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COVER: This adven-
turer is about to have
a haunting experi-
ence with-the girl of
his dreams in Scott

One from Column A,
Two from Column B

Our readers continue the debate between world-specific and
generic modules in this issue’s letters column. I don’t want
this subject to take over the magazine, but I think it’s im-
portant to get everyone’s input to shape what we publish.

As I've said before, we have no plans to overload this mag-
azine with world-specific modules. One per issue is about
right. Currently, we'd like to run one each of
SPELLJAMMER™, DARK SUN™ (see page 26 of this issue!),
RAVENLOFT™, and DRAGONLANCE® adventures per
year, with space in the remaining issues for an occasional
AL-QADIM™ or GREYHAWK® adventure. We are no longer
accepting Oriental adventures set in Kara-Tur, due to a
thundering lack of interest. I consider adventures for the
FORGOTTEN REALMS?® setting to be generic for most of
our readers, excluding certain areas such as the Hordelands
and Maztica (for which we’ve gotten no adventures anyway).
We'll continue to publish D&D® adventures when we receive
interesting ones.

Some readers may say that they don’t run a Viking cam-
paign and therefore can’t use this issue’s SideTrek adven-
ture, “The Whale” We see such “specific” adventures as a
way to introduce your players to something new, perhaps as
a break from your own highly developed campaign world.
Our philosophy is “Try it. You may like it.” And if you abso-
lutely can’t use an adventure with your gaming group, no
matter what you do to it, we hope you at least enjoy reading
it.

This issue has one world-specific adventure (not counting
the Vikings, who could pop up on any coastline). With issue
#36, we will return to the SPELLJAMMER universe, last
visited eight issues previously. We have several more
SPELLJAMMER adventures in inventory, to be spread out
over the next dozen issues. We also have one
DRAGONLANCE and one RAVENLOFT adventure for
future issues. While I consider all of the rest of the modules
that we've accepted to be “generie,” they certainly represent

Continued on page 38
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dawn’s early Bghtivoaes vommana 8
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with Rick Swan DEFIANCE
(AD&D DARK SUN™ adventure,
levels 3-5) In a world where water is
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found an oasis—but you cannot
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Wolfgang Baur THE WHALE
(AD&D SideTrek adventure, levels
1-3) Last night the Vikings were
your hosts. Now, you’re in the
middle of their feud. ........... 36

Joseph O'Neil GREEN LADY’S SORROW
(AD&D adventure, levels 5-8) If a
green dragon tells you to climb into
a volcano to retrieve her eggs, well,
Mother knows best.. ........... 40

Leonard Wilson THE GHOST OF MISTMOOR
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LETTERS

Horrified!

1 was horrified to learn from your
editorial in issue #32 that DUNGEON®
Magazine may be contemplating follow-
ing the same path that DRAGON®
Magazine took. DRAGON Magazine
disaffected many of its AD&D® readers
by publishing items that were unusable
in most of the AD&D gaming systems.
DRAGON Magazine’s mistake created
the need for an AD&D magazine cur-
rently filled by DUNGEON Magazine.

Adventures that can be easily modi-
fied by any DM for use in his own cam-
paign will satisfy a greater number of
readers. Some adventures for specific
world settings, like those for the
FORGOTTEN REALMS®,
GREYHAWK?®, and RAVENLOFT™
campaigns, fit into any campaign with-
out major rewriting, thus benefiting a
greater number of your readers. How-
ever, most adventures for specific world
settings, including Oriental Adventures,
are almost useless to most of your read-
ers. By publishing more generic AD&D
adventures, your magazine appeals to a
larger segment of the gaming popula-
tion, insuring your continued success.

Congratulations on having been voted
Best Professional Adventure Gaming
Magazine. Please continue to produce
the outstanding publication that your
readers have come to expect.

Randall S. Bisel
Phoenix, Arizona

Don’t Change a Thing!

To answer your question as to whether
or not to include “world specific” mate-
rial: PLEASE DON’T! The reasons are
as follows:

1. DUNGEON Adventures recently
won an award for Best Professional
Adventure Gaming Magazine. The
format you won it for does not include

world- related modules but is more
general in nature.

2. The modules and current format
allow DMs to easily modify the adven-
tures to suit their imagination/world. If
you go the world specific route, this will
definitely make things harder on us
poor DMs.

3. If these specific world settings are
so popular, they should support them-
selves through sales of the various
boxed sets and separate modules. Addi-
tionally, they could have their own
world specific magazines.

4. RAVENLOFT modules are okay to
include in DUNGEON Magazine, as
they can be modified fairly easily.
SPELLJAMMER™ adventures are de-
finitely a no-no. This setting is too far
out. So is the HOLLOW WORLD™ set-
ting.

5. When a subscriber takes out a sub-
scription (and later renews it), he does
so based on the current format of the
magazine. Readers become familiar
with the format and do not like it to
change very much (if at all). A reliable
format helps readers to efficiently locate
things in the magazine, and they know
what they are paying for.

Please, for gracious sakes, do not
include articles other than on AD&D
and D&D® games. You have had
fantastic success with your current
format; why deviate now? DUNGEON
Magazine won its award for general
D&D/AD&D modules and not any other
RPG or world setting.

Douglas G. Burmeister
El Cajon, California

Actually, it was in 1990 (the year we
won the ORIGINS™ award for the sec-
ond time) that we published our “experi-
mental” TOP SECRET/S.I.™ and
MARVEL SUPER HEROES™ adven-
tures. A quick survey of the contents of
the 1990 and 1991 issues shows that our

mix of generic and specific adventures is
pretty much the same for the two years.
The only area that saw a considerable
increase was in adventures set in the
FORGOTTEN REALMS fantasy set-
ting. In each case, these were suggestions
only, with options left open for the DM to
set adventures in similar settings in his
or her own campaign world. We tend to
look at FORGOTTEN REALMS aduven-
tures as “generic AD&D games,” since
the Realms encompasses such a large
and diverse area.

Decorating With Posters

When we read your request for opin-
ions on the poster, we felt that we
should reply. “Ex Libris"” (issue #29)
was one of the most interesting modules
we've played over the last two years. So,
when the poster was enclosed in your
magazine (issue #33), we matted it and
hung it up. We usually have arguments
about the decor of our apartment, but
both of us really liked the poster. Thank
you for including it.

About this generic vs. specific discus-
sion that is going on: We are just glad to
have some ideas for our modules, let
alone the right setting. Anyone with
some imagination can adapt the ideas to
fit the environment. It’s not that much
work, for heaven's sake. Thanks for
some great adventures.

Jennifer Mullins and M. Scott Kennedy
Berkeley, California

Making Them Fit

This is the first time that I have ever
written a letter in response to any pub-
lication and helped in sparking such
terrible disagreement [see Richard’s
letter in issue #33]. So I feel it is my
duty to respond to some of the new
arguments presented.

Let me address those readers who
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claim it is just as easy to convert game-
world specific modules as it is to convert
modules now to be termed “versatile.”
It is just not that easy.

The module “Unchained” (issue #22)
was very entertaining and fun just to
read. However, my guess is that few
have actually used it in any world other
than Krynn. It was specifically designed
for the world and has a great many
irreconcilable details in it. There are no
gully dwarves, kender, dragonlances,
draconians, Knights of Solamnia, or
tinker gnomes on my world. I never
intend to add them. If I started doing
that, my game world would be mine no
longer. My world is a one-of-a-kind
place. If T added details from published
game worlds, I would eventually end up
with a horrible mongrelman of a world
belonging to no one.

Both “Jammin™ (issue #21) and *'Visi-
tors from Above” (issue #28) cannot be
used unless the SPELLJAMMER boxed
set is also utilized. “Ex Libris” (issue
#29) is a fine module, but Oghma doesn’t
exist in my game world, so I would have
to alter the entire module around a com-
pletely different, possibly dissimilar
deity. The introduction states that this
adventure can be placed in a similar
region on another world, but it would
still require weeks of alteration to the
fiber of my world. Just how much rewrit-
ing is the DM expected to do in order to
use modules such as these, anyway?

Ultimately, it all boils down to what
DUNGEON Magazine’s purpose is. Cyn-
ics would remind us that its purpose is to
make money. | would like to believe that
DUNGEON Magazine ultimately pro-
vides a service to DMs who need more
material than they have time or are able
to produce on their own. This magazine
is now the only source for modules set on
unpublished [noncommercial] game
worlds. I think it is very unfair for those
who use published game worlds to expect
DUNGEON Magazine to publish more
than one world-specific module per issue.

PS. The abishai poster is on my wall,
as is the alien hunter from DRAGON
Magazine #166. I would like to see other
covers from both magazines done as
posters. Oh, and Bud: You did a great
job. Don'’t let the lack of recognition get
you down. Lastly, for those who didn’t
get the joke in my last letter, Willie
[Walsh] was exploding because he has
written a lot of modules. Most of those
who wrote to me didn't get it, though
someone sent me the probable damage

e ——
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from the explosion: 6d12! Please con-
tinue to print my address so readers can
yell back at me.
Richard Hunt
6726 Spring Hollow
San Antonio, Texas 78249

I'll let the readers respond to this. For
more of my thoughts on the mix of ad-
ventures per issue, see page 2.

