ink, black quill pens, and sheets 
of vellum. 

The vellum is made from human skin 
and sometimes bears taLtoos. Most of 
the sheets are blank, but some may 
contain half-finished spells. • 

Each of the chests has a secret false 
bottom where the spell books of the 
student-. (made up of the bound vellum 
h•:?et are kept when not in use. 1b 

detcrnun hkh spells a book has. the 
OM •h,,uld na>te ~hose book it is, m· 
cludt a11 oftbe •pell::- h tEid for that 
character, and add oti'ler"' that seem 
appropriat.e to a wizard of that level 
specializing m neci·omancv But please 
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note: There is a 10'.'l chance that any of 
the necromancy spells in these books 
has been incorrectly copied and thus 
will backfire tf used as written. 

There are 14 miscellaneous items to 
be found in each room. Roll ld20 to 
determine which items are found: 

L a bone dagger 
2. 14 empty potion vials (still la-

belled! 
3. a portrait of a .uccubu.s 
4. a copper nng 
5. a glass figurine of a snake 
6. a crudely :;ketched map of the 

school 
7. a practice wand (not magical) 
8. a stuffed black cat 
9. a pewter goblet 

10. a ball of string 
11. a pair of tweezers 
12. a tinder box 
13. a clove of gar he 
14. a lasl will and tei;lamenl 
15 1-4 black 1:antlles 
16. a pair of dtce. loaded to always 

come up ·•snake eyes" 
17. a bottle of blood red wine in a crys· 

tal decant.er 
18. a chunk of cheese 

19. a romance novel 
20. an embroidered scabbard for a 

dagger 

9C. Cadaver's Room. This room 
rrtutches the general descriptlou for 
student rooms given previou11ly After 
reading the boxed text at area 9 con 
linue with the following: 

In lhe coffin lies a very pale, auhurn · 
haired man. His hands are folded on 
his chest, n.nd a lily rests between 
them. Below the flower, a clove of 

1 
garlic lies on the smooth black vt:lvt!t 
of h1s robe He is extremely thin ancl 
looks a little blue in the cheeki;. ll as 
11npossible to le LI if he ra dead 01 

alive. 

This 1s Cadaver. a student so named 
by the twin(; due lo rus appearance ,md 
to his ability to s.leep soundly and heav-
1 ly through almost a.ny disturbance. 
Indeed, the PCs can clomp through the 
nKJm. making all the noist- they wanl­
h1:1 wakes up only 5«i of t.he ltmet 

Cadav<"r; student: AL LE: AC 9; MV 
12; W2: hp 6; THACO 20; #AT I. Om~ 
by spell or weapon type; S 8; D 9, C JO, 
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l 17, W 16, Cb 12, ML 12, XP 175; ring 
nf prolr1·tfon + J, ru1g <>f N11kros. 

Cadaver. a 2nd·level wizard spec1aJiz-
1ng in necromancy, bas the following 
spells memorized: rhrll tnuch, protection 
from good, shield 

The garlic and lily have been placed 
on Cadaver by Balatro <see area 9M) as 
a practical JOke. In Cadaver's chest are 
potions of cllm111ution. healing. and 
gaseous form, the latter ofwh.ich he 
plans to use to turn Balatro'sjoke 
around on him by pretending to really 
be a vampire. 

9H. Balatro's Room. After reading 
the general description of a Rtudent's 
room, continue with the following: 

A leather belt hangs on a peg beside 
the robe. A curious brass bottle sits 
next to the quill pens and vellum. 
Scuttling across the floor ts a white 
rat wearing a collar from which 
hangs a tiny, tinkling brass bell. 

The brass boLtle is an P11ersmoking 
bottle. Under his pillow, Balatro has 
hidden a silver fla.~k of c:ur:;e1>. In the 
se.cret compartment ol the chest, in 
addition to Balatro's spell book (written 
entirely 111 pig Latin) is a bug of tricks. 
The belt on the wall peg is of tooled 
leather that has boen marked with a 
series of circles ("me.le'' and "female" 
symbols) and is a g1rdll! of femininity! 
masrulin.ity, While some of these items 
are bidden·, many are deliberately left 
unconcealed; Balalru is just wajting for 
someone to find lhem and use them! 
The rat is Balatro's pet. and 1s named 
Twinkles llhe name it: carved into the 
studded leather collarl. Balatro will kill 
anyone who harms Twinkles. 