Map Correction Alert

I received issue #34 and noticed a
mapping error in my adventure, “Isle of
the Abbey.” The Abbey Ruins map on
page 31 shows an entrance in the north-
ern wall of area 13 that should defin-
itely not be there. The area is a false
treasure room and would be completely
unconvincing if the PCs could simply
waltz into it unhindered. What’s the
point of having a locked and trapped
door in the western wall of a room you
can walk into through an entrance in
the northern wall?

Randy Maxwell
Odessa, Texas

Watch That Cholesterol!

I have to start this letter off with a
congratulation to Peter Clarke. His
cover painting for issue #34 is without a
doubt the best picture to grace the cover
of DUNGEON Magazine to date. If I am
not mistaken, this is the first time I
have seen his work, and I beg you to
convince him to contribute again.

In regard to the debate about “generic”
vs. “world-specific” adventures, tweaking
and changing the adventurers is standard
for me. Even world-specific adventures
from the SPELLJAMMER and
RAVENLOFT settings have proven easy
to adapt to my campaign world. I hon-
estly don't care what world the adven-
tures come from, but from the responses
of other readers, it looks like a balance of
half generic and half world- specific would
make the most people happy.

I do not care for posters (no wall space,
anyway), but if you are going to include
them, please try to keep any promotion-
al information off them. Let’s just get
the picture and not a label with the
magazine's name on it.

On a final note, has the American
Heart Association pegged gamers as a
big health risk, or do they have these
warning ads printed in all sorts of mag-
azines? I, for one, eat healthy although I

realize that during gaming, food tends
to be of the less-than-healthy variety.
Regardless, I applaud your providing
the AHA with free space to print their
warnings.

P.S. Bud, I loved the “Holiday Scrap-
book™ photos (issue #33). It’s nice to get
a look at what you people look like. I
had wondered if Diesel was a real per-
son, a nickname for a group of people,
an animal, a machine, or a space alien.
Diesel deserves some kind of award for
continuing excellence in producing
maps for DUNGEON Magazine and
TSR over the past many years. Keep up
the good work.

Jesse Evans
No address given

Many nonprofit organizations send us
camera-ready public service ads which
we use as needed, free of charge, when
we have small spaces to fill. Our art
director, Larry Smith, thinks that the
American Heart Association ads are
clever and eye catching. We didn’t mean
to imply that gamers, as a group, have
poor dietary habits.

Questions & Comments

I am writing with opinions and with a
number of questions:

1. This is in response to the “generic”
vs. “specific’’ campaign question. I
would like to point out that most DM's I
know (including myself) create their
own campaigns. Therefore, the generic
type of adventure is much preferable.
However, generic doesn’t have to be
boring!

2. Please publish more D&D game
adventures. With the new D&D Rules
Cyeclopedia out, this game has been
much improved. It is sometimes possible
to convert AD&D adventures to D&D
adventures, but often AD&D monsters
do not exist in the D&D game. “Of
Nests and Nations” (issue #13) is one of
the best Known World adventures [
have read.

3. The illustrations for “That Island
Charm” (issue #33) were excellent. Who
is the artist?

4. Is there any way to get back issues
of DUNGEON Magazine?

5. I really like the “SideTreks” adven-
tures. Could you print more?

6. How did you get to be editors of
DUNGEON Magazine anyway?

Simon Woodside
Hamilton, Ontario
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TWILIGHT'S LAST GLEAMING

a retired army general, took up the job
of overseeing the garrison.

Lately, though, things have not been
going well in the gap. Travelers have
reported strange and horrible creatures
lurking in the shadows of Twilight Gap,
and several merchant caravans have
been attacked. With each passing day,
the beasts grow baolder, and the safety of
travelers in the pass diminishes. Sir
Xhanderghul and his men are sorely
outnumbered. The general has request-
ed more men from Derapis and Magna-
moor, but no troops can be sent due to
political tensions with neighboring
nations.

Nearly all merchant activity through
the gap has ceased, and only the boldest
or most foolhardy traders now brave the
dangers of the pass. The merchants’
guilds of both Magnamoor and Derapis
are anxious for a solution to the prob-
lem. Denied more troops from either
city’s army, Sir Xhanderghul sent an
urgent request to the merchant guilds:
Hire a party of adventurers to find out
who or what is responsible for this sud-
den incursion of beasts in Twilight Gap.

For the Dungeon Master

Although the task in Twilight Gap may
seem rather straightforward (go to the
pass and kill the monsters), all is not as
it seems, for Sir Xhanderghul has been
possessed by a powerful rakshasas ma-
harajah named Loliadac.

Hundreds of years ago, Loliadac ruled
a large clan of rakshasas on one of the
lower planes. Loliadac was much more
avaricious and chaotic than other rak-
shasas, and he attempted to rally his
clan against the leaders of the plane, a
plan doomed to failure. Loliadac and his
clan were banished from their home
plane to wander for 1,001 years as
punishment.

Eventually, Loliadac and his crew
came upon the demi-plane of Shadow,
where they discovered a fortress occu-
pied by a lone human lich. Due to their
immunity to most spells, the rakshasas
managed to take the fortress with only
two losses. For three centuries, Loliadac
and his clan lived in this fortress in the
Shadowlands, preying on the surround-
ing life.

But as time drew on, the rakshasas
grew bored with their lives in the Shad-
owlands. Loliadac had read about the
Prime Material plane and its inhabit-
ants in the late lich’s library, and he

decided it was time to move his clan
once again. After a few more days of
research, Loliadac discovered the means
of creating a gate between the Shadow-
lands and the Prime Material plane. He
quickly set his clan to work creating
one.

Two hundred years ago, the raksha-
sas’ gate opened onto the Prime Materi-
al plane deep in Twilight Gap. Loliadac
led his clan through the gate and quick-
ly established a nearby lair. The clan
began to make repeated forays into
civilized lands, taking what they want-
ed and destroying what they did not.
For weeks they continued their raids,
until finally they met with opposition.

A powerful group of adventurers at-
tacked the rakshasas one night as they
returned from a raid. Armed with a
potent holy magical item called a staff
of disjoining (see sidebar), the adventur-
ers surprised the clan and slew many
rakshasas before Loliadac and the sur-
vivors had a chance to fight back. The
battle was furious. Four of the seven
adventurers were slain, but the raksha-
sas took the greater losses. Finally,
Loliadac and the last two rakshasas fled
through the gate. The adventurers pur-
sued the surviving rakshasas, and soon
only Loliadac was left.

The adventurers knew that a creature
as powerful as Loliadac could not be
permanently killed except on his home
plane. They used the staff of disjoining,
which has the power to separate a vic-
tim'’s mind from its body. Once Lo-
liadac’s mind had been separated from
his body, the adventurers imprisoned
him in the depths of his own fortress in
the Shadowlands.

One of the two surviving adventurers
stayed behind in the Shadowlands,
sacrificing his only chance to get home
so that he could close the Shadowland
end of the gate after his companion
returned to the Prime Material plane.
Once through, the second adventurer
buried the Prime Material end of the
gate under several hundred tons of rock.
Loliadac remained imprisoned for hun-
dreds of years—until now.

The recent troubles in Twilight Gap
began when a small earthquake uncov-
ered the gate. On a routine patrol, one
of Sir Xhanderghul’s guards came upon
the gate and accidentally stepped
through. Confused and afraid, the guard
approached a nearby fortress looking
for help.

The guard entered the fortress and
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TWILLQHT'S LAST GLEAMING

built this outpost as a watchtower
and as an inn for the travelers in the
pass.

“Lately, though, the efforts of the
soldiers stationed in the pass have
been inadequate, for there has been a
massive incursion of horrible beings
into the gap. With each passing day
these beasts grow bolder, and the
pass grows more dangerous. The man
in charge of Twilight Mansion, Sir
Jeremiah Xhanderghul, has request-
ed more soldiers from both Magna-
moor and Derapis to help chase off
the beasts, but neither city can spare
any men at this time. In the mean-
time, all caravan travel through the
pass has stopped.

“Naturally, we are getting anxious
for a solution to the problem, Sir
Xhanderghul and his men have their
hands full trying to keep the crea-
tures contained in the pass. I don’t
want to think about what might
happen if they start coming down to
the plains. Sir Xhanderghul has
asked me to find and hire a small
party of adventurers who are willing
to enter the pass and find out who or
what is responsible for this sudden
influx of beasts.

“If you are interested, travel to
Twilight Mansion and speak with Sir
Xhanderghul about what he has
learned. Then do what you have to do
to make Twilight Gap safe. If you are
successful, I am prepared to offer
each of you a generous reward. What

do you say?”

Stephen is willing to discuss the terms
of the reward. He is willing to offer the
PCs 3,000 gp each for this job. If the
PCs discover the true state of affairs in
the gap and still manage to set things
right, he increases the reward to 6,000
gp each. Shrewd bargaining could also
bring his initial offer up an additional
3,000 gp in total.

If the PCs agree to undertake this
quest, Stephen thanks them profusely
and provides them with a copy of the
Twilight Gap and Aerian Mountains
map, showing the route to the outpost.
He also gives the PCs a writ of discount
that allows them to purchase goods and
services in the city at half price.

Stephen allows the PCs to stay in the
guildhouse overnight, so that they may
leave for the gap first thing in the
morning. If the PCs do not have

=

mounts, he can supply them with no
more than two draft horses and six
riding horses. These are on loan and
must be returned at the end of the ad-
venture. The PCs are not held responsi-
ble for any horses killed during the
course of the adventure unless Stephen
suspects that such losses could have
been avoided.

Stephen Rammargin, merchants’
guildmaster: AL LN; AC 10; MV 12;
0-level human; hp 4; THACO 20; #AT 1;
Dmg by weapon type; ML 13; unarmed.

Draft horse: INT animal; AL N; AC
7, MV 12; HD 3; THACO 17; #AT 1;
Dmg 1-3; SZ L; ML 6; MC1 (Horse).

Riding horse: INT animal; AL N; AC
7; MV 24; HD 2; THACO 17; #AT 2;
Dmg 1-2/1-2; SZ L; ML 7; MC1 (Horse).

Both Magnamoor and Derapis are
large towns, each with a population of
about 8,000. Each city has at its center
a large marketplace where the PCs can
equip themselves. Most of the equip-
ment in the Player’s Handbook can be
found in either city, at the DM’s
discretion.

None of the citizens in either city
know much about Twilight Gap’s histo-
ry. Each city has a small library in
which the adventurers can conduct
research. Such research takes at least
half a day and uncovers only a few
interesting stories. These tales tell of
beasts that used to live in the gap but
were banished to the Abyss by a group
of adventurers 200 years ago. The PCs
cannot learn of Loliadac and his clan of
rakshasas or of the staff of disjoining.
To learn more, they must travel to Twi-
light Mansion.

The Journey to Twilight Mansion

The Aerian Mountains are temperate,
and their peaks average about 6,000'.
All the mountaintops are snow-capped
during winter, and most of them are
snow-capped year round. The mountains
are treacherous to traverse due to natu-
ral hazards, but dangerous monsters
and humanoids are generally kept at a
minimum. The foothills and the lower
parts of the mountains are lightly for-
ested with evergreens and underbrush.
Treat the Aerians as high mountains
for purposes of movement (see pages
124-125 of the Dungeon Master's Guide
for details).

Traveling through the mountains
should not be a problem for the PCs,
though, because they will probably not

=

leave Twilight Gap. The pass itself is
never above 1,000’ in elevation. The gap
is well traveled and well kept, and
should be treated as rolling hills for
movement.

During this adventure, the PCs find
wandering monsters and set encounters.
Random encounters in Twilight Gap
include a few natural species and a
large number of beasts from the Shad-
owlands. No encounters occur until the
PCs are actually in the gap.

Exploring Twilight Gap

Use the Twilight Gap and Aerian
Mountains map to keep track of the
party’s movement in the pass. This map
is intentionally vague, so that it can be
shown to the players during play. When
the party nears Twilight Mansion and
when they go looking for the gate to the
Shadowlands, use the Twilight Mansion
and Environs map. There are three
encounter areas labeled on this map,
each of which is described below. In
addition, detailed maps of Twilight
Mansion (area A) are provided.

A. Twilight Mansion. The only thing
that seems to be wrong with Twilight
Mansion is the lack of activity here. The
place is nearly deserted; only Xhan-
derghul, 17 soldiers, and a few servants
remain. Actually, lack of staff is the
least of Twilight Mansion’s problems.

Sir Xhanderghul was possessed by the
rakshasa Loliadac about three weeks ago.
Since then, Loliadac has managed to gain
control of Sir Xhanderghul's men by
using geas spells. By the time the PCs get
to the outpost, all of the guards and ser-
vants are affected by geas spells. They
have been commanded to do their jobs as
usual, and to follow Sir Xhanderghul's
orders to the letter. The guards and ser-
vants are neither aware that they are
under the influence of a geas nor suspi-
cious of Sir Xhanderghul.

There are four buildings on the
grounds of the outpost. The largest is
the inn itself, a solid building two sto-
ries tall. The exterior is painted tan
with dark brown trim and has slate
shingles. Behind the inn and out of
sight behind a few trees are the other
three buildings of the outpost: the bar-
racks, the stable, and a small outhouse.
These three rough buildings are un-
painted, built to last, and not at all
showy.
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Three guard greet the PCs as they
approach, unless they already have an

escort. The guards ask the adventurers’

business in Twilight Gap. They are
suspicious at first, but as soon as they
learn of the PCs’ purpose in coming to
the outpost, they become excited and
happy. The PCs are expected, the

guards say, and Sir Xhanderghul wishes
to speak with them at once. The party is

escorted to Twilight Mansion's library

(area A5) and asked to wait while one of

the guards fetches Sir Xhanderghul.

After about five minutes, Sir Xhan-
derghul enters the library to greet the
PCs. Read or paraphrase the following
to the players:

“Welcome to Twilight Mansion; I am
Jeremiah Xhanderghul, and I thank
you for coming to aid us in our time
of need. As you have no doubt heard,
this mountain pass has recently been
under siege by strange and horrible
creatures. Indeed, you may have seen
some of these beings already. If so,
you know that we are sorely outnum-
bered and outclassed. This is why [
called for you.

“About ten miles to the southwest,
there is a strange obelisk of dull gray
metal that was apparently unearthed
by a recent earthquake. One of my
men discovered this obelisk about a
week ago. Through the use of various
magical spells, a wizard I employed
named Mathew Servenson managed
to learn that this obelisk is in fact a
two-way gate to the demi-plane of
Shadow, and these monsters are
apparently emerging from this gate.
Furthermore, we have discovered the
probable cause of this gate, and
through this, a possible cure.

““We have not been able to learn
much about why this gate has sud-
denly appeared. Apparently, there is
a small fortress on the demi-plane of
Shadow, not far from where the gate
opens out onto the Shadowlands.
This fortress harbors the cause of our
worries: a powerful magical relic
that has somehow been triggered,
causing this gate to open. We were
not able to divine the object’s exact
appearance or powers, but we were
able to discover that, in order to close
this gate, someone has to enter the
fortress and find this relic. I hope
there will be some sort of clue in the
fortress as to how to close the gate.

TWILIGHT'S LAST GLEAMING

Miles

“I have already sent a group of five
of my men through the gate in an
attempt to do just this, but they have
not yet returned. And so I sent for
you. In order to restore safety to
Twilight Gap, someone has to travel
to the Shadowlands, find the magical
item that triggered this gate, and
bring this item safely back through
the gate so it can be examined more
thoroughly.

“What do you say?”

Of course, almost nothing of what
Loliadac tells the PCs is totally true. In
fact, the relic he refers to is the staff of
disjoining, which is the only thing im-
prisoning Loliadac’s body. Its removal
will not close the gate, but it will free
Loliadac to roam the world at will.

Sir Xhanderghul is about 46 years
old. His dark brown hair is just begin-
ning to gray on the sides, as is his
beard. He stands 6’4" tall and weighs
about 240 lbs. His friends know him to
be kind, forgiving, and jovial, but dead-
ly serious in times of need. Of course,
Sir Xhanderghul is currently controlled
by Loliadac. The essence of Sir Xhan-

derghul can sense and perceive every-
thing that is happening around him,
but he can't do anything about it as
long as Loliadac is in charge.

Loliadac knows all about Sir Xhan-
derghul’s history and personality
through the use of his ESP ability, and
he is able to mimic the lord with near-
perfect accuracy. In any case, he tries to
speak as little as possible, so as to re-
duce the chances of revealing his true
nature.

Sir Xhanderghul: AL NG; AC 0; MV
12; F12; hp 88; THACO 9; #AT 3/2; Dmg
by weapon type; S 18/97, D 16, C 16, 1
12, W 13, Ch 17; ML 16.

Sir Xhanderghul (while possessed):
AL CE; AC 0; MV 12; HD 13 +39; hp
129; THACO 7; #AT 1; Dmg by weapon
type; SA spells, ESPE illusions; SD
spells, spell immunity; S 18/97, D 16, C
16,115, W 16, Ch 17; ML 19; XP
10,000,

As long as Loliadac is forced to oper-
ate in this state, much of his power as a
rakshasa is lessened. He can cast spells
normally and retains his illusion and
limited ESP powers, but he loses his
invulnerability to damage from non-
magical weaponry. In addition, he is
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A6. Trophy Hall. This room contains
displays from Sir Xhanderghul’s youn-
ger years: weapons, suits of armor, a few
stuffed animal heads, and so on. One
suit of armor in the northwest corner is
of particular interest. This suit of man-
sized plate mail is nonmagical, but it is
so well crafted that it is only half as
encumbering as normal plate mail. Sir
Xhanderghul polished this armor each
day before he was possessed, but the
suit is gathering dust now.

A7, Conservatory. This large room
contains all sorts of musical instru-
ments: a large harp, an organ, and
several smaller instruments. There is
nothing else of interest here.

AS8,. Foyer. This side entrance is used
to load and unload supplies.

A9. Pantry. This area is lined wall to
wall with foodstuffs. Some of the food is
beginning to spoil, due to the lack of
business lately. There is a large door in
the west wall that provides access to the
cellar of Twilight Mansion. This door is
locked.