Twinkles the rat: Int animal: AL N· 
AC 7, MV 15; HD t,,, hp 1: THACO 20; 
IAT l; Dmg 1, SZ T !l' longl: ML 3; XP 7 

9K. Origo'i. Room. ln addition to 
reading the btandard description of a 
student's dormitory room, add the 
following: 

Sitting on the stool, her back toward 
the door, 1s a young woman w1th 
short black hair and broad shoulders. 
The sleeves of her black robe are 
rolled up, and you can see black 
tatomi of skulls snaking up her arms 
as she sits wrhittg with a white quill 
pen on vellum. 
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Th.is is Origo. the first student to come 
to the School of Nekros. A brilliant 
peasant girl who left the farm tQ lind 
adventure. she; fell in with a bad crowd 
and her evil tendencies increased. Origo 
1s a ''t~acher's pet" who can do no 
wrong. and of whom Sicarius <see area 
41 is extremely jeaklus. 

Origo, student.: AL NE; AC 10; MV 
12; W3; hp 11; THACO 20; NAT l; Dmg 
by spell or weapon type; S 17, D 12, C 
18, I 16, W 16, Ch 17; ML 15; XP 270; 
dagger, ring of Nekroi1. 

Origo has memorized the spells chill 
t.ouch, contirtual light, 11/eep, see lhmugh 
other eyes, and spectral ltar1d She fights 
with a dagger, and the tattoos on her 
arms are a permanent record of her 
dead victims; each skull has a senes of 
three number» le.g., 12/24/1066> under 
1t. marking the date of the kill. 

9M. lmpavidus's Room. 

The sound oflaughler comes from 
behind this door. which is open a few 
inches. Llsterung, you can hear two 
male voices. 

Peeking inside the door. tht- PCs see a 
standard student dormitory room !see 
description at area 9>. On I.op of the 
table, in addition to the other ilt>nlS 
noted, is a cage containing a pigeon. 

Sitting on the stool and leaning over 
the table is a yoang, extremely 
comely man in black robes. Although 
his back is toward the door, he has 
turned slightly lo his right so Lhat 
you can just see the edges of his curly 
black beard from where you stand. 
Leaning agamst the tabie al which 
be is writing 1s a heavy mtital staff. 
Tu his right stands a man whose 
shaved head ts already showmg a 
shadow of hair. Resting on the lit.and­
ing man ·s ears 1.s a gold headband. 
One of his eyes 1s covered with a 
black patch. 

The bald man is extending !us 
hand to t he younger man <who is 
doing his best to ignore bmu and 
saying, "C'mon lmpaVldUs, shake my 
handl C'monJ C'mon! I pron:use il's 
not loaded this time. c·moo-what 
are ya, scared or something?" 
If you leave quietly, they might nt>t 

notice you. 

The younger man- whose look!! are 
indeed perfec~ia Impavidus, a would· 

bt: necromancer who arrivt>d at lhtt 
school of Nekros today. He 1s busily 
wntmg a Jetter 1wtuch h1t will $€!nd by 
carrier pigeon. after the twins have 
carefully scrutinized it) lo one of his 
many lovers. and the text is full of l'Q· 

mantic diches and boasts. Confident 
that he will pass his initiation ritual 
with ease, and absolutely fearless in 
everything he does, Impavidus is b'Uing­
through the usual hazing that Balatro 
dishes out to any new student who will 
tolerate him. The sleeve oflmpavidus's 
new black robe is charred. and his pa· 
hence is about to wear thin, 

lmpavidus, student: AL LE, AC 7, 
MV 12; WO: hp 5; THACO 20; KAT 1, 
Dmg by weapon type; S 14, D 17, (' 12. l 
16. W 16, Cb 18; ML 16; XP 15; staff 
Impavidus knows no spells and hai. not 
yet been given a school nng. 

Trying t-0 trick Impavidus-a second 
l1me-mto touching his hand. a linger or 
wluch bas a firefmger cantrip cast upon 
it, ts the studentBalatro, the chaotic­
evil joker of the studem body 

Balatro, student: AL CE; AC 9; MV 
12i W7: hp 20; THACO 19; OJ l; Dmg 
by spell or v;eapon type 111narmedl, S ll. 
D 15, C 10. l 16. W 16, Ch 7. ML 12; XP 
2,000 nng of Nekrus. wand CJ{ wonder. 

Balatro most powerful of the student 
wizards at lhe School of Nekroi.;., has the 
following spells memorized. ch1ll taucli. 
mntrip l x 4: grease, hairy. ravel, spill), 
ESP. prolel'lion from t:anfrips. spectrul 
hand, stinking cloud, delude. dispel 
magic, feign death. contagion, poly­
morph other. 

Willing to risk anytbmg for a laugh­
prcferably at someone else's pam and 
expense-Balatro collects strange and 
wonderfully tricky magical devices and 
always goes armed with his wand of 
wnn.d.er tucked into his belt. He has 
come to the &:hool of Nekros to learn 
such wonderfully amusing spells a.s 
cl11ll touch. feign dealh, and t'<mtagiun. 
Extremely fond of ca.sting cantnps. he 
wus almost expelled for using a scroJch 
spell on Meph.u!ta during a lecture. The 
patch over bis eye comes from playing 
at the peephole to the door to the twins' 
room (area 3). He has no weapons w;1de 
from a rubber dagger and a collapsible 
tin dagger; he msist'5 upon fighting w1th 
only magic The headband he is Weru'mg 
is worth 100 gp 



10. Laboratory. 

This 20' x 20' room is fitted out as a 
laboratory. Long wooden tables are 
filled with beakers, vials, stoppered 
bottles, and lidded ceramic bowls. A 
locked, heavy iron chest sits in one 
corner of the room. 

If it is between the hours of 2:30 PM 
and midn~ht, and if Feral is and Vudo 
have not already been encountered 
elsewhere, add the following: 

Sitting on stools, working together at 
one of the benches with their backs 
to you, are two figul'es in black robes. 
One is a slender woman with gray 
hair and overly large ears. She is 

1 

work.mg with quick, nervous move­
ments. The other, a blond man still 
in his teens, is visibly angry and 
cursing over a beaker that is emit­
ting noxious green smoke. 

The woman, hearing the door open, 
calls over her shoulder. "Sicarius. is 
that. yuu? Come quickly! We need 
your helpl'' 

The pair are two 1st-level students. 
The woman, Vado, began to study magic 
when her strength started t.o fail her 
after a long life of cnme. Prior to co.m­
ing to the School of Nektos, she was the 
lover of a vicious bandit leader So cal­
lous was Vado that she gladly went 
along when he looted the village wh~re 
she grew up. all for revenge against the 
townsfolk who teased and called her 
"Mouse" as a child due to her overly 
large ears and quick actions. Vado has 
many nervous gestunis but has trained 
herself to be cold as steel underoeatb . 

Va do, student: AL NE; AC 9; MV 12; 
Wl; hp 4; THACO 20; HAT 1or2; Dmg 
by spell or weapon type; S 6, D 15, C 12. 
I 16. W 16. Ch 6; ML 13; XP 120; two 
daggers. ring of Nekros. 

Vado, a wizard specializmg in necro· 
mancy. fights wilh lhrowing daggers 
that ara strapped to her arms under her 
robe .::;he; has the following spells mem­
or12ed: mnlnp <dampen). c-hill tourh. 

Tbt.> man. Feralis. has a temper that 
erupt!< al a moruenl 's notice. A brilliant 
alchemi~'t e\'en at hio;; young age, his 
concoctioni. OJ~n fail due to his impa· 
tience. At all times he ca1-ries two po· 
Lions of 1·xtra healws: necessary fo1· 
when his experinitnt.s g•l awt). 

Fer aJis. student: 1\ L ~'E; AC JO MV 
12; Wt . hp 7; THACO 20; lr:\T 1: Umt{ 

by spell or weapon type; S 13, D 9, C 15. 
I 17, W 16, Ch 13; ML 12; XP 120; dag. 
ger, ring of Nekros. Feralis, a 1st-level 
wizard specializing in necromancy, has 
memorized the spells cant.rip !warm) 
and color spray. 

While many students refuse to work 
in the laboratory with Feralis, Vado has 
chosen w do so as a test of her bravery, 
while the now.absent Sicarius (see area 
4) does so because she embraces death. 