A10. Servants’ Quarters. These two
barrackslike chambers house the cooks,
maids, and other attendants of Twilight
Mansion. Many of the servants have left
for safer parts, but a few loyal men and
women remain. There are five men in
the east room, and four women in the
west. They have all been geased by
Loliadac and know nothing of interest.
They have been ordered to not speak to
the PCs except as necessary for efficien-
cy and politeness. Now that no guests
are staying in the inn, the servants
keep to their rooms when they are not
cleaning or eating.

Servants (9): AL NG; AC 10; MV 12;
0-level humans; hp 3 each; THACO 20;
#AT 1, Dmg by weapon type; ML 7.

Al1l. Kitchen. This room is still used
to prepare meals for Sir Xhanderghul
and his men. In addition, for the past
eight years, it has been the home of a
single killmoulis named Jengle. Before
the gate to the plane of Shadows opened,
this mischievous little critter would
take great delight in playing jokes on
the cooks, such as stealing small items
of food or putting dirt in the soup.

All this time, it managed to avoid
being caught or even seen by anyone
except Sir Xhanderghul, with whom it
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where Loliadac buried the corpse of the
guard he possessed in the Shadowlands.

If the PCs search this room, their
chances of finding the shallow grave are
equal to their chances of finding a
secret door. If the guard’s body is ex-
humed, the cause of death will be re-
vealed as a deep knife wound to the
throat. If a speak with dead spell is used
on the corpse, it screams and wails the
words, “The shadows! The shadows in
my brain!” over and over, providing no
other information.

If Loliadac is confronted with this
body, he appears confused and startled,
and will claim to know nothing about
how it got there, blaming it on the in-
flux of monsters into the gap.

A25. Laboratory. This large room
used to be Mathew’s laboratory for both
spell research and magical-item crea-
tion. There are scores of books and
scrolls pertinent to such pursuits on the
shelves that line the north and west
walls, although none of the books are
actually magical and none are spell
books (those have all been taken to the
Shadowlands by Loliadac).

The small magical circles engraved on
the floor of this room prove that
Mathew was indeed a conjurer. Behind
a large bookshelf against the west wall
is a secret door that leads to the inn's
vault (area A27). This secret door used
to be wizard locked, but Loliadac dis-
pelled this spell and transferred the
contents of the vault to his fortress in
the Shadowlands.

A26. Component Storage Room.
This small room is lined with shelves
full of spell components, although all
components of value have been relocat-
ed to the Shadowlands by Loliadac.
There is nothing of interest here.

A27. Vault. The door to this room is
locked but not trapped. Loliadac keeps
the key on his person at all times. Nor-
mally, this chamber is used to store all
of Twilight Mansion’s income and ready
cash. Currently, all that can be found in
here is dust and cobwebs. A few weeks
ago, Loliadac relocated all of the cash
he found in here to his fortress in the
Shadowlands,

The Mansion Grounds

If the PCs investigate the grounds, refer
to the Twilight Mansion Grounds Map.
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The stables contain 18 nervous riding
horses. The outhouse is likewise unre-
markable.

There are from 3-12 soldiers in the
barracks. If the PCs question them
about Sir Xhanderghul, the DM should
remember that these men have all been
geased to follow Loliadac’s orders. They
all agree that Sir Xhanderghul is one of
the kindest men they have worked for,
as well as one of the bravest. Many of
the men try to tell the PCs stories of
past campaigns under Sir Xhander-
ghul’s leadership.

If they are questioned about Mathew
Servenson, the men know that he is a
conjurer, but they do not know he is
dead. If the PCs reveal his death to the
men, they become depressed and sullen
and will no longer speak with the PCs
until they have had a chance to ask Sir
Xhanderghul about the matter. None of
the men has seen the dragon, Sathric,
but they have encountered most of the
other beings in the gap and will be able
to describe them to the PCs if asked. If
someone manages to dispel the geas on
any of the soldiers, there will be no
noticeable effect. Even without the geas,
the soldiers know nothing about Lo-

liadac; the geas is just a safeguard to
make sure that they don't find out,
given time. They are all loyal to Sir
Xhanderghul and will not believe any
stories the PCs tell them about their
leader being possessed by an evil spirit
unless they are given proof.

The heroes have about two hours to
explore the outpost freely from the time
Loliadac leaves to meet with Sathric.
After this time is up, the DM should
feel free to have Loliadac show up at the
most inopportune moment, such as
when the PCs are searching through his
bedroom or the vault.

Loliadac’s reaction to catching the
PCs rummaging around in his belong-
ings depends on the party’s attitude. If
the party seems sorry and embarrassed,
Loliadac escorts them to their rooms
and keeps an eye on them for the rest of
the night. If the party is abusive and
accusing, Loliadac remains calm and
tries to convince the PCs that they
couldn’t be further from the truth. He
tries to get them to leave for the gate as
soon as possible.

When the PCs are finally ready to
leave for the gate, Loliadac wishes them
luck and sends them off with a group of
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shadow dragons, shadows, slow
shadows, shadelings, greelox, and oth-
ers that have no Prime Material
counterparts. There are also shadow
doubles of beings that live on the Prime
Material plane. These are similar to
their Prime Material counterparts ex-
cept for the following differences:

—Shadow doubles have dull coloring,
usually gray, brown, and other muted
tones. They may be otherwise normal,
they may be semitransparent, or they
may be insubstantial shadows.

—Because they are made of shadow-
stuff, the strength of shadow doubles
depends on the lighting of their environ-
ment. In shadowy conditions, they gain
a +1 bonus to armor class and one
additional hit point per hit die. Similar-
ly, if they are encountered in dark or
bright conditions, they lose one point
from armor class as well as one hit
point per hit die.

—Due to the magical nature of sha-
dowstuff, there is a 1-in-20 chance that
shadow doubles of at least average
intelligence will have the spell-casting
powers of a 1st- to 10th-level wizard.
Their spells invariably relate to the
Shadowlands.

Movement in the Shadowlands:
Adventurers may get around in the
Shadowlands using the same methods
as on the Prime Material plane. How-
ever, movement here is extremely fast,
relative to the Prime Material plane.
The seventh-level spell shadow walk
takes advantage of this fact. For every
foot traveled in the Shadowlands, ap-
proximately 10’ are covered on the
Prime Material plane. The PCs will
probably not become aware of this un-
less they return to the Prime Material
plane by some method other than
through the gate to Twilight Gap.

Combat in the Shadowlands: Aside
from the restrictions on vision while in
the Shadowlands, combat is largely the
same here as on the Prime Material
plane. The PCs do suffer a —2 penalty
to surprise, due to their lack of experi-
ence with this murky environment.

Magic in the Shadowlands: Due to
the nature of this demi-plane, some
forms of magic work differently here
than they do on the Prime Material
plane. As in the Manual of the Planes,
all spell modifications have been listed
according to the spell’s school, with

special cases noted as they occur.

Abjuration: These spells function
normally in the Shadowlands. Natives
of the Shadowlands may not be affected
by certain spells, but the adventurers,
being natives of another plane, most
certainly will be. Note also that there
are no normal forms of animal or plant
life native to this realm.

Alteration: These spells usually func-
tion normally, except that they do not
produce brilliant colors, darkness, or
light here in Shadowland; all such spells
are muted and dull. Light, sunray, and
similar spells create light equal to torch-
light, and spells like darkness create an
area as dark as the light of the full
moon. Spells like burning hands work
normally but give off no more light than
a normal torch. Color spray functions,
but all saving throws against it are at
+4 because its colors are muted.

Conjuration/Summoning: Due to the
isolated location of the Shadowlands,
the caster cannot summon beings from
the outer planes or the Astral plane
here. Summon shadow is a very danger-
ous spell on the demi-plane of Shadow:
The caster automatically receives dou-
ble the normal number of shadows, but
they are not under his control and at-
tack him at once.

Divination: These spells work normal-
ly in Shadowland.

Enchantment/Charm; These spells
work normally as well.

Evocation/Invocation: Items created by
one of these spells on the demi-plane are
made of shadowstuff and have all its
properties. The astral spell does not
function here. Also, spells that create
light funetion as detailed under
“Alteration.”

Illusion/Phantasm: These spells are
affected the most by the nature of the
Shadowlands. Spells like phantasmal
force, audible glamer, and project image
function normally but incorporate sha-
dowstuff into the illusion, making it
harder to disbelieve. All saving throws
v, illusions in the Shadowlands are
made at — 1. Spells that create objects
add shadowstuff to them, as detailed for
Evocation/Invocation.

Perhaps most interesting is the fact
that many of these spells draw upon
shadows to begin with (all of the shadow
monsters spells, shadow magic, and
shadow door). If cast here, the results of
these spells are real. Shadow monsters
gain the powers, personality, and statis-
ties of the appropriate creature and can-

not be controlled by the caster unless
another spell (such as charm monster) is
used. The results of shadow magic are
just as real as if the actual spell were
cast, though the ordinary limit on spell
levels still applies (third level for shadow
magic, fifth for demi-shadow magic).
Shadow door may be used as a passwall
spell in addition to rendering the caster
invisible as soon as he steps through the
door. Shadow walk opens a gateway to
the Prime Material plane at the appropri-
ate location.

Necromancy: These spells function
normally.