(Note: There is a 10% chance lhat the 
experiment the two wizards ru·e work­
ing on will violently explode, doing 1-4 
hp damage from flymg glas..~ to every­
one in the room.J 

Inside the chest are various gems 
(diamonds, emeralds, rubies, sapphfres, 
black pearls and quartz crysl.als). 1-4 of 
each type, grouped by type to neatly 
tied black velvet bags. A further bag 
holds a tiny J.rrinding wheel, und its 
inside is dusted with mixed grindings 
from various gems. Like the other 
things to be found in thiR room, these 
gems are material components used in 
spell-castrng. 

The beachei; and shelves hold a wide 
range of spell components including: bat 
for. crystal bead!3, rni.niature shovels 
and buckets. tiny bells, rolls of fine 
silver wire, oranges and lemons, black 
powdered paint. scraps of red cloth, 
feathers, glass rods, incense, iron dag­
gers, a small drum. candles. small 
leather bags, chunks of bone, and ram's 
horns. The Jars and vials on the vanous 
shelves hold; powdered bone. saltpeter, 
powdered gems, rotten eggs, bat guano, 
sulphur, blood, dung, clay, sand, lime, 
soil. powdered pineal glands, brass 
~havings, bu umen. spider webs. and 
hooey. 

11. Lair of F lagl'OS, the Red 
Dragon. 

:\narrow. winding stair cut roughl.) 
into the rock leads deep mto the 
eurth. The sla1rs and walls me wel 
with seeping moist.me, and a dull 
roaring can be heard behind the wall 
on one side It i1' possible t.o walk 
only in single file along the stairs. 
and you cannol see where you are 
going. 

The nan-ow. sometimes low-ceilinged 
stairway ha:> been made moro menacing 
by a series o1 permanent darkncss.15' 
radius spells casl along its l1;1ngt.h. Mor 
phms and Mephuita are used tu !;ravel 
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ing the staircase and have no difficulty 
with it. But each PC, walking on slip­
pery steps in darkness, must roll a dex­
terity check on ld20 or slip and fall , 
possibly knocking PCs below them off of 
their feet (each PC below must roll a 
dexterity check on ldl2 to move aside 
in time). A tumble down the steps is 
good for 1-6 hp damage. 

Unless she bas been encount.ered and 
defeated elsewhere Hhe DM really 
shouldn't let this happt>n bu.t should 
save her for this encounter}, Mephista is 
in the area at the bot tom of the stairs. If 
she has been encountered, the OM cC1uld 
substitute a student !select a student at 
random by rolling Id 12 on the Wand~r· 

ing Monsters table. ignoring those who 
have been encountered elsewhere, be 
sure to give the student a good motive 
for being here' l 

I 
The passageway l1pen1< at last onto a 
80' x 50' rough cavern in which the 

I 

skeleton of a huge 50' long dragon­
obviously unearthed long atler her 
flesh rotted awav-lies upon dis­
turbed 11oil. A wide crack in the cetl 
ing near the base of the staircase is 
filled with large chunks of stonti. The 
skeletal dragon 11lufii, slightl>. and a 
thin trickle of dirt falls from iL 

!ft.he party has made a noisy anwal, 
Mephista is alert and ready for poten­
tial aLlack. If. howeve1, the PCs huve 
Lhe element of surpru,.e read the follow· 
ing also: 

A figure in black robes 1s bent low, 
watching as the skeletal dragon 
scratches arcane ~vmbols int.<1 the 
floor or tbe cavern-1.1;1th a claw. Be. 
side thl:! human is u piece of vellum. 
an ink pot, and a quill pen. 

Mephiata immediately attacks m · 
truders who are obviouAI) not part of 
the school. There is a shm chance, ol 
cow·se, that fast.talkml( PCs with 
enough knowledge will be able to con· 
vine!'! her that I.hey huvc come to applv 
as new students. Other" 1se. the battle 
is immediatel_y joined, with Mephiata 
seeking to protect the dragon at. 1111 cost. 