Combination schools: Spells that be-
long to more than one school are ham-
pered by both of their schools.

Magical Items: Items are altered in
the same way as the spell effect they
produce. Magical armor and weapons
are reduced by two pluses while on this
plane, unless they were created in the
Shadowlands.

Player Characters: The various
character classes are affected while in
the Shadowlands as follows.

Priests: If the priest worships a god
native to the Astral or outer planes, he
cannot regain any spells above second
level while in the Shadowlands. The
ability to turn undead is slightly re-
stricted here as well, causing the priest
to turn undead as if he were one level
lower than his actual level.

Warriors: All warrior abilities func-
tion. High-level paladin and ranger
spell abilities are restricted as are wiz-
ards and priests.

Rogues: All rogue abilities are unchang-
ed except the ability to hide in shadows.
In the Shadowlands, this ability functions
at twice the normal chance. This is useful
against only non-natives of the Shadow-
lands, though. The thief has normal
chances of hiding from natives.

Wizards: Aside from the spell altera-
tions listed above, these characters
remain unchanged.

The Fortress

Read or paraphrase the following to the
players as soon as their PCs have en-
tered the Shadowlands.

The passage through the gate is
quick but rather disorienting. It
takes you several seconds to shake
off the dizziness brought on by the
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party misses them. Ruthra does not know
about the secret door to area D16. If the
PCs ask the identity of this voice, Ruthra
answers, “An old friend of Sir Xhan-
derghul” If discovered, Ruthra will try to
flee, attacking only if cornered.

Ruthra, greelox: INT high; AL NE;
AC -1; MV 15, web 21, jump 3; HD
6+12; hp 51; THACO 13 (10 with
sword); #AT 3 and 1; Dmg 1d8 +3/2d6/
2d6 and 2d4; SA poison, webs, shadow
magic; SD +2 or better weapon to hit,
immune to acid and poison, shadow
jumping, hide in shadows 90%; SZ L;
ML 16; XP 9,000; New monster (see
page 25).

Ruthra is armed with a shield +2 and
a long sword +3, both of which were
forged in the Shadowlands. On the
Prime Material plane, the shield be-
comes nonmagical and the sword be-
comes a long sword +1. Ruthra also has
a bracelet worth 1,200 gp and two gold
rings worth 500 gp each. He wears a
ring of shocking grasp that he uses to
add 1d8 +6 hp electrical damage to his
sword attack during the first three
rounds of combat.

In the Fortress
Upper Level

1. Main Hall. This hallway is barren
and unremarkable, though several sets
of footprints have disturbed the dust.
Tracks between the entrance and area
D3 were left by Loliadac and the guard
who unwittingly freed his mind.

2. Side Rooms. These empty rooms
served as barracks for soldiers ages ago
when the tower was occupied, even
before the lich took control. They have
not been disturbed since then and are
empty of furnishings. Area 2B, however,
is the lair of 24 giant shadowrats. The
shadowrats lurk about the corners of
the chamber and titter menacingly at
intruding parties, but they do not at-
tack unless they are attacked first.

Giant shadowrats: INT semi; AL
N(E); AC 6; MV 12, swim 6; HD 1d4 +1
hp; hp 4 each; THACO 20; #AT 1; Dmg
1-3; SA disease; SZ T; ML 7; XP 15
each; MC1 (Rat, modified).

3. Stairwell. This room is empty
except for a spiral staircase that heads
both up and down. All of the footprints
lead downstairs. Anyone who starts to
climb the stairs will hear the whispers
of the soul beckoner in area D5 drifting

THE FORTRESS

Upper

Levels
N

1 square =10’

down. The victim must make a saving
throw vs. spells or be drawn to area D5
and attacked by the soul beckoner.

4, Stairwell, Upper Level. The only
direction that the PCs can go from here
is down; the way up is clogged with
rubble. Even if the PCs clear the rubble,
the stairs stop abruptly 15’ above, as all
of the levels above the second floor have
been destroyed.

5. Second Floor The floor of this large
room is strewn with rubble. The ceiling
and upper levels were destroyed long ago,
and the whole floor is open to the air.
There used to be separate rooms on this
level, but the dividing walls have long
since crumbled, leaving just the exterior
walls. This chamber has become the lair
of a single soul beckoner. It has lurked up
here for centuries without food, and it is
very hungry. The beckoner immediately
attacks any PCs who enter, attempting to
drain their life energy as quickly as possi-
ble. It has no treasure.

Soul beckoner: INT high; AL NE;
AC 2; MV 6; HD variable (initially 4);
hp variable (initially 31); THACO varia-
ble (initially 17); #AT 2; Dmg 1-6/1-6;
SA energy drain, eerie whisper; SD 90%
undetectable unless seen in bright light,
+1 or better weapon to hit; SZ M; ML
16; XP variable; MC5 (Wraith).

Lower Level

6. Stairwell. This level has escaped
the brunt of the effects of the passage of
time. There is significantly less dust on
this level than on the one above, so
following the footprints here requires a
tracking proficiency check. If the foot-
prints are detected, they lead the PCs
directly to area D22, passing through
areas D17-D21 to get there.

7. Guardroom. This large room was
used as a guardroom ages ago, but it is
now quite empty.

8. Kennel. Ages ago, this room
housed a pack of shadow mastiffs, There
is nothing here now.

9. Cell Block. Like the rest of this
fortress, this area has not been used for
ages. After Loliadac’s clan managed to
wrest control of the fortress from the
lich, the rakshasas used these rooms as
barracks. Many of the cells still contain
ancient meditation mats, discarded
spell components, and other such rub-
bish. Searching these rooms completely
takes several hours, though nothing of
use will be found.

10. Storeroom. This small room is
filled with leftover food and other neces-
sities from ages ago, all of which have
long since rotted to uselessness.

11. Library. This room has remained
unchanged since Loliadac’s imprison-
ment. Hundreds of books fill shelves
throughout the room, both against the
walls and in free-standing cases. The
books’ subject matter varies widely, but
most discuss magic, the inner planes,
and similar matters. Many books on the
Shadowlands are present as well. In all,
these books would bring a hefty price
from collectors and sages, if they could
be transported safely home. However,
most of them will crumble to dust if
they are treated roughly. There are no
magical books present in this library, as
both the lich and Loliadac stored all
such books in area D12.

12, Secret Library. Each volume in
this smaller library is kept in a cabinet
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but if he is told about recent events, he
begs the PCs to set things right. He
even tells them about his magical
items, their command words, and how
many uses each one has left.

If asked about Sir Xhanderghul's
story that Mathew went insane after
casting a spell, the wizard becomes very
confused and does not know what to say.
He admits, if asked, that the figure that
killed him was about the size and shape
of Sir Xhanderghul. He has no explana-
tion as to why Sir Xhanderghul has
been acting strangely.

If he is resurrected or raised,
Mathew's characteristics are as follows.

Mathew Servenson, human conjurer:
AL NG; AC 10; MV 12; W10; hp 30;
THACO 17; #AT 1, Dmg by spell or weap-
on type; S8, D 16,C 17,117, W 13, Ch
10.

15. Storeroom. The lich used this
room for storage, but the rakshasas
hardly ever entered it. Recently, a large
shadow roper has moved in here, and it
will attack the PCs on sight. Due to the
magical nature of Shadowland, this
shadow roper has natural spell abilities
equivalent to a 7th-level mage. It may
use each spell once a day, and it auto-
matically regains each spell after a day
of rest. The shadow roper has no
treasure.

Shadow roper: INT exceptional; AL
CE; AC -1; MV 3; HD 12+12; hp 98;
THACO 7; #AT 1+ 1; Dmg 5-20 plus spe-
cial; SA strength drain, spells; SD im-
mune to lightning, half damage from cold,
save at —4 vs. fire; MR 80%; SZ L; ML
15; XP 9,000; MC2 (Roper, modified).

This shadow roper has the following
spells: charm person, magic missile,
shocking grasp, chill touch, scare, stink-
ing cloud, web, blink, lightning bolt,
shadow monsters.

16, Secret Room. Despite the fact
that he lived here for hundreds of years,
Loliadac never discovered this room. It
was intended to be used as a secret
escape route by the original builders of
this fortress, but the tunnel collapsed
due to lack of maintenance,

When the first party of adventures
pursued Loliadac into the Shadowlands
centuries ago, four of their number had
already perished. Of the remaining
three, just two lived to see the final
battle with Loliadac. The third, a pow-
erful fighter named Nigel Smithore,
was forced to flee a battle in the main

hall of this very tower. He was getting
the better of two rakshasas when one of
the monsters cast a fear spell from a
scroll, He fled to this chamber, where he
was attacked and killed by a hungry
shadow above. The shadow above has
since moved on, but Nigel’s spirit re-
mains here in the form of a haunt.

As the party enters this room, Nigel’s
haunt materializes and approaches the
nearest PC, attempting to possess him.
What happens next depends on the
party’s reaction. If a battle erupts, Nigel
will focus his attacks on one target,
trying to possess the target as soon as
possible.

Nigel does retain memories of his form-
er life and stops his attack if made aware
of the party’s purpose here, Nigel knows
all about the history of Twilight Gap, but
he is not sure if his friends were success-
ful in imprisoning Loliadac. If he is told
that Loliadac is free (even partially free),
he will do his best to see that the raksha-
sa lord is reimprisoned.