Mephis ta, dean of the School of Ne­
kros: AL NE: AC JO; MV 12; WIS: hp 
33; THACO 15; 'AT l; Dmg by spell ur 
weapon type: S 9, D 12, C 9. I 18. W 17, 
Ch 9; ML 16: XP 12.000, dagger. st·araf1 
of'proll'l'ft11t1, pipes o{pain. ring o/ .~/JSf<' 
nan<:(), rmg af Nekrus. ring fl( spell slur 
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mg (three fifth-level rats!.' dead spells: 
not worn). In her left pocket she carries 
a skull-headed key that unlocks ihe 
door of the tomb above. The tinv silve1 
key that unlocks the chest in the labora 
Lory <area 10) is on a chain a.round her 
neck. 

Mephista, an 18th-levtl wizard spe· 
cializing in necromancy, has the follow 
mg spells memorized: burnrng hands. 
ra11lnp (sour). detect nwgrc. light. protec­
tion from good, shield, conl111ual light, 
glitterdust. proteclwn from cantrips. sec 
through othPr eyes. spedral hund. Lreb. 
C'lairuoyance. hold und~ad. monster 
:mmmoning I. spectral /iirn. Nimpiric: 
touch. w1a.ith/orm. brainkill. !'Onlagtun. 
plant growth remove curse, shout. wall 
of ice. animal gmwth. m•aidance. dis­
missal. distance drntortwn, .-;ummon 
shadou', teleport. death spell, ensnare· 
ment. lower water, :;tone to (IP.sh. banish­
ment, finger of death, power word stun 
tefrport without error. clrml!. perma· 
nenl'_v, .'link, energy drarn. po11>er 1N1rd 
hill. 

The bulk of Flagros 's treasure was 
stolen long ago; it was from the thieve:; 
I hat Morphias and Mephlsta learned 
the location of the ancient dragon's 
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bones. The thieves first. reached Lhe 
dragon's lair through the narrow fissure 
leading upward Lo ground level, an 
opening that has since been blocked off 
with large t:hunks of s~une. Disturbing 
the rock.:; above is one way t.o get out. 
hut it is also the way tu bring a few 
heavy stones crashing down upon any 
one below, for 2-12 hp damagl! with 
each distw·bance. 

ExtremE!ly observant players (or those 
with a kmd DMl could find the follow­
mg treasure, overlooked because it fell 
into a crack and was late1· covered by 
rubble: l.044 cp, 1.785 sp, 3.837 gp, and 
1-12 gems worth 50-500 each. 

Flagros is (or wasl a vcm•rable red 
dragon. Although her .:;keleton ts ani 
mated. she is not undead and thus can­
not be tw·ned. As mentioned previously, 
she cannot l1y. use speJs, speak, or use 
her breath weapon. She has the ability 
Lo detect invisible objects, but no other 
speci11l visual talents. 

Flagros. skeletal red dragon: Int 
exceptional; AL CE: AC -1; MV 9, 
bun-ow 6. jump 3; HD 19; hp 99; THACO 
-5 <5 with + 10 to hit); llNJ' 3: Dmg 
ld8+10/ldS + 1013d IO+ 10; SA kick and 
tail slap. fear aura r -2 save1: SD save 

as 19th.level warriot~ i.m.mune to lite 
and heat: MR 55%: SZ G: ML 18; XP 
21.000: MC fDrC:tgun. Red. w1l.h change~ 
due to skeletal form1. 

Due to her exceptional intelligence 
and memory, Flagros i.s able to use he1 
claw!! to scratch nut LnStrurtions that 
enable Morphia.:; and Meph1sta to learn 
and use the spells that lhe dragon onn• 
knew. Because these spells are ancient 
and not currently m circulation amonl! 
wizards, th1:S information is ext.remelv 
valuable to the twin::,. Tht!y have sworn 
an oath to use Flagroi,·s mr In f7esh spell 
to restore her body to her once she.• has 
taught them an agreed upon 11un1bcr of 
spells. 

While Flagro& dot>\'! not take her par1 
with the twins senouslv, she does need 
them to restore her fully to her original 
form thrnugh the air lr1 flesh ~pell she 
has taught tht!m Thu,.;. she b careful 
uot. to annoy ur att1:1t:k either the twin-. 
or their studems. Unlv aft.er she ts a 
fully nedged red rlragon rince mort• w1J I 
she betray them-aft.el' all, tt was hu­
man:; who stole her treal:!UTI:'. waon'l it'' 

If Mephista is killed and the PCs 
stand a good chance of defeating Fla 
gros, read the following. 