Nigel knows that Loliadac’s mind has
been freed the instant he sees the staff’
of digjoining in area D22. He tells the
PCs that the only way to re-imprison
Loliadac’s mind is to close the gate to

the Shadowlands. He knows that this
may be done eventually by battering it
to pieces, or it may be done through
magic, although the gate resists most
spells cast at it. Burying the gate again
won't suffice; it must be destroyed.

Nigel Smithore, haunt: INT high; AL
NG; AC 0; MV 6; HD 5; hp 39; THACO
15; #AT 1; Dmg special; SA possession,
dexterity drain; SD hit only by silver or
magical weapons and fire; SZ M; ML 16;
MC2.

17. Guardroom. This room housed
the lich's personal guardian, a small
shadow dragon. The dragon was slain
by Loliadac and his clan ages ago, and
this room has remained empty ever
since.

18. Meeting Room. The lich conduct-
ed meetings with its guests in this
room. The chamber is currently empty.

19. Bedroom. Both the lich and Lo-
liadac used this room as a bedroom. The
area is currently in a shambles, with
rubble strewn about haphazardly,

20. Hallway. This hallway slopes
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Shadeling

Greelox

DUNGEON

CLIMATE/TERRAIN:  Any shadowy area

FREQUENCY: Very rare (uncommon in
Shadowland)

ORGANIZATION: Pack

ACTIVITY CYCLE: Twilight/early morning (any in
Shadowland)

DIET: Living shadows

INTELLIGENCE: Average (8-10)

TREASURE: Nil

ALIGNMENT: Neutral evil

NO. APPEARING: 1-10

ARMOR CLASS: 0/as duplicated form

MOVEMENT: 18/as duplicated form

HIT DICE: Special/as duplicated form

THACO: Nil/as duplicated form

NO. OF ATTACKS: 1/as duplicated form

DAMAGE/ATTACK: Special/as duplicated form

SPECIAL ATTACKS:  See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: See below

SIZE: Special

MORALE: Fearless (19-20)

XP VALUE: 1,400/variable

CLIMATE/TERRAIN: Any underground/ruins
FREQUENCY: Very rare (rare in Shadowland)
ORGANIZATION: Solitary

ACTIVITY CYCLE: Night (any in Shadowland)
DIET: Carnivore
INTELLIGENCE: High (13-14)
TREASURE: A

ALIGNMENT: Neutral evil

NO. APPEARING: 1

ARMOR CLASS: 1

MOVEMENT: 15, web 21, jump 3

HIT DICE: 6+12

THACO: 13

NO. OF ATTACKS: 4andl
DAMAGE/ATTACK: 1-3/1-3/2-12/2-12 and 2-8
SPECIAL ATTACKS: Poison, webs, shadow magic
SPECIAL DEFENSES: See below

MAGIC RESISTANCE: Standard

SIZE: L (14’ diameter)
MORALE: Champion (15-16)

XP VALUE: 8,000

Shadelings are bizarre and dangerous denizens of the demi-
plane of Shadow. In their natural form, they are flowing,
sentient shadows about the size of a man's shadow but irreg-
ular in shape.

Combat: Shadelings possess the power of duplication. The
shadeling engulfs its victim’s shadow if the unfortunate
fails a save vs. breath weapon. Once this is done, the shadel-
ing takes the victim's material form. The victim’s weaponry
and armor are duplicated as well, although duplicated mag-
ical items are not magical. The shadeling gains all the phys-
ical abilities of its victim, including hit points, armor class,
and special physical attacks and defenses. Once a shadeling
has taken a material form, it attempts to slay the being it
has duplicated. If it manages to do so, it remains in its new
form for 2-20 days. Then it returns to its true form and must
find another victim. In their true forms, shadelings cannot
be physically harmed and are unaffected by most spells.
Light and darkness spells have a 5% chance per level of the
caster of destroying the shadeling, and the continual ver-
sions of these spells have a 10% chance per level of the cast-
er. Dispel evil and protection from evil spells affect
shadelings normally, and a shadow walk spell cast on them
destroys them automatically, as does the sunray spell. A ho-
ly word uttered at a shadeling in physical form causes it to
revert to its true form, while a holy word uttered at a shade-
ling in shadow form banishes it to the Shadowlands. If
killed while in the form of some other being, the shadeling
returns to its shadow form, but it loses the power to dupli-
cate for a full day.

Habitat/Society: Shadelings seem to have only one pur-
pose; to duplicate living beings and feed on their shadows.

Ecology: Any mirror (that has been prepared by casting en-
chant an item and permanency spells on it) that is subse-
quently engulfed by a shadeling will instantly become a
mirror of opposition. Although they may resemble undead,
shadelings cannot be turned by priests.

Greelox are powerful, spiderlike natives of the Shadow-
lands. In addition to eight spiny legs, greelox have two
limbs that function as arms. Their two front legs end in
scythelike blades. Greelox are gray and brown, with dull
red eyes and black claws and mandibles.

Combat: Greelox attack up to four times a round. They
may wield weapons and shields in their hands. In addition
to these attacks, a greelox may also bite for 2-8 hp damage.
This bite is poisonous (save vs. poison or die in 1-4 rounds). If
the save is made, the victim becomes nauseated for 3d4
rounds (—2 penalty to his to-hit rolls and a +1 penalty to
armor class). A victim whose bare flesh comes in contact
with a greelox web suffers 1 hp damage each round from the
web acid (affects only organic material). A greelox may
choose to forgo all its attacks for one round and spin
webbing equivalent to a web spell at any target within 30
yards. This may be done once per turn.

In any one round, a greelox may forgo any attacks and
manipulate the surrounding shadows to achieve a variety of
effects equivalent to a shadow magic spell. A greelox may
also dimension door through shadows at will. The greelox
must have shadows present to do this, and may travel up to
210 yards in this manner. A greelox may hide in shadows as
a thief, with a 90% chance of success. A +2 or better weapon
is required to hit greelox, and they are immune to all forms
of poison and acid.

Habitat/Society: Greelox are solitary creatures on the
Prime Material plane. However, there are rumors of greelox
cities in the Shadowlands: massive mazes of webs that take
up acres of terrain. In addition to their own language,
greelox may speak any other language they hear spoken for
one hour or more.

Ecology: Greelox young are born live and abandoned soon
thereafter. They grow rapidly, reaching full size in one year.
Greelox live an average of 50 years. Dried greelox webbing is
useful to alchemists in the preparation of oil of acid resistance.
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Role-playing Thrassos

Thrassos has only marginal interest in
the PCs; he neither fears them nor is
particularly concerned with their prob-
lems. He wants to explore the ruin,
study the murals, and see if the rumors
about the water elemental are true. If
there’s water to be found, he'd be more
than happy to take some with him.

Thrassos means the party no harm,
but his manners are very rusty. Like
any desert traveler, he views strangers
with suspicion. He'll be reluctant to say
much to the party unless they openly
befriend him and convince him they
aren’t hostile.

The PCs won’t be able to deduce much
about Thrassos merely from his appear-
ance. A lone wanderer in the Athasian
desert could be anyone or anything: a
druid, a crazed hermit, a psionic master
on retreat from his students, a powerful
defiler, or a harmless peasant. (The PCs
probably have not heard of the merciful
shadows spell unless they are priests, so
Thrassos’s gray appearance will likely be
a mystery.) Still, this uncertainty is a
feature of life on Athas, where the key to
survival is avoiding unnecessary trouble.
Encourage the PCs to meet Thrassos
instead of pointlessly attacking.

Getting Acquainted

As Thrassos approaches the building, he
can be heard muttering to himself, “Oh,
very bad, very bad, Hemmer. Trapped. I
think it's trapped.” Thrassos is referring
to the water elemental. After sizing up
the battered ruin, he fears the elemen-
tal may be buried in rubble or trapped
in some other way. However, the PCs
may well think that they're the ones
being trapped!

If the PCs approach Thrassos or other-
wise draw attention to themselves,
Thrassos greets them politely but a bit
disjointedly, not as long-lost friends.
“Uhh. I see you've beaten me here,” he
says, sniffing the air. “Mmm. Nice
smell. I'll just look around. Where is the
water?”

Though Thrassos takes no hostile
actions against the party, he is so aloof
and so poor at conversation that he may
provoke suspicious PCs to attack. If so,
Thrassos defends himself to the best of
his ability, then plays dead at the most
opportune moment. If the PCs insist on
soundly thrashing Thrassos, you may
wish to intervene, keeping Thrassos
from death’s door (barely) so that he can

participate in the adventure’s climax. If
Thrassos plays dead or the party beats
him unconscious, proceed to “Banne-
ker’s Raiders.”

If the party doesn’t attack him, Thras-
sos wanders around the building, with
Hemmer hopping along beside him. He
examines the various rooms, rubbing
his chin and mumbling to himself. The
PCs are free to accompany him,

If the PCs are polite and patient,
Thrassos shares what he’s heard about
the building (that it’s actually a mortu-
ary, and that a water elemental was
allegedly trapped here to cleanse the
spirits of the deceased to prepare them
for the afterlife). He'll speculate, if
asked, about the purpose of each of the
rooms. He makes only vague guesses,
more or less accurate. For instance, he
identifies area 5 as some type of storage
area but isn't sure what the sawdust
represents. He has a few sad comments
to make when he sees the murals in
areas 1 and 2 (“Why didn’t they see
what they were losing?”). Thrassos is
also willing to share details about his
own background.

At some point in the conversation,
Thrassos asks the PCs if they’ve had
any trouble with a band of raiders led
by a defiler named Banneker. “Quite a
brute. Rides a giant lizard. Been active
around here for quite some time, so I've
heard. Was tracking me for a while, but
I lost him.” Thrassos has no other rele-
vant information about Banneker's
raiders, except for advising the party to
be wary of them.

When Thrassos discovers the cistern
in area 8, he examines it carefully,
tracing his finger along its surface and
peering inside. When Thrassos finishes
his examination, he announces that the
elemental is trapped inside. He decides
to release it and tries to enlist the PCs
to help. If they refuse, he breaks a
chunk of stone from a bench and pounds
on the cistern. Thrassos is able to inflict
only 1-4 hp damage against the cistern
per round. If the PCs don’t stop him, he
eventually destroys the cistern and
releases the elemental (see “Concluding
the Adventure” for results).

If the PCs interfere with Thrassos’s
attempt to free the elemental, Thrassos
begins to argue with them, insisting
that there’s valuable water to be had.
The argument is interrupted by the
sounds of scuffling coming frem outside
the building. A high nasal voice calls
from the entrance, “In the name of the

great King Kalak of Tyr, I bring you
greetings.”

Banneker's Raiders

The nasal voice belongs to Banneker
Last-Man, a defiler leading one of the
small raiding parties common in the
Tablelands. (Banneker Last-Man is so
known because he has sometimes been
the last man to emerge alive from a
confrontation.) Banneker has made a
fair living preying on small parties of
travelers, acquiring a reputation for
cruelty in the process.

The raiding party consists of the
following:

Banneker: AL LE; AC 10; MV 12;
W7 (defiler); hp 26; THACO 18; #AT 1;
Dmg by spell or weapon type; S 10, D
12,C 14,117, W 16, Ch 15; ML 14; XP
2,000; obsidian dagger (1d4—1 hp dam-
age); Psionics: contact (16), mindlink
(11), inflict pain (13), 59 PSP. Spells:
affect normal fires, charm person, light,
protection from good; blur, detect good,
flaming sphere; dispel magic, Melf's
minute meteors; charm monster.

Banneker is a short, rather pudgy
man in his early 40s with a bushy black
beard and long, thinning hair. Like his
raiders, he wears leather sandals and a
black burnoose with a red sash; he car-
ries a staff of mahogany.

Banneker rides in a rattan howdah on
the back of a mekillot, a giant brown
lizard with a long tail like a dinosaur.
The mekillot ordinarily has a surly
temper, but Banneker keeps it under his
control with a charm monster spell,
renewed every two days. Banneker’s
mekillot feeds on the raiders’ victims.
Fortunately for the PCs, it has fed
recently.

Mekillot: INT animal; AL N; AC7
(underside 9); MV 9; HD 11, hp 75;
THACO 9; #AT 1; Dmg 1-6; SA swallow
victim on hit roll of 20 (save vs. paraly-
zation to avoid; swallowed victims can
use only psionics to attack); crush (in-
stinctively drops on anything crawling
beneath it for 2d12 hp damage); SZ G;
ML 14; XP 6,000; Psionics: nil; DS (Ani-
mal, Domestic).

With Banneker in the canopied seat
(but hidden from the PCs’ view) is his
pet python, Gerda.

Gerda (normal constrictor snake);
INT animal; AL N; AC 6; MV 9; HD
3+2; hp 20, THACO 17; #AT 2; Dmg 1/1-
3; SA constriction; SZ M; ML 8; XP 175;
Psionics: nil; MC1 (Snake).
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take a —1 initiative penalty.

On the next round, Banneker casts a
second-level blur spell, and the circle of
ash extends another yard outward.
Living creatures in this radius take a
noncumulative —2 penalty to initiative.

On the third and six subsequent
rounds, Banneker casts Melfs minute
meteors, once per round, at the most
threatening PCs (targeting spell-casters
first). This third-level spell extends the
ash circle another yard each time it's
cast, inflicting a —3 initiative penalty
to living creatures within that radius.
(Technically the spell extends the ash
circle all the way on the first round of
casting. But it shows the effects of defil-
er magic more dramatically if the ash
extends incrementally over the next six
rounds with the casting of each minute
meteor.)

Leaping onto the mekillot: A PC
may try to leap into the howdah and
guide the mekillot. However, Banne-
ker’s constrictor snake is waiting to
attack the unlucky hero. A PC who
defeats or disposes of the snake can try
to control the mekillot. This may re-
quire an animal handling or riding
proficiency check, at your option. If the
PC has a riding proficiency other than
for mekillots, the check is made at a —3
penalty. Play up the mekillot's vicious
and stubborn nature; Banneker’s charm
monster spell does not make the mekil-
lot more amiable to the PCs.

Concluding the Adventure

At some point during the battle, the
cistern should break, freeing the water
elemental. The mekillot’s attack might
do this, the PCs may decide to do it
themselves, or Thrassos (perhaps strug-
gling back from death’s door) may do it
without the PCs’ knowledge. Try to
time the elemental’s appearance for a
dramatic moment in the battle, such as
when a PC faces certain death from
Banneker's magic. Alternately, you may
free the elemental to provoke the action
(the PCs may have to go through Ban-
neker to get away from the elemental).
Once freed, the elemental surges forth
like a tidal wave, conjuring torrents of
pure water as it heads toward the build-
ing’s entrance. Maddened by long cap-
tivity, the elemental attacks the first
target in sight. For maximum drama,
try to make this one of Banneker's raid-
ers, or better yet, the mekillot. The
sight of the huge lizard, tossed up in a

wave of water like a cork, is sure to
arouse the party’s awe.

Soon, the entire wing of the structure
is flooded, and the pool of water grows
to cover the surrounding area. The
elemental conjures nightmare shapes
from the water, shapes that catch and
engulf the raiders. Last to be caught is
Banneker. The PCs see the wizard’s
wretched struggles while they (presum-
ably) seek cover. If Graddle or Hurk
survives, he loyally flings himself into
the water-shape to rescue Banneker,
only to be caught and drowned himself.
The other raiders and their kanks run
for the hills.

If the PCs don't seek cover, they could
be victims themselves. Allow them to
trick or divert the elemental; nearly
any behavior can be justified by the
monster’s insanity and rage. Or you
may prefer to bring the elemental’s full
wrath upon them, and when things look
very bad, bring in rescue from an unex-
pected quarter.

Thrassos’s Reaction. Thrassos
Haruk can help the PCs at a crucial
point, even if they fought him earlier.
Give one PC a chance to gain Thrassos’s
belated sympathy, such as by rescuing
the helpless jarbo, Hemmer, from the
rising flood. Then Thrassos might make
a surprise appearance (perhaps after the
PCs left him for dead), using his clerical
understanding of the elemental to per-
suade it to leave them alone. In this
deed Thrassos either dies heroically, or
the heroes can escort him back to Tyr
and try to get him into the Veiled Alli-
ance, the secret society of preservers
and their allies, If Thrassos dies, Hem-
mer the jarbo takes a liking to one of
the PCs and becomes its pet.

Wrapping Up. Once the raiders are
taken care of and the entire area is
flooded, the elemental rises in a huge
waterspout, then vanishes back to the
plane of elemental Water with a clap of
thunder. The bodies of the raiders drift
lazily to the shore of the new oasis.

New Directions

Here are a few loose ends that the PCs
may explore in further adventures:

The Haunted Mortuary. Did the
mortuary attendants, now dead for long
ages, conduct dark experiments here?
Did they create a horde of undead, now
waiting elsewhere in the ruin?

Jarbo Hunt. The PCs may want to
acquire jarbos of their own. Thrassos

Suta——r

knows of a large colony at the foot of a
distant cliff. The PCs can travel there
and befriend the jarbos with psionic
powers or bribes of food. Unfortunately,
the colony is also the stomping ground
for several predators.

Raiding the Raiders. Banneker’s
surviving raiders retreat to their lair, a
barren box canyon 20 miles north of
here. A dry stream bed runs through the
center of the canyon. PCs can enter
stealthily through this wash to surprise
the raiders. The warren of caverns along
one wall holds their meager treasure
(and do the caverns lead downward?).

Half-Giant Groupie. If Graddle the
half-giant somehow survives, he may
come to idolize one PC who played an
important role in defeating Banneker.
The half-giant tries to join the PCs,
imitates his new idol slavishly, and in
general behaves like a big, stupid pup-
py. Graddle offers to take the PCs to his
home village to meet his parents (if he
can remember where the village is).
Once there, the PCs find the parents
have been kidnapped by templars to
serve in the sorcerer-king’s gladiatorial
arenas. Time for a rescue mission!

More Strangers. Until the water
dries up, this area will attract caravans
and other travelers with appropriate

_proficiencies or psionics (or good luck).

These passersby can hire the PCs as
guards or mercenaries.