Wi .ha great clattering of bon1:1:>, tht 
sk letal dragon Lwii;t:- suddtnly and 
sm !shes a clawt•u hand mto the 
cei Ii ng ln monwnti;. rocks and dirt 
ra.i l duwn upon you ru:; she frantJ­
cal y claws her way to the surface. 
Th~ eart.h trembles ht-low. it is di!li­
cul to remam standing, and c!ust 
an· noise fill the atr. The 8Cl'eamis ot' 
vo r companions arf' ihe lasi thrng 
yo heur ~1s th1! t•(•iling comas {'l'ni;h 
ing down upon you. 

Everyone in the cavern t.akei> 2·24 hp 
damage from falling debris . Anyone 
suffering 10 or more hp damagu in thl 
cave-in i>i deemed to have been trapped 
by rubble and, if unaidtd, must make a 
strength check on lct!O to free lum.seU 
The PCs can escape at this point by 
climbing up t hrougll the rubble to the 
surface. 

Those st11l trapped faet> fut1lwr d~m­
ger. Because Flagros claws he1 way tn 
the surface through the undergi-ound 
river, water bt>gms to pow- into lhe 
cavern. While most of the PCs should 
easily be able to climb to the surfac" 
before the entire school is flooded. anv 
one pinned by dl:lbrii; and unable to frl!t­

himself will drown, A11 the rooms ot the 



school fill up with water, any light, 
loose items are swept. away to turn up 
later downriver. 

Any inhabitants of the School of Ne­
kros alive at the time Flagros claws her 
way to the surface take damage and 
risk being trapped and drowned as 
described above. Those who survive this 
damage can also crawl up to the sur­
face. Should they have the strength. 
surviving necromancers may attack the 
PCs in the rubblescaltered across the 
graveyard. Mosl, how~ver, will flee; 
there is a Oat 75% chance that each 
survivor simply turns and runs as soon 
as he is above ground. 

Concluding the Adventure 
Driving Flagros away and mopping up 
the remaining evil wizards will effec­
tively accomplish tbe goal of this adven­
ture. The twms (if they survive} will 
follow Flagros, Meresger will follow the 
twins. the surviving students will scat­
ter. and the school itself will have been 

destroyed as the skeletaJ dragon clllws 
her way up through it and the river 
water rushes in. 

Of course, the survivors might bear a 
grudge against. the party and mjght 
event.uaJly return <once healt.hy and 
able) in subsequent adventures to tuke 
their revenge upon the PCs. 

Should the PCs be defeated by Lhe 
inhabitants of the School of Nekros, 
they will be taken prisoner and stripped 
of all valuables. The unlucky will be 
killed and rai.<1ed over and over again m 
practice sessions by students. The lucky 
ones (those with a kind DMJ will in.stead 
be subjected to one year's imprisonment 
as a living skeleton, then upon release 
will suffer erasure of all knowledge of 
that year through a brairtkltl spell 
They will then have their tlesh restored 
and will be blindfolded, taken some 
distance from the school. and released 
to wander withoul equipment or weap· 
oru1 in the woods below the bluff. 

Whatever method the PCs use to 
defeat the inhabitants of the School of 
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Nekros. they will p1•esumahly want to 
rel urn to WHlow Whisp to announce the 
successful conclus1011 of their quest. The 
OM should roll EIB usual for wandering 
morurters in fewest There is a 50~ 
chance that any of these random wilder 
ness encounters alung the way hack lfJ 
Willow Wh1sp is with a lone 11urvivo1· of 
lbe School of Nekrori !determined at 
random from a DM generateJ hst of 
sw·vivors>. 

Back in Willow Wh1sp, the party will 
be welcomed with JOV and much t'elehru 
lion. The halflinga reward the party 
wilh a grand feast rif whatever the re­
maining halflingi. can scrounge up 
(including several v<>ry floe bottles of 
winel. The PCs are lll!>o each given a 
"key to the cicy:· made by the village 
hlacksrnil.h, lhat 1dennlies them as 
friends of R.U halOings. Finally, the 
udventurer!i ar£> ofl't!n:d a 'perpetuaJ 
welcome" of qne month's free lood and 
lodging per year in Willow 'Vh11;p for 
the rest of their lives n 
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