Buried Treasure. The flood may
have reburied the structure under a
huge mound of sand, or a convenient
sandstorm can do so. But if you like, the
building can remain accessible. The PCs
can explore it further, perhaps finding
necromantic items or other mortuary-
related magic.

In any case, the heroes have a new
world of adventure before them, and
many harsh challenges to overcome in
the brutal battle for survival. They can
expect that there will always be some-
thing new under the scorching red sun
of Athas. Q

Out of Supplies?

Write for a free catalog from the
Mail Order Hobby Shop, c/lo TSR,
Inc., PO. Box 756, Lake Geneva WI
53147 US.A.
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WHALE

pushed back, and their white-haired
leader, Olaf, will call for a retreat out to
sea. If the PCs talk or think quickly, the
initial battle may be avoided and nego-
tiations begun.

For the Dungeon Master

In the Viking setting, the location of
this adventure is Isaland, Greenland, or
northern Norway. The precise year is up
to the DM, but the season should be
autumn. The reason for the party’s trip
is up to the DM’s discretion.

The riders from Kross and the fisher-
men from Raven-house represent the
two nearest steadings, both about two
miles from the bay in which the whale
is beached. No more people from either
steading will arrive before the conflict
is settled. Afterward, women from both
steadings will arrive to bear away the
dead or wounded.

The Whale

The whale was found by a Gimli, a half-
witted shepherd from the Kross settle-
ment, who told Grim (the archer the
PCs saw shoot the young woman) about
it when he saw Grim hunting seals
nearby. Grim set Gimli to guard the
whale while he ran to the steading and
rang the alarm bell. When he had ev-
eryone’s attention, Grim told them
about the whale. Then he and the
stoutest men of the steading set off
immediately with young lord Trausti
leading them.

By the time they got to the bay, a
fishing boat from the Raven-house
steading had arrived and frightened off
Gimli. Olaf, the leader of the fishermen,
had ordered his men to stick a harpoon
in the whale to bolster their claim to it.
They desperately need the whale to
survive the winter, and desperate men
are dangerous.

The baleen whale swam ashore be-
cause it is sick and confused, not be-
cause a harpoon drove it there, The
whale isn’t dead yet, though it cannot
move on the shore and shows no obvious
signs of life. Druids or skalds who want
to make a friend at sea might want to
save the whale. Alternatively, a rune-
caster who knows a beast-rune (VCS,
page 35) might speak with the whale. In

exchange for its life and freedom, it will
offer to teach the PC a change-rune
(VCS, page 36) that allows him to as-
sume whale form.

The PCs might decide to let the whale
go as part of an agreement that neither
side get the whale, if the feud has be-
come bitter enough. If the feud hasn't
vet resulted in any deaths, the villagers
would have to be either defeated or
convinced to take compensation before
they would let it go. The whale could
make the difference between starvation
and plenty for both steadings.

The whale could survive if it were
floated out to sea at the next high tide.
Moving it at low tide without carving it
up is probably impossible without mag-
ic, such as the use of a strength-rune
(VCS, page 41) or powerful foreign mag-
ic such as reduce, strength, Tenser’s
floating disk, telekinesis, raise water, or
dig spells.

Whale: INT low; AL N; AC 4; MV 18
(swim only); HD 15; hp 15 (72); THACO
5; #AT 1; Dmg 1-8; SA tail; SZ G; ML
10; XP 5,000; MC2.

If the whale is killed—and it is al-
ready half dead—it would provide
enough fat, oil, meat, bone, ambergris,
and baleen ivory to make a single stead-
ing rich and locally powerful or to keep
both the Kross and Raven-house stead-
ings alive through the winter. If the PCs
gain the whale for themselves, its car-
cass is worth 1,600 gp or 100 marks; the
small amount of ambergris is worth 960
gp or 60 marks.

The Steadings

The Kross and Raven-house steadings
are often rivals but have never done
more than compete with one another at
annual gatherings. The Kross steading
is known for its fighting stallions and
excellent ponies, while Raven-house is
the center of Odin-worship in the re-
gion. Both are independent holdings of
about 20 thralls and bondsmen, six
freemen, and their wives and children.
Trausti rules the Kross steading; he is
tough but also wise enough to attempt
to avoid bloodshed and share the
wealth. Unfortunately, his control over
his men is weak because his mother, the
matriarch of the household, died only

recently and passed on the rulership
while he was away as a fosterling with
his uncle.

Before Trausti’s return, the household
was ruled by Grim, the middle-aged
leader of the hunters, who has been
reluctant to give up power. Consequent-
ly, Trausti needs help to keep the whale
situation from developing into a blood-
bath. The arrival of the PCs makes his
position stronger (since he knows them
and the Raven-house men don’t). Grim
wants to use the PCs to slay the opposi-
tion, not to negotiate, and he will try to
twist things in that direction.

Trausti Haraldson: AL CG; AC 4;
MV 12; F'1; hp 13; THACO 20 (19 with
sword); #AT 3/2 or 1; Dmg by weapon
type; S14,D 15,C 17,111, W 14, Ch
14; XP 15; chain mail, broad sword
(specialized), spear, dagger. Trausti
wears an amber necklace worth 160 gp
or 10 marks as a sign of his leadership.

Grim serves as Trausti’s overseer, spy,
bodyguard, master hunter, and trusted
servant. He is fanatical in seeking to
further the Kross family interests and
would betray them only if he could be
sure that the estate would fall to him.
Grim is furious about the false claim of
the Raven-house, but he realizes that
Gimli the shepherd is hardly a reliable
witness.

Frustrated at the situation, he shot
and wounded the blonde Isolde as the
PCs arrived. Because he knows her as a
“witch,” Grim sees her as the greatest
threat to his men. He doesn’t trust the
PCs to go along with his might-makes-
right approach to the conflict.

Grim the Black: AL NE; AC 6; MV
12; F3; hp 18; THACO 18 (17 with bow);
#AT 1; Dmg by weapon type; S 16, D 16,
C12,113, W7, Ch7; XP 120; leather
armor, long bow, axe, dagger. Grim
always carries his money with him: 34
silver pennies and a half-pound tar-
nished arm-ring of hack-silver worth 16
gp or 1 mark.

The riders are the freemen of the
household, armed and mounted but not
generally warriors. They wear leather
armor and carry shields.

Riders (6): AL N; AC 7; MV 12; FO;
hp 4 each; THACO 20; #AT 1; Dmg by
weapon type; ML 9; XP 15 each; spears,
daggers.
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GREEN LADY'S SORROW

1 square=10"

LOWER CAVERNS

interested in that sort of thing, but
there are several lumps of melted gold
and silver (formerly coins) that they
carried in here and forgot about. These
lumps are comprised of 1,800 gp and
1,200 sp, now completely fused.

Magmen (13-24): INT low; AL CN;
AC 6; MV 9; HD 2; hp 9 each; THACO
19; #AT 1; Dmg 3d8; SA combustion
touch; SD +1 or better weapon to hit,
immune to fire; SZ S; ML 6; XP 420;
MM2/82.

10A. Lava Pool. The magmen spend
most of their time in this pool, though
they wander around the complex when
they get bored. The pool extends into
the passage just north and east of area
10, allowing the magmen to exit or
enter their lair via the pool. Anyone
walking down these passages has
enough room to pass by the lava, but
there is a 50% chance that 1-2 magmen
pop up to greet them.,

When the PCs enter this area for the
first time, there are 12 magmen in the
pool. When the magmen see the party,
they merely watch them for the first
four or five rounds, then start coming
out in pairs to greet their visitors. If the

party allows the magmen to approach,
the creatures will gladly torch the PCs.
If the PCs get into a fight over the eggs
on the other side of the cave, the
magmen in the pool simply watch,
though any that have already left the
pool join their brothers in the fight.

10B. Wrestling Match. Five magmen
are wrestling and arguing over three
dragon eggs. They are trying to decide
whose turn it is to hide their toys. The
magmen ignore the party unless they
are molested in some way. If harassed,
or if the PCs try to take the eggs, all of
the magmen attack the party. Wounded
magmen flee into the lava pool. If they
are outnumbered at any time, all re-
maining magmen flee into the pool.

The magmen are fighting over one
egg, but two other eggs are propped up
against the wall nearby. Two of the eggs
are real, but the third is a fake, fash-
ioned from stone by the grue. The fake
looks exactly like the real eggs, but it is
30 Ibs. heavier. If the PCs examine the
fake egg closely, they may realize what
it is, though they will surely wonder
where it came from.

If the PCs slay or injure seven or more

magmen, the surviving creatures avoid
the PCs completely.

11. Dead Ores.

The badly burned bodies of five orcs
are slumped in this intersection.
Their shabby leather armor has been
scorched away, and their scimitars
have been reduced to twisted hunks
of useless metal. Their death was
obviously very unpleasant and hap-
pened about a week ago, by the look
of it.

These ores were part of the group
Pzyruxal sent down to look for her eggs.
They have nothing useful on them.

12. Last Stand of the Bloody-Axe.

As you walk down this passage, you_‘
notice blast marks from what were
obviously several powerful explo-
sions. As you move farther along,
you see that the passage endsin a
small cavern. In it, a half dozen
magmen are busy piling up the
bodies of several orcs that died here.
